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[image: ]	Hello! Explorers! Thank goodness you’re here!
I’m so glad to have you around!
We need your help, here at Ble-ti’n-Byw,
There’s so much to do and be found!
Wherever you live, step outside,
There’s adventure and action and more!
You may find it in streets, or down by the tide
But there’s so much for you to explore! 
Don’t let the weather, make you frown,
In Wales, you may get soaked.
Put on your wellies, walk all over town,
So we may stop that Theefanoak!
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Creator Jessica Wheeler.
With several years of experience in entertainments, outdoor activity instruction, and leadership within a scout camp, I feel I have gained qualitative evidence and knowledge in what enthuses and motivates children, young people, and adults in physical activity in the great outdoors; supporting bond and engagement as a whole family/ team network. Coupled with my recent studies into Early Years Education and Care and current work in education, I am equipped with innovative, imaginative creativity and research-based awareness of current issues facing the Early Years; as that of parental engagement within education, the decline in outdoor play and the dampening of imagination of today’s children.                           The following concept has been designed to engage families within their local communities, providing curricula based outdoor activity, in an attempt to reawaken societies love for the outdoors, family time, home town and motivating families to become more involved in their child’s learning in supporting a greater future for Wales.

[bookmark: _Toc517980756]What is ‘Ble-ti’n-Byw Adventures’?
[bookmark: _Hlk518475677]‘Ble-ti’n-Byw Adventures’ is a local community based, outdoor challenge, fantasy scheme, aimed at children of the Foundation Phase (3-7), their families and educational staff. The scheme intends to promote higher parental engagement and risky play in broadening children’s minds in problem solving and innovative thinking. Driven by Welsh policy and legislation such as Wellbeing of Future Generations (Wales) Act (2015), ESDGC (WAG, 2008) Play Wales (2013) and a push for active Family and Community Engagement (FaCE, 2016).
[bookmark: _Hlk518475966][bookmark: _Hlk518476039]Following character storylines and equipped with essential adventure tools within their ‘Beth? Bag’, children are encouraged to partake in a QR clue hunt around their local area. Physical and mental challenges are delivered through the video clue collected via QR codes placed in areas of interest within the community; once scanned with a QR reader on the Ble-ti’n-Byw Adventures smartphone or tablet app.

Similar to ‘SKIP’ project (Wainwright, 2017), children will be provided with a Ble-ti’n-Byw Adventures kit within a ‘Beth? Bag’ from school on a Friday afternoon to return Monday, or Monday to return Friday so that the adventure can be passed on to the next pupil. With a change to storyline three times a year encompassing ESDGC (WAG, 2008) themes.

[bookmark: _Toc517980757]Beth? Bag.
Children and Families may find inside the Beth? bag:
· A rope
· Binoculars 
· Magnifying glass
· Chalk
· 1 x wooden spoon
· 1x small spade 
· Things you will find in your house list (ESDGC, Welsh Assembly Government, 2008)
·  Parent Support Manual – Guidance on Sustained Shared Thinking (Broadie, 2014), supporting risky play (Knight, 2012) and Welsh language bank (Curriculum Cymraeg, 2003; Cymraeg 2050, 2017). Requirement to download a free app to their smart phone or tablet – QR code on the front cover, labelled ‘scan me’, revealing first video introduction/ clue.
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[bookmark: _Toc517980758]





Ble-ti’n-Byw Adventures App.
[bookmark: _Hlk518476657]The Ble-ti’n-Byw Adventures app is in support of children’s digital competency (Learning Wales, 2016) and independence in using the device. The app has four main buttons for use in completing their adventure. 
· [bookmark: _Hlk518476701]The explorer log – Draw/ take pictures of their adventure and type sentences relaying their experience. (Similar to ‘Pic Collage’, 2018)
· Clues – Compiled list of collected digital clues.
· Landmark finder – location-based map of landmarks and areas of your town that make it your home (Milford Haven: Marina) (Curriculum Cymraeg, 2003; ESDGC, WAG, 2008)
· QR Reader –. Once QR clue is scanned – a character video will appear with your next clue.
Also included on the app interface are:
· Adventurer Selfie frame – instilling identity. Also will be video clue player.
· Settings
· Parental Controls – including accessibility feature. Parents choose an adventure accessibility – meaning that clues, adventure challenges and route will differ depending on the child’s capability. (Equality Act, 2010; UNCRC, 1990).Chittagonit. (No Date).
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Why? Aims and Ethos.
[bookmark: _Hlk518476933][bookmark: _Hlk518477112]Driven by policy and legislation: Education for Sustainable Development and Global Citizenship (Welsh Assembly Government, 2008), Curriculum Cymreig (2003) Foundation Phase Framework (2015), EntreComp Framework (Bacigalupo et al, 2016); underpinned by UNCRC (1990), Wellbeing of Future Generations (Wales) Act (2015), Children and Families (Wales) Measure (2010), Play Friendly Wales (2012). Inspired by Scandinavian practice (William-Siegfredson, 2012), Te Whariki pedagogy (Lee et al, 2013) and forest schools (Knight, 2011).
Ble-ti’n-Byw Adventures cross references skills to be attained within the Entrecomp Framework (Bacigalupo et al, 2016) with the seven goals  of the Well-being of Future Generations (Wales) Act (2015), in developing children’s resilience and problem solving ability – matched with the key foundation of creativity: imagination and exploration. Providing upcoming generations with the entrepreneurial thinking needed to achieve a successful future for themselves and Wales.

