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Foreword 
A Word from our Chairperson

ReCreate’s mission is to be an inclusive and successful social enterprise 
inspiring curiosity, creativity and care for the environment. We do this by providing 
accessible and affordable art materials and educational supplies to all sectors 
of the community across Ireland. We champion awareness around reuse and 
diverting materials from landfill and encourage social inclusion through extensive 
work placement programmes for those with additional needs and those distant 
from the labour market. 

Our materials are available to members for free and in unlimited quantities. 
ReCreate’s enterprise is based around the concept known as ‘creative reuse’ 
which encourages the public to reuse materials on an industrial scale, that would 
normally be sent to landfill or recycling, in all kinds of creative and inventive ways. 

ReCreate’s vision is to become a national model for best practice in social 
enterprise where creativity is fostered, people are valued and the environment  
is cared for.

In the past three years since our establishment, we have learned that ReCreate’s 
materials are a critical enabler of the work of community and youth groups, arts 
facilitators, teachers, special needs assistants and those working with young 
children. That the creative reuse of materials has a deep impact at an individual 
and group level was clearly evident throughout ReCreate’s Heads Up project. 
Creative reuse of the materials allows individuals to articulate, in an alternative 
way, their inner emotions and feelings. This is particularly powerful and effective 
in disadvantaged and special needs communities where individuals may struggle 
with the skills involved in the formal and traditional communication channels of 
writing and talking. 

This project focuses on a particular sector of ReCreate’s membership, inclusive 
settings, where people with and without atypical or special needs work, learn  
and play together. Arts-based approaches in such educational settings have  
long been perceived to be more effective in progressing the learner’s cognitive, 
socio-emotional, physical, motor and linguistic abilities. This is what the team  
set out to explore. I hope you will be able to take something from the study  
which will enable you to bring more open-ended play and creative explorations  
to your work.

Teresa Heeney                               
Chairperson 
ReCreate Ireland

November 2016
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An Opening Thought

Everyday at ReCreate we witness new paths of exploration and communication 
being opened up by the materials we make available. Regardless of age 
or background, we see our members inspired to invent, communicate and 
collaborate. Some of these moments are subtle, others are more profound.  
This is illustrated by a team member’s encounter during a workshop with  
senior infants students:

‘I noticed one girl standing with her back to 
the class, her jacket on and hood up. She was 
non-responsive to the excitement and activities 
of the other pupils around her. Her teacher 
informed me that she had learning difficulties 
and was better left alone. I honoured this 
request but quietly left a selection of materials 
near her and observed her response throughout 
the workshop. 

Within half an hour she had removed her hood 
and was engaging with the materials with help 
from her teacher. By the end of the workshop 
she was vocalising her delight, showing off  
her creation and actively taking part in the 
clean-up process. Her delighted teacher 
commented on the transformation in her 
participation levels when introduced to the 
materials and noted that she would use them 
again as a learning tool.’
It is these first-hand experiences that underpinned ReCreate’s belief and 
determination to bring the Heads Up project to life. We have seen the 
transformative power of open-ended materials in action and it is what drives  
us to advocate creative reuse in Ireland.

Through the help, support and guidance of the EPA and Dr Carmel O’Sullivan, 
we have been able to embark on this Heads Up journey to further explore the 
benefits of creative reuse.

Dara Connolly   Deirdre Rogers                                
Executive Director  Art Director  

ReCreate Ireland  ReCreate Ireland
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Section 1.  
The ReCreate Story

ReCreate is a special social enterprise  
and the first of its kind in Ireland. 

By repurposing surplus and end-of-line  
materials from industry, we provide unique  
art supplies to those who might not otherwise 
have access to them.
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5. Our members then pick from this treasure 
trove of goodies and turn it into magical creations

1. Our suppliers let us know when they have a build up of surplus stock 4. Our team categorises the materials and 
fills the shelves with our latest haul

3. The materials arrive at our Warehouse of Wonders 

2. They load up the materials to deliver to us or we dispatch the ReCreate van to collect them

This is how it works:
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5. Our members then pick from this treasure 
trove of goodies and turn it into magical creations

1. Our suppliers let us know when they have a build up of surplus stock 4. Our team categorises the materials and 
fills the shelves with our latest haul

3. The materials arrive at our Warehouse of Wonders 

2. They load up the materials to deliver to us or we dispatch the ReCreate van to collect them

But the benefits don’t end there...
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Environment
In 2016 alone, ReCreate will divert 250 tonnes of material from 
landfill or overseas recycling. Through the engagement and 
creativity of our members, we transform unwanted goods into a 
valuable, artistic and educational resource. 

Creativity & Education
Encouraging creativity is at the heart of what we do. The 
materials we provide open up an inspiring world of possibilities 
to our members for creative and inventive pursuits. Our in-house 
artists are always on hand to offer assistance and ideas. 

ReCreate also works with an extended group of professional 
artists to offer a range of creative workshops, including 
continuing professional development for teachers and carers.

Finance
The financial benefits of our enterprise are twofold. 

Rather than paying for disposal, businesses make cost savings 
by allowing us to collect their surplus materials. This activity also 
enhances the Corporate Social Responsibility programmes of 
the companies we partner with. 

Our reasonable membership fees enable schools,  
community groups and individuals to access an abundance  
of art and educational supplies at a fraction of the cost  
of standard materials. 

ReCreate’s work impacts positively on a range  
of areas throughout the community: 

12



Employment
ReCreate currently employs 6 full-time staff, 10 Tús 
workers and 3 interns. Over 20 artists work with us 
on a part-time basis. We also offer meaningful work 
experience in five sheltered employment positions. 

Since opening our doors in 2013, we have facilitated 
a total of 34 Tús placements, along with 9 internships. 
These positions provide important opportunities  
for individuals to re-enter the workforce following  
long-term unemployment.

Social Inclusion
Open-ended materials, when used in play or educational 
practice, are recognised for their advantageous effects 
both on individuals and on society. The freedom of 
expression that these materials promote is considered 
particularly beneficial to young people and those with 
special needs. 

By providing schools and community groups, from 
all areas of society, with access to a wealth of these 
materials at an affordable price, ReCreate fosters social 
inclusion through creative reuse. 

ReCreate is for everybody, no matter what your age 
or circumstance. Our Warehouse of Wonders offers a 
fun space for the whole community and is particularly 
welcoming to groups with special needs.

We don’t do this on our own though...

13



The harmonious relationship between our suppliers and 
members ensures that creative reuse is gaining awareness and 
popularity in Irish society. Through our network of professional 
artists, we are reaching a wider audience still. 

ReCreate is growing all the time. Right now, we have over 185 
suppliers on board and more than 1,700 memberships (with an 
average of 100 people per membership). 

Our generous sponsors and supporters (including Pobal, South 
Dublin Partnership and Early Childhood Ireland) enable us 
to spread the word even further through community-based 
initiatives and projects.

In 2015, The ReCreate Revolution, a project part-funded by the 
Environmental Protection Agency (EPA) and Local Agenda 21, 
saw 106 free Creative Reuse Workshops take place in schools 
and community groups across the country. These workshops, 
along with 1,000 complimentary Creative Reuse Toolkits, 
allowed us to demonstrate the diversity of materials available in 
our Warehouse of Wonders and to highlight the importance of 
creative reuse for society. 

The project was a resounding success, leading to a 30% rise in 
suppliers and a 60% increase in memberships in 2015.

14
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Section 2.  
The Heads Up Project 

The results of The ReCreate Revolution got 
us thinking — if so much could be achieved 
through short, one-off workshops, what 
would the possibilities be if we took a more 
comprehensive approach? And with that, the 
kernel of the Heads Up project was formed. 

To reach as wide an audience as possible, the team at 
ReCreate decided to develop a publication, video and web  
page that would bring to life the impact on, and advancement 
of, social inclusion through arts practices and creative reuse.  
We also wanted to communicate the magic and endless 
potential of the materials themselves. However, in order to 
generate the information, images and testimonials necessary 
to support such a message, we needed to provide adequate 
settings for observation. 

With thanks again to the generous financial and moral support 
of the EPA, we devised an artist-in-residence model that 
would see 18 educational and community groups undertake 
a prolonged exploration with a professional artist through the 
medium of reuse materials. 

