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Kent’s Literacy Outreach Programme

Kent has been running 
literacy interventions for 10 
years, but in the last 5 years 
has refined this to a 
programme of connected 
activities governed by key 
principles that characterize 
our approach.
Broadly, these activities can 
be broken down into:

• Reading-based 
interventions

• Writing-based interventions 

• Games-based interventions
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Kent’s Context

The University of Kent has a number of key 

contextual factors that have influenced the 

emergence of our ‘creative literacy’ approach :

• Grammar school system in Kent

• University of Kent Academies Trust

• Kent’s creative writing success

• Kent’s strong focus on creative activity (ICCI)

• Postgraduate student ambassadors
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Creative Literacy Principles

• Truly creative writing enables access to 
literacy

• Practical/participatory
• Keep it fun (not classroom)
• Everyone is a writer and a reader
• Celebrate all writing (high 

expectations)

• Games promote literacy, oracy and 
community.

• Oracy confidence = literacy confidence

• Good reading = good writing (and vice 
versa)

• Great stories = great reading

• Make space for ambassador voices
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Creative Literacy Outcomes – Brompton 

Academy

Example 1

• Case study (2016): At the 
start of the year only 6% 
of the literacy intervention 
cohort were working at or 
above their target grade. 
By the end of the year 
59% of the students 
receiving literacy 
intervention were making 
at least expected 
progress (3LOP & up). 

Example 2

• There was a significant 

improvement in 

attainment at Brompton 

Academy over the last 10 

years; increased from 

approximately 30% A*-C 

in English and Maths to 

53% in 2019. 
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Creative Literacy Online

Creative Literacy

Creative Writing Clubs, 
leading to submission 
to Foyles Poetry Prize

Community building in 
lockdown

Pushing boundaries of 
collaborative creativity on 
various platforms

Developing concrete skills and 
confidence (as evidenced in 
end product)

Online Games Club

Community building in 
lockdown (especially for 
vulnerable students)

Using technology for 
analogue activities

Building confidence, creativity, 
oracy and literacy

Lockdown Competitions

Building concrete skills

Bitesize and non-synchronous 
activity – playable experience

Including text based live 
interaction
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Annotate function:
Students circle words and 

use a black marker to 

obscure the rest of the text.



Technology and online learning offers . . .
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Technology and online learning offers . . .

• Real potential for collaboration

• Sharing across multiple platforms and multiple 

timeframes

• A familiar kind of community building for digital 

natives

• A ‘playable’ experience 

• An opportunity to focus on specific details and 

skills

• Potential for smaller group interactions and 

more tailored activities, student autonomy
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