[image: ][image: ]In development of a Prosperous Wales.
Resilient Wales/ Cohesive Communities:
* Coping with ambiguity, uncertainty and risk.
*Working with Others
* Learning through experience
*Planning and Management
*Taking the Initiative
*Self-awareness & Self-efficacy
*Motivation and Perseverance
*Mobilising resources
*Spotting Opportunities
*Creativity
*Vision
*Valuing Ideas
*Sustainable thinking.











Cynnal Cymru, 2016.
Entrecomp, 2016.


Ble-ti’n-Byw Adventures strives to revive children’s interest in the great outdoors. We believe that whether you are brought up within a rural or urban area, there are distinctive, interesting features everywhere to awaken the intrinsic motivation found within every child.
There is a Froebelian Nature to the scheme (Tovey, 2017) in support of ESDGC (WAG, 2008), Foundation Phase Framework (2015) and Well-being of Future Generations Act (2015) – A Globally Responsive Wales; offering the opportunity for children to explore and investigate their world, with an understanding appreciation for their local ecology. The first adventure draws attention to the decline in bees and the destruction of habitats, of which the children aim to sustain by finding and planting a specific seed (Greenpeace, 2017).
However, there is now an abundance of research to suggest that parents have become risk averse (Bilton, 1998; HSE, 2012; Play Wales, 2013; Grey, quoted by Mesure, 2014) which has led to a decline in allowed outdoor play and thus children’s own ability to assess risk.  In a risk averse world, Ble-ti’n-Byw Adventures aims to encourage safe but challenging risky play (HSE, 2012; Knight, 2012; 2009), through outdoor exploration within streets, fields, woodlands, and shores. In support of creating a resilient Wales.
We are strong believers in the ethos of ‘parent/ guardian as the first educator’ (Every Parent Matters, 2007; Families First Guidance, 2017; Welsh Government, 2016), the scheme asks that parents and families come together outdoors, working as a team to over come difficulties, in strengthening the vital bond between not only child and parent, but the whole family network (Families First, 2017). Allowing parents the comfort of keeping their children safe but encouraging them to become immersed in the play along with their children. Rockwell et al (2010) and EPPE (2010) has shown us that there are higher attainment and well-being levels in children whose parents are actively involved in their learning stemming from a strong bond made which can be built upon outdoors (Knight 2011). 
Challenges provided will ask children and families to work together to problem solve, asking parents to use ‘Sustained Shared Thinking’ (as explained in the Parent Support Manual provided) in support of their child’s development of imagination, creative thinking, innovation and team work skills.
Bilton (2010) and White (2013) both relay that positive growth in imagination and creativity is found to increase when activity is taken outdoors allowing children the space and freedom to play ‘make believe’. Development of imagination and creativity aids problem solving ability in children which in turn allows for greater employability in later years, for work, we are told, does not exist as of yet (Riley, cited by Vogel, 2017); supporting Wellbeing of Future Generations (Wales) Act (2015).
Although, risky, challenging, and imaginative outdoor play is at the very heart of Ble-ti’n-Byw Adventures; we aim for holistic development of children and the scheme is seen to offer many underlying opportunities for specific and interwoven support of the children’s areas of development and curricula areas of learning.

