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

Creativity. What is its importance?
When considering one’s creativity and enterprise and questioning how this could be developed to help further primary learner’s creativity and enterprising skills, it could be argued important to define ‘What is creativity?’ and ‘Why is it important?’. The meaning of creativity could be suggested ‘difficult to specify although can be contextualised into an educational setting’ (Desailly, 2012). Defining the term as the “use of imagination or original ideas to create” (Oxford Dictionary, unknown), suggesting a ‘purposeful outcome’ deriving from the original idea. Creativity involves “investigating and enquiring” (Desailly, 2012). It can involve ‘reflecting on an idea, whilst finding meaning and purpose in the process’. It can also result in a ‘valuable conclusion from the original thought process’ (N.A.C.C.C.E, 1999), however it has been argued that “determined outcomes” do not ‘measure the levels of creativity’, as it is ‘the journey rather than the destination’ (Woolf and Belloli, 2005, p. 8) (Craft, 2002).

With the current transition of a new curriculum and creative thinking being evident in Donaldson’s ‘Successful Futures Report’, educators could find a development in the need for learners to be creative and have enterprise skills in order to become “successful in life beyond the school gate” (Donaldson, 2015). Successful Futures gives indications of the importance of learners becoming “enterprising, creative contributors who are ready to play a full part in life and work”, helping our children learn skills and develop their own understandings for an ‘ever changing and unpredictable future’ (Robinson, 2006). This could suggest the need for educators to “unlock and broaden their current awareness of creativity” (Seeling, 2012), in order to help develop their learner’s skills to meet Donaldson’s four purposes and become overall “capable and ambitious learners”. 

Enterprising skills are also emphasised within ‘Successful Futures’ and could be deemed ‘valuable skills for the foreseen future’. Enterprise Education shows a process of “enhancing capacity opportunities” for learners considering “behaviours, attributes and competencies” to further the ‘skills to progress an idea and make it innovative’ (QAA, 2018, p. 9). By allowing learners these rich opportunities to ‘develop such professional skills’, could allow for them to be ‘applied in adulthood’, adapting them to help progress ‘imaginative and creative ideas’. 

Benefits and limitations of creativity and enterprise for teachers. Where is creativity going?
With a clear emphasis within the new curriculum and Donaldson’s four purposes, it could be argued that enhancing creativity and enterprise skills, could aid learners, “to add value to society” (Jarman, 2018), helping develop our learners skills ‘to flourish into creating prosperous ideas’. Teaching these skills in an educational setting could show a ‘deeper understanding in the skills required for an unpredictable future’. A limitation of this could be contemplated when considering planning and implementing the skills. Jarman also gives support to ‘embedding the skills through other areas of learning (AoLE’s) compared to teaching through an “isolated subject” of skills. Although these skills could be embedded throughout the curriculum, it could prove difficult to find connections between AoLE’s, such as in ‘Health and Well-being’. This also could result in teachers who lack confidence within these skills, dismissing them rather than ‘enhancing the opportunities’ in the curriculum (QAA, 2018). 

Learning these skills and furthering one’s creativity could be suggested beneficial in the foreseeable future. Robinson (2006) argues we should “allow creativity to have the same emphasis as Literacy within education”, therefore suggesting its ‘crucial’ to the upcoming future of our learners. Emphasis to these skills, could suggest a ‘beneficial value’ when ‘adapting and preparing for adulthood’ (Hunter-Wright, 2018) (Donaldson, 2015). Many organisation ‘desire to employ creative thinkers’ (World Economic Forum, 2015) as part of their work-force, therefore encouraging our learners, could result in “an application of skills to real life situations” and potentially ‘establishing future careers and research’ (Jarman, 2018). Although creativity has a role within the National Curriculum, it could be argued that it focuses specifically on ‘the arts’. The curriculum states “children should engage in creative, imaginative and expressive activities in art, craft, design, music, dance and movement” (WAG, 2008), however it does not show recognition to creativity across the whole curriculum. A limitation of this may suggest that children ‘are not encouraged to be creative in other areas of learning’ such as Science or Technology. WAG (2008) argues that children who are engaged within the arts will have ‘enriched and prosperous lives with a variety of learning opportunities’ (The Arts Council of Wales, 2006), suggesting that if these skills were embedded in all AOLE’s, they could allow learners to gain ‘beneficial development opportunities’ (Robinson, 2006). Rosen (2010, cited in Children and Young People’s Workforce Diploma, 2014) indicates that this process of “creative learning”, can aid creativity when “investigating, discovering, inventing and cooperating” skills are recognised in learning experiences.  

