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1. Introduction

The skill chosen for our presentation is creativity/innovation. The rationale behind choosing this skill is the growing importance of creativity and innovation as key drivers of growth and efficiency. According to Zacko-Smith (2010), creativity fosters innovation in business, and innovation acts as the fuel for growth. Practitioner research has also demonstrated the significance of creativity/innovation for leadership. IBM (2018) conducted a survey of 1500 leaders from public and private sector in 2010 and inquired them about the skills which drive growth in modern business world. The leaders ranked creativity as the most important leadership skill, leaving behind integrity and global thinking. Similarly, McKinsey’s (2017) study associated creativity with high performance. The study found that creative leaders beat their contemporaries on chief financial metrics, for instance, they exhibited above average performances in revenue generation and return to shareholders. Therefore, creativity/innovation has been selected as the skill to design a learning experience.
Before analysing the significance of creativity/innovation for leadership, it is imperative to understand what is meant by creativity. Puccio et al., (2010, p. 31) argued that creativity is the production of novel and unusual ideas whereby innovation refers to the act of putting those ingenious ideas into practice. Therefore, creativity and innovation go hand in hand. In any business environment, creative leaders foster innovation by encouraging people who think out of the box. 
To understand the significance of creativity and innovation for leadership, it is pertinent to analyse the megatrends of the business environment wherein leaders operate. In today’s competitive business world, organizations are facing the challenges of automation and disruptive technologies. It is only the intuitive capacity of human creativity that can help organizations to capitalize on the benefits of artificial intelligence and shield their workforce from job loss due to automation (Schwabe and Castellacci, 2020). Another hallmark of today’s business environment is ambiguity which cannot be managed through traditional decision making (Mitchell, 2017). Leaders must possess the ability to make sense of unfamiliar circumstances and adapt themselves accordingly. In such unpredictable and ever changing business environment, creativity offers many benefits and opportunities to leadership. According to Du et al., (2021), creativity helps leaders to abandon rigid structures and embrace change. Creative leadership enable leaders to assimilate new thinking while reflecting on previous experiences to bring about unique solutions. In this way, creative leaders connect the dots and foster innovative thinking in their employees. Furthermore, in a data-driven business world, creativity enables leaders to combine customer insights with new business models for developing winning business strategies (Du et al., 2021). This ensures continuous product improvement, thereby enhancing the chances of customer attraction and retention. 
Talking about the benefits of creative leadership for motivating employees, Nwachukwu and Hieu (2020) argued that creative leaders engage their workforce by providing them a cohesive vision. These leaders ensure that creativity is entrenched into the work culture by providing an enabling environment for fostering innovation. Also, creative leaders mobilize employees to address tough challenges and thrive in difficult circumstances. It implies that creative leaders tend to have the characteristics of adaptive leadership, a leadership model given and appreciated by Northouse (2015, Ch. 11).
It is important to note that creativity/innovation can enhance leadership by making leaders aware of their and others’ emotions, a characteristic called emotional intelligence. Landry (2019) holds that emotional intelligence is an essential trait of innovative leadership. It helps leaders to be empathetic and familiarize themselves with the emotions of the people they lead. Emotionally intelligent leaders motivate their workforce to think creatively and come up with out of the box ideas. Correspondingly, employees feel acknowledged and work to their fullest potential.
Moreover, Covid-19 has brought unparalleled changes to the businesses. For instance, flexible working, a way of working which was previously uncommon, is now the new normal. Leaders have to ensure that their workforce remains motivated and engaged as they work remotely, mostly in isolation (Polyakov, 2022). To address these unprecedented challenges, leaders need unprecedented solutions which can only be developed through creativity and the process of innovation. Furthermore, creativity is now one of the most sought after cognitive abilities which is required as part of core skill set of employees (World Economic Forum, 2020). It implies that leaders must possess this cognitive ability to be able to lead better.