The emphasis for these workshops was to demonstrate 
the benefits of arts practices through creative reuse in fully 
inclusive settings. Inclusive settings are places where people 
with and without special needs learn and work alongside  
one another. 

The project model specified that, where possible, a portion of 
the available time be dedicated to the teachers, carers and 
parents of the participants. This was to ensure that they would 
be informed, engaged and positive about the process. It also 
provided the artists with the opportunity to share creative skills 
that could be carried through beyond the Head Ups project.

As things gained momentum, we were very fortunate to catch 
the attention of Dr Carmel O’Sullivan, Head of the School of 
Education at Trinity College Dublin and Director of the Arts 
Education Research Group (AERG).  

Dr O’Sullivan recognised the prospect for Heads Up to 
contribute to the under-researched area of inclusive education 
in arts practices. Through a series of pre- and post-workshop 
questionnaires, Dr O’Sullivan and her team conducted a 
small-scale study investigating the responses, insights and 
observations of the artists and teachers who participated in  
the project. 
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As Dr O’Sullivan summarises, the overall aims of the Heads Up study were to:

Examine the impact of professional artists 
working alongside teachers/educators in inclusive 
educational settings.

Determine if reuse materials encourage greater 
flexibility and creativity in inclusive classrooms. 
In particular, the study probed the capacity for reuse materials to: 

Encourage active participant engagement.

Provide alternative forms of visual experience  
and learning.

Help to integrate learning with other subject  
areas and topics.

Encourage inventiveness and creativity.

Act as a vehicle for alternative forms of 
communication.

Have a therapeutic effect through their tactile  
and sensory qualities.

Foster excitement and enthusiasm about art.

Instil a sense of curiosity about the origins  
of the materials.

Encourage an inclusive learning environment.

Encourage greater freedom to creatively engage 
owing to the diversity of the reuse materials.

Provide affirmation of all students’ identities 
through freedom to explore.
The study also looked at the range of artists’ practices in inclusive educational  
settings and the impact of the presence of a professional artist in that setting  
over an extended workshop period. 

Our hope is that the research team’s findings will help to strengthen academic  
interest in this area and ultimately bring about its integration into conventional  
education practices.

18
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I hear and I forget I see and I remember

I DO AND I UNDERSTAND

I hear and I forget I see and I remember

I do and I understand



Section 3.  
The Wider Context

Before documenting the workshops, we thought 
it might be useful to elaborate on the wider 
context for the Heads Up project. Creative 
reuse is not something that we invented. It has 
been around for a long time in various forms. 
Similarly, the value of inclusive learning through 
creative exploration has been recognised by 
scholars and practitioners for many years.

To this end, we asked Dr Carmel O’Sullivan to 
provide an overview of the greater context for 
the project. She and her colleague, Dr Michael 
Flannery, kindly obliged.

Background  
Heads Up, the title of this innovative project, recalls Lev 
Vygotsky’s metaphor for play. Vygotsky (1896–1934) was 
a Russian psychologist and one of the most well-known 
educational theorists of the 20th century. In his discussion 
around the developmental potential for play and creativity in 
young people’s lives, he referred to a child behaving as if  
she were ‘a head taller’ than her usual self when engaged in 
playful activities. 

Vygotsky wrote passionately about development, play and 
learning as being social and collective activities where people 
can learn from one another. His work in the field of special 
education (1929) refers to the value of inclusive education 
and he strongly disapproved of the situation where learners 
with special and additional needs are placed in schools and 
educational settings with students like themselves. He referred 
to the ‘qualitative uniqueness’ of each child and criticised the 
approach where their challenges alone were concentrated 
on. Instead, Vygotsky believed that the focus should be on 
‘their positive and unique features’. He argued that this was 
the research of the future and that it would come to the fore 
through ‘a collective form of working together’ in schools  
and society. 

Vygotsky called upon schools and educational settings to use 
common goals for all students. He wanted to see people with 
additional needs live and function ‘as workers, craftspeople and 
so forth’ in a social model of education and engagement. 

ReCreate’s Heads Up project incorporates the elements  
of social inclusion that Vygotsky was championing almost  
90 years ago. 

The Value of Arts Education 
The arts are universally acknowledged as valuable and enjoyable 
cultural pursuits. When used in education, they are transformed 
into highly effective teaching and learning processes.

All discoveries, inventions, developments and innovations begin 
with people imagining different possibilities and then exploring 
these to find new solutions. Human evolution relies on our ability 
to imagine, explore and create. The arts are built around the 
imagination and place the learner at the centre of exploration  
in a positive, enjoyable and constructive atmosphere. 

The arts in education allow participants of all ages to explore 
the interplay of imagination within the daily constraints of every 
day life. It is this particular aspect of arts education that makes it 
so valuable in allowing people to use their imagination to create 
and explore different possibilities which connect back to their 
real lives. It offers much more than a temporary release through 
engaging in fiction or fantasy, and allows participants to stand in 
both spaces simultaneously – the imaginative world and the real 
world, where creative exploration through art can resonate with 
and inform people’s daily realities.
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Why Use the Arts in Educational Settings? 
The arts provide a sensory way of ‘knowing’, actively involving 
participants in learning through doing and experiencing. They 
provide children and adults with opportunities to engage with 
the world using their senses, learning ‘how to learn’ and how to 
make meaning from what they experience in their classrooms 
and in their daily lives. 

Recent studies in brain-based research suggest that the 
use of the arts in education can stimulate positive brain 
activity. Brain activity of this nature can enable us to be more 
receptive to processing and exploring new information, creating 
links between existing and new knowledge. This practice is 
recognised as one of the most effective ways in which people 
learn (Moreau, 2014). 

Research has shown that peer collaboration, making choices, 
problem solving and physical activity, along with creative 
disciplines such as visual arts, music, drama and storytelling, 
release dopamine in the brain. The presence of this chemical 
allows us to learn and explore ideas more deeply and in a more 
relaxed state of mind. A positive emotional state creates the 
best conditions for learning, discovery, creativity and invention. 

The importance of artistic and creative practices in supporting 
the development of cognition and learning is well established. 
The previously held notion that the arts and affective education1 
are separate and distinct from scientific and cognitive 
education has been strongly challenged. Integrated learning 
experiences have been shown to be one of the most powerful 
and effective ways of learning. This educational philosophy 
echoes ReCreate’s understanding and application of a  
well-known proverb to this project:

I hear and I forget.  
I see and I remember.  
I do and I understand.

Visual Arts Integration 
Integrated or cross-curricular learning occurs whenever 
learners and their teachers apply learning in more than one 
subject. The Heads Up project adopted an arts integration 
approach with participants learning in and through the visual 
arts. The workshops provided an environment in which to 
learn about the visual arts but also to explore other content 
areas. They facilitated the development of generic skills across 
different subject areas such as visual thinking, spatial reasoning, 
observation, language, mathematical, social, emotional, cultural 
and scientific skills. 

Visual arts integration is used with positive results in early 
childhood education. The internationally acclaimed Reggio 
Emilia approach to education and the Irish Primary School 
Curriculum both incorporate this practice. Unfortunately, there 
is much less evidence of its use with young people and with 
adults, despite its considerable potential in these areas. 

Inclusive Education in an Inclusive Society 
Many individuals with a disability experience physical and social 
barriers that prevent them from actively participating in the 
economic, social, political and cultural life of their community. 
In inclusive societies diversity and difference are valued, 
respected and facilitated as a basic human right of all people. 
UNESCO (2005) views inclusion as ‘a dynamic approach  
of responding positively to pupil diversity and of seeing 
individual differences not as problems, but as opportunities  
for enriching learning.’ 

The key principle underpinning inclusive education is that all 
people have the right to be educated together regardless of 
any special need or differing ability (Winter and O’Raw, 2010). 
All people have the right to access quality education. When 
people are educated together, irrespective of their differences, 
everyone benefits. In the context of the Heads Up project, 
inclusion refers to people with and without a disability learning 
side by side in the same classroom. 

Research suggests that to advance inclusive education 
in society, educators and staff need training, flexibility 
and resources to teach people with diverse needs and 
learning styles. An environment where the entire community 
understands and recognises inclusion as a shared responsibility 
is also necessary. 