[bookmark: _Toc517980760]Feasibility.
[bookmark: _Toc517980761]Market.
Although family bonding type of activities are apparent in holiday resorts (such as Bluestone Wales: https://www.bluestonewales.com/activities, 2018), through research it has been found that family, outdoor problem solving based activity seems to form a gap in the market, both in and outside of the schooling system. Whilst researching, it was found that family interaction outdoors is encouraged through groups such as ‘Do try this at home’ (http://www.dotrythisathome.com/category/100-family-adventures/, 2018) providing ideas for families to try and sold as a monthly subscription in competing with families around the world; although the market suggests that nothing with the same level of interaction and entertainment matched with beneficial policies and legislation has been produced. 
We may find some competition in subscription boxes such as Mud and Bloom (https://www.mudandbloom.com/, 2018), who offer ESDGC themed activity and equipment for a monthly fee sold directly to parents. However, Ble-ti’n-Byw Adventures first aims to sell the scheme to schools in offering families the opportunity for free engaging adventure.
[bookmark: _Hlk518487599]Foundation Phase Schools now have the option of providing children with SKIP (Wainwright, 2017) equipment, in engaging parents in their children’s learning through physical and either numeracy or literacy-based activity, in the comfort of their own home. However, having worked with this programme for 3 years, parents have commented on the simplicity of the activity, with children becoming bored with the same equipment that is found in the learning environment.
Schools seem to stop promoting outdoor and problem solving activity at the school gate. With schemes such as forest schools (https://www.forestschoolassociation.org/what-is-forest-school/) receiving exemplar feedback for holistic development, proving that outdoor activity is well received by and enthuses children. In my experience as an Outdoor Activities Instructor, I found that adults also found outdoor problem solving and activity to be motivational, so why would schools not use this to their advantage in gaining higher parental engagement?
In offering physical curricula challenges, we could support children and families in taking a higher interest in their educational outcomes and creative thinking. For example, the final challenge of the first plan is to collect water in re-used plastic bottles to look after the Bee’s Fayfulora flowers. Children are asked to collect a quarter, a half and three quarters of a bottle and to only water the flowers with 5 millilitres a day. Activity such as this are enshrined in the Foundation Phase Framework (2015). 

[bookmark: _Toc517980762]Financial.
In linking with the ESDGC (WAG, 2008) and Well-Being of Future Generations Act (2015), Ble-ti’n-Byw Adventures has been created with the use of recycling and natural material in mind plus use of the costless outdoor environment. 
· [bookmark: _Hlk518546678]Initial costing for equipment within the ‘Beth? Bag’ as £45 (including the bag itself) for the first activity, going forward the equipment is reusable and can be salvaged. 2 bags per year - 8 bags per school = £360. 3 schools = £1,080
· QR codes are inexpensive, at the cost of paper, printer ink and laminator. 
· Largest initial costs would be in creating the smartphone app – hiring a freelance creator.
· Possible need to hire 1 local staff member per town, plus risk assessment training, in ensuring assessments are carried out on adventure areas. This will depend on liaison between company and local authority into whether: a) LA would deem it their responsibility to ensure safety within their towns; b) at discretion of accompanying adults as to whether an area is safe, or c) Company’s responsibility. Furthering this, there may be a need to hire staff members to change QR locations in transition between storylines.
At first glance, the scheme seems to offer a low expenditure, but has the potential to create high return profit. Through the policy and current community drivers upholding the scheme, we would expect that the Local Authority (pushing to at least 3 schools at a cost of £1,250 each) would welcome Ble-ti’n-Byw Adventures, it is expected that the company would soon see a break-even situation.
There is now great investment in to small business through the Well-being of Future Generations (Wales) Act (2015) effort to make a fairer and more resilient Wales (Welsh Government, 2017). Ble-ti’n-Byw Adventures actively supports this act, as well as other primary Welsh policy and legislation, seen as beneficial to the communities of Wales, making it possible to apply for a small start up loan if needed. The business may also benefit from government/ Local Authority backing in marketing and awareness.
[bookmark: _Toc517980763]Future Development.
Once well-established within schools, the company would aim to:
· Provide outdoor, character based, workshops to schools: Bush craft. Local ecology. Road safety. Sea safety etc.
· Offer monthly fee subscription service to families (similar to those mentioned above) to receive:
[image: C:\Users\Jehsaircah\AppData\Local\Microsoft\Windows\INetCache\Content.MSO\29425C53.tmp] Stories and challenges not provided to the schools – on coastal paths, more rural areas;
 Sustainability kits – gardening. Water butt building. Wildlife habitat kits;
 Competitive social site membership; 
 Specialist explorer equipment and merchandise.
· The set-up of urban area allotments and play spaces.







