“Think left and think right and think low and think high. Oh, the thinks you can think up if only you try” (Dr. Seuss, 1975)

Introduction
Many educational thinkers believe schools place too much emphasis on tests and results. Cridland (2015) commented that in some cases, schools have become “exam factories”. Ofsted (2018) share these concerns, reporting that an obsession with tests has superseded the pursuit of deep knowledge and understanding. The result is a culture of rote learning and hours of valuable teaching time allocated to children drilling questions and memorising facts. While this methodology may help learners give the correct answer and achieve the required grade, there is a widening gap between what children learn at school and the skills and competencies needed for life beyond the classroom (Kim, 2010; Zhao, 2012; Wagner, 2014). 

Drake and Reid (2018) believe a change is needed and suggest the KDB Framework: Know, Do and Be. Know, is no longer about remembering information, it is about conceptual thinking and knowing how to connect knowledge across subject disciplines. Do, has moved from lower order skills such as recall to “complex interdisciplinary capabilities such as communication, collaboration, critical thinking…and creativity” (2018, p. 33). Be, focuses on character, with schools have an increased focus on developing personal qualities and well-being. 

In 2008, the OECD developed a 21st Century Skills Framework. Under the sub-heading Learning and Innovation, they proposed three skills: critical thinking and problem solving, creativity and innovation and communication and collaboration. The framework also highlighted the importance of business and entrepreneurial literacy. Reimers (2016) identified similar skills, writing that future individual success will become increasingly aligned to: innovation, creativity, collaboration and problem solving. Florida (2002) described creativity as the 21st centuries most vital resource.

With a growing advocacy stating the importance of developing creative and enterprising learners (NACCCE, 1999; OECD, 2008; WE Forum, 2016), the Welsh Assembly Government has responded and is introducing a new curriculum which promotes creative learning environments and aims to develop enterprising and creative young people, who have the skills and competencies needed for modern life. (Donaldson, 2015; William, 2017). However, with politicians, educators and parents regularly facing headlines such as, “Pisa: Wales still worst in UK” (BBC, 2016) and “Pisa scores ‘risk’ to Wales economy” (BBC, 2017). Wales needs strong leaderships and bold teachers who are prepared to embrace the new curriculum, develop enterprising and creative learners and resist the temptation of returning to didactic, test focused learning environments. Zhao questions the practicality of focusing on both test scores and developing creativity and enterprise, asking, “how can policymakers hold, simultaneously, these two ideas, creative entrepreneurship and test-driven curriculum standardization, that both research and common sense recognize as contradictory” (2012, p. 1). Zhao supports his argument, highlighting a negative correlation between PISA performance and Global Entrepreneurship Monitor (GEM) rankings. 

For schools in Wales to develop enterprising and creative learners, teachers need clarity on each aspect. Enterprise education is defined as, “the process of equipping students with an enhanced capacity to generate ideas and the skills to make them happen” (QAA, 2012, p. 2). There are many definitions of creativity. One of the simplest is the Merriam-Webster dictionary definition, which defines creativity as “the ability to create”. Steve Jobs (1996, quoted in Wolf, 1996, p. 1) said, “Creativity is just connecting things”. Sharp (2004) builds upon these identifying the components of a creative process: imagination, originality, productivity, problem solving and the ability to produce an outcome of value. 

A common thread running through definitions of creativity and enterprise, is the concept of generating ideas and turning them into reality. This requires a combination of divergent and convergent thinking. Divergent thinking is the process of generating multiple solutions to solve a problem or tackle a question. Convergent thinking is the process of analysing ideas and deciding which offers the best solution. For learners to develop creativity and enterprise, they need a learning environment that promotes both types of thinking. 

Teaching Creatively and Teaching for Creativity
Teaching creatively refers to the teacher’s personal pedagogy and their ability to use innovative and imaginative approaches to make learning more powerful and captivating (NACCCE, 1999). Seelig (2016) believes good teaching is not about the delivery of facts, it is about sparking a passion for wanting to learn. Research suggests that teachers who have developed their own creativity are more likely to develop the creative competencies of the children in their class (Renzulli and Reis, 1991; Esquivel, 1995). However, teachers need to avoid the assumption that because they are using a creative approach to teaching, this will translate into teaching for creativity. Eaude concluded “it is possible to teach creatively without encouraging creativity” (2015, p. 66). Reflecting on my Professional Teaching Experience (PTE), on occasion I placed too much emphasis on teaching creatively, without giving enough consideration to how children could develop their creativity. Whilst planning an outdoor farmyard yoga lesson (Appendix 1), I carefully considered how to use a creative approach to engage learners who were not typically enthused by PE. Whilst the novelty of replicating animal movements engaged the learners, I asked the children to follow my lead and did not allow sufficient opportunity for them to express their own creativity. During this lesson I taught creatively without teaching for creativity. A development target is to ensure I do not lose sight of future opportunities to teach for creativity.   

