



Changemakers: Creativity and Value Creation
1. Introduction:

Creativity is a simple and self-explanatory word derived from the word “create”, yet it has a very broad perspective if contemplated. The roots are predominantly evident in every outcome in the surrounding. Creativity is defined as the use of imagination or original ideas to create something. Franken (2007) demonstrated three motivational reasons in his study to be creative: i.e. For novelty, complexity and versatility; for communicating values; and for introducing solutions to the problems (Franken, 2007). The study of creativity thus persuasively leads to the fact that novelty alone is not sufficient for something to be creative. Furthermore, it asks for “value” demanding cognitive solutions to the circumstances (Weisberg, 1993). It is necessary to understand value for attainment of improved productivity, personal satisfaction and social goodness of a society. The finding lends support to the assertion that the creativity acts as a precursor in value creation.
In this module, we have learnt aspects of four units in the light of Creativity and value creation namely: 
· Ideas and Values
· Creative Solutions
· Mobilizing support
· Evaluation
1.1. Ideas and values
1.1.2 How innovation changes the world: (Unit 1, Topic 1)
Whenever the word creativity is discussed, the words that are associated with it are innovation or diversified constructive thinking. The modern era today would not be possible if there was no such thing as creativity. Indeed, Creativity leads to innovations and innovations ensure common good for all. This is the milestone where value is achieved in more than one dimension. Many creativities from history have changed the world economically and socially. If Wright brothers would not have thought of proposing a motor operated airplane, travelling around the world in a short amount of time would not be able to happen. If Thomas Edison was not creative, the world would be deprived of synthetic luminance. These inventions got more refined pioneering towards advancements with the passage of time. Hence, these personalities brought up changes and thus added value to the society and therefore facilitated in making the world a better place to live in. It is inevitable that one cannot create change without creating value.
In this course tips for idea generation were studied. The important guidelines to bring out a change are:
· Work in collaboration with different people to exchange different ideas and point of views. 
· Think of a unique idea by brainstorming. 
· Find area of interest in the current trends relevant to your field. 
· Ponder upon the problems and issues that if rectified can bring a positive social impact on the society. 
· define your methodology to plan your activities. 
· Transform the theoretical into practical form to achieve the desired value. 
1.2 Creative Solutions:
Kelly (2005) believed that Creativity is not limited to a specific individual or a group. Creativity is something that exists in every human being no matter what the scale is. For instance, a small girl in the backyard painting a canvas (Emotional and enjoyment values). On the contrary, an Ikea architect developing space saving ideas to provide a multifunctional yet comfortable fixture (Value: Customer satisfaction and ease). Creativity just needs to be developed via efforts and experience (Kelly, 2005).
1.2.1 Storytelling: Unit 2, Topic 2
As described earlier, value cannot be achieved until a person goes beyond the boundaries to create change. For most organizations , creativity is the foremost reason for the survival(Rajagopal, 2018). IBM’s global CEO Study 2010 declared “creativity” to be the first factor for leadership competencies (Markevičiūtė, 2013). In a growing global market, creativity is counted as competence criteria. But in an unforgiving monotonic environment, logic is chosen as the common practice rather than creativity. Thinking beyond the box is limited to the specified personnel in an organization. All employees in the organizational hierarchy from top to bottom must be granted a certain level of freedom to bring up ideas and solutions. Iterations must be given a chance.
1.2.11 Entrecomp and SEMCO Goals
Competency goals identified by European commission to be entrepreneurial were also studied in this module. These competency goals were divided into three categories namely Ideas and opportunities, Into Action and Resources. CEO of Company “SEMCO” Ricardo Semler is well known for his successful businessman as a result of adopting the Entrecomp competency goals. SEMCO uses number of approaches that rule out normal practices carried out in a certain ordinary firm. Due to the creativity and hard work, the company was able to survive even during the hyperinflation in Brazil in early 1990s.
 Management and employees move the company around to get a better understanding of operations. Semler allows the employees to choose their own number of hours of work. This is a way of making them feel less stressed and at the same time more devoted to their work. The team is however allowed to choose their own manager. Every employee is free to find the job where they can best fit in. He believes that staff trust is the most important key to success. Learning is the real motto at SEMCO. These are some of the creative ideas in the light of Entrecomp goals that Semler has adopted throughout his business journey till today. His way of creativity has lead him to the position of vice president of federation of Industries of whole Brazil (Startups.co.uk, 2015)
A successful entrepreneur “Margaret Heffernan” revealed in one of her motivational speech that Preparedness, imagination, experiments and bravery are the sources of resilience and strength. They help us adapt to the variations and make us ready for the unpredictable future circumstances. One can observe that companies from Dell to Starbucks have lots of corporate legends. These are the storytellers who showed their bravery by being bold enough to take their steps towards creativity and created a landmark. These storytellers brought awareness through their narratives and contributed towards the ultimate human value(Kelly, 2005).