Chittagonit. (No Date).
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Barriers, Benefits and Research Backing.
[bookmark: _Hlk518485723]Ble-ti’n-Byw Adventures intends to promote higher parental and community engagement and risky play in broadening children’s minds in problem solving and innovative thinking. Linking to Welsh policy and legislation such as Wellbeing of Future Generations (Wales) Act (2015), ESDGC (WAG, 2008) Play Wales (2013) and a push for active Family and Community Engagement (FaCE, 2016) through schools, puts the business in strong stead to succeed.
The scheme aims to encourage higher parental and thus community engagement outside of the setting in an attempt to gain positive results inside the learning environment, developing stable support for children. As part of the ESDGC (WAG, 2008) Wales has recognised that a sustainable future depends on upcoming generations becoming resilient and confident people, comfortable with their identity and place within their own community (Well-being of Future Generations Act, 2015, Smith, 2016). 
Bronfenbrenner (1979) Ecological System Theory, shows practitioners that children’s resilience and identity stems first from the Microsystem, including the child’s first educator (Every Parent Matters, 2007; Families First Guidance, 2017; Welsh Government, 2016) and attachment (Erikson and Kurz-Riemer, 2002) – the parents/ guardian in the home.
[bookmark: _Hlk518480255]Kolari (2009) states that in order to establish a strong relationship with one’s child, parents must first spend and take the time to understand, listen, empathise, and negotiate as to allow the child to grow in to their own identity rather than dictate who they are to become. The bond from spending this time with children creates a peer – parental bond of which children strive for in gaining social and emotional support from their elder (Fritz, 1994). Booth and Jemberg (2010) of Theraplay offers insight in to the positive effects of adults and children playing together in building upon bond, gaining greater resilience and support, creating a more stable future.
Although, supportive networks can be widened through community living, widening children’s awareness of their own global citizenship (ESDGC, WAG, 2008) within the Mesosystem. Wellbeing and resilience of children with connective relationships within their family and community circles have found to have the most positive outcomes (Runyan et al, 1998). The same has been shown within adults, proving that the plan provides a positive effect in parents too (Moen and Erikson, 1995). 
The scheme aims to allow for greater development of children’s social, cognitive, and cultural learning, through the plan’s encouragement of the physical transgenerational activity. Bandura (1977) Social Cognitive Theory, provides support in to children’s observational learning with Harris (2012) providing evidence stating that societal and cultural norms are absorbed while engaging with older generations; underpinned by Vygotsky’s Social Constructivist Theory (Steiner and Mahn, 1996). 
The Curriculum Cymreig (2003) had particular influence on the scheme in regard to this matter, committing to the resurrection of Welsh culture. Chen (2009) states that a child’s culture has an impact on the growth of identity and confidence, upholding Article 30 of the UNCRC (1990).
However, parents could pose a problem to the scheme. Justus Sluss (2015) states that parent’s environmental fears have been heightened in recent years with more documentation of violence and traffic. Parents feel that the areas of their local community are no place for children to explore and play, terming urban areas as a ‘play desert’. This leads society to believe that there is no opportunity for creativity. Although the plan seeks to find areas to awaken intrinsic curiosity within such areas, Tovey (2007) relays that parents tend to feel that unkempt areas, such as an empty field or small woodland, as not as safe for their children as a purpose-built park; having no appreciation for the unbound learning and creativity offered in such explorative areas. 
The plan takes note of parent’s unease and discusses whether there is need for employed local risk assessors in alleviating safety uncertainty. Although this may aid the issue in assuring parents through the app; Article 5 of UNCRC (1990) in support of Every Parent Matters Policy (2007) relays that ‘Parents will act in the child’s best interest in a manner consistent with the child’s capacity’. As part of the scheme, parents are asked to accompany and support their children’s exploration, and will not allow them to play anywhere they deem unsafe. Therefore, it is more a point of encouraging and educating parents outdoors of the learning opportunities available – this will be touched upon in the Parent Support Manual available.
[bookmark: _GoBack]
As noted by Forest Schools for All (2015) the scheme supports children’s creativity in natural environments, asking them to gather natural tools and use them with their own creative ideas in order to problem solve. By involving this activity within the storyline, adults may become more suggestive to the use of and play in natural environments. One character video asks them to remember where they used to play in finding the next clue. By allowing themselves to take part in outside activity and remember their younger play, they will again begin to feel the basic human connection to the outdoors (Kahn and Keller, 2017), enjoying the natural anti-depressant that is the Biophilia effect (Williams, 2017). 