To be effective, inclusion must happen both in educational 
settings and in society overall. Understanding and knowledge 
are central to achieving inclusive education in an approach 
where educators, parents, communities, education institutes, 
policymakers and the business community work in harmony  
to ensure access to quality education for all. 

Inclusion in Visual Arts Integration 
Despite the lack of research in the area of visual arts with 
learners of differing abilities, the available evidence suggests 
that the visual arts are successful in ensuring that all learners 
participate and experience success. Studies show that the 
visual arts quite naturally facilitate a variety of teaching styles 
and strategies in environments where difficulties in learning 
are regarded as opportunities for the development of practice; 
Crockett, Berry and Anderson (2015), Hurwitz and Day (2007), 
Anderson (2015), Mason, Thorman and Steedley (2008), 
Catterall (2015), Brown, Benedett and Armistead (2010) and 
Gregoire and Lipinetti (2005). 

 1 Affective education centres on developing students’ emotions, attitudes and belief  
systems. The principles of affective education suggest that in order to learn  
traditional subjects effectively, students must nurture these areas of their personality.
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Research suggests that inclusive practices in visual arts can  
lead to a number of positive benefits for diverse learners. 

These practices can:

Develop participants’ voices in terms of social  
skills development and communication.

Provide choice in terms of cognitive development 
and problem-solving abilities.

Facilitate access to artistic skills development.

Celebrate differences in approach, technique and style.

Ensure quality of product is of secondary 
importance through process-oriented teaching.

Allow the processing of conceptual information 
through visual arts to take place for participants  
with cognitive disabilities, as it does for  
all learners.

Enable all learners to formulate and present  
their ideas that otherwise might not be expressed 
because of language skills.

Provide important diagnostic clues, from the 
artwork produced, to emotional difficulties that 
sometimes accompany a learning difficulty or 
disability.

Through the therapeutic capacity of visual arts, 
present a unique source of satisfaction and  
stability to children who have a history of failure  
or personal tragedy.

Provide important sensory and motor experiences 
that exercise and challenge the mental and physical 
capabilities of participants, through the physicality 
of making work and manipulating media.

Provide learners with a disability with tangible 
experiences in decision making and problem 
solving, through visual arts engagement.
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Creative Connections between Visual Arts,  
Ecology and Environmentalism 
Our 21st century world is changing at an exponential rate. 
Scholars, who are interested in the future of education, highlight 
the importance of involving learners in ecological, social and 
cultural issues relevant to their communities (Barnes, 2014). 

Research shows that, in particular, children and young people 
are more concerned than previous generations about global 
issues such as health, equality, poverty, climate change and  
the environment.

Educators have long noted the potential for learner 
development in the practice of creative reuse and recycling 
materials. The process of creative reusing and recycling, in 
relation to functionality and form, has important scientific 
learning outcomes that are articulated in science curricula. 
However, when explored in art, the practice leads to creative 
ideation and problem solving through creative reuse in collage, 
construction, fabric and fibre. 

In visual arts and STEM (science, technology, engineering 
and mathematics), designing, making and construction are 
processes that involve participants applying their scientific 
and artistic skills to practical tasks. Through exploration and 
evaluation, students appreciate how their models and structures 
can be affected technically and aesthetically by the use of 
different textures, colours, shapes and materials. Exposing 
learners to recycled and reuse materials provides them with 
opportunities to explore their qualities, characteristics and 
limitations for creative constructing. 

The Irish Curricula for Students with General Learning 
Disabilities (2002) highlights the merits of integrating 
mathematical, language and scientific skills and concepts  
in a holistic learning environment involving the visual arts. 

Visual Artists and Reuse of Discarded  
and Surplus Materials 
For some time, visual artists have demonstrated the beauty and 
artistic impact of ready-made objects, the artistic potentiality of 
working with discarded or surplus materials and the creativity of 
deconstruction and reconstruction.

Several artists have advanced how everyday or mass-produced 
materials can be incorporated into artistic works. For example, 
Louise Nevelson (1889 – 1988) is famous for using urban 
debris to create monumental sculptures and installations. Sue 
Webster and Tim Noble assemble shadow sculptures from 
discarded wood and welded scrap metal. The materials are 
carefully arranged to reveal incredibly detailed profiles of 
characters and creatures when light is projected from a  
specific direction. 

In Ireland, Dorothy Cross’s Ghost Ship (1998) took the form  
of a decommissioned lightship brought back to haunting 
life with phosphorous paint. Other Irish artists, such as John 
Kindness and Alice Maher, have also explored the use of 
natural found objects and unwanted materials in their practices. 
Incorporating items like car doors, ceramic tiles and sheep 
horns, their work demonstrates alternative uses for these 
discarded materials.

As a visual artist and lecturer in the Creative Arts for Early 
Years Education, Evelyn Egan-Rainy employs reusable materials, 
many sourced from ReCreate, to demonstrate the potential 
for exploring transient art to her students. Through her use of 
overhead projection, Egan-Rainy’s work exposes the overlap 
between a personal creative response and the teaching 
possibilities for early years classrooms.

In the images shown, reusable materials are categorised by 
Egan-Rainy according to the artistic elements and presented 
aesthetically in order to provoke exploring and thinking through 
transient art. 

Reuse and Reclaimed Materials, Recycled Art,  
Green Art, Eco Art and Sustainable Art 
While some visual artists have explored the aesthetic potential 
of unwanted material, others have experimented with reusing, 
recycling, reconstructing, reinterpreting and representing in 
order to make specific statements. Such artworks aim to draw 
attention to environmental, scientific, ethical or moral concerns 
regarding the mass production of non-biodegradable plastics, 
dyed fabrics, paper, foil, card and other materials and to the  
ill-considered disposal of such potentially reusable material. 

Many environmental artists reuse and recycle materials to 
communicate conservational messages about the fragility of 
nature, the importance of creative recycling and the protection 
of our ecosystems. 

In identifying an important link between his sculptures, cultural 
values and their connection with the world they inhabit, Anthony 
Heywood highlights the issue of environmental degradation 
and its consequences on our ecosystems. Heywood’s deep 
concern about climate change, depleting natural resources, 
mass consumerism, demographic pressures, conflict, war and 
mass migration all signal the relevance of art in today’s world. 
In Heywood’s opinion, the potential of such art to bring about 
social, political, economic and environmental change is stronger 
now than ever.

While being concerned about the environment and raising 
issues of sustainability, Heywood also highlights the importance 
of community engagement and participation in the planning and 
execution of his work. 

These concerns are core to the Heads Up project and, through 
the workshops, the artists and participants have helped to build 
awareness of these concepts.

Images above left and across: Copyright © Evelyn Egan-Rainy

24



25



26



The Artists

Ania Necel Kruppa

Deirdre O’Reilly

Deirdre Rogers

Genevieve Harden

Jane Groves

Jo May

Karen Mc Ardle

Liadain Butler

Marion Pierce

Melissa Gray

Órla Kelly

Section 4.  
The Workshops 

To kick things off we invited our network of 
artists to express an interest in facilitating the 
workshops. Then we put out an open call seeking 
potential participant groups to be part of the 
Heads Up project. Following a very positive 
response, 11 artists and 18 settings were selected 
from Dublin and the greater Leinster region. 

The Participants

An Cosán’s Fledglings, City Quay, Dublin 2

An Cosán’s Rainbow House, Jobstown, Dublin 24

Blakestown and Mountview Neighbourhood Youth Project 
(NYP), Dublin 15

Dominican Primary School, Dun Laoghaire, Co. Dublin

EVE Harvest Centre, Kildare Town, Co. Kildare

Festina Lente, Bray, Co. Wicklow

Hansfield Educate Together National School, Dublin 15

Irish Wheelchair Association, Athy, Co. Kildare

Irish Wheelchair Association, Navan, Co. Meath

National Learning Network (NLN), Mulhuddart, Dublin 15

National Learning Network (NLN), Navan, Co. Meath

Ozanam Childcare Centre, Mountjoy Square, Dublin 1

Saint John of God, Islandbridge, Dublin 8

Saint Joseph’s Special School (Primary), Tallaght, Dublin 24

Saint Joseph’s Special School (Secondary), Tallaght, Dublin 24

Saint Patrick’s School, Corduff, Dublin 15

Scoil Bhríde Cailiní, Blanchardstown, Dublin 15

Threshold Training Network (TTN), Tallaght, Dublin 24

The workshops took place over the course of several months 
and were completed by the end of July 2016.

