Utilising the Entrecomp Framework, critically evaluate your own creativity and enterprise skills and consider how you might be able to develop the creative and enterprising skills of primary learners through your own pedagogy.

By utilising the Entrecomp Framework, this assignment will critically evaluate my creativity and enterprise skills whilst further considering how these skills can be developed within the primary classroom. Creativity has become an integral aspect of teaching and learning as this has become a skill required for learners within the workplace (Cropley, 2001; Hargreaves, 2012; World Economic Forum, 2015; Donaldson, 2015). Cowley (2005), Cropley (2001; 2012) and Education Scotland (2013) state that providing opportunity to enhance creativity in every aspect of the curriculum will provide benefits to both learners and practitioners. Such benefits have been identified in several different countries across the world which include making learning engaging, interesting and relevant (ibid). Fumuto et al., (2012) comply with this perspective on creativity by conveying that learners are likely to develop their well-being and self-esteem when engaged in these activities.  

However, the term creativity has been regarded as a term difficult to define. In consequence, the speculation of the definition used to define creativity has inhibited the support provided to practitioners to become precise in their understanding of creativity (Maley and Bolitho, 2015; Claxon, Lucas and Spencer, 2013; Wilson, 2015). The National Advisory Committee on Creative and Cultural Education (NACCE, 1999) and Boden (2004) and Robinson (TED, 2007) challenges to define creativity by defining creativity as an imaginative approach in which requires learners to produce products that are both original and of value. The process of imagination allows individuals to think beyond the obvious and produce products that are unique (Craft, 2000). Maley (2003, cited in Maley and Bolitho, 2015, p.434) and Mohammed (2018) state the core characteristics that define a creative individual are: to be able to think imaginatively, plan and carry out something new and worthy, ask questions, construct knowledge, being active and experimenting. To put this differently, research suggests that creativity is an attribute that is possessed by every individual (Nichols, 1972, cited in Cropley, 2001, p. 10; Boden, 2004; Education Scotland, 2013; Savage and Fautley, 2007). NACCE (1999) agrees with this as it has been suggested that creativity is a general function in everyone but will contrast in the amount possessed which have been categorised as big C and little c (Craft, 2000). Therefore, De Bono (2016) and Seeling (2012) and the Guardian (2019) connote that learners can foster creativity through education. 

NACCE (1999) and Education Scotland (2019) underline that it is the responsibility of the practitioners to recognise and plan opportunities to encourage creativity of the learners within their classroom. In order for this to be achieved, practitioners are required to be aware of which skills should be taught and should adapt their pedagogical approach to foster creativity (Eisenberger and Armeli, 1997, cited in Cropley, 2001, p. 97). As recognised by Craft (2005, cited in Desailly, 2015, p.18), creativity is most likely to progress when practitioners teach for creativity and teach creatively simultaneously. Kinsella, Faultey and Wallace (2017) affirm that teaching creatively involves the pedagogical approach to teaching while refining the creative competencies of the learner. This suggests that practitioners are required to support the creative development of learners by providing essential skills that allows learners to build on prior knowledge to adapt objects to improve the quality of education (Beetlestone, 1998; Craft and Hall, 2015; Desailly, 2015). In effect, recent research suggests that creativity can be developed within a number of areas of learning and experiences (Craft and Hall, 2015; Savage and Fautley, 2007; Cowley, 2005; The Guardian, 2019). As outlined by NACCE (1999), creativity is a generic aspect to education. Yet, Desailly (2015) and Hodder Education (2014), disclose that practitioners view creativity as an aspect of the arts alone, hence, practitioners believe that they are not competent enough to teach creatively or teach for creativity. A number of theorists such as Csikszentmihalyi (1997) and Gardner (1983, cited in Cropley, 2001, p.16) remark that creativity can only be used in particular areas of the curriculum such as art or science and challenge the view that creativity is fostered by every individual. Seeling (2012) complies with this and underlines that creativity is a skill in which has been influenced by their personal knowledge and understanding. For this reason, NACCE (1999) insinuates that teaching creativity may be considered an aspect difficult to teach for those in which do not obtain creativity. 

