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Executive Summary  
 
Innovation in education and child development has become essential to foster a supportive and effective learning environment. This report analyses the need for a new and innovative educational and entertainment centre for children aged 3 to 10 years, along with the development of the Creative Child application. The centre aims to provide a unique and stimulating environment that blends learning and play, while the Creative Child application serves as a tool for parents and teachers to help them better understand children’s personalities, detect early signs of learning difficulties such as difficulty speaking, reading and communicating, in addition to autism, and this application also works to enhance communication between all stakeholders.  
[bookmark: _Int_VxTKynMf]Using the “4 Ps of Innovation” framework, this report categorises the initiative and details the creative process behind its development. Lewin’s force field analysis is applied to assess the usefulness of the idea, considering the driving and inhibiting forces that may affect its implementation. Furthermore, the report assesses the organization’s culture of innovation and the potential for management support. 
 
The report shows that by integrating technology with education, this initiative aims to revolutionise early childhood learning and work to provide tailored support for children, parents, and teachers. Finally, the report’s findings highlight the importance of providing creativity, using providing convincing solutions, and working to implement them to improve child development and educational outcomes. 
 
 



[bookmark: _Toc844600018][bookmark: _Toc1925136639]Introduction:  
 
[bookmark: _Int_F2OHZ24D]In a fast moving around earth, especially by considering the early childhood, creative ideas and teaching strategies are especially important. Among the many hurdles parents and teachers must overcome are those related to understanding their children's learning needs, watching potential problems, and ensuring excellent communication. In this report, I will explain a creative approach that combines a technological tool, the Creative Child app, designed to support parents and teachers in their duties, and a learning centre dedicated to children aged 3 to 10. While the Creative Child app will provide insights into children's personalities, show early signs of learning difficulties, including autism and attention deficit hyperactivity disorder (ADHD), and improve communication between parents and teachers, the edutainment centre will provide a stimulating environment where children can engage in interactive learning through play. The report also proves the value of innovation and creativity in education, using the "Four Cs of Innovation" model to categorise efforts. It also examines the regulatory environment for innovation and the feasibility of the proposal, which was evaluated using Lewin's force field analysis. Ultimately, combining education and technology through my project will provide a more efficient and successful educational path, tailored to each child's needs, while enhancing child development and promoting early detection of learning problems.



[image: ]Introduction to the Foundation and Job Role: 

[bookmark: _Int_jFGADjrG]This is an introduction to my foundation and my current role. With the rapid development of modern educational methods and technologies, in addition to the experience I gained through my previous work as a nursery and primary school teacher at Al Rahma School in Egypt, and my work as a volunteer at Holton Primary School in the United Kingdom, which gave me the opportunity to work with children aged 3 to 10 years old and learn about the challenges they face, as well as the challenges faced by teachers and parents, it has become necessary to devise new educational methods that meet children's needs in an innovative way that combines entertainment and education. Accordingly, so after deep thinking, l produced the idea of my project through the process of brainstorming. I decided to open an educational and entertainment centre for children. This centre relies on modern technology to analyse children's behavior and thus understand their personalities. The centre will create a stimulating environment by integrating education and entertainment, helping children develop their mental and social skills. We are developing an easy-to-use smart application (the Creative Child). This application will serve as a link between the foundation and parents, allowing them to understand their children's personalities based on their interests and the activities they take part in. This highlights the significant role of this application. 
[bookmark: _Toc811671379][bookmark: _Toc1031390846] My Current Role 
As I am Creative Child Project Manager, my primary responsibility is to develop interactive content that helps parents and teachers better understand children. I also integrate both research and development methods to create right assessment tools for personal abilities and interests. 
[bookmark: _Int_ToIqZuLi]1.2- Research and development play a super valid and key role in the development of my project: The R&D department in the education and the technology sector plays a significant role, developing new curricula, testing interactive tools, and analysing the usage of results. This, in turn, ensures continuous and consistent improvement. According to a study that has been published by Tidd & Bessant (2020), effective R&D strategies help organisations to still be competitive through continuous innovation (Tidd & Bessant,2020). 
[bookmark: _Int_BewIOkPg][bookmark: _Int_UBvRivhK]1.3- The Importance of Logistics in My Project: Logistics is a key pillar in fostering innovation within organisations and plays a pivotal role in the success of my project, which combines education and entertainment for children, supported by the innovation of the "Creative Child" app. Logistics facilitates the delivery process and continuously help by ensuring to update the app content, providing a an exceptionally smooth and continues experience for parents and teachers. Innovation in logistics, for example we can talk about the use of smart analytics and advanced distribution systems, contributes to improved efficiency, cost savings, enhanced customer satisfaction, and enhanced competitiveness, ensuring project sustainability and growth (Kim and Shin, 2019).