27



28



29



30



Here’s what the participants said:

‘It looks amazing. 
It looks so different.  
I think we should all  
give ourselves a clap  
on the back.’ 

‘When you come in here 
you think, “What could 
I do with all this stuff?” 
And then when you 
start you find out there 
are loads of ways to  
do stuff with this.’

‘I don’t like it, I love it.’ 

‘This is sooooo relaxing. 
I just love it. I love the 
sound it makes!!’

‘I wish we had this all 
week and then we 
could keep coming 
back to it.’ 

‘If I didn’t have a TV,  
I’d do this all day.’ 

‘If you have the right 
materials you can do 
anything with your 
imagination.’

‘Do you think I could 
really go to college  
to study art?’

‘I feel really proud of  
what I have made.’
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And here is what the artists said:

‘It was difficult to get 
the group to respond 
but when asked 
towards the end of the 
project if they would 
like to do these creative 
activities again, I was 
told, “Yes because it’s 
good for the mind”.’

‘When he finished his 
teacher leaned over 
and told me, “That is 
the most I have ever 
heard him speak”.’

‘One child didn’t like 
paint on his hands 
but at the end he was 
painting his hands and 
making hand prints.’

‘One particular boy who 
finds it difficult to stay 
still was engrossed 
in the activity as it 
involved movement to 
achieve the results.  
He was in his element.’

‘The boy usually stops 
several times during 
activities to wash his 
hands. His response to 
this workshop was one 
of sheer delight, “I’m  
so dirty!!!! I want to  
stay like this forever”.’
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The teachers, parents and carers had lots to say too:

‘We found the sessions 
beneficial for all the 
children’s language 
skills, motor skills, 
understanding of  
science and ability to 
think while doing.’

‘She stayed still for 
the whole thing. She 
normally loses interest 
after a while.’

‘Children who don’t 
usually bother with arts 
and crafts are really 
getting a lot out of what 
we’re doing today…
using the different 
materials, cardboard, 
plastic and fabric and 
cutting, ripping and 
sticking onto the sticky 
back plastic.’

‘Some of the kids never 
participated in arts 
and crafts before but 
participated in this 
project and got a lot  
out of it.’

‘I’ve never seen her take 
part like that, she’s in 
her own little world.’  
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Creative Tips for Your Practice

Exercise the imagination. What could we use this for?  
What could this be? 

Conduct experiments with the materials to promote predictive 
thinking. Put coloured card into a plastic container of water and  
ask the children to guess what might happen if it is left for some 
time. Will it change colour? Will it stay the same? Will it fall apart? 
Will it stay intact? Check back in a week or two to see what  
has happened.

Use materials like plastic beads to enhance sensory experience.  
Put them inside tubing so that they make a sound when shaken  
or stick them to card to create a variety of textures.

Learn what things are made from. Ask the group to organise the 
materials into paper, plastic, fabric and metal categories. Encourage 
discussion about the different types of materials.

Introduce unusual materials that are unknown. Create a relationship 
with the materials so the group are concerned with what happens 
when they are finished with the things they use. This opens up 
new avenues of conversation and discovery, discussing what the 
materials are made from. Begin to invent different ways to use  
them within the classroom. 

Use the materials to learn about textures and opposites. Is this  
hard or soft, rough or smooth, large or small, narrow or wide?

Let participants freely engage with the materials. Encourage them 
to mess, play, cut, draw. Allow the materials to allay their inhibitions. 
Let the materials engage their curious and adventurous nature.

Use the materials to stimulate thinking and introduce concepts of 
cause and effect. 

Learn weaving skills by creating a loom out of a sheet of 
cardboard. Cut slits into it and weave strips of material under 
and over the warp of the loom to make patterns. Ask participants 
to work as a team to create a woven piece.

More on the next page...
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Creative Tips for Your Practice

Create unique prints and marks using paint and a variety of 
materials like bottle caps, cones, cups, lids and foam to make 
individual stamps.

If the tables are round, cut a long length of tubing the same size 
so that all the participants can reach it and make a large dream 
catcher together.

Glue twine over a drawn image to create raised borders which 
can be filled in with more glue and plastic beads. Different 
colour beads mixed with other small items can be used to fill in 
the design. This process heightens the sensory experience as 
fingers are submerged in glue and small parts.

Take your project outside. Use bamboo sticks and tubing to 
make a frame and weave wool through to create a wigwam  
that can evolve over time. 

If participants cannot reach the table due to the nature of their 
specific needs, cover corriboard with white contact paper, cut it 
to suit each individual and let them use it as a movable surface 
to work on, enabling inclusion in the central activity.

Push back all the tables and work on the floor. Place large 
sheets of fabric or paper down for mark making, painting 
or construction within this collaborative space. This allows 
for greater self-expression and movement of the body while 
creating on a larger scale than normal.

The integration of other subjects like maths and science 
naturally occur when using ReCreate’s materials. Considering 
possible engineering tools like tape, glue and scissors, combined 
with a mix of strong and weak materials, encourages problem 
solving, investigation and cause and effect.

By displaying the work, finished or unfinished, you give purpose 
to the process, allowing time for reflection and response while 
adding worth to the individual’s efforts. 
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Encourage collaboration with a group project. Squirt paint 
between acetate and seal it so that the paint can be moved 
around within the plastic. Lay it on the floor, a wall or a window 
and let the group interact with the paint. 
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Section 5.  
The Research Study 

Following the conclusion of the workshops,  
Dr Carmel O’Sullivan and her team analysed  
the information in the questionnaire responses 
and produced an illuminating body of findings. 

We have provided a synopsis of the key results  
and recommendations from the study.

The Starting Point 
The Arts Education Research Group (AERG) in the School 
of Education, Trinity College Dublin undertook an evaluation 
of the Heads Up project. Directed by Dr Carmel O’Sullivan, 
this study examined the impact of the Heads Up programme 
on participants, artists and teachers across 18 diverse and 
inclusive educational contexts. As ReCreate’s work entails the 
taking of end-of-line and surplus stock from businesses and 
making it available as arts materials through reuse, this study 
examined the learning potential of creative reuse from a  
visual arts integration (VAI) and environmental care and 
awareness perspective. 

Methods of Evaluation 
This was a small-scale pilot study using a mixed methods 
approach within a qualitative paradigm. The schools and 
educational settings included preschool, primary, secondary, 
early school leavers and after school groups, along with 
adults across the life span from 18 to 65. The findings for this 
evaluation were drawn from a detailed analysis of pre- and 
post-project online questionnaire data, which was collected 
between April and September 2016 and included:

 •  Extensive baseline data (pre-project) gathered from 11 
participating artists, three of whom worked in more than  
one setting

 •  Post-project data gathered from the 11 participating 
artists using a 67 item instrument

 •  Pre- and post-project data gathered from 18 participating 
teachers/adult educators using an 87 item questionnaire.

There was 100% response rate to each survey. The findings 
are reported according to their stated frequencies – as overall 
percentage attitude towards a particular area. In questions 
where there was an option to select multiple answers, the 
percentage of respondents selecting each statement was 
calculated. A number of open-ended questions were also 
included to enable participants to respond in the way they 
thought appropriate to express their point of view. Qualitative 
thematic analyses were used for open-ended questions.
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The Findings  
Artists’ Baseline Data  
(pre-project) 

Working Contexts 
The data suggests that this cohort of artists was well educated 
in arts education, had considerable experience of working in 
inclusive educational settings with children and adults and were 
enthusiastic about working in partnership with teachers and 
adult educators (hereafter referred to as teachers) in visual 
arts education. The majority work in two or more settings at the 
same time, with community contexts and formal educational 
settings featuring prominently.  
 

