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Summary 
Introduction
· Two misconceptions about creativity identified by de Bono (2015) and Robinson (2015): creativity is a natural talent that cannot be taught, and that creativity is only associated with the ‘arts’.
· Welsh Government links: Donaldson (2015) and Kirsty Williams (2017) both highlight and acknowledge the importance of promoting wider creative skills and discuss their place in the new curriculum.
· Desailly (2012) identifies three definitions for creativity in the classroom: teaching creatively, learning creatively and teaching to develop creativity. 

Environment 
· Buzan (2001) suggests that schools kill creativity and this is supported by de Bono (2015) claims that classrooms are not the environment where children can develop their creativity. National Advisory Committee on Creative and Cultural Education (1999) supports the notion that teachers need to create an environment conducive to developing creativity. Research by Cooper (2013), Harnett and Whitehouse (2013) and Thorne (2007) has highlighted the benefits of an inclusive, creative environment. These benefits include participation in exciting and interesting experiences, opportunities to develop and utilise specific skills and gaining inspiration from creative teachers. Seelig (2012:200) refers to environment as ‘Habitat’ in her ‘Innovation Engine’. One case study uncovered that the habitat created by the teacher had a positive impact on the students as it ‘triggered their motivation and unleash their creativity’.  
· Pressures to cover the curriculum, focus on literacy and numeracy and meet individual learners’ needs are challenges faced when constructing an environment conducive to creativity identified by David (2003) and Downing, Johnson and Kaur (2003). Desailly (2012) suggests this will take time and needs to be done gradually.
· Recommendation: developing an environment which encourages experimentation, idea generation, innovation and problem solving. This can be done through activities such as grouping children in small interchangeable groups, using the carpet area to ensure engagement and splitting the classroom into areas of investigation, experimentation, reflection and role-play. The aim is to create a classroom ethos where children are comfortable about sharing with their peers and feel confident to take risks. This should prove that children in a classroom are creative individuals and not just passive members of the crowd. 

Artefacts
· Bage (2010) who argues that artefacts can act as stimulus for investigative learning. He claims that artefacts can rouse imagination, and this is crucial to historical enquiry. Seelig (2012) suggests that using original sources increases engagement, enthusiasm and performance. They encourage divergent and lateral thinking through consideration of different viewpoints, seeing the world through a different pair of eyes and discovering contradictory information which encourages discussion and debate.
· Oliver et al. (2006) suggest that creative teaching techniques should not take away from the qualities of the teacher. Runco (2003) found that teachers are models for creativity for their pupils. Therefore, if the teacher is not passionate in their teaching, the introduction of artefacts will not be sufficient to inspire pupils. Duffy (2008) also argues that teaching techniques should not be too dissimilar to the approaches that children are used to. Such techniques can lead to anxiety and avoidance. 
· Recommendation: as highlighted by the Welsh Government (2008; 2015) in both the Foundation Phase and Key Stage 2 frameworks, artefacts are gradually introduced into history lessons. This can be done by borrowing them from museums and using no more than two in lessons on a regular basis. It is important for teachers to reasonably challenge children’s normal pedagogies and De Bono (2015:63) suggests that to be creative we need to take part in ‘not natural’ things. That said, it is also important to heed Duffy’s (2008) advice that there is a fine balance between ensuring children are challenged and making sure they are able to link new experiences to existing frameworks.

Virtual Reality
· Riva (2016) and Quesnel et al. (2018) support the notion that the ‘awe’ created by VR can have educational benefits. Estyn (2017) have commended the use of VR to improve emotional and behavioural development and O’Neil (1992), Richardson et al. (1999) and Foreman et al. (2007) have found that it can develop cognitive skills. VR can also have benefits to recall and enquiry in history lessons (Foreman et al., 2003). But can VR generate creative skills? Passig and Sharbat (2000:7) certainly agree that it can, stating that VR can ‘change the structure of the classroom, the curriculum and the learning style of the students’. Black (2017) suggests that immersive realities can encourage experimentation, inspire imagination and develop critical thinking and different viewpoints. 
· Broadbent (1981) suggests that learning may be hindered by over-excitement caused by VR, links with over-stimulation of technology highlighted as part of Palmer’s (2010) ‘Toxic Childhood’. Žižek (2004) and Broadhurst and Price (2017) are critical in their approach to VR and suggest that it simply reproduces reality in a virtual domain. This begs the question, if you want children to experience something, why not just take them to the real thing?  
· Recommendation: VR is used as a fun and engaging introduction to a topic to arouse curiosity, encourage questions and include pupil voice in planning. It is particularly poignant in history, as although we can visit a museum or archaeological site, VR provides an immersive and experiential opportunity to walk down the street during the London Blitz or to stand on the battle field at the Battle of Bosworth. This would not only offer entertainment, but it also has pedagogical value for pupils. Jeffrey and Woods (2009) suggest that it is this type of excitement that encourages creativity.

Conclusion
· [bookmark: _GoBack]Ken Robinson (2006:16) states that “we don’t grow into creativity we grow out of it. Or rather we get educated out of it.” This seems a depressing notion, however from my research I have found that it is not the practitioners in the classroom hindering the students’ creativity but the system itself. My research has uncovered that a teacher’s own imagination and influence can impact the effectiveness of the teaching regardless of tools and technology. Thorne (2008) suggests that a teacher can find a way around the constraints of the curriculum to engage and motivate learners. Malaguzzi (1993) and Runco (2003) recommend that daily interaction with adults and peers is the most favourable condition to cultivate creativity and that teachers need to show an interest in children’s creative potential. Therefore, the innovative teacher within a stimulating learning environment is the catalyst for realising learners’ creativity.
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