A critical analysis of the importance of creativity and innovation

Innovation is emphasised by McKinsey as a critical part of reaching long-term growth in businesses. Companies that link innovation to growth goals, encourage it in their financial and strategic conversations, and consider a variety of development avenues—whether in their core operations or when venturing into new markets—are more successful in generating value, according to research.
the definition of creativity 
[bookmark: _Int_2EjQko2E][bookmark: _Int_lIJMN73z][bookmark: _Int_u5dt1w2w]Creativity is the ability to create unique, new, and completely unconventional ideas that give us new experiences and thus transform these ideas into tangible reality. Creativity is embodied in thinking and application. Through thinking and contemplation, innovative ideas are created, and then these ideas are applied to reality.
To be more creative, we must:
put in work: Creativity is not just ideas or imagination, but we must give time to application and practice.
let your mind wander: Experts recommend daydreaming to allow thoughts to flow.
[bookmark: _Int_i6nhV7HX]practice remote association: This gives us an opportunity to exchange ideas and jot down concepts and notes that can be applied later.
Go outside: Spending time in nature broadens your mind and enhances creativity.
Revisit your creative: That is, taking the time to review ideas, reconsider them, and change them later to get distinctive and creative ideas.
 The role of research and development in supporting creativity and innovation in the sector.
R&D Management fosters creativity and innovation through:
 Analysing customer needs – collecting data about users to improve products and services.
Developing prototypes – testing innovative ideas in the field of education combined with entertainment before officially launching them
[bookmark: _Int_nHsT0LIX]Adapting to the market – using continuous analysis to ensure compatibility with new trends.
According to Chesbrough (2020), open innovation helps organisations use R&D more efficiently by collaborating with other organisations and experts in the field.
Why is innovation important for the education and technology sector?
Survival, companies that do not innovate quickly lose out to competitors.
Improving customer experience and developing new tools makes the learning process more effective.
Achieving long-term sustainability Investing in R&D ensures the organization’s survival and growth (Zhang, Chu, Ren and Xing ,2023).

















[bookmark: _Toc324615713][bookmark: _Int_1FF6XEDi][bookmark: _Int_jQyeZaUU]Which of the '4 Ps of Innovation' My Idea Falls In to and Why?
[bookmark: _Int_fdCgpQv6]Innovation is essential to the creation of new goods, services, and company strategies. It keeps companies and organisations competitive by enhancing efficiency and boosting customer satisfaction. Based on their nature and effect, the "4 P's of Innovation"—Product, Process, Position, and Paradigm Innovation—classify various forms of innovation (Hussain,2024).
My business idea is an educational and entertainment centre for children combined with an app called “Creative Child.”
Nature of Innovation: Incremental or Radical?
[bookmark: _Int_3hlEOlkA]Innovation can be classified into two broad categories:
 1.Incremental Innovation: This refers to continuous improvements or enhancements to existing products, services, or processes. These changes are small but significant, resulting in better performance over time.
2. Radical Innovation: This involves groundbreaking ideas that completely transform industries or create new ones (Bulut, c.et al. 2022) (Herbert,2023).
[bookmark: _Int_i0moYtiE]My idea is an incremental rather than a radical innovation. Because it introduces new features to education and child development, it builds on existing educational technologies and methods. Thus, the concept of educational centres and various digital learning applications is not entirely new, but my idea is to ensure that both are combined in a more interactive way.





[bookmark: _Toc1358193755][bookmark: _Int_ZLiQbdbw] Which of the 4 P’s of Innovation Does My Idea Fall Into?

[bookmark: _Toc882550205]4P’s of Innovation
[image: ]




[bookmark: _Int_5VgHhcRg]The “4 P’s of Innovation” is a model used to classify types of innovation based on the nature of the change made to a product, service, or process. It includes four main types:
[bookmark: _Toc843281163]1. Product Innovation: Refers to the development of new products or improvements to existing products, which enhances performance or value to consumers.
[bookmark: _Toc940229697]2. Process Innovation: Relates to improving methods of production or service delivery, making processes more efficient or less costly.
[bookmark: _Toc1517751788][bookmark: _Int_BAGgoiK3]3. Position Innovation: Focuses on changing the way products, services, or target markets are delivered, which leads to a repositioning of the product in the market.
[bookmark: _Toc323383274]4. Paradigm Innovation: Involves radical changes in a company’s way of thinking or business model, which leads to an entire reshaping of the industry.
My business idea falls under two key types of innovation: product innovation and process innovation (Hussain, 2024).