Robinson (2006) states that educators are “educating out of creative capacities” because we are ‘teaching children that there is failure within creativity’, this could be suggested ‘harmful to our learners understandings’ of creativity and their ‘own ability to be creative’. It could be argued that the ‘influence of an educator’ could change the perspectives of learners (Jeffery and Craft, 2004). It is also suggested that ‘learners own creative abilities are likely to be furthered’ when an ‘educator’s own creativeness is evident’ (N.A.C.C.C.E, 1999). Educators should consider guiding learners “creative capacities” by ‘enhancing the opportunities available within a learning environment’ (Robinson, 2006). The skills could be woven into lessons to help ‘engagement’. Although this factor could be deemed beneficial, it could also be considered to have its own limitations. Not all learners may respond to developing the skills in lessons due to the AOLE they are embedded in, therefore measuring the development of these skills may prove difficult. When reflecting on my personal teaching experience (PTE2), I discovered that the learners would only fully engage in lessons when the topic area or ‘theme’ was relatable and of interest to them. In order to encourage enterprise skills being used it could be considered by educators to plan lessons that ‘aid real-life situations’ in which the learners can relate and ‘make connections’ with (Donaldson, 2015). By giving the skills “relevance” it could allow for “engagement and motivation” in “skills that will last a lifetime” (Desailly, 2012).

When discussing the benefits and limitations to teaching these skills, it is important to consider how it might affect the role of the teacher. Joubert shares the concept that creativity can be reached through “balance, freedom and control” within a learning environment. This could require educators to show responsibility when planning lessons which should allow learners to ‘utilize their skills effectively, to allow creativity to flourish’ (Joubert, 2001, cited in Desailly, 2012, p. 3). Teaching for creativity and enterprise also allows children to experience being taught skills in “a variety of ways” (Desailly, 2012). This can allow for an increase in engagement due to “catering for different learning styles”. It can also aid confidence within learners, due to the ‘relevance and the ability to understanding through their own learning style’. Although this supports the concept of teaching to creativity, Desailly gives recognition to the limitation of “time management” suggesting that delivering activities to show these skills, ‘might take extended time and consideration’. A possible consideration to this could be to ‘share good practice’ within the educational system and between educators. This could also encourage the educators to further their own skills and fully engage in the learning, due to wanting to achieve ‘good practice’.


The EntreComp. 
The Entrecomp framework was designed by experts who were selected by the European Commission to help construct a framework to ‘create an entrepreneurial society’, which would ‘help aid development of the entrepreneurial skills required for employability in an unforeseen future’ (European Training Foundation (ETF), 2017). It shares an “understanding of the knowledge, skills and attitudes” of entrepreneurship and how to “act upon opportunities and transform them” (European Commission (EC), 2018, p. 13).

The Entrecomp has three focus areas, ‘identifying ideas and opportunities’, ‘managing resources’ and ‘turning ideas into action’ which are all “intertwined” and connected. These areas are broken into fifteen competencies which can be used as a guideline for educators to “help make learning effective” by “building and developing the lifelong entrepreneurial skills needed”, whilst “sharing good practice” and reflecting with other educators to strengthen the framework (ETF, 2017). The Entrecomp could be considered useful as it could be used as a measuring tool for creativity and enterprise skills within education. The framework has “key competencies” which can be used to ‘aid development of entrepreneurial skills’ by ‘evaluating one’s skills against learning outcomes’ (EC, 2018, p. 10). The competencies are all given ‘equal value and importance’ and can be ‘implemented into the curriculum as single or multiple competencies’, depending on the nature of the lesson. 

