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Abstract

This study is designed based on
the six innovation rules created by Prof.
M. H. Lee which include reverse,
transfer, combine, change direction,
extend, reduce. The primary aim of this
study is provide the course contents
and guidelines for teaching creative
innovative course in a general college
curriculum. In this study, the course

contents of creativity are organized
and proposed, and the teaching
techniques and guideline are discussed.
Due to the fact that the subject of
innovation should be a realistic issue,
besides the theory, methods for
innovating and exercise or practices
are closely related in the design of the
course. It is hoped that the proposed
course and guidelines will be helpful
for the future training of the
instructors for teaching creativity in
the college.
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