[bookmark: _Toc1355692400]1. Product Innovation
Product innovation refers to the development of a new product or improvement of an existing product in a way that makes it more efficient or attractive to users (Tidd & Bessant, 2020).
[bookmark: _Toc91904095]How does my idea apply?
[bookmark: _Int_rBPe4Ufb]The application that was created, called the "Creative Child" application, is a new product that provides an innovative digital solution that helps teachers and parents understand children better and more deeply, which in turn makes it easier for them to support children's academic and behavioural development. Also, the app uses artificial intelligence (AI) technologies and analytical data, which allows the opportunity to watch children's behavior and provide personalised recommendations for each child. In addition, it provides fun educational games for children that help enhance the child's skills and discover his talents and areas of creativity. Moreover, the app will be a continuous communication link between teachers and parents, which makes it easy to follow the child's progress at all stages and address any problems that children meet early.
[bookmark: _Toc1326087243]2. Process Innovation
[bookmark: _Int_d0w2keLR]Process innovation is about improving the way services are delivered or products manufactured, making them more efficient or effective (Schilling, 2019).
[bookmark: _Toc773591803]How does my idea apply?
[bookmark: _Int_KZukIAiZ]The edutainment centre offers a new way of teaching through entertainment, by games and activities are integrated with traditional educational curricula, making
[bookmark: _Int_hJOmLa6P]learning more fun. Also, Smart learning technology and tools, for instance smart screen that attract children and help to develop their skills are used in classrooms, enhancing interaction between the child and the educational. So, I worked hard and thinking to
 find that combining education in the centre and learning through the application creates a learning environment that helps children to learn with fun.
The centre provides customised sessions for each child separately based on an analysis of their performance in the application, which in turn makes the educational process more adaptable to the needs of each child.
This innovation improves traditional teaching methods and makes them more efficient and flexible, which helps achieve better educational outcomes for children.
 We noticed that this App adds new value to the field of education because it makes assessing children’s performance and analysing their personalities, problems, and psychological illnesses easier and more exact.
[bookmark: _Toc1767711929]Why don't other types of innovation apply to my idea?
[bookmark: _Toc884904019]3.Position Innovation:
[bookmark: _Int_W8bYbdDv]It refers to changing the way a product or service is delivered.
My idea is not to change education differently, but real improvements in the educational process and adding entertainment.
[bookmark: _Toc1975127871]4. Paradigm Innovation
[bookmark: _Int_B9lnCSjQ]It involves a radical change in the business model so that the service is delivered in a completely new way. which not apply   in my idea because, it based on an improved educational model, but it not radically changes the way the educational system works. 
[bookmark: _Toc1721306943][bookmark: _Int_1ojuU8dz]How is the problem identified - customer feedback?
[bookmark: _Toc1100046653]1. Problems faced by parents:
Many parents find it difficult to understand their children's strengths and weaknesses, which makes it difficult to provide them with proper support. In addition to their concern about late diagnosis of educational problems such as attention deficit hyperactivity disorder (ADHD), dyslexia, and autism.
2. Challenges faced by teachers:
It is difficult for teachers to provide right assessments of each student, i.e., they do not always have tools to effectively track each child’s individual progress.
3. Gap in available digital solutions:
Most educational applications focus on general education without tailoring the content to each child specifically.
In other words, there is no effective integration between educational applications and schools or educational centres.
[bookmark: _Int_5crfEU1t]Based on this analysis, my idea can be classified as an incremental innovation that combines product innovation and process innovation. By developing the Creative Child smart app and opening an integrated learning centre, I provide a comprehensive solution that helps children learn in a more effective way. Moreover, this app helps parents and teachers discover children’s abilities early.













[bookmark: _Toc2089231921]The Creativity Process That Applied to Come Up with My Idea:

 The creative process behind the idea of ​​the educational and entertainment centre and the Creative Child app.
Creativity is the key element behind finding new and innovative solutions. I will explain how I produced the idea of ​​the educational and entertainment centre for children along with the Creative Child application, which helps parents and teachers understand children, discover their personalities and tendencies, and diagnose children’s problems early.