Creativity plays a ‘role of importance’ within the EntreComp framework. It is recognised as its own competence within the ‘ideas and opportunities area’. The competencies are broken down into threads acting as the “building blocks” of development through the competence (Bacigalupo et al, 2016). Each thread gives progression to eight levels. These levels ‘range from foundation levels one and two to expert levels seven and eight’. The creativity competence suggests “developing, exploring and combining” skills are required to show enterprise, whilst “creating value and experimenting with innovative approaches”. The creativity competence also aids development when “making connections between knowledge and resources” to “achieve valuable eﬀects”. 

Competencies. 
When critically reflecting on my own creativity and enterprise, I feel I am at a good standard when considering the creative competence threads. During my first personal teaching experience (PTE1) I was able to develop the thread “developing ideas” through a lesson in Year 2 (Appendix 1). When reflecting on this lesson, I feel I was able to achieve an advanced level six in the thread by “involving stakeholders in finding, developing and testing ideas” (Bacigalupo et al, 2016). The lesson itself required the children to predict an outcome of an experiment. I was able to involve the learners in testing their predictions and developing their understandings, resulting in them reflecting on the prediction they had made. I felt I was able to help my learners ‘find and test their own ideas’. It could be argued that this thread supports the ‘importance of developing ideas’. Allowing the children to refine their ideas through a process, allowed for a ‘value outcome to be recognised’ (WAG, 2008, p. 6)
     “Without ideas, progress isn’t made, change doesn’t happen, much of human development stops” (The University Blog, 2010), suggesting that opportunities should be given to allow children to experience the “process of a creative idea” in order to develop their own knowledge and understanding (WAG, 2008, p. 6). 
In order to further my own creativity and enterprise, I could ‘tailor the involvement strategies to be of relevance to my learners’. In order to do this, I would have to use motivation and engagement as a focus when planning the “value creating activity”, following the outcome at level 7 to progress. By adapting activities to ‘real-life situations’ it could potentially further the learners engagement and development of the skills (Donaldson, 2015). 

[bookmark: _Hlk536751397]Through critical reflection, I also feel I was able to achieve level six within the thread ‘being curious and open’. This outcome suggests “combining diﬀerent contexts to transfer knowledge and ideas across diﬀerent areas” (Bacigalupo et al, 2016). During PTE1 I delivered a mathematics lesson which required children to use the ‘column method’ to subtract 4-digit numbers. I delivered the lesson manipulating the boardgame ‘Hungry Hippo’s’, combining the mathematical problem and challenging my learners in a fun and engaging way (Appendix 2). On reflection, I feel this lesson could suggest that I showed curiosity when combining the two contexts of the game and the mathematical sums together. It could be suggested important that learners show curiosity when being creative and developing their enterprise skills. Allowing children to ‘experiment and be inquisitive’, can allow them to ‘continue to be curious and find pleasure within curiosity’ (Duncan Perry, 2001). In order to progress on my reflection, I would try to allow time for curiosity within activities and deliver lessons that develop creative and enterprise skills across all AoLE’s. By embedding the skills within a variety of AoLE’s could ‘encourage and motivate’ the learners due to wanting to further their own understanding within an AoLE of relevance (Donaldson, 2015). 

Another competence within the ‘ideas and opportunities area’ is “spotting opportunities” (Bacigalupo et al, 2016). Within this competence is the thread to “identify, create and seize opportunities”. During my PTE2 in Year 2, I created a role play area for the classroom. When reflecting on my first lesson within the class, I evaluated that a role play area was absent from the classroom and could bring ‘enriched opportunities’ to the learning environment. I decided to follow my own initiative and “seize the opportunity” by implementing this area to complement the current class topic (Appendix 3). When considering the beneficial aspect of this thread, it could be suggested that it is supported by Donaldson’s four purposes within ‘Successful Futures’, giving an emphasis to providing opportunities for our learners to be “ambitious and capable” (Donaldson, 2015), therefore ‘recognising creative ideas’ and showing a willingness to pursue the process. When embedding this skill in future professional experiences, I will strive to encourage all learners to fully engage in enriching experiences in the class. “Open-ended” continuous provision areas will be “constantly available” for children to encourage ‘the use of their creative skills’ (Children and Young People’s Workforce, 2014). I will also consider implementing ‘challenge areas’ where learners can additionally further their skills alongside the learning objective. 