Due to no universal agreement to define creativity, for the purpose of this writing, the definition I will be moving forward with states that “creativity is a process which generates ideas that have value to the individual” (Education Scotland, 2013, p.3). This requires learners to overcome problems by using their imagination, learning from their mistakes and exploring possible solutions in all areas of the curriculum (ibid.). As indicated by Boden (2004), the final product produced by the learner may be of value and original to the individual, but this product may be known to the practitioner. Craft (2000) contends this as she reports that originality comes as a consequence of being original to the world as well as the individual. Accordingly, if the learners’ efforts are ignored, it may be perceived that the practitioner does not appreciate their contribution and may consequence in the learners not wanting to contribute or participate in the near future (Desailly, 2015; Jeffrey and Woods, 2009). Therefore, Cropley (2001), Thorne (2007) and Fumuto et al. (2012) recognise the importance of a positive learning environment as the right conditions will foster their engagement to contribute to ideas and will have an impact on their final products. This is fundamental as creativity is dependent on the willingness and ability to share their creativity (Cowley, 2005; Thorne, 2007). 
In order to assist the development of entrepreneurship competences across the world, the publication of the Entrecomp Framework has been released in order to enrich the connections with the world of both education and work (Bacigalupo, et al., 2016). This framework consists of three interconnected competences (ideas and opportunities, resources and into action) with each having an additional five competences within (ibid.). In effect, with utilising a range of skills required within the framework, this provides practitioners and end users an outline of how to use this framework in order to aid their skills effectively for future purposes. However, in the United Kingdom, the term enterprise education is primarily used as an alternative to entrepreneurship. The purpose of this differentiation has been considered in order to focus on the personal development of skills and attributes in comparison to providing learners the procedures to become self-employed (Lackéus, 2015). As defined by Kneale (2015), enterprise outlines the opportunities to take an idea further by combining their skills. Examples of these skills include flexibility, self-confidence, vision, organisation, communication and creativity and innovation (ibid.). These skills are essential as Bridge and O’Neil (2013) and Kelly et al. (2014) emphasise that enterprise skills allow individuals to make one’s choices than is not predetermined which will provide them the foundations to build upon their ideas. In any case, Bacigalupo et al. (2016) questions the reliability of the framework as this has not been adapted or tested within real settings. Subsequently, evaluating my skills accurately were found difficult as although this framework identifies competencies for education and work, some aspects of the Entrecomp Framework are not applicable to teaching. At the same time, this framework requires individuals to assess their skills by ‘best fit’ which does not provide an accurate result and provided further difficulties to draw upon solutions to optimise this thread. 
Following evaluating my skills against the competencies, a general self-assessment of each competence within the framework has been displayed in appendix one.  By utilising the eight level progression steps, I will further evaluate my creative and enterprise skills with a focus to the following competences; creativity and motivation and perseverance. In consequences to evaluating my creative competencies, I believe that I require to improve my creativity skills and confidence in order to deliver an effective pedagogical approach to teaching that is of benefit to the learners. As identified by Desailly (2015) and Kinsella, Fautley and Wallace (2017) it is mandatory for practitioners to advance their own skills and confidence prior to developing the skills of others. Corresponding, when evaluating my skills to progress the first thread within the creative competence, I would categorise myself being at a foundation level of level two as I believe that I able to explore different objects and use them in alternative ways. As seen within appendix two, I am able to think of alternative solutions for a function of a shoe by activating my divergent thinking by considering the different components that are used to create a shoe. Similarly, during Professional Teaching Experience (PTE), I overcame my functional fixedness by enhancing the learner’s knowledge and understanding of the different types of angles by using a table as an alternative method to the traditional approach of using their mathematic books which worked effectively (see appendix three and four). Therefore, the framework initiates that in order to enhance this thread, I require to take risks (Bacigalupo et al., 2016). Feedback complements such view as it outlines that my planning during PTE is very structured and as a student teacher, I am afraid to deviate from a pre-established plan which is an area in which I require to improve on (see appendix five). 