Teaching for creativity puts learners at the centre of the creative process (Jeffrey and Craft, 2004; Craft and Hall, 2015). Creativity benefits children by giving them the skills to navigate an ever-changing world (Robinson and Aronica,2015). Teachers need to cultivate a physical and cultural learning environment, where children feel safe exploring different ideas, making imaginative connections, daring to be different and embracing failure as part of the learning process. NACCCE (1999, p.103) identify three tasks relating to creativity: ‘encouraging, identifying and fostering’. Despite questioning my own creative tendencies, I believe these aspects represent strengths in my pedagogy. On each PTE placement, mentors commented on how I engaged learners and provided stimulating and supportive learning environments (Appendix 2). I allow children to express themselves and encourage children to ask questions, challenge the status-quo and explore divergent thinking processes. However, on further reflection, I occasionally focus too much on work outcomes and lesson objectives. This can result in an interruption of the children’s creative flow. As a trainee teacher you are often concerned with outcomes and ensuring lesson plans are followed. As my pedagogical confidence grows, I will become more comfortable adjusting lesson plans to allow children to lead the learning and follow the flow of their spontaneous creativity. Collaboration between teachers and pupils on what is going to be learned and how it is going to be learned is an important aspect of teaching for creativity Jeffrey and Craft (2004). When children lead their learning, there is an increase in intrinsic motivation, which results in higher levels of creativity (Lepper, Green and Nisbett, 1973; Pink, 2006). However, Smith and Carlsson (1983) believe primary schools should not focus on creativity, arguing that children do not poses the cognitive skills to be creative until the age of 10 and creativity displayed before this age will be accidental. Most theories counter this view and regard children as highly creative, with a natural inquisitiveness to explore the world around them (Gardner, 1982; Duffy, 2006). This later view is supported by research into synaptogenesis and neuroplasticity (Diamond and Hopson, 1998; Goouch, Powell and Abbott. 2003). 

As a trainee teacher about to enter the teaching profession, I was initially extremely apprehensive when I heard the terms ‘creative teaching’ and ‘teaching creatively’. Thoughts such as, I can’t sing, I can’t dance and I can’t draw, would circulate through my head. However, I was making a common mistake and aligning creativity exclusively with the disciplines of art, craft, design, music and dance. This is a common misconception and one that needs to be addressed. The WAG (2008) highlights that creative thinking transcends subject boundaries and is an important skill for many aspects of everyday life. However, this information appears against one small bullet point, within many pages discussing how creativity can be developed through traditional arts-based subjects. Similarly, when writing about the fours C’s of creativity, Kaufman and Beghetto (2009) also wrote that creativity is not restricted to the arts, however, nearly all subsequent examples they discuss refer to artists or musicians. In cluttered curriculums the arts are often neglected, it is therefore imperative that teachers understand the importance of teaching creatively and teaching for creativity across all aspects of the curriculum.  

Through teaching creatively and teaching for creativity, teachers can create the right environment and instil the right mindset for children to reach their creative potential. Seelig (2012) believes creativity can be unleashed when the right external factors: Culture, Resources and Habitat are combined with the right internal factors: Attitude, Imagination and Knowledge. 

Even when teachers have a clear understanding and a genuine commitment to both teaching creatively and teaching for creativity, there are still many challenges to consider. Lucas, Claxton and Spencer (2013, p. 6) argued that without agreed definitions of creativity and an established framework for tracking pupils progress, education policy makers would fail to give creativity the same credence as the more assessable areas of numeracy and literacy. Kim also states it is proven that teachers “dislike creative behaviours…because they are inconvenient and hard to control” (Kim, 2010, cited in Britannica, 2010). I have not witnessed teachers disliking creativity, but I have witnessed and experienced the inconvenience of spontaneous creativity. In eutopia teachers would have the time and resources to allow children to follow every creative urge. Teachers need to use their professional judgement to determine when creative flow will add to the overall learning and when creative flow will distract from achieving a meaningful learning objective. 