The use of natural and real tools within the ‘beth? Bag’ highlights the influence of the ESDGC (WAG, 2008) and Te Whariki practice (Lee et al, 2013), in which the ideas of natural world, community, culture and parental engagement are intertwined in providing children with the basic understanding of their identity and global citizenship.
Ble-ti’n-Byw Adventures offers ESDGC (WAG, 2008) themed storylines in an attempt to spread the message of individual impact on sustainability of our natural environments – with plans in line with current issues such as the depletion of bee colonies, recycling, and cyclical patterns growth. The business is aware of the implication of footfall from paths in nature and littering by the increase of use from the scheme and this could form a barrier. However, through the video communication in app, it aims to imbed the basic messages of becoming a global citizen and realising individual impact on the Earth through small activity. 
[bookmark: _Hlk518480784]With this in mind, the scheme will continue to actively encourage outdoor exploration, supported by Chawla et al (2014) and Godbey (2009) stating that the same mental healing found in adults through nature, is created in children by using the outdoors to create happy memories and relieve stress. Outdoor play has been noted as an important feature of learning and development by pedagogical theorists such as Froebel (Garrick, 2009) and McMillan (Lindon, 2006), both upholding natural environments as benefit to spirituality and physicality. Meeting well-being targets of the whole child as detailed by Abdallah et al for the Children’s Society (2014) ‘5 ways to well-being’.
[bookmark: _Hlk518479810]However, research has shown that outdoor play has diminished and is affecting children in several ways, encumbering development. Little and Wyver (2008) note that children’s physical and emotional state are negatively affected by having low self-confidence if they are not left to assess and trial risk in their early years. Children’s trial and error was seen as normal behaviour of physical outdoor activity in prior years (Fry, quoted by Campbell, 2011). With a decline in outdoor play, children’s assessment ability has followed suit, along with balance, spatial awareness and strength - Sandercock (quoted by Campbell, 2011) relaying that 1 in 10 children cannot hold their weight. The decline from 1 in 20 doubling in only 10 years. Furthermore, in the same study it was noted that 10% of the cohort refused to attempt the strength test. Seemingly proving that children’s confidence has been hindered by a risk-averse society.
Influencing the activity plans, Sandseter (2012) relays that Scandinavian practice perceive risk to be optimal to a child’s development and do not set common rules to outdoor play, but will assess the child’s capabilities when encouraging risk behaviour. The scheme asks that parents take in to account what their child is capable of, rather than what the parent fears. Supported by the HSE (2012), Sandseter and Sando (2016) state that children who are confident in their risk ability develop an antiphobic approach to tasks throughout life, becoming more resilient, confident people.
Ble-ti’n-Byw Adventures offers groups the motivation toward risky play by inviting them to visit local places of challenging nature and asking them to partake in physically demanding activity, such as bridge building and tree climbing in gaining QR clues. 
Current research suggests that parents as part of society have become risk averse (Bilton, 1998; HSE, 2012; Play Wales, 2013; Grey, quoted by Mesure, 2014). Brussoni et al (2012) state that the injection of child safeguarding by eliminating all injury has promoted the overprotection of children. Brock et al (2013) states that risk avoidance culture could be seen to be causing children to become psychologically and intellectually dependant, with settings fearing litigation (HSE, 2012).
Again, this highlights the weakness to the business: the decision to employ risk assessors in an attempt to avoid litigation, and what the scheme would deem safe in recognising the learning opportunities from risk, against what a parent would allow their child to take part in. Although, with the amounting research undertaken concluding that a ‘safe but challenging’ (HSE, 2012) environment is beneficial to children, risk assessment and clear communication with local authorities on community disruption such as road works, may provide parents and the business with the assurance that children are properly taken care of. It may be helpful to include ‘community updates’ within the app interface to inform groups of hazardous areas to the plan. 
Another weakness on the subject of risk taking: the scheme offers more challenging storylines to those more able via the ‘accessibility’ option in app. UNCRC (1990) and Equality Act (2010) both put prominently that discrimination is not tolerated. Although the business does offer option for accessibility, it does not prove equal in not allowing children of differing need in to exploration areas of the community. Therefore, it would be the businesses priority to communicate with local authorities in enabling disabled access to exploration areas in building greater resilience and diversity of all children in Wales (Well-being of Future Generations (Wales) Act, 2015).
Inclusion has been prioritised within the Foundation Phase Framework (2015), rising to gaining equal opportunities as part of the Equality Act (2010) and Article 28 and 31 of the UNCRC (1990). The scheme’s plans aim to link with current curricula outcomes to aid children’s learning through hands on outdoor experience with not only social and physical development, but help in raising low levels of literacy and numeracy in Wales (Dauncey, 2013) in line with the Literacy and Numeracy Framework (2014). Chittagonit. (No Date).