For purpose of my own professional development, reflecting and evaluating is an aspect in which I am familiar, therefore “identifying strengths and weaknesses” is a thread I feel I can effectively carry out. During both PTE1 and PTE2 I was required to reflect on every lesson I taught, identifying the strengths and weaknesses of the lesson in order to further my progression as well as helping my learners to identify theirs’ also. (Appendix 2). From both an educators and learners perspective, reflecting and evaluating ones strengths and weaknesses could suggest very beneficial in order to progress in the future. Dewey (1993) supports this aspect, suggesting ‘we progress from evaluating the experiences we undertake’. When critically reflecting against the EntreComp, I feel I can effectively “help others identify their strengths and weaknesses” (advanced level six) and will continue to use strategies such as peer assessment, self-assessment and ‘emoji exit’ cards to help my learners evaluate their progression (Bacigalupo et al, 2016).  

Overall the Entrecomp framework shows beneficial value for those educators who may not feel confident in their own understanding and knowledge of enterprise, using it as a “starting point”. Having this framework could help educators develop their understanding whilst aiding their learner’s with opportunities to further their entrepreneurial skills, however it might be argued that due to a ‘lack of confidence and understanding from educators’, that not all may ‘interpret the guide’ in the same manner, therefore allowing further limitations of confusion to arise (EC, 2018). 
The EntreComp framework could also be deemed beneficial when measuring a person’s creativity and enterprise skills. Due to its “adaptability”, it can be used to help suggest where a person’s skills are at in the outcomes and ‘how to progress further’ within that thread (Bacigalupo et al, 2016). The EntreComp also allows for a person to have “different starting points” in the threads, allowing them to evaluate their skills at the beginning and ‘set personal goals in which they wish to achieve within the competencies’. Although there are many benefits, there are evident limitations to be considered. The EntreComp gives recognition to its own limitation due to the “framework not being tested in real settings” (Bacigalupo et al, 2016). This limitation shows controversy to Dewey’s theory of ‘the importance of reflection and learning to progress in the experiences’. In order to overcome this limitation, an evaluation of the EntreComp could be considered in order to adapt and exceed the current framework. It could be considered that the Entrecomp could be “adapted to real-life contexts” to “becoming meaningful” to an educational setting and learners who may be encouraged to evaluate their own creativity and enterprise skills in the future. It could also be argued that if the EntreComp was to be reviewed by learners, it could be adjusted to a simplified form due to its ‘range of outcomes and level’ (Bacigalupo et al, 2016).  
There is also research which contradicts the EntreComp framework, suggesting that setting goals and achieving outcomes ‘can diminish the focus, compensating for creative thinking skills to be restricted’ (Pink, 2009 cited in Farnam Street, 2016). He also argues that ‘setting goals could pressurise learners’ into “making decisions that you would likely never consider”, therefore allowing learners to work by ‘intrinsic motivation’ may lead to learners feeling ‘gratification and a sense of pride when completing an advanced activity’. Motivating our learners in this intrinsic way, could lead to learners showing “ambition and capability”, prospering in creativity and enterprise skills. This could overall lead to ‘successful futures and employment of our learners of today’ (Donaldson, 2015). 