Contexts in which the artists work

Work  
Settings

Number  
of Artists

Early years centres, nurseries, crèches 8

Primary schools 9

Secondary schools 5

Adult education 8

Community settings 10

Private practice 7

Other settings  
(libraries, nursing homes, hospitals, residential 
care centres, galleries, youth services, mental 
health, after school clubs)

8

 
 
73% of artists had received specific training to work in a school  
or educational setting.

Only one artist had received training to work with people with  
a disability. 

All 11 artists indicated such training would be helpful to them  
if available. 

Over 90% noted that being informed in advance about 
participants’ range of abilities facilitated appropriate  
planning and preparation to meaningfully involve everyone  
in their sessions. 

73% 
of artists had received specific training to  
work in a school or educational setting.

11 
All 11 artists indicated such training would be 
helpful to them if available. 
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Working with People with a Disability 
When asked to indicate the disability the artists have 
encountered most frequently in their work, responses included 
mental, sensory and physical disabilities, with ADHD and autism 
being most frequently cited when working with children and 
young people. Depression, intellectual disability and physical 
disability were most commonly mentioned when working with 
adults with a disability. 

Working with children or adults with visual or hearing 
impairments was rarely reported. This might suggest that some 
groups in the community may be underserved in relation to 
opportunities to work with an artist. A similar pattern emerged 
in relation to working with second level students.  
 

Frequency of working with people with a disability

Age Group Very 
Regularly

Regularly Occasionally Rarely

Early years children (3–5 years) with a disability – 2 3 –

Primary school children (5–13 years) with a disability 1 4 3 3

Secondary school children (13–19 years) with a disability – – 3 4

Adults with a disability – 3 4 2

Very Regularly = several times a month  
Regularly = more than once every 2 months 
Occasionally = at least once per year 
Rarely = once or once every few years

Working Alongside a Teacher 
82% of artists had experience of working alongside a teacher 
before the Heads Up study began, with most commenting 
positively on the experience:

‘I feel that the partnership between artist and teacher is 
imperative. The teacher always guides the artist as to the 
specific needs of the children and the best way to organise  
the classroom where the artist can inspire to develop the  
art strands and to use art as a tool which can be used  
as a vehicle to teach other parts of the curriculum.’ 

— Artist Respondent 3

Working with Reuse Materials 
91% of artists had experience of working with reuse  
materials and were positively disposed to their use in  
inclusive educational settings. 

82%
of artists had experience of working 
alongside a teacher before the Heads Up 
study began.

91% 
of artists had experience of working with 
reuse materials and were positively disposed 
to their use in inclusive education settings.
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Artists’ Experiences of Heads Up  
(post-project)

Artists’ responses were analysed for all educational settings 
(18) rather than for individual artists.

The evidence suggests that the Heads Up project had a 
significant impact on the artists’ own practices in educational 
settings and on the teachers and participants with whom they 
worked. The artist-in-residence model worked well in both 
inclusive and special education settings and strong positive 
relationships were reported between artists, participants  
and teachers. 

Cross-curricular Integration  
A significant degree of integration with other subject areas was 
evident during the project: 

Aistear (Early Childhood  
Curriculum Framework)  

reported in 6 settings

Primary School  
Visual Arts Curriculum

reported in 6 schools

Secondary School Art Curricula reported in 3 schools

Other Curricular Subjects/Activities reported in 7 settings

Artists specifically reported the following activities as occurring frequently during the project:

Cross-curricular ‘Heads Up’ Activities Which Develop... 

Playing, role-play and the development  
of the imagination

Language skills, social development, cognitive development, 
emotional literacy, memory, problem solving, health and wellbeing.

3D construction Spatial thinking skills, numeracy, cause and effect, reflection on 
learning, using tools and materials to design and build models, 
physical skills such as developing dexterity to manipulate materials 
and components.

Practical skills, such as drawing with shapes, painting, 
sculpture, construction, mixed media, textiles, fabric  
and fibre

Mathematics, physical skills such as fine motor skills, hand-eye 
coordination, gross motor skills, emotional skills such as setting 
goals, perseverance and patience.

Music, drama, dance, storytelling Brain capacity and development, self-esteem, multisensory skills, 
self-expression, increased arts vocabulary, creativity and innovation. 

SPHE (social, personal and health education) group work 
and discussion

Social skills such as decision making, negotiation, communication, 
learning from others, self-respect for one’s own work and 
appreciation of each other’s work, language skills, health  
and wellbeing.

Links with STEM subjects (science, technology, 
engineering and mathematics)

Cognitive development, thinking creatively and critically, applying 
learning in new contexts, identifying patterns, connections and 
relationships, observing, exploring, investigating and experimenting.
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Artists’ responses were analysed for all educational settings 
(18) rather than for individual artists.

The evidence suggests that the Heads Up project had a 
significant impact on the artists’ own practices in educational 
settings and on the teachers and participants with whom they 
worked. The artist-in-residence model worked well in both 
inclusive and special education settings and strong positive 
relationships were reported between artists, participants  
and teachers. 

Cross-curricular Integration  
A significant degree of integration with other subject areas was 
evident during the project: 

Aistear (Early Childhood  
Curriculum Framework)  

reported in 6 settings

Primary School  
Visual Arts Curriculum

reported in 6 schools

Secondary School Art Curricula reported in 3 schools

Other Curricular Subjects/Activities reported in 7 settings

Artists specifically reported the following activities as occurring frequently during the project:

Cross-curricular ‘Heads Up’ Activities Which Develop... 

Playing, role-play and the development  
of the imagination

Language skills, social development, cognitive development, 
emotional literacy, memory, problem solving, health and wellbeing.

3D construction Spatial thinking skills, numeracy, cause and effect, reflection on 
learning, using tools and materials to design and build models, 
physical skills such as developing dexterity to manipulate materials 
and components.

Practical skills, such as drawing with shapes, painting, 
sculpture, construction, mixed media, textiles, fabric  
and fibre

Mathematics, physical skills such as fine motor skills, hand-eye 
coordination, gross motor skills, emotional skills such as setting 
goals, perseverance and patience.

Music, drama, dance, storytelling Brain capacity and development, self-esteem, multisensory skills, 
self-expression, increased arts vocabulary, creativity and innovation. 

SPHE (social, personal and health education) group work 
and discussion

Social skills such as decision making, negotiation, communication, 
learning from others, self-respect for one’s own work and 
appreciation of each other’s work, language skills, health  
and wellbeing.

Links with STEM subjects (science, technology, 
engineering and mathematics)

Cognitive development, thinking creatively and critically, applying 
learning in new contexts, identifying patterns, connections and 
relationships, observing, exploring, investigating and experimenting.

Participant Engagement 
Process-orientated approaches with less emphasis on the 
art product appear to have successfully engaged participants 
and facilitated greater creativity, freedom to explore diverse 
and appealing materials, fostered inclusive peer dialogue and 
respect for each other’s work, developed greater integration  
of learning across learning domains and instilled care for  
the environment. 

A significant change was observed in artists’ experience 
of participants (with and without a disability) sharing ideas 
and working together (from 67% to 83%). This finding has 
particular significance in view of the title of this project,  
Heads Up, which reflects a key aspiration of this study  
in inclusive classrooms.

 

Artists’ perceptions of the impact of the Heads Up project on their practices in inclusive educational settings

Visual Arts and Inclusive Education BEFORE the Project AFTER the Project

Yes No Don’t 
Know

Yes No Don’t 
Know

In your opinion, does art promote social cohesion and  
inclusion in the classroom?

100% – – 100% – –

Are you consciously aware of creating a fully inclusive  
learning environment in your art classes?

100% – – 100% – –

In your experience, do all participants in an inclusive  
classroom respond in similar ways to art? 

33% 67% – 33% 67% –

Do you think that art is a good subject to encourage 
inclusion in classrooms?

100% – – 100% – –

In art classes, is there a sharing and exchange of work  
and ideas between participants with a disability and  
those without a disability? 

67% 11% 22% 83% 11% 6%

Is your approach to art product oriented  
(emphasising the creation of a finished artwork)?

17% 83% – 11% 89% –

Is your approach to art process oriented  
(emphasising creative engagement over the creation  
of a finished artwork)?

94% 6% – 100% – –

Did participants with a disability surprise you with  
their skills, abilities and creativity in art classes? 