2. How have we achieved the task

We conducted a 3 hours 10 minutes long session to stress on the importance of creativity and innovation in a business and to explain theoretical frameworks and techniques through which individuals and organizations can enhance creativity and innovation. We designed the learning experience on the theoretical basis provided by Blooms taxonomy put forward by Bloom et al., (2001). All the levels of taxonomy i.e. remembering, understanding, application, analysis, evaluation and creation were adequately incorporated in the session. For example, we did not start directly with the explanation of the importance of creativity and innovation. Rather, following Bloom’s level 1 i.e. remembering, we first observed participants’ knowledge about these topics with the help of Kahoot quiz. Afterwards, we introduced the concepts of creativity and innovation, explained disruptive innovation and the innovation matrix in the next 20 minutes. Moving on to level 2 i.e. understanding, we assessed learner’s understanding by asking them to discuss how the presentation helped them to build on their previous knowledge about creativity and innovation. Further, we gauged participants’ performance on level 3 i.e. application by simulating different scenarios and observing their creative potential at that stage. For example, we asked them to resolve a conflict through role play. In the level 4 i.e. analysis, we asked participants to develop surveys about different types of brainstorming methods and identify their strengths and limitations. Next, to measure learners’ ability at level 5 i.e. evaluation, we gave them some scenarios and asked them to elaborate which techniques should be used to boost creativity in those situations. Lastly, to assess the development of learners’ creative abilities at highest level 6 i.e., creation, we asked them to create a presentation on creativity and innovation, ask relevant questions from their team members and then effectively conclude the presentation. 
The work was allocated based on individual strengths, tasks are completed faster and more efficiently when we work based on each other’s strengths which results in a noticeable increase in productivity.  The team met up and discussed how we was going to move forward and distribute tasks and give deadlines for when to get certain task done by this helped us stay on top of our work and help each other when needed. 
	Nicholas Stagg (1907205)
	A slide pack to support the delivery of the presentation (1000 words). 


	Naima Kadir (1900576)
	A summary of why the skill you selected is essential for leadership success and an outline of how you achieved the task including a table outlining the elements each individual student contributed to (1000 words). 


	Krzystof Rutkowski (1907930)
	A detailed learning plan, based on the template and guidance provided (1000 words). 


	Aissa Laameche (1908274)
	Justification of chosen methods, with reference to learning theory and the principles of learning design (up to 1000 words).  












3. An Action Plan


	TOPIC:  Creativity and Innovation Boosting Training
	Intended learners: Leaders at all levels


	DATE: TBC
	LENGTH OF LESSON: 3.5 hours (Including the 30-minute break)
	NO IN CLASS: 20

	AIM OF LESSON
The aim of this session is to highlight the importance of creativity and innovation in a business environment as well as providing an introduction to the new techniques and theories that can boost that process.

	LEARNING OBJECTIVES
At the end of this session an individual should be able to:
· Define what creativity and innovation is
· How it affects the business and our everyday lives
· Find out the new techniques to boost the creativity levels of an individual
· Find out new innovative ways to solve problems

	ROOM LAYOUT:

The session will be held in our training centre in Swansea. The details will be provided after the deposit has been paid.

[image: Cabaret Style Seating: The Ultimate Guide]

Cabaret style seating plan had been arranged for this session, as it is the best one to conclude a group work (Smit, 2012). For the purposes of this training session, where group work is essential to successfully complete this training it had been vital to set our training centre facilities into a cabaret-style like classrooms. 

	PREVIOUS KNOWLEDGE:
This session assumes that the team already has some basic knowledge of the creativity and innovation processes, however even someone who has no ideas about any of this can benefit from attending the session, as the models, theories and methods discussed are quite new and be of great help to anyone.


	HEALTH & SAFETY:

There are no identified risks to the learners from carrying out any of the tasks associated with the learning plan. 




	Time
	Topic
	Content and Activity
	Resources needed

	
	
	
	

	20 minutes
	Introduction to the topic of……, recap of what we know so far
	Introductions and session overview.

Icebreaker session: Kahoot quiz on the importance of innovation and creativity.
	Projector for the presentation and a smart board.

Kahoot log-in.

Participants will need access to their smart phones and internet connection.

	
	
	
	

	20 minutes
	Introduction to the topic of innovation and creativity.
	First lecture: - Introduction to the topic. Key definitions and importance of those skills.

Different types of innovation:

Disruptive Innovation (Christensen, 1995).

The Innovation Matrix. (Ros and Jeyekodi, 2019).