Fisher and Williams (2004), Craft, Cremin and Ballard (2008) and Desailly (2015) identify that creativity requires a balance between structure and freedom as too much structure can intervene with creativity. In this case, Loughran (2006) suggests that in order to improve on by curiosity and openness, I require to understand and discover new ways of learning by implementing teaching procedures that are unfamiliar to develop my application of risks. Education Scotland (2013) coincides with this view by identifying that creativity is unpredictable, thus, practitioners should deviate from plans to take advantage of a situation raised by the learner, allowing them to address different skills from the curriculum. However, Desailly (2015) states that the practitioner will require sufficient subject knowledge on all areas of the curriculum in order to teach confidently and flexibly which will be very time consuming. Taking risks is one of several barriers to creativity as Kimbell (2000) and Cowley (2005) note that individuals are less likely to take a risk that have a possibility of failure. In effect, Fisher and Williams (2006) suggest that if every outcome is seen to be successful, all possibilities for creativity will be reduced as creativity requires an element of risk in order to be original.

Alternatively, Wilson (2015) identifies that the element of risk taking can be beyond physical and can be identified as psychological or emotional. Beetlestone (1998), Cropley (2001) and Jeffrey and Woods (2009) thereby acknowledge that a positive learning environment is required in order to experiment new skills in new surroundings to enhance the risks taken by the individual. This can be obtained by building positive relationships and trust between practitioners and learners (Kimbell, 2000; Thorne, 2007). When a positive learning environment is present, Csikszentmihalyi (1997;2009) and Churchill Dower (2005, cited in Craft, Cremin and Ballard, 2008, p.78) assert that the level of engagement and elements of risks by the individual will increase when they feel safe and confident. This has been agreed by Jamison (1993, cited in Cropley, 2001, p. 59) and Loughran (2006) who underlines that a strong worth and self-confidence is a requirement in order to be creative. The importance to address these barriers has been reflected within Maslow’s hierarchy of needs (1970, cited in Underdown, 2006, p.4). Within his diagram, the skills of creativity and self-actualization have been located at the top of the diagram which implied that these will only be met when my additional basic needs have been considered.  Levers (1997, cited in Pound, 2009, p.34) adheres to this as he suggests that individuals are likely to participate when they have a positive self-esteem. Therefore, with all points considered, in order to be competent in this thread, I will foster a positive learning environment and relationships with the learners in order to build upon my confidence to encourage myself to trial and error a number of different approaches in a range of different situations, contexts and circumstances of which may be determined by the learners. 

The second thread identified on the framework is to develop ideas. I believe that this is one the threads I perform to a great extent and will classify my skills at an intermediate level of level three. By using the framework as a function, I believe that I can refine different techniques to overcome solutions by using resources in different ways. During a lecture within university, I along with my peers were able to experiment with different techniques of creating a ‘Rube Goldberg Machine’ (Rube Goldberg, 2018). The purpose of this activity was to complete the task in the most complicated way in order to reach the outcome of popping a balloon (ibid.). Despite our efforts, we were unsuccessful to generate an effective solution to pop the balloon.  However, this activity allowed us as a team to identify the functions required in order to achieve the overall outcome which provided value to the final product. By making further alterations to the product, we as a group could have developed the value of the end product but this was unsuccessful due to time constraints. This has been considered an important aspect to teaching and learning as encouraging practitioners to evaluate their practices and promotes practitioners to test new ideas is essential for creativity (Carr and Kemmins, 1986; McNiff, 2013; Mills, 2014). For this reason, when considering the fourth thread within the Entrecomp Framework, I would consider myself working competently within level three and consider a number of aspects of level four. Hence, in order to expand on my ideas and value of end products, the framework suggests that I require to test the value of my end products with users and tailor the products to reach success (Bacigalupo et al., 2016). 

The third thread highlighted within the creative competence requires to conduct an assessment against defining problems. As evidenced in appendix six, I believe that I can contribute to group discussions which are aimed to define open-ended problems and will therefore categories my skills as level three. The proposed open-ended problem during this task was to create a purposeful product to reduce all possibilities for an egg to break when released from height. After identifying several solutions to the problem, the group concluded that a parachute will be used. Although the solution to the problem was successful to meet its purpose, I found this task very challenging and as a result I could have contributed to a greater extent by using my skills that are my areas of strength in order to adapt the product further. In order to enhance defining problems, the framework exclaims that I require to re-frame problems by contributing and applying my skills to enhance the final product (Bacigalupo et al., 2016). By enhancing my skills to re-frame problems, I will solve problems that arise by seeing situations with new perspectives with persistence and determination to complete the overall outcome (McNamara, 2012). I believe that this is something I am unable to achieve and require further development in order to improve my creativity.  