72%  22% 6% 83% 17% –

Did participants without a disability surprise you  
with their skills, abilities and creativity in art classes? 

61% 28% 11% 61% 28% 11%

83% 
of artists were surprised at the skills, abilities 
and creativity of participants with a disability 
during their art classes.
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Use of Reuse Materials  
It is significant that in all settings and across all categories 
explored, ReCreate’s reuse materials were rated as being 
better or equivalent to standard art materials (non-reuse). This 
finding is further strengthened by the data from all 18 settings, 
showing that the artists will continue to use reuse materials in 
their art classrooms after the end of the project.  

A comparison of ReCreate’s reuse materials with non-reuse art materials (artists’ perspective)

ReCreate’s Reuse Materials Better  
than other 
materials

Not as good  
as other 
materials

No difference 
observed

Total 
(educational  
settings)

Encourage active participant engagement 17 (94%) – 1(6%) 18

Help to integrate learning with other subject  
areas and topics 

13 (72%) – 5 (28%) 18

Provide alternative forms of visual experience  
and learning 

16 (89%) – 2 (11%) 18

Facilitate the development of motor skills 16 (89%) – 2 (11%) 18

Encourage decision-making skills 16 (89%) – 2 (11%) 18

Encourage inventiveness 16 (89%) – 2 (11%) 18

Encourage problem solving 17 (94%) – 1 (6%) 18

Encourage creativity 15 (88%) – 2 (12%) 17

Act as a vehicle for alternative forms of communication 14 (78%) – 4 (22%) 18

Have a therapeutic effect through their tactile  
and sensory qualities

16 (89%) – 2 (11%) 18

Foster excitement and enthusiasm about art 15 (83%) – 3 (17%) 18

Instil a sense of curiosity about the origins  
of the materials 

16 (89%) – 2 (11%) 18

Encourage freedom to explore owing to  
the diversity of the materials

17 (94%) – 1 (6%) 18

Facilitate a more creative and thoughtful response 15 (83%) – 3 (17%) 18

100% 
of the artists believe that art promotes social 
cohesion and inclusion in the classroom.
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Extensive qualitative data serves to illustrate the impact of 
ReCreate’s reuse resources (when compared to other art materials) 
from the artists’ perspective: 

‘Both the service users and the carers  
responded better than I had anticipated  
to the [reuse] materials.’ – (Artist Respondent 7)

The artists specifically observed the following benefits of using 
reuse materials in their classes: 

Encouraged creativity

‘They gave licence for 
more creativity and 
room for imperfection 
because you are 
dealing with and 
working with all sorts 
of materials, shapes 
and sizes.’

Positively influenced their work 
with students

‘The children were very 
happy to experiment 
with the materials and 
it was said by them a 
few times that there 
was no right or wrong 
way to work with them.’ 

Facilitated experimentation with work on a greater scale 
and encouraged collaborative work with peers

‘We were all responding to the materials with  
open minds and using each other’s ideas to  
inspire recreation. The materials have to inspire  
the idea instead of trying to turn the materials  
into a product of a fixed idea.’

Suited various abilities

‘I was able to adapt the materials to use as tools 
to help the participants engage in an easier way 
that suited their capabilities. I was also able to 
choose from a wide range of materials that I felt 
the participants would enjoy working with.’
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Teachers’ Experiences of Heads Up  
(pre- and post-project)

Working Contexts 
The survey was distributed to 18 teachers working with a 
professional artist on the Heads Up project. There was a good 
distribution of experience with most having worked as a teacher 
for between 6 and 15 years. The majority were working in 
inclusive settings. Their students’ disabilities ranged from mild 
to severe and profound general learning disabilities, physical 
and sensory disabilities, mental health, social or emotional  
and behavioural difficulties, specific learning disabilities  
such as dyslexia, dyspraxia, specific language disorders  
and neurodevelopmental disorders such as autism. 

67% of teachers indicated that they had little or no training  
in the visual arts.

All 18 teachers reported that they had not received specific 
training for working in art with participants with a disability, 
noting that such training would be helpful to them. 

‘I think training of this nature would be extremely helpful as 
I have seen first-hand the sensory, cognitive and emotional 
benefits the child experiences when exploring art in its many 
forms. It is free from boundaries and standards which many 
children with special needs find restricting and frustrating. It 
allows these children to experience success in an academic 
setting. It builds confidence, self-esteem and self-motivation.  
It provides a social setting and presents opportunities for  
social interactions.’

— Teacher Respondent 16

Impact on Classroom Practices and Teaching  
Impact in this study was shown in a number of ways. The 
strongest impact of Heads Up was expressed in teachers’ 
perceptions of the usefulness of the reuse materials in  
their art classrooms. There is conclusive evidence from the 
teachers’ data that Heads Up successfully engaged their 
participants through diverse, creative, accessible and  
liberating arts practices. 

An unexpected outcome was the extent of its impact on 
their own professional and creative development as teachers. 
The focus on process rather than product was reported as a 
welcome aspect of the project and one that many teachers  
had not fully experienced before. 

‘I think the benefits of having the artist come work with 
the children cannot be overestimated. It was a fantastic 
experience for the children and for me, as the teacher, to be 
exposed to new ideas and practices. The artist encouraged 
the children to create and explore in ways I hadn’t exposed 
them to. It was wonderful. Also having used some of the 
materials available in ReCreate before the project, I see how 
much more I could have done. It gave me a bank of new 
ideas and inspired others. This project has certainly made me 
excited for future art practices in my classroom.’

— Teacher Respondent 9

 
 
Teachers commented favourably on the diverse range of 
materials used during this project and on the extensive range 
of art processes used in inclusive classrooms. The following 
processes were those most cited: 

Process Number of Settings

Cutting 18

3D Construction 15

Threading 9

Stencilling 4

Other 16

In the ‘Other’ option, these processes were noted: gluing, 
painting, collage, action painting, paper-mâché, stacking, 
kneading, tearing, drawing, chalk work, projection, filming, 
dressing up, spray painting, stitching, printing and ironing 
transfers on material, using hot glue guns, taping, pattern 
making, colour exploration/explosion and sensory activities.

Cross-curricular Integration 
The impact of Heads Up on the holistic development of 
participants was noted and teachers responded well to the 
emphasis on learning and active participation and engagement 
of all participants, noting good potential for integration with 
other skills and aspects of relevant curricula:  

Aistear (Early Childhood 
Curriculum Framework)

reported in 9 settings

Primary School  
Visual Arts Curriculum

reported in 6 settings

Secondary School Art Curricula reported in 1 settings

Other Curricular Subjects/
Activities 

reported in 6 settings

These results share a strong degree of correlation with the 
artists’ responses, suggesting that the Heads Up project was 
successful in linking with the Aistear and Primary School  
Visual Arts Curriculum, with less evidence of explicit links  
and opportunities being forged with the Secondary School  
Art Curricula. Further analyses are required to explore the  
potential relevancy of reuse materials with the Secondary 
School Art Curricula. 
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Participant Engagement 
There is evidence that a small number of teachers found large 
class sizes and the pace of the work somewhat challenging in 
terms of engaging all participants equally, but with appropriate 
flexibility and adaptation, teachers were unanimously supportive 
of the potential of the Heads Up approach. 

Impact of the Heads Up project on teachers’ views and practices of inclusive education

Visual Arts and Inclusive Education BEFORE the Project AFTER the Project

Yes No Don’t Know Yes No Don’t Know

In your opinion, is art a subject better taught in an inclusive  
setting where participants with and without a disability work 
alongside one another? 

100% – – 100% – –

In your experience, do all participants in an inclusive 
classroom respond in similar ways to art? 

17% 77% 6% 28% 66% 6%

Do participants themselves value and celebrate other  
participants’ efforts and work in the art class equally? 

39% 50% 11% 72% 28% –

In art classes, is there a sharing and exchange of work  
and ideas between participants with a disability and those  
without a disability? 

89% 11% – 89% 11% –

Do you think art is a good subject to encourage inclusion  
in classrooms? 

100% – – 100% – –

Is your approach to art product oriented (emphasising  
the creation of a finished artwork)?  

39% 50% 11% 33% 67% –

Is your approach to art process oriented (emphasising 
creative engagement over the creation of a finished artwork)?