The EntreComp Framework 
The EntreComp Framework was developed by the European Commission to ensure, everyone has “a set of competences needed for personal development, social inclusion, active citizenship and employment” (Bacigalupo et al., 2016, p. 2). It addresses concerns of organisations such as, the OECD (2008) and WEF (2016) and aims to close the gap between what children learn at school and the world of work. The framework identifies three overarching areas of competence: Ideas and opportunities, Resources and Into action (2016, p. 6). These areas are split into five competencies, with each containing a series of threads. Each thread has levels of proficiency ranging from level 1 to level 8. Teachers can use the descriptors and progression steps to evaluate their own enterprise and creativity and to plan, monitor and measure the development of enterprise and creativity of their learners. 

During my first PTE, I introduced a year 4 class to The Global Goals for Sustainable Development (2015) (Appendix 3). The learning objective was, “By the end of the lesson, you will understand the importance of The Global Goals and help make them famous”. The children would learn about some of the challenges facing the world today and use their creativity to develop a resource to raise awareness of The Global Goals. Learners would use divergent and convergent thinking skills when deciding which global goal to tackle, what type of resource to produce and how to produce their resource. Cross referencing this activity against the Creativity competence and Develop ideas thread within EntreComp, it is evident that the lesson only allowed children to reach proficiency level 3 or 4. The class developed ideas to solve a problem, they worked collaboratively and they considered the merits of different techniques. The lesson allowed for creativity, but to reach the higher levels, the lesson should have incorporated more of the enterprising aspects of creativity. Level 7 and 8 require children to involve stakeholders and test their products to ensure they meet the needs. The language of EntreComp aligns more naturally to the creation of a product with a customer base. However, I could have adapted this and asked the children to engage teachers and children from other classes, parents and members of the community. By engaging other stakeholders, the children would gain feedback and could refine their resource to ensure it created value, which in this case would have been increased awareness of The Global Goals. In this example EntreComp was a useful reference point, however, the language needed to be adapted to fit the lessons activities. Another issue is the frequent use of the word value in the creativity threads of the framework. Whilst value links to the enterprise element, the author believes an over focus on value, risks teachers and learners placing too much emphasis on the end-product and not enough on the creative process. A focus on the end-product of a creative process, can fail to acknowledge the valuable learning that can be achieved through failure. A creative learning environment should normalise failure and view it as part of the creative process (Seelig, 2012). 

Kim (2011) conducted extensive research into creativity, analysing results from around 300,000 Torrance Tests. Kim concluded that creativity is declining and children are becoming less imaginative and less able to produce unique ideas. Simonton (2003) and Baer (2011) have challenged the validity of the Torrance Test as measure of creativity, arguing that it fails to distinguish between creativity and intelligence and does not tackle the question of domain specificity. Despite challenges to the validity of Kim’s findings, from personal observations and an evaluation of relevant research, the author concludes that rigid, outcome focused learning environments, do lead to declining levels of creativity. Gardner (1982) and Krampen (2012) believe declining creativity is attributable to the conformity of many school learning environments. As children get older demands for conformity increase. Children are expected to learn in a uniform manner, approach tasks in a uniform manner and progress in a uniform manner. To compound the issue, learners from a very young age are tested and assessed in a uniform manner. 

Another competence highlighted by EntreComp is Motivation and perseverance. The story of Sir James Dyson encapsulates the links between creativity, enterprise, motivation and perseverance. Dyson developed over 5000 prototypes and faced numerous rejections over a 12-year period, before his now famous product became the top selling vacuum cleaner in the UK. Dyson attributes his success partly to innovation and largely to dogged determination, motivation and perseverance (Dyson, 1997). Donaldson wrote of the need for young people who can “face and overcome challenge” (2015, p.31). Evaluating myself against the motivation and perseverance threads in EntreComp, I believe I have achieved level 8. Level 8 requires individuals to drive transformation, innovation and growth and support people around you in challenging circumstances. During my professional career I grew a £3-miilion-pound UK based business into a £14-million-pound multinational organisation. This was achieved through innovation, determination, motivating a large team and an ability to make difficult decisions during uncertain economic conditions. (Appendix 4). The challenge now is to develop learning environments where the children I teach can develop their motivation and perseverance. A strategy for developing these attributes is to cultivate a growth mindset culture. In an environment where children are rewarded for effort rather than results and believe that perseverance and hard work can improve performance, children typically enjoy an upward trajectory in performance (Blackwell, Trzesniewski, Dweck, 2007). During my second PTE placement, I worked with the class to develop a growth mindset culture. We developed a supportive environment, celebrated hard work and different ideas and embraced learning as a journey. This resulted in a class with a strong sense of motivation and perseverance, with many learners achieving advanced levels on the EntreComp Framework.  