	Projector for the presentation and a smart board.

PowerPoint Slides 1-3


	20 minutes
	Assess learners experience
	Group work: In your groups discuss what you first thought innovation was and how you have built on it after the presentation. 

Discuss your experience and share your thought with the group, provide example if possible.

	Word Association program and a flip chart paper.

	5 Minutes
	Ending of the first session. 

Questions and answers.

Quick break.
	Open Question Session:

Ask the whole group about the experiences and make each group share their views and opinions.
	

	20 minutes
	Sourcing of innovation and creativity. 






	Business Model Innovation (Amit and Zott, 2020), enables to rethink the business to find new revenue streams and maintain your competitive advantage.

[image: Business Model Innovation – The What, Why, and How]

Innovator’s Dilemma. (Christensen, 2011), its designed to explain psychological and economic phenomenon of disruptive innovations.


[image: innovators-dilemma-product-perfomance-vs-market-expectation]


	Projector and a Smart Board.]

PowerPoint slides 4-6.

	20 minutes
	Resources and environment to boost your creativity and innovation.
	Open Question Session:

Ask the members, in their groups what they think is needed for an effective creativity and innovation.

Capture the ideas on the flip chart.

Learning from creativity and innovation boosting tools.

Customer journey mapping (Angrave, 2020).

Jobs-to-be-done framework (Ulwick, 2019).



	Projector and a Smart board.

Flip Chart.

PowerPoint slides 7-9.

	15 minutes
	Describe vote first, then discuss technique.
	Introduce the Concept of The Wisdom of Crowds (Surowiecki, 2005).

Group Task: Galton Anecdote (How heavy is the ox)

Pass around a tub of candy and ask individual group members what they think, how many candies are in the jar?

Record the results on flip chart and calculate the average.

Then add additional sweets into the jar, but this time instead of shouting the number out, ask each member to write it down.

Discuss how peoples views change and are influenced by other peoples opinion, if the vote happens after the discussion.
	Projector and a Smart Board.

PowerPoint slides 9-10.

Tub of candies.

Additional 20 sweets, to put in the jar for the second turn.


	30 minutes
	Boosting Creativity and Innovation – A Practice Session
	In Groups: Each team will be given a problem to solve or a product to develop, the members will be asked to come up with as many creative ideas as possible using the discussed methods and theories.
	Overhead Projector.

Flip
chart or A3 piece of paper and pens for every group to write their ideas down.



	10 minutes
	Feedback Session
	Each group will present their ideas in front of the rest and their reasoning on why the idea they have picked is the right one.
	Flip chart

A3 piece of paper and pens.

	20 minutes
	Recap and 2nd Kahoot quiz on what we have learned.
	Recap on the aims and objectives of the training.
Highlighting the main points of the presentation.
Kahoot quiz to see what we have remembered from the session.
	Projector and a Kahoot log-in detail 

Smart phones or tablets to enter the quiz.

	10 minutes
	Closing the session
	Draw the session to the conclusion and answer any of the remaining questions.
	Feedback sheets to improve the course in the future.































4. Justification for our chosen methods

The bloom’s Taxonomy was created by Benjamin Bloom In 1956 and published a book with his team called the Taxonomy of educational Objectives which provides a set of hierarchical models to classify educational learning objectives (Shabbir, 2020). The framework became known as the bloom’s taxonomy educational objectives which originally divided into three keys domains; the Cognitive, affective, and psychomotor domain to help teachers and instructors to create course, curricula, lessons plan and learning activities (Churches, 2009). The objectives help learners to have a clear measurable expectations and goals. The original taxonomy feature concentrated by Bloom’s was the Cognitive domain, which was featured into six majors’ categories of thinking, but it was revised and renamed by a group of researchers and psychologists in 2001 (Haghshenas, 2015). The categories are:
Figure 1: Bloom’s Taxonomy (University of Kansas, 2021)



The figure 1 above shows all categories and below a brief explanation of the 6 categories:
1. Remember:
Actions of recognizing and recalling facts to explain to the learner that the learning is at the lowest level of thinking.
2.Understand:
 To understand what facts are and to anticipate actions such as Exemplifying, classifying, interpreting, summarising, inferring, comparing, and explaining. 
3. Apply:
The implementation and the execution of task or action that the learners will be likely understand at a certain level of thinking.
4. Analyse
At the analytical stage, the learners will be breaking down information and data into component parts and organise them.
5. Evaluate
When the learning is at his high level of thinking it will be able to take actions to judge the value of information or ideas
6. Create
For the learner to create something new or original is to be considerate the higher level of thinking, and some verbs such as plan, produce and generate shows that learners are required to work at his highest level of thinking.