67% 27% 6% 89% 11% –

Use of ‘reuse’ materials in your art classroom before and  
after the project?

67% 16.5% 16.5% 100% – –

Use of Reuse Materials 
Teachers were offered a series of statements that aimed  
to explore their views on the use of reuse arts materials and 
resources. Positive agreement was found in all categories, with 
over 80% agreement being reported in 12 of the 14 categories, 
some of which are reported below.  

A comparison of ReCreate’s reuse materials with non-reuse art materials (teachers’ perspective)

ReCreate’s Reuse Materials Better  
than other 
materials

Not as  
good as other 
materials

No  
difference 
observed

Total 
(educational 
settings)

Encourage active participant engagement 15 (83%) - 3 (17%) 18

Help to integrate learning with other subject areas and topics 12 (67%) - 6 (33%) 18

Provide alternative forms of visual experience and learning 17 (94%) - 1 (6%) 18

Facilitate the development of motor skills 15 (83%) - 3 (17%) 18

Encourage decision-making skills 17 (94%) - 1 (6%) 18

Encourage inventiveness 17 (94%) - 1 (6%) 18

Encourage problem solving 12 (67%) - 6 (33%) 18

Encourage creativity 16 (89%) - 2 (11%) 18

Act as a vehicle for alternative forms of communication 15 (83%) - 3 (17%) 18

Have a therapeutic effect through their tactile and  
sensory qualities

16 (89%) - 2 (11%) 18

Foster excitement and enthusiasm about art 17 (94%) - 1 (6%) 18

Instil a sense of curiosity about the origins of the materials 15 (83%) - 3 (17%) 18

Encourage freedom to explore owing to the  
diversity of the materials

17 (94%) - 1 (6%) 18

Facilitate a more creative and thoughtful response 16 (89%) - 2 (11%) 18
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Broad Consensus Across Artists and Teachers 
There is a high level of agreement between the artists’ and 
the teachers’ data across the 18 educational settings. It is 
significant that in all settings and across all categories explored, 
the reuse materials were rated as being better or equivalent 
to standard art materials (non-reuse). This finding is further 
strengthened by the data that all teachers will continue to use 
reuse materials in their art classrooms after the project (up  
from 67% pre-project). A similar result emerged from the 
artists’ data. 

Overall Evaluation 
The evidence is conclusive that all study aims, except the 
final one relating to students’ identities, were met during this 
extended artist-in-residence programme. Information directly 
from artists and teachers, and indirectly from participants, 
reveals the extent of their satisfaction with the Heads Up 
project. ReCreate’s reuse materials and the presence of an 
artist onsite were deemed to be the strongest contributing 
factors in the project’s overwhelming success. There was 
insufficient evidence to assess the impact of the project  
on wider community engagement, including parents  
and carers. 

There is a high level of agreement between the artists’ and 
the teachers’ data across the 18 educational settings. It is 
significant that in all settings and across all categories explored, 
the reuse materials were rated as being better or equivalent 
to standard art materials (non-reuse). This finding is further 
strengthened by the data that all teachers will continue to use 
reuse materials in their art classrooms after the project (up from 
67% pre-project). A similar result emerged from the artists’ 
data. 

Both teachers and artists were committed to and aware 
of creating a fully inclusive learning environment in their 
art classes. They were also convinced that art is a good 
subject to encourage inclusion in their classrooms.

Summary of Main Findings 
The data supports the following results:

 •  The reuse materials and exploratory artistic approach 
created equal opportunities for all participants

 •  Heads Up proved highly successful in raising  
awareness of reuse materials and their role in schools  
and educational settings

 •  Heads Up demonstrated the high quality and flexibility of 
reuse materials in art classes, establishing their efficacy 
as equivalent or better than non-reuse art materials in  
all cases

 •  Heads Up proved to be a highly enjoyable experience  
for all participants, teachers and artists

 •  The project was successful across a wide range of age 
groups (from early years to adult education)

 •  The Heads Up approach worked in both inclusive  
and special education schools and settings

 •  Visual arts proved highly effective in promoting social 
inclusion, collaboration, respect for all participants’ work  
and a spirit of dialogue and open communication 

 •  Participants experienced a balanced approach to art 
involving process and product

 •  Heads Up acted as an effective approach to continuing 
professional development (CPD), with results indicating 
considerable changes in teachers’ practices across a 
number of domains. There was similar evidence of change 
in artists’ practices as a result of participation

 •  All artists and teachers indicated their commitment to 
continue to use reuse materials after the completion  
of the project

 •  The Heads Up project highlighted the benefits of 
integrated learning achieved through the visual arts and 
it created valuable links to other areas of school curricula 
and domains of adult learning

 •  This study revealed that some groups are not as well 
served in terms of equality of access, opportunity and 
entitlement to high quality arts engagement with a 
professional artist. In particular, students in second level 
educational settings and people with visual and hearing 
impairment appear less well served than others

 •  There is evidence to suggest that a sizeable minority of  
artists are not adequately prepared (pedagogically) to  
work in inclusive educational settings. 
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The provision of specialist training courses 
for teachers and artists working in inclusive 
educational settings.

The development of a course on pedagogy 
for artists to cover such areas as classroom 
management, creative and effective lesson 
planning, time management, working in inclusive 
settings including multilingual and multicultural 
contexts, collaborating with a teacher, and 
temperament and teaching. 

Adequate funding for artists and teachers to 
recognise the planning and preparation time 
involved in visual arts education.

Cross-sectorial support and funding at national  
and local levels to develop and implement 
meaningful policy change in response to this 
study’s positive findings for social inclusion, 
environmental awareness and creativity across  
the curriculum and life span.

This study has highlighted the positive role of 
ReCreate in promoting the creative reuse of 
materials unwanted by industry and business.  
ReCreate has developed an effective partnership 
model to push for change in relation to a fully 
sustainable, inclusive society working with 
business, education and the wider community. 
The role of ReCreate in developing future such 
initiatives should be supported. 

Recommendations

As a result of evaluating the Heads Up project, the following 
recommendations are made:
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Ania Necel Kruppa 
Ania is a ceramic artist based in Kildare. 
She has considerable experience in 
running arts and crafts classes across 
Dublin, Kildare and Laois and works as 
a Community Education Facilitator with 
the Kildare and Wicklow Education and 
Training Board. The recipient of several 
Artist in School awards from Laois and 
Kildare County Councils, Ania is also 
actively engaged in the encouragement of 
children’s involvement in arts and crafts.

ReCreate paired Ania with EVE Harvest 
Centre in Kildare Town. EVE provides 
community-based, recovery-orientated 
programmes for adults who experience 
mental health difficulties, intellectual 
difficulties, Asperger’s Syndrome and 
physical and sensory disabilities. EVE’s 
services focus on enabling people to 
achieve personal wellbeing and to live a 
self-determined life as active citizens and 
valued members of the community.

Deirdre O’Reilly 
A professional ceramic artist and 
designer, Deirdre has worked creatively 
with children and their teachers for over 
15 years. As part of the Creativity in the 
Classroom project, she has encouraged 
young people to develop their sense  
of self through the visual arts and to 
freely explore artistic expression in a 
supportive setting. Deirdre has also 
collaborated with adults and children in 
the development of several large-scale,  
public art commissions. 

For the Heads Up project, Deirdre was 
matched with the after school group 
at the Ozanam Childcare Centre 
in Dublin’s north inner city. Ozanam 
provides members of the community with 
a vital stepping stone to learning and 
development. Its childcare service allows 
parents to access work or educational 
opportunities by providing affordable, 
quality childcare in their local area.

Deirdre Rogers 
Deirdre is an artist, designer and 
educator. Over the past 15 years, her 
participation in teaching programmes has 
strengthened her interest and knowledge 
in integrating creativity across all learning 
environments. Deirdre also supports 
parents and teachers, helping them to 
develop the confidence and skills to 
engage in artistically-rich experiences 
with children. Through her work with 
organisations such as the Design & Crafts 
Council of Ireland and ReCreate, Deirdre 
has become an instrumental force in the 
facilitation of quality creative projects 
with schools, early years and community 
groups around the country.