Conclusion.
Throughout this assignment creative and enterprise skills and their importance in the upcoming curriculum have been highlighted. Although a personal evaluation of these skills has been made, it could also be important to consider the role of the educator and their ‘responsibility’ to develop learners skills within creativity and enterprise. Recognition may be given to the areas and opportunities in which children experience learning. Learners abilities could be encouraged when ‘the learning environment has a creative and engaging atmosphere’ (NACCCE, 1999), therefore suggesting planning the ‘provision to help enhance the skills and experiences’, “teaching for creativity” (Woods, 1995). When planning for the usage of the learning environment, educators could “allow for independent enquiry” whilst considering the ‘relevance of the activities’. This would allow the educator to plan for child-led learning activities (Heutagogy). Planning activities in this way could allow for engagement and self-motivation due to the learners being the ‘central focus’ and gaining “first-hand practical experience” (Children and Young People’s Workforce, 2014). Ofsted (2010, p. 8) support this and give recommendation to ensuring learners have opportunities to “ask questions, hypothesise and share their ideas” for themselves. This concept could be implemented through an experiment activity, focusing on making connections to a particular AoLE. Ofsted also give recommendation to reflecting and evaluating the use of developing these skills and their “effectiveness on creativity”. It could be argued that the EntreComp framework might show weaknesses due to the means in measuring a learners creativity and enterprise skills. It could be argued that the EntreComp may not ‘fully measure creativity due to its ‘outcomes relating to goals’ (Pink, 2009), therefore it may not fully engage all learners. Other models such as Seelig’s ‘Innovation Engine’ may be considered beneficial in supporting and aiding reflection of creativity and enterprise. Seelig’s diagram gives reference to ‘the child at the centre, with other factors being considered in developing skills’ for example “habitat” and “attitudes”.  

Throughout this assignment, the author’s own personal creativity and entrepreneurial skills have been evaluated against the EntreComp framework. The author has critically reflected, making personal recommendations for improvement in future PTE. The author has considered how her own understanding of these skills could “have a direct impact on young children’s learning” (Children and Young People’s Workforce, 2014), and could help the deliverance of the opportunities to the learners. Although the author feels she has an efficient level of the skills, she would like to further her understanding for the purpose of her own professional development. Although the future may not be deemed ‘predictable’, it could be argued that there is still an importance to ‘prepare our learners for beyond the school grounds, encouraging “ambitious, capable learners” who are also “enterprising, creative contributors” (Donaldson, 2015). 


Appendices

Appendix 1 – Lesson plan on children predicting the experiment and following through the process to gain an end result. (PTE 1 – Year 2 potion experiment)
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[image: ]Appendix 2 – Arc reflection on ‘Hungry Hippos/Frogs’ Maths game – (strengths and weaknesses also shown)
















Appendix 3 – Arc Reflection (using resources to create a role play area)
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The children enjoyed using the IWB to help aid their learning. They were able to
understand and follow along yet it was bright, colorful and made the learning
interesting for them. I decided to include a game into my lessons as | always find
Maths tends to have a stigma of being ‘boring’ and ‘not much fun’. | wanted to
show the children how playing a game can help them understand how to use their
method they learnt of subtraction and use it toward working as a team and having
fun OUTDOORS.

The children thoroughly enjoyed the lesson and were engaged and motivated to
complete the game. The children were able to work with their peers in small
groups and focus on using problem solving skills to complete the subtraction sums.
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“Wnat are your feelngs regarding
the experience?”

I felt the lesson was exciting and all the children enjoyed participating in the
lesson. The children were engaged and asking questions based on the experiment.
The children were interested in what ingredients made the chemical reaction and
all participated in taking photographs of their potions.
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“The children were all able to follow the instructions given by the teacher and step
by step create their own potion. The children all interacted with each other and
felt excitement which each potion reacted. The children were able to listen and
understand the risks of the experiment and were able to consider the benefits of
the safety equipment set in place.

aisappointing?” The children were able to follow the instructions; however the lower ability groups
were unable to follow the extended sentences. A differentiated instructions sheet
would have to be put in place in the future.
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If 1 was to re-teach this lesson | would:
- Rewrite the instructions to suit the lower ability levels
- Allow children to take a lead in the experiment.
- Pour the ingredients into pots ready for the experiment to save waste of
them e.g. - food colouring etc.

I also discovered that the children did not have an evident role play/tuff spot
‘within the classroom. | observed this during my observation week. | want to
implement and create a ‘role play area’ in  ‘tuff tray’ so that the children can have
continuous provision relating to our ‘potion making experiment’. | feel this will be
beneficial to the children and they would enjoy recapping the experiment through
role play,
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