4.1. How to use Bloom’s Taxonomy 6 levels of learning
The Bloom’s Taxonomy is very flexible, and it can also be used with teaching philosophy and teaching styles, the layer of its level categories is highly versatile, adaptable, and well suited for different tasks (Arden, 2021). Also, the most common tasks are:
· Course Planning
· Setting aims, missions and learning objectives and goals
· Creating learning activities at the right levels off thinking
· Creating evaluations or assessments
4.2.  How to apply each learning levels into practice 
Level 1. Remembering
The Remembering level is the most basic level in the Bloom’s Taxonomy but an important foundation, The instructors can use verbs like describe, define, identify, label, outline, list, reproduce and recall assessing the learner memorisation and the recall of information with no necessary an evidence of understanding, also to understand basic definition of the subject or concepts so that they can understand them (Boulter, 2021). As a group of instructors when starting the workshop for the leader of the company, an overview of innovation and creativity will be introduced with a Kahoot game to assess the learner what can be recalled or what can be define by those two words (creativities and innovation). After this activity the participant will ask to find to identify 3 to 5 ideas that they find most innovative in the same operating industry. The participant will be asked to explain why they have chosen this innovative idea for the instructors to analyse and also will ask to design a innovation framework (the innovation matrix) which can be used to rate.
Level 2. Understand
The understanding level is how the learner has mastered Remember, and be able to explain concepts, ideas but especially be able to understand how the concept or the idea will look-like in the real world (Petram, 2011). For this level the participant will be ask to create a quiz on the understood concepts or idea which other participant will send their answers and by doing so, the concept or idea can be rated but most importantly it can be evaluated by the participant that introduced to assess if the team of participant understand the subject in matter. Also, some active verbs can use such as classify, describe, discuss, compare, visualise and more.
Level 3. Apply
Apply level is for the learner to know, how and when to use the ideas, concepts, methods, procedures, formulas, theories, and principles to be able to solve new problems to new situations. To do so the learner must have a high of level of understanding than those in knowledge (Yuli, 2010). The learner will be asked to conduct an example of effective negotiation skill or to conduct a conflict as a role-play. Also, some active verbs can be using such as, explain, illustrate, teach, use, modify and dramatize and more.
Level 4. Analyse
Learner Apply level is for the learner after understanding and applying their ideas or concepts so they can be able to breakdown to analyse and find the logical problems or fault with the idea (Adams, 2015). The learner will be asked to create a survey about 3 different types of brainstorming and innovation methods and his participants will ask to find the problems and which specific methods should not be used. Also, some active can be such as, Diagnose, contrast, relate, explain, question, connect and more.
Level 5. Evaluate
The evaluation level is where learners will start making judgment about the value of the ideas, methods, and it also include the justification of the course of action or decision-making (Kelly, 2017). The learner will be asked to evaluate a different scenario and justify why a particulate procedure or model should be used in this situation. Also, some active verbs can be used such as, evaluate, assess, judge, support and more.
Level 6. Create
This is the highest and final level of all, the learner will put his new ideas into a unique product or plan of action which involve thinking outside of the box. The learner than will be able to propose or create new protocols for improvement (Shabatura, 2013). The learner will be asked to create a presentation to define the idea, ask questions to his team and conclude. Also, some active could be use such as formulate, invent, develop, rearrange, imagine, propose and more.
4.3. Conclusion
The Bloom’s Taxonomy can be used for instructors to evaluate the participants and determine when time is to move to the next level or when reinforcement is required. The bloom’s taxonomy method of learning helps the participant to achieved training goals and objective, and to determine proficiencies the taxonomy is an efficient and proven method.