Defining problems has been considered an important aspect to creativity as Penaluna (2019) enforces that individuals require to view things differently to be creative as a learner with one idea will not adapt for change. Firstly, Lockton et al. (2019) regards that reforming problems can be enhanced through metaphorical thinking. This process is a cognitive strategy which requires individuals to combine two elements of something familiar to create something unfamiliar to generate new ideas to help us understand the world in a different perspective (ibid.; Casakin, 2007; Tomitch, 2018). Therefore, it has been considered that metaphors are primarily used during the stages of development to reframe problems which can be exercised through enjoyable or in real-life situations (Linsey et al., 2008). Lockton et al. (2019) initiates that this technique will not only enhance my thinking skills but also expand my vocabulary with confidence as it has been highlighted that there is no right answer. However, Fetterman et al. (2015) challenge the method of metaphorical thinking as this method often invites confusion, especially when homonyms are spoken. 

Consequently, De Bono (2016) recognised that confusion is a factor in which effects learners’ thinking and produced an alternative solution to expand my thinking to reframe problems; the six thinking hats. Effectively, this approach allows individuals to evaluate problems by considering six different perspective as each coloured hat represents different thinking roles; white, red, purple, yellow, green and blue (see appendix seven) (ibid; Desailly, 2015; Mohammed, 2018). However, learners should not associate themselves competent in one aspect (De Bono, 2016). This allows individuals to understand that there is no correct answer when completing problem solving tasks but required to think differently to overcome issues (Kivunja, 2015). Although De Bono (1992, cited in ibid., p. 382; 2016) acknowledges that this as a simple technique to generate different perspectives to generate solutions, he suggests that the simplistic methods are considered the most effectively used to outline our next steps. Constructive approaches to develop the skill to reframe problems is important to allow individuals to generate ideas and to evaluate their products by working alongside others (Cowley, 2005; Education Scotland, 2013). Desailly (2015) synthesises with this approach as she underlines that collaboration allows learners to generate additional ideas and take bigger risks by expressing their beliefs to other peers. Nevertheless, Aithal, Shailashreee and Suresh Kumar (2016) and Education Scotland (2013) assert that this technique can be very time consuming as individuals will contrast in views and therefore identifying the best solution to the identified problem may be difficult. Donaldson (2015) considers the importance of reframing problems within the four curricular purposes as he addresses that learners are required to think creatively to re-frame problems. For this reason, in order to improve on the third strand of the creative competence, I believe that I will be more effective to develop the six thinking hats in comparison to the use of my metaphorical thinking. This is because De Bono’s thinking hats provided a clear structure which can be implemented within a classroom which underlines what is required of the learners which have been found effective when observed during PTE (De Bono, 1992, cited in Kivunja, 2015, p. 382). 

Lastly, the final thread within the competence of creativity is innovation. On reflection, I believe that this is my weakest thread within the creative competence working within the proficiency of level one. As illustrated in appendix eight, I believe that I can find innovative products as I proposed the idea ‘what if every classroom was a mobile classroom’ during a university lecture. Developing this strand will require me to discover how these innovative products have transformed society and will therefore foster my knowledge on what products are innovative and which products are new to me (Bacigalupo et al., 2016). Although this has been identified as an area of weakness, by fixating my time to further extend the two threads previously discussed, I will enhance my innovation by developing products that are original. As conveyed by the World Economic Forum (2015), these threads are aspects of innovative skills which are important today and are required in order to live in a world of change. Nevertheless, I believe that this thread may be considered from the perspective of individuals within the world of work in comparison to educational purposes. As identified during the expert levels of proficiency, this identifies individuals that are entrepreneurs. 