1.3 Mobilizing Support:
1.3.1 Collaboration Not Competition: (Unit 3, Topic 1)
To bring out the change as a result of creativity, only a person’s efforts are not sufficient. The whole teams support must be involved to achieve the required value. It can be a personal contact network or in an organization, it can also be a certain team assigned to a particular task. Collaboration with different people can prove to be very beneficial when it comes to exchange of ideas, resources, information, financial and even emotional support. This may include friends, family, relatives or any professional contact. These networks should be of good quality as relationship matters a lot within a network. A large network is often energy and time draining. According to a study conducted by Wilburn and Cullen, quality of a network is determined by three characteristics namely openness, diversity and depth(Cullen-Lester, 2016). It means the more sound the relationships in a network are, the likely more the chances are to succeed.
The individuals that build up the network are known as stakeholders (Mok, 2016). In a required system, stakeholders are the ones that affect or are affected by an issue. The management of the stakeholder holds an utmost importance when dealing with a particular endeavor. It is necessary to identify the stakeholders at first step. This is called stakeholder mapping. After that, a stakeholder analysis must be conducted that shows the power and interest of each individual in a system (Bryson, 2004). A matrix can be built for assistance. After realizing the real stakeholders, strategies must be planned to motivate them.
1.4 Evaluation:
1.4.1 Measuring Success: (Unit 4, Topic 1)
In the end, the result are important for what all the efforts and struggle was put in. Whether one fails or succeed, in both cases they must look back and realize the good and the bad, rights and wrongs and; dos and don’ts. The list must be noted to avoid or confront certain circumstances in future for desirable milestone. It has been an obvious thing that desirable milestone refers to success of a particular project or endeavor.
Everyone has a different mindset and the criteria of success varies from person to person. A personal opinion may be influenced by the thinking pattern of people or community around us. Furthermore, there may be some expectations involved that influences a person in a direction where it is ambiguous whether a person has a potential to reach that goal or not. This is also known as Pygmalion effect. For example, reaching a certain financial status or getting fame can be a success criterion for an individual. According to Gallup, there are 5 elements of wellbeing that measures the success of a person namely career, social, financial, physical and community(Gallup, 2010). Contentment of these five wellbeing feelings leads a person to a sense of overall success.
2. My Learning and My Career:
Helping the society and contributing towards the overall good is not new to the modern world. Our money and efforts should be directed for the overall goodness (Dunlop, 2020) I personally believe that an individual’s mental health is the foremost key that unlocks the door to the healthy environment. A healthy mind will definitely transfer positive energy in its surrounding. Hence, it is crucial that healthy minds can contribute in a society to ensure a prosperous and progressive future. Among the Gallups five wellbeing factors, physical wellbeing is an important one. But unfortunately, one in every four adults and one in every tenth child is reported to have mental issues (england.nhs.uk, 2020). 
There is large number of people suffering from anxiety, depression or are emotionally unstable. I see myself as a future philanthropist as I am naturally inclined to the social goodness for all. The personality of Sir Andrew Carnegie, an American industrialist inspires me the most. He devoted 95% of his wealth for the social wellbeing of the society(Carnegie, 2006). Therefore I am really passionate about helping out people with mental health problem especially children, the future builders of nation. My idea is to engineer a cycle where value can be generated through the input lay out by the children themselves and will assist them in their wellbeing. 
This idea will not only make them learn something new but also help them rejuvenate their mind and in return will contribute to the overall goodness. I will start this with the support of my family and friends; and will build a strong network through social media who will help me with the ideas and finances as required. My mission is to assess their feelings and provide them solace by making them learn some interesting arts and crafts skills. Through my built network, I will bring awareness as well as convince them to buy their products contributing to the cause. The capital generated will be further utilized in betterment of their health. This is how the community wellbeing concerns will also be fulfilled and my creativity will lead to common goods for all.
3. Conclusions:
From this module we have learnt how creativity has been a major element in people’s life affecting the prosperity and progress of whole world. This is not limited to the efforts of one person but it requires collaboration of different people connected through a network exchanging resources and ideas that bring about change and thus add value. Two points to be assured is that one must have resilience and strength for unpredictable future circumstances and secondly the quality of a network must be good enough to ensure positivity throughout any endeavor. In this way, we will be able to achieve overall contentment of 5 wellbeing elements(success criteria) introduced by Gallup(Gallup, 2010).
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