[bookmark: _Int_mRRSj1nn][image: ]Brainstorming: it is a creative thinking method to produce ideas and solutions to problems. It is a process that enhances creativity and is also a tool for generating innovative ideas. We can also consider brainstorming a free flow of ideas without criticism and thus enhances thinking outside the box (Rawlinson, 2017).






[bookmark: _Toc2043405067]How was it applied to my idea?
I conducted a brainstorming session in three stages:
[bookmark: _Toc1555955132][bookmark: _Int_nt0fQX0v]1. Identifying the problems in the current education system:
The lack of centres that combine education and play in an attractive way for children.
The difficulty of parents and teachers understanding the nature and tendencies of the child.
The delay in discovering some disorders such as learning difficulties, ADHD, and autism.
[bookmark: _Toc1493705899]2. Proposing potential solutions:
Establishing an educational and entertainment centre that uses interactive activities to develop children.
[bookmark: _Int_xu4lw9sr]Developing a smart application (Creative Child) that helps parents and teachers analyse the child's personality and identify his needs early. Thus, parents are closer to their children and share the smallest details with them.
[bookmark: _Toc542529978]3. Refining ideas and choosing the best:
I decided to combine the centre and the application to work together as an integrated system.
I consulted specialists in education and psychology to ensure that the idea was possible.



[bookmark: _Toc1747983434]-Six Thinking Hats: Analysing the Idea from Different Angles
[image: ]Edward De Bono's Six Thinking Hats method (1985) helps in evaluating the idea from a comprehensive perspective:
                                             Six Thinking Hats 

[bookmark: _Toc1477034396]White Hat (Facts and Information):
I have gathered information about modern learning methods, successful educational applications, and children's psychological and educational needs that I have gained experience in through my teaching experiences in addition to volunteering in several schools in the UK which allowed me to gain more information.
[bookmark: _Toc109148806]Red Hat (Emotion and Feeling):
I thought about the concerns parents have about their children’s future, and how a child feels when they face difficulties in accepting a new place and environment, dealing with teachers, especially at the age of 3, in addition to learning completely new skills.
[bookmark: _Toc1209038725][bookmark: _Int_GBMmTsyi]Black Hat: (Risks and Challenges) How do I ensure that app content accurately analyses the child's personality? Can the app offer really feedback to the parents and teachers. How can I ensure that children’s data is saved?
 Yellow Hat (Pros and Cons): The center will be a useful and excited place for children. This tool allows parents to show their children's traits and problems early on.
 Green Hat (Creativity and Innovation): Includes fun activities aimed at studying the child's personality and providing personalised recommendations for each child using artificial intelligence methods. 
[bookmark: _Toc2072726443]Blue Hat (Organization and Idea Management): Divide the project into several phases, conduct initial tests, and gather user feedback (Xu and Wang, 2021) (Guevara, 2023).
[bookmark: _Toc18587796]The advantages of use De Bono's:
I also find that applying De Bono's methods in my project has many advantages.
[bookmark: _Int_7gaZeC3m]Diversity of viewpoints: Any problem we meet is viewed from multiple angles, thus creating more than one solution.
Reducing conflict: Thinking is organised, which reduces disagreements.
Enhancing creativity: An atmosphere of competition and motivation prevails to present innovative ideas.
[bookmark: _Int_8fjUyU1L]Reaching the best decision: The problem is viewed from multiple perspectives to arrive at the most solution.
Saving time: Simplifying discussions to achieve faster results.
Collaborative atmosphere: This creates equal opinions among employees (Gupta and Bodhankar, 2023).

[bookmark: _Toc709221065]The Four Stages of Creativity: How is the Idea Developed?