Alongside creativity, the competence of motivation and perseverance has been explored. As conveyed by Fryer (1996, cited in Beetelstone, 1998, p.59), Richtnér and Löfsten (2014), Aguilar (2018) and Abramson and Braverman-Schmidt (2018), resilience complements creatively by reinforcing that creative individuals are those who are willing to work hard and are persistent. When appraising my skills against the framework, I believe that I am currently working towards level two. This is because I am very driven to achieve a goal which has been evidenced when participating in the Duke of Edinburgh Bronze Award (see appendix nine). Although I found this very difficult at times, I persisted and worked hard to complete the challenge prior to and during the exhibition. Therefore, in order to enhance this competence, I require to overcome simple conflicting situations. Developing motivation and perseverance can be achieved by using a framework called Habits of Mind (Costa, 2008). Employing these sixteen characteristics is believed by Costa and Kallick (2008) to be beneficial as each Habit of Mind will allow individuals to overcome problems. By becoming familiar with these characteristics, it has been suggested that I will increase my ability to overcome a number of circumstances and encourage learners to become dependent in their own learning when such opportunity is provided (ibid.). American Psychological Association (2020) express’ that I can heighten my persistence by recognising the aspects of the outcome that I can alter and enhance my positive attitude on all outcomes. Furthermore, the Personal Resilience Development Framework (see appendix ten) identifies this in a simplistic manner and claims that individuals are required to govern responses to people, events and oneself (Mowbray, 2014). Unlike the Entrecomp Framework, it is clear to see that each competence is required to develop resilience. 

During the second course of the assignment, I will consider how the learners’ creativity and enterprise skills may be enhanced within the classroom with a particular focus to divergent thinking. This component to creativity has been defined as the process of thought in which is used by the individuals to generate several ideas to possible solutions (ibid.; Fumoto, 2012; Wilson, 2015). Although divergent thinking has been considered as a generic skill (Williams, 1980, cited in Baer, 2014, p.8), Guilford (1968) concedes that there are four main components which contribute to creativity which are fluency, flexibility, originality and elaboration. Having such ability to reflect upon a number of ideas to solve problems has been considered an important aspect to creativity. Penaluna (2019) enforces that individuals require to view things differently in order to be creative, as a learner with one idea will not adapt for change. However, Silvia et al. (2008) challenge such view of the importance of divergent thinking by underlining that this component for creativity is not considered valuable for outcomes that have been designed in order to make a difference to the world. As Weisberg (2006, cited in Baer, 2016, p.110) asserts, divergent thinking fails to fulfil its promises as it has been evidenced that this process is not required for all creative outcomes. 

The chosen method to foster the learners divergent thinking within the classroom is through the use of an escape room. This strategy has been defined as the process in which students are required to complete problems to successfully escape a room in the time provided (Nicholoson, 2015, cited in López-Pernas et al., 2019, p.1; Beghetto, 2019). Dacey and Conklin (2013) complements with this view as they disclose that creativity requires working under pressure to accelerate learners to elaborate on a given topic. Desailly (2015) conveys that this often comes as a result of the constraints of the curriculum and result practitioners to reduce the time allocated for creativity. Opposingly, Bilton and Cummings (2010), Isbell and Raines (2013) and Desailly (2015) challenges this and state that creativity is a steady process, one in which requires time in order for learners to investigate and discuss to see new concepts. As suggested by Thorne (2007), learners will often experience a mental block which interferes with their thinking process and will require to take a break. Therefore, with all aspects considered, the escape room will commence in the enhanced continuous provision area with groups rotating daily. I believe that this method will be effective as it will allow leaners to consolidate their learning by applying their skills to tasks which can be assessed through observations (Cornerstones, 2020). By providing learners a day to complete the task, this will encourage learners to think of alternative solutions as Sandford’s research reports that walking will boost the learner’s creativity in comparison to sitting, hence, learners will have the freedom to interact with this activity at their own accord (Wong, 2014). 