 
5. Designing a learning experience script
Through the previous decade the world labor force has existed by constantly progressing owing to many components, such as, a progressively competitive business environment, increasing intricacy, and the digital modernization are reforming the mixture of workers. In the meantime, continuing precariousness, a variety of age groups for personnel, and a briefer span for up-to-date learning have positioned adapting and learning new skills as vital importance. These movements have raised the significance of learning and development. Leadership must adopt a wider part inside the business and devise a formidable future to get the greatest degree of investment in courses and program advancement (van Dam, 2018). For myself, I learn best when I am contributing and involved in discussions. Interaction is key for me. It keeps me interested, motivated and on task. A way of sustaining interest and motivation of your peers could be creativity and innovation. Creative leadership is managing others to the fulfilment of the creative success. With no effective creative result inside a framework of a difficulty, the creativity will not produce an innovative resolution. Leadership forms the concept and inspire employees to produce it (Mickahail & de Aquino, 2019). Innovation leadership is generating fresh ideas and distinct behaviours in the way you guide, operate, and perform your job. An innovative method to leadership is understanding in what way to build an organisational environment someplace others utilise innovative reasoning to unravel challenges and improve new goods and services (Mumford & Hemlin, 2017).
Lindemann, Horton and other adult learning theorists believe that adults gain knowledge through cooperative, liberal interactions that foster a communal setting, increase involvement, and promote social transformation. The theorists argue of its significance, and its purpose is the help people when they encounter issues as a path to move forward (Dentith & Griswold, 2017). Theorist Knowles claimed that adults have different requirements for learning methods in contrast to youths. Adults are self-guided, concentrated and enthused but tend to have other designs due to their previous environments and learning experience. People decide how and what they learn corresponding to their requirements, reasons, and circumstances at a certain point in time (Tomlinson & Masuhara, 2017).
Akers formed social learning theory, he indicated that it was built on 4 fundamental notions which are, differential reinforcement, imitation, definitions, and differential association. Differential reinforcement represents the balance of current or projected rewards and expenditures, public or non-social, that observe a particular behaviour. Imitation signifies the participation in behaviour after examining comparable behaviour in people who give importance to the person. Definitions relate to your specific mindsets that describe the role in a function as correct or inappropriate. Differential association concerns the direct and indirect display, through connections with other people, to repeated designs of conduct, including the repeated designs of standards and principles (Reid, 2017). Advantages of social learning theory are that as a result of collective reciprocal action and that individuals develop their mindsets to conduct themselves by means of interconnection with others, due to the individual’s assessment of their surrounding of their perceived actions and outlooks. Group activities of this kind aid in developing aims and to recognise what is working and what is not, in regard to reaching their aims. It forms a dedication to help each other and often result in good relations between group members. The skills learned can help in a lot of situations, even outside of the shared group (Garvin, Gutiérrez & Galinsky, 2017). Bandura considered that people understand better from things they see surrounding them than from the instincts and internal urges, which was suggested by Freud some years previously. An example of this in practice is the study by Akers in 1979, on tobacco users of teenagers that was conducted over a 5-year period, the findings were that when smokers were around others that smoked, the more the individual smoked their tobacco. Weaknesses of social learning theory is the reality that there is not enough agreement amongst researchers on how to identify and calculate the theory. It is hard to evaluate if learning has transpired and the amount of learning is credited to the theory itself and the extent of personal learning (Faulkner & Faulkner, 2019). Social learning theory accentuates background and surrounding impacts on individuals’ behaviour. As social learning theory is capable of explaining why behaviour forms and arises, it is especially beneficial in social work to comprehend how behaviour could change by modifying surrounding impacts and establishing substitute standards (Crabtree & Parker, 2020). The theory can be used for some business-related tasks, such as, leadership. Leaders can examine conduct in the organisation, and people can learn and model their behaviour. It is especially valuable with ethical practices, as it can attract staff awareness to it and then be encouraged to follow them (Pratelli, 2018). For example, if this theory was chosen, the management should dress in appropriate professional outfit, organise work tasks effectively, and participate in pleasant and encouraging communications with people who are in the workplace. The employees would then see this and will often be encouraged to model the managers behaviour while in work. The leader should then strengthen this behaviour by praising and encouraging their behaviour (MacIntosh & Burton, 2018)
While to some degree, it is inferred that some aspects are being fulfilled, for example, the creative leadership side of things as leaders can encourage and show their peers how to behave correctly which can help with progress and efficiency. However, the innovation leadership seems to not be satisfied, due to freedom restrictions to be able to create new ideas as employees will be told to model behaviour, staff will not be bringing their own perspective to tasks as they will just be following a process of which they observed. Also, as previously discussed adults tend to be self-guided, so the imitation aspect might cause problems with people’s reluctance with wanting to change and could feel controlled. This is why we feel that another approach needs to be considered to be more aligned with both concepts of creativity and innovational leadership. That being said, some qualities could be utilised in certain situations in regard to examining employee’s behaviour and being a responsible role model to look up to. Before we go on to the following topic I would you to complete a Kahoot quiz to see how much you have taken in so far. This task is to test adult learning theory’s take on adults remembering things that interest them according to what they find essential. After the quiz we will then see if the answers that you had correct correspond to this theory’s view on adult learning.
6. Presentation
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World labor force:
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* Digital modernization
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to produce it
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Innovation Leadership