As Art Director for ReCreate, Deirdre 
collaborated with a broad spectrum of 
groups during the Heads Up project. At 
Hansfield Educate Together National 
School in Dublin 15, she worked with 
the junior infants class. Hansfield is under 
the patronage of Educate Together, an 
independent NGO which runs schools 
that guarantee equality of access and 
esteem to children – irrespective of their 
social, cultural or religious backgrounds.

Deirdre also engaged with second and 
sixth year students at Saint Joseph’s 
Special School in Tallaght. The school 
caters for young people with mild general 
learning disabilities, along with pupils who 
have a diagnosis of Autism Spectrum 
Disorder (ASD). 

At Blakestown and Mountview 
Neighbourhood Youth Project (NYP), 
Deirdre facilitated workshops with young 
people ranging from 9 to 13 years of age. 
NYP is a community project dedicated 
to the holistic support of young people 
and their families in the Blakestown and 
Mountview area of Dublin 15. 

Teenagers and young adults from Saint 
John of God services in Islandbridge 
were paired with Deirdre as well. The 
centre welcomes service users with 
moderate learning disabilities and also 
provides meaningful days for people with 
severe/profound disabilities. It strives to 
prepare every service user for life to the 
best of his or her ability, in a manner that  
is appropriate to each person’s  
individual needs.

Deirdre also connected with two adult 
groups in Navan as part of the project: the 
National Learning Network (NLN)  
and the Irish Wheelchair Association. 

NLN offers a range of training and 
support services for people in need of 
specialist assistance. Deirdre worked 
with participants from its Fresh Start 
programme. Fresh Start was developed 
for people who have experienced mental 
health difficulties. Its purpose is to explore 
skill-specific training or employment 
options while taking account of mental 
health management.

The Irish Wheelchair Association is 
a national organisation that provides 
a range of services to people with 
disabilities and other mobility impairments, 
in their homes and communities. It  
works to achieve greater independence,  
freedom and choice for people living  
with a disability.

Genevieve Harden 
Genevieve is a socially engaged artist. 
Her practice encompasses both 
educational and community settings 
and incorporates exhibition, installation, 
video, painting, performance and public 
commissions. A qualified art and design 
teacher, Genevieve has worked with 
children and adults through a variety of 
residencies, collaborative projects and 
educational posts.

Genevieve’s first pairing was with fourth 
class at Dominican Primary School in 
Dun Laoghaire. The school aims to create 
a secure, caring and trusting environment  
to enable all its students to achieve their 
full potential.

An adult group at Festina Lente in Bray 
was Genevieve’s second setting. Festina 
Lente is a not-for-profit organisation 
which provides a range of occupational, 
learning and employment opportunities 
for people whose needs have not been 
met by mainstream services.

Jane Groves 
Drawing on her background in textile, 
prop and stage design, Jane’s work 
ranges from small sculptures to larger 
outdoor and site-specific installations 
using both conventional and repurposed 
materials. She has facilitated children’s 
creativity for over 10 years through her 

Section 6.  
The Artists and Participants

In total, 11 artists and 18 groups took part in the Heads Up project.
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involvement with organisations such as 
the Design & Crafts Council of Ireland, 
The Ark and Creative Classrooms DLRC. 
Jane also has experience in running 
workshops and outreach programmes for 
a wide range of ages and diverse needs.

For the Heads Up project, ReCreate 
matched Jane with an adult group 
at the Threshold Training Network 
(TTN) in Tallaght. TTN provides wellness 
and recovery focused educational 
programmes that support adults, who 
have been affected by mental health 
difficulties, to explore and access further 
education and employment. It does 
this by upholding the ethos and values 
that underpin mental health recovery – 
personal responsibility, self-advocacy, 
hope, support and education.

Jo May 
Visual artist, Jo May has been a facilitator 
in community arts for almost 10 years. 
In this time she has worked with a 
wide range of people from disparate 
backgrounds and levels of ability but 
the majority of her practice has been 
with children and young people. In her 
work, Jo seeks to promote the idea that 
everyone can be creative, once the desire 
and necessary supports are provided. 
She believes that art can open dialogue 
and build relationships that investigate 
possibilities and encourage both play  
and inclusivity.

Jo worked with a group of young adults 
from the Access programme at the 
National Learning Network (NLN) 
in Mulhuddart. Access is designed for 
young adults with mild general learning 
difficulties. Its objective is to build 
independence and confidence and to 
nurture the social skills required for 
vocational training.

Karen Mc Ardle 
Karen is a textile artist, craftsperson and 
designer, with a particular interest in 
upcycling materials and creating mixed 
media pieces. She is especially focused 
on sharing her passion for art with others 
and on promoting creative expression in 
the community. Working with both the 
Design & Crafts Council of Ireland and 
ReCreate, Karen has facilitated a range 
of visual arts workshops and delivered 
courses across all age groups.

For the Heads Up project, Karen was 
matched with the preschool group at  
An Cosán’s Rainbow House in 
Jobstown. An Cosán helps people  
forge a path to learning, leadership  
and enterprise. Rainbow House offers 
high-quality childcare to the parents of 
Tallaght West, enabling them to avail of 
education and training. It also provides 
care for children with special needs who 
have been referred from Tusla – Child  
and Family Agency.

Liadain Butler 
Liadain’s practice is centred around 
textiles. A designer with qualifications in 
fashion design and knit technology, she 
teaches textile courses in knitting, basic 
crochet, weaving and felt-making. Her 
involvement with the Design & Crafts 
Council of Ireland and Adult Basic & 
Community Education in Kildare, along 
with her privately-run children’s art and 
craft classes, have afforded Liadain  
a great understanding and insight  
into the benefits of arts practices in  
the community.

Liadain ran workshops with an adult 
group from the Irish Wheelchair 
Association in Athy. The Irish Wheelchair 
Association’s vision is the achievement 
of full social, economic and educational 
inclusion and integration of people 
with disabilities as equal, independent 
and participative members of their 
communities and society.

Marion Pierce 
Marion is a visual artist and an arts, crafts 
and drama facilitator. She has worked 
with children for many years, leading 
creative activities in summer camps and 
conducting social skills groups for young 
people with both mild and severe special 
needs. Through the exploration of arts, 
crafts and drama, Marion engages  
with children to provide educational  
and creative workshops that are,  
above all, fun.

An Cosán’s Fledglings group in the  
city centre was Marion’s posting for  
the Heads Up project. Fledglings  
Early Years Education & Care was 
established in response to the critical 
lack of high-quality early years places in 
Tallaght West. It has now gone on to offer 
eight services across Dublin and provides 
superior, affordable early years education 
and care for children so that they may 

achieve their full potential, in primary 
school, secondary school and in later life.

Melissa Gray 
Specialising in painting, drawing and 
printmaking, Melissa also utilises mixed 
media such as creative writing, sculpture, 
photography, video, sound, installation, 
performance and collaborative arts. 
Through her studies, she has examined 
the therapeutic and educational  
applications and benefits of arts practices. 
Melissa brings this knowledge to  
bear in her work in the areas of 
community and residential arts, arts  
and health, adult education and  
children’s school programmes.

Melissa worked with the primary school 
students of Saint Joseph’s Special 
School in Tallaght. Providing a caring 
learning environment for children, the 
school welcomes pupils with mild learning 
disabilities and those with a diagnosis  
of ASD.  

Órla Kelly 
A visual artist, arts manager and creative 
educationalist, Órla is the founder and 
director of Early Childhood Creativity. 
Her practice is deeply engaged with 
investigating and supporting children’s 
natural creative intelligence and poetic 
imagination. Órla has used this creative 
understanding to collaborate and invent 
with children for almost 20 years, 
nationally and internationally.

ReCreate paired Órla up with two groups. 
The first was the junior infants class at 
Scoil Bhríde Cailiní in Blanchardstown. 
Scoil Bhríde caters for the primary 
education of more than 300  
girls from 50 different cultural and  
linguistic backgrounds.

Órla also worked with a junior infants 
class at Saint Patrick’s School in 
Corduff. Based in Dublin 15, the school’s 
mission is to provide a safe, secure and 
supportive learning environment for all  
its pupils, taking into account the social,  
physical, emotional, creative and spiritual 
wellbeing of each child.
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learning of individuals.
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