Positively, the proposal of an escape room will foster problem-solving strategies, teamwork, communication and leadership by encouraging learners to work collaboratively in a group to solve the problems provided (López-Pernas et al., 2019). This activity can promote the use of child-led or teacher-initiated tasks by variating the producers of the escape room. Having a balanced curriculum has been considered an important aspect to creativity as Craft and Jeffrey (2004) recognise that this will develop ownership, relevance and control which is required for innovation. Nevertheless, Cropley (2001), Isbell and Raines (2013) and Desailly (2015) recognise that practitioners are required to consider the environment in which creativity is encouraged as the environment can impact on the quality produced by learners. Thus, the environment should consider the availability of resources and support, the disparity of risks and rewards (Copley, 2001). López-Pernas et al. (2019) declares that providing support to individuals during this activity will be fundamental as it has been suggested that differentiating this activity can be challenging. Effectively, Kroski (2019) and Csikszentmihalyi (1997; 2009) assert that when individuals are presented with an environment which fosters an element of challenge and an element of interest that is manageable, they are likely to become in a mental state as referred to as ‘flow.’ This has been defined to be a term used to describe when learners are immersed in an activity which may enhance the learners’ performance and skill development (ibid.). Therefore, it may be encouraged that the learners work in groups in order to complete this challenge. Vygotsky (1978) and Craft and Jeffery (2004) maintain the view that learners will support each other through this task as a result of a more knowledgeable other providing guidance when necessarily. 

In addition to this, prior to conducting this activity, it may be considered that learners acquire the skills required for the escape room. As the escape room encourages learners to use objects in different ways, the learners will undertake activities to develop their functional fixedness. Functional fixedness is one of many components which inhibits the innovation of learners which occurs when an object is only seen via its traditional use, negatively affecting their use of divergent thinking (Munoz-Rubke, 2018). Psychologists estimate that this aspect affects older individuals in comparison to the younger generation, hence, providing opportunities to overcome functional fitness is critical to educate learners to see alternative solutions to situations (Patrick and Ahamed, 2014, cited in Munoz-Rubke et al., 2018. p.12). The use of activities with more than one applicable answer is prevalent in the work of Von Oech (2002). He mentions that learners should be encouraged to consider more than one idea as this provides us further possibilities to reach an outcome that learners may be trying to discover. Modelling such behaviour as a practitioner has been identified as a fundamental aspect by Wilson (2009) and Kinsella, Fautley and Wallace (2017) who state that learners require imitation from the practitioner in order to expand upon the creativity of the learners. Penaluna (2019) synthesises with this view as he declares that learners are required to be modelled such skills in order for them to convert roles with the practitioner which can be achieved as a consequence of this being an area of strength. From this, Eisenberger and Armeli (1997, cited in Cropley, 2001, p. 97) underline that I will be able to foster creativity of the learners by identifying what requires to be taught and which methods are effective in order to enhance the learners’ creativity. 

The first activity used prior to the escape room will be the ‘Dunker candle task’ which will require learners to work within small groups to attach the candle to the wall in a way that the wax will not drip to the ground (Pritchard, 2014). One solution that may be used to overcome the problem will require learners to overcome their functional fixedness by removing the matches from the box to use the box differently to its traditional use to collect the wax (ibid.). Evaluating the learners’ ability is critical prior to the activity in order to differentiate the task accordingly (López-Pernas et al., 2019). The intensity of this challenge can be differentiated by positioning the matches inside or outside the box. When the matches are positioned outside the box, the learners will be required to consider alternative uses for the objects which may be difficult to identify when the matches are inside the box (Pritchard, 2014). Contrastingly, as creativity is not governed by rules, the learners may commence this activity differently to the practitioner (Education Scotland, 2013). Therefore, it is recommended that the practitioner acknowledges this and provide the learners autonomy to complete the task (ibid.). Hence, when support is required by the learners, it is recommended that the practitioner facilitates the learning by providing questions in comparison to statements as this method allows learners to develop their thinking skills independently (Lucus, 2001, cited in Desailly, 2015, p.88; Claxton, 2002, cited in Desailly, 2015, p.100). Furthermore, alternative activities within all areas of the curriculum can be considered to enhance the learners’ functional fixedness. Examples of these include encouraging learners to find alternative solutions of measuring equipment in the classroom instead of a tape measure for numeracy and mathematics, and by using different materials to create a drawing in design and technology.  