* Generates fresh ideas and distinct behaviours

* Helps leaders understand in what way to build an
organisational environment

* Unravels challenges and improves new goods and services
(Mumford & Hemlin, 2017)
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Built on 4 fundamental
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differential reinforcement,
imitation, definitions and
differential association
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. Useful with social work settings to comprehend how behaviour could change by modifying surrounding impacts and
establishing substitute standards

(Crabtree & Parker, 2020)

S O C I a | Le a r n I n g . Can be used for some business-related tasks like leadership. Leaders can examine conduct in the organisation, and people

can learn and model their behaviour
T h e O ry I n ACt I O n . Can be utilised regarding ethical practices as it can attract staff awareness to it and, be encouraged to follow them

(Pratelli, 2018)
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THE SKILL CHOSEN FOR OUR THE RATIONALE BEHIND
PRESENTATION IS CHOOSING THIS SKILL IS THE
CREATIVITY/INNOVATION. GROWING IMPORTANCE OF
CREATIVITY AND INNOVATION AS
KEY DRIVERS OF GROWTH AND

EFFICIENCY.
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Definition of
creativity/innovation

* Itis imperative to understand what is meant by the
term creativity. Puccio et al., (2010, p. 31) argued that
creativity is the production of novel and unusual ideas
whereby innovation refers to the act of putting those
ingenious ideas into practice. Therefore, creativity and
innovation go hand in hand.
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Benefits of creativity

* creativity helps leaders to abandon rigid structures
~. and embrace change. Creative leadership enable
leaders to assimilate new thinking while reflecting on
previous experiences to bring about unique solutions.

* in a data-driven business world, creativity enables
leaders to combine customer insights with new
business models for developing winning business
strategies (Du et al., 2021). This ensures continuous
product improvement, thereby enhancing the chances
of customer attraction and retention.
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Covid-19

* Covid-19 has brought unparalleled changes to
businesses. For instance, flexible working, a way of
working which was previously uncommon, is now
the new normal.

* Leaders had to ensure that their workforce remains
motivated and engaged as they work remotely,
mostly in isolation (Polyakov, 2022). To address
these unprecedented challenges, leaders need
unprecedented solutions which can only be
developed through creativity and the process of
innovation.
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The tasks was allocated based on individual
strengths, tasks are completed faster and
more efficiently when we work based on
each other’s strengths which results in a
noticeable increase in productivity. The
team met up and discussed how we was
going to move forward and distribute tasks
and give deadlines for when to get certain
task done by, this helped us stay on top of
our work and help each other when needed.
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BLOOM’S TAXONOMY

By Benjamin Bloom (1956) and
revise by a former student Laura
Anderson (2001)
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THE INTRUCTOR CAN USE VERBS
LIKE DESCRIBE, DEFINE , IDENTIFY
FOR THE OVERVIEW OF
INNOVATION AND CREATIVITY.

THE LEARNERS ALSO WILL BE ASK
TO FIND 3 TO 5 INNOVATIVE IDEAS
WITHIN THE SAME INDUSTRY.
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