[bookmark: qua]Despite EntreComp, assessing creativity is both difficult and contentious. In a survey of teachers across Europe, only 50% believed it was possible to assess creativity (Cachia and Ferrari, 2010). Lucas, Claxton and Spencer (2013, p. 6) describe how teachers, “expressed anger, hostility and bewilderment” when presented with a table containing levels and progression steps for creativity. Despite the concerns of the group in this study, I found it useful to have visible progression steps when evaluating my creativity and enterprise and that of the children I teach. However, whilst favouring the progression steps element, I believe the language and complexities of EntreComp will limit its appeal for many primary school teachers. The CREATE Framework developed by the Centre for Childhood Creativity (CCC), offers a more simplified education focused framework: CREATE, Child-directed, Risk Friendly, Exploratory, Active, Time for imagination, Exchange of ideas (CCC, 2018). A blended report using the education centred language of CREATE with the progression step element of EntreComp could be a very user-friendly framework for teachers. 

Conclusion
Many educational thinkers believe, narrow curriculums, standardized testing and standardized summative assessment, is resulting in a creativity crisis in our schools (Robinson, 2006; Kim, 2011). We therefore need teachers who are bold and allow children to fulfil their creative potential, rather than teachers who foster intellectual conformity in an environment of teaching to the test. Whilst research on weather creativity can be learned is still inconclusive (Abraham, 2018; Jung, 2019), there is broad agreement that in the right learning environment creativity can be cultivated and in the wrong learning environment it can diminish. A Study by Heise et al. (2010, cited Krampen, 2012) showed that creativity develops more positively in the creative environments of Montessori schools, when compared to traditional schools. Land and Jarman (1993) concluded “that non-creative behaviour is learned”. Teachers need to encourage children to explore different ways of approaching a task or solving a problem, they need to remove negative stigma around failed attempts and they need to celebrate the creative process as much as the end-product. Although Zhao (2012) uses the phrase ‘doublethink’ to highlight what he views as the contradictory aspirations of a focus on high test scores and a focus on creativity, Ofsted (2010) highlighted 44 schools where they found no discord between achieving high academic standards and developing creative learners. Further proof that academic achievement and the promotion of enterprise and creativity can coexist, can be seen in the success of the education system in Finland. Through focusing on developing skills, competencies and individual metacognition, they mange to perform well against the performance metrics of both PISA and GEM. However, striking a balance is challenging, Smith and Smith wrote:

Creativity and education sit and look at one another from a distance, much like the boys and girls at the seventh-grade dance, each one knowing that a foray across the gym floor might bring great rewards but is fraught with peril (2010, p. 251)

Children in Wales are growing up in times of political, economic and social change. Advances in technology have opened up a range of exciting opportunities, whilst at the same time exposing children to a range of new pressures and distractions. Engaging children in classroom activities will become increasingly challenging for teachers who stick to traditional methods of didactic teaching. Furthermore, it will fall short of equipping children will the necessary skills and competencies needed for modern life. Teachers need to continually develop and evolve their own creative practice and this needs to translate into an environment and culture which encourages the creative development of the children in their class. Hattie (2017) highlights how creative programmes in schools can have a 0.62 effect size on learning. 

“Creativity is contagious, pass it on”. This phase is often attributed to Einstein, although the authenticity is not proved. Regardless of source, I believe the sentiment is true. When I begin my teaching career, I will utilise frameworks such as EntreComp (2016) and CREATE (2017) and use them as reference points’, to ensure I am using creative teaching methods, cultivating creative learning environments and developing enterprising and creative learners. I want a classroom where creativity is contagious and is passed on. 
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