Assessing the overall outcome of a creative product has been recognised as a complicated function but one in which is essential in order for effective teaching and to assess individuals’ performance (Black and Wiliam, 1998; Donaldson, 2015). This may consider the practitioner questioning the learners about their approach, general observations or the learners conducting a self/peer assessment (Education Scotland, 2013). However, in previous years it has been noted that a traditional scoring system was used in order to assign points for infrequent responses but have been deemed ineffective (Torrance, 1966; Wallach & Kogan, 1965, cited in Silvia et al., 2008, p. 69). With this considered, Spenser, Lucas and Claxton (2012) published a framework to develop creativity which can be used to assess the creativity of the learners within the classroom with comprise five habits; inquisitive, persistence, imagination, collaboration and discipline with a total of fifteen sub-habits of creativity within (ibid.). Nonetheless, as previously noted, for the course of this assignment, the products produced by the learners are to be of value to them and not the practitioner. Therefore, peer and self- assessment strategies will be encouraged throughout each activity. Thereby, Hattie (2012) and Thorne (2007) remark that learners will suggest alternative ideas to each other or solutions to their problems which will enable the learners to identify their strengths and weaknesses on their products. 

To conclude, creativity and enterprise is an extensive aspect to society as the World Economic Forum (2015) proclaims that creativity is the third greatest skill required for employment. Griffin (2019, p.10) conforms with this view as he notes that it is creativity that “life has come to develop its current form, will develop new forms, new futures.” In other terms, he reports that we as individuals require to recognise creativity as this is one of the reasons why beings are on earth today (ibid.). However, Wilson (2015) declares that the definition of creativity will evolve as a result of political, social and economic factors. Consequently, this will provide such difficulties to practitioners as the current curriculum does not provide opportunity for a range of alternative solutions such as creativity and problem-solving to be used within teaching (TED, 2007; The Guardian, 2019). Similarly, although creativity has been valued by practitioners, Robinson (TED, 2007) and Desailly (2015) assert that this is an aspect within education that is considered the least important. This may come as a result of creativity not being a mandatory requirement for practitioners to achieve within the qualified teaching standards (Kimbell, 2000; Barnes, 2015). Therefore, I synthesise with the view of the Arts in Education in the Schools of Wales and suggest that the educational system requires to enhance the use of creativity within schools (Donaldson, 2015). Although the Welsh curriculum purposes for 2020 highlights that learners will develop as “enterprising, creative contributors,” by equipping learners the skills required for future employment, I believe that a fifth purpose is required in order to reinforce creativity effectively (ibid., p. 29). As emphasised by Education Scotland (2019), learners require to be adaptable and innovative to changeable circumstances which can be constructed through enterprising activities. Providing such opportunity is essential as Palmer (2006) announces that the rise in technology will effusively eradicate creativity within learners. 
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Appendix: 

Appendix 1 – Evaluating each competency within the Entrecomp Framework


Source: https://www.eee-platform.eu/the-entrecomp-competence-framework/ (Accessed: 15th December 2019). 

Appendix 2 – Using divergent thinking to show how many uses there are for a shoe.
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Appendix 3 – A refelction on the mathematics lesson which allowed me to overcome my functional fixedness by allowing the learners to use a table in comparison to their books.  

Model Beirniadau Wedi Adfyfyrio (BWA)
Assisted Reflective Conclusions (ARC) Model
Dyddiad/Date: 08/03/18
Digwyddiad critigol (Ffocws)/Critical incident (focus): Identifying angles 

	Profiad/ Experience


	Teimladau/
Feelings

Beth yw eich teimladau ynghylch y profiad?
What are your feelings regarding the experience?
	· This activity required learners to identify the different angles; acute, obtuse, right, straight, reflex and full.  
· I believe that this lesson went well as the learners seemed engaged and on task throughout the lesson. 
· This lesson was very different to previous lessons and required learners to use the tables as their mathematic books. 
· Although the learners were rather loud at times, it was a pleasure to see that learners who often find it difficult to concentrate during this lesson. 

	Cofio a Deall/
Remember and Understand

Can you list the aspects of the learning experience that went well?

What were the elements of the
learning experience that were disappointing?
	· Replacing their books with a table worked well as all the learners were engaged in the tasks. At first, the leaners were hesitant to write on the table but after giving them the permission to do so, it works effectively. 
· Learners were able to correct any errors they had made and worked in mixed abilities to complete the task. 
· Some learners were distracted by the pens and used them to draw in comparison to participating in the activity. 