By including curricula activity in to the plans, parents will become actively involved in their child’s learning, enabling a supportive home learning environment (Harris and Goodall, 2008; Siraj-Blatchford, 2010). Emphasised throughout the Foundation Phase (2015) is the aspect of problem solving in all areas of learning, proving that problem-solving ability can be transferred to any activity and is paramount to children’s development and future success in employment opportunities that are not yet available (Riley, cited by Vogel, 2017).
[bookmark: _Hlk518481441]However, imagination and creativity are said to be the foundation for problem solving and innovation. According to Robinson (Ted Talks, 2006) schools have been educating children out of creativity through the teaching of definitive answers – right and wrong. In turn, negatively affecting their problem-solving ability. Robinson (2011) draws attention to the use of imagination in becoming a creative thinker; again, this is an area that children are not permitted to use often in education settings as they are set a task with a definitive end. The scheme’s fairytale nature is to allow children the freedom of imagination in becoming creative with the challenges set in their real world. Imaginative play outdoors consumes young children, frequently involved in ‘playacting’, benefiting creativity and social communication (Elkind, 2007; Brown and Vaughan, 2009) in working as part of a team.
[bookmark: _Hlk518481736]The new curriculum for Wales (Welsh Government, 2018) implores practitioners to engage children in activity, especially in the Area of Learning and Experience of Science and Technology; that encourages creative thinking in developing problem-solving ability, making links to real life use in order to become deeply innovative, becoming capable of work in later life. The scheme aims to provide children with challenges that will encourage divergent thinking; asking children to use retained knowledge innovatively in order to attain a successful outcome (Faulkner and Coates, 2011).
With the scheme asking children to become active divergent thinkers, Lee and Therriault (2013) show evidence in to the positive effects on higher-order thinking when children are actively engaged in creative problem solving.
However, it is imperative that the scheme encourages problem solving through creative thinking and does not hinder it. This could happen through video clues detailing to children what they need to do in order to attain their goal, or making the challenge so difficult that they become rejective to the task. 
The Ble-ti’n-Byw Adventures app also encourages children’s creativity through digital competency (Learning Wales, 2016) – part of the new curriculum (Welsh Government, 2018). Technology has been found to motivate children in their learning and provides a tool to encapsulating their focus (Flewitt et al, 2014). Encouraging basic creative thinking skill such as following steps to produce a digital piece of work (the explorer log/ QR reader/ landmark finder).
Wales is now reaching to improve the economic, social, environmental, and cultural factors in building a resilient and prosperous country (Well-being of Future Generations (Wales) Act, 2015). The use of information technologies is supporting this with people becoming more knowledgeable in global economy and environmental aspects in other parts of the world in relation to their own (Van Slyke, 2008; Arnett and McKenzie, 2011), in conjunction with the ESDGC (WAG, 2008). In following part of the new curriculum (Welsh Government, 2018):
 Digital Competence Framework (2016), the scheme endeavours to improve skills needed for a life filled with technology, creating wider future opportunity, recommended by Donaldson (2015).
The use of technology in creating an expansive knowledge bank could lend support in to future entrepreneurs ‘counterfactual thinking’, in moulding innovative ideas, although it has been stated by Arora et al (2013; Krueger, 2007) that this skill accompanies individual self-esteem and dispositional characteristics – of which the scheme can be seen to support in encouraging risky play and assessment, and building positive support networks. Spruijt (2017) supports this practice in developing future entrepreneurs – stating that children cannot be traditionally taught entrepreneurship but should be exposed to exceedingly more challenging activity in building entrepreneurial thinking. Bacigalupo et al (2016) state that it is this thinking that is needed to produce successful communities of the 21st century; developing the EntreComp Framework (Bacigalupo et al, 2016).
It is the EntreComp Framework (Bacigalupo et al, 2016) that encompasses the scheme’s traits and aims in developing a future for a prosperous, resilient, and diverse Wales in conjunction with Well-being of Future Generations (Wales) Act (2015).
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