	Gwerthuso a dadansoddi/
Evaluate and analyse

What will you keep the same to ensure effective teaching and learning in the future?

What was the cause of the most important disappointing element?

	· For the future lessons and activities, I will continue to use resources in alternative ways as it was evident that the learners were engaged in this activity in comparison to working out questions provided within the textbook. 
· Allowing the learners to work in differentiated groups worked effectively as the learners of higher ability supported those of lower ability.
· Allow the learners to peer assess each other’s work in groups.
· I believe that the groupings were too big and therefore this resulted in a number of learnings using the pens to draw. 

	Casgliadau a chamau gweithredu/
Conclusions and actions

What are your possible solutions to the disappointing issues identified?

What will you do next?

	Future targets:
·  use a timer to challenge the learners to complete the task in the time provided.
· Reduce the number of learners in a group from 6 to 4.
· Continue to use resources in alternative ways. 

	Y profiad newydd / Transformed experience








Appendix 4 – A photograph to illustrates how a table was used to teach the different types of angles in comparison to the traditional method of their textbooks. 
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[image: ]Appendix 5 – Feedback during my second professional teaching experience. 
Appendix 6 –  The final product produced for the egg challenge and a video to illustrate its success. 
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Video available:
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Appendix 7 – De Bono’s thinking hats. 
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Source: https://highlandliteracy.com/reading-2/de-bonos-six-hats/ (Accessed: 19th December 2019).






Appendix 8 – Idea proposal – ‘What if every classroom was a mobile classroom?’ 








Allows the learners to decide their learning as anything is possible. The voice of the child has become a focal aspect in education today.

May provide opportunity for learners to participate in first-hand experiences.




Opportunity for learning to take place indoors and outdoors and several destinations of their choice. 






Sources:
https://www.shutterstock.com/search/school+bus+clipart (Accessed: 10th November 2019). 







What if every classroom was a mobile classroom?







This may consequence in a number of aspects in the curriculum to be achieved which may entice cross-curricular learning.









Once a week, the learners will be provided the opportunity to be taught beyond the four classroom walls. 

Research advocates that outdoor learning and educational visits provides both benefits to learners and practitioners. This includes a rise in the learners’ health and well-being, their motivation and engagement and a rise in the learners’ concentration levels.  













Appendix 9 – Photographs taken during Duke of Edinburgh.  




Appendix 10 – The Personal Resilience Framework. 
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Source: https://www.ficm.ac.uk/sites/default/files/strengthening_personal_resilience_ficm.pdf (Accessed: 29th December 2019).
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o Comments and Evidence
o Targets for improvement and suggested ways forward

Your planning is very detailed and it is clear what you want to achieve in the lesson. Links to the skills curriculum are clear and appropriate and appropriate links to the LNF.
Lessons are differentiated to address the different range of abilities and needs within the class You demonstrate clear awareness of individual needs and targets You plan
for the teaching assistant and ensure that she understand your expectations. You have an effective approach to teaching and learning based on appropriate use of
resources and resources are consistently well-made and appropriate to the task. You can plan with a growing degree of independence for a range of learning opportunities,
including use of indoor and outdoor spaces through the enhancement of the outside area. You have also had the opportunity to support and observe forest school

sessions. Target 1. to further develop your independence in planning sessions
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Stock Number 80701

Blue Hat - Process
Thinking about thinking.
What thinking is needed?
Organizing the thinking.
Planning for action.

Mhite Facts
Information and data.

Neutral and objective.

What do | know?

What do | need to find out?

How will | get the information | need?

Red Hat - Feelings
Intuition, hunches, gut instinct.
My feelings right now.

Feelings can change.

No reasons are given.

Green Hat - Creativity
Ideas, alternatives, possibilities.
Provocations - "PO".

Solutions to black hat problems.

Yellow Hat - Benefits
Positives, plus points.

Logical reasons are given.

Why an idea is useful.

Black Hat - Cautions
Difficulties, weaknesses, dangers.
Logical reasons are given.
Spotting the risks.
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