[image: ]According to Graham Wallace's theory (1926), creativity goes through four stages:
[bookmark: _Toc1072304077][bookmark: _Int_Iosyv8F4][bookmark: _Int_77Sor2M3]1-Preparation: this is the stage in which the problem is shown, analysed, and workable solutions are explored.
[bookmark: _Int_mxeOjJCK]I researched modern learning methods and how to deal with children and people with special needs, studied similar educational applications and identified and analysed what was missing in them, and spoke with experts in education and psychology to understand children's needs more broadly.
[bookmark: _Toc870432885]2-Incubation: The 'depth mind' phase.
I took time to think and re-evaluate the information I had gathered. I discussed the idea with professionals to get their opinions.
[bookmark: _Toc670449381]3-Illumination: Your ideas appear.
[bookmark: _Int_IieWj7bn]I realised that combining a real-world centre that combines education and entertainment with a digital application would have a greater impact on children and parents. The idea of ​​analysing a child’s personality through play emerged as a key feature of my centre, and this is what will attract customers.
[bookmark: _Toc244233785]4-Verification: questions to ask.
 Is it a truly innovative new idea? Who will it include? How much will it cost to implement on the ground? How much will the application reduce the burden on parents? Will it require more formal evaluation? Does it meet the needs of teachers, children, and parents at the same time?
I worked on prototypes of the app and tested the idea with a group of parents and teachers to gather feedback (Gilson,2024).
Thus, we find that through the use of brainstorming, the six thinking hats, and the four stages of creativity, I was able to develop a comprehensive idea for an integrated educational and entertainment centre with a smart application that helps children, parents, and teachers get the most out of the learning experience.
[bookmark: _Toc1177522702]Critical evaluation of the idea of ​​creating:
[bookmark: _Int_3OLj3UKp]This report applies force field analysis to evaluate the feasibility of opening an educational and entertainment centre for children aged 3 to 10 years, along with developing a creative application for children. The aim is to provide a new, innovative, and stimulating environment where children can learn and play. support of parents and teachers through a digital platform that helps identify children’s personalities, interests, and potential learning difficulties.
[bookmark: _Toc676769594] Pros and Cons of the Project:
[bookmark: _Toc943275088]Pros
1.The center provides activities that support mental and social development, ensuring children receive help from play and academic stimulation.
2. Technological developments in education, the "Creative Child" app will be an effective tool for discovering the best teaching methods.
3. Early diagnosis and personalised learning
The "Creative Child" app offers early diagnosis of education challenges.
4. Educational and recreational benefits.
[bookmark: _Toc1424444383]Cons (Challenges)
1. Excessive cost: These include the staff salaries, technology infrastructure, and place rent.
2. Competition from existing learning centres and apps. Therefore, differentiation requires unique points and strong advertising and marketing strategies.
3. Skilled staff and child development experts are essential, which is needs a significant budget.
4. Technical challenges in developing and supporting the app:
The "Creative Child" app must be easy to use and secure, as well as continuously updatable. This, in turn, requires a specialised.

[bookmark: _Toc1747452459]Force Field Analysis
[bookmark: _Int_SMV7ofiB]Kurt Lewin’s Force Field Analysis is a strategic tool that evaluates the forces for the opportunity and forces against the opportunity to influence a particular decision or project. It helps identify factors that support or hinder the feasibility of an idea, offering a structured way to analyse its viability (Christiansen and Vidskjold, 2023).
                    


















[bookmark: _Toc440147557]Table: Lewin’s Force Field Analysis for the Educational Centre and Creative Child App:


[image: ]



[bookmark: _Toc1588527639]Driving Forces (Supporting Factors)
1. Increased Awareness of Child Development Needs:
There is a growing demand for structured yet engaging learning environments for young children. Which is wight 5 points.
2. Advancements in Educational Technology:
The integration of digital tools, AI, and personalised learning experiences makes early detection of learning difficulties more effective. It is wight3points.
3. Early Diagnosis and Personal zed Learning: The app supports early identification of dyslexia, autism, and ADHD, helping parents and educators intervene early. It will be 4 points.
4. Education Recreational Balance: The centre combines structured learning with interactive enhances and children's cognitive skills. which is wight 4points.
5. Institution School Collaborations: Potential partnership schools and educational organisations expand outreach and credibility. It will be 5 points.


Restraining Forces (Challenges and Barriers)
1-Financial constraints: High first investment costs for infrastructure, staff training, and app development. It is wight 5 points.
[bookmark: _Int_AflVt1OU]2-Competition in the Market: Established educational centres and existing apps with strong brand recognition may pose a challenge. It will take 3points.
3. Need for Qualified Staff: Recruiting experienced educators, psychology IT professional essential. which is wight 5 points.
 4. Technical Challenges: Developing and keeping requires continuous updates, security measures, and support. It will take 3 points
5. Long-term Sustainability: Ensuring profitability and continuous engagement from users. which is worth 4points.

Critical Discussion of Organizational Climate for Innovation
[bookmark: _Int_Jbus8luM][bookmark: _Int_ggQxfe0P]Definition of Organisational Climate: The shared attitudes and views of workers on their workplace, involving team dynamics, policies, and leadership style, are referred to as organisational climate. The success of the educational and entertainment facility, as well as the Creative Child application, depends on the creativity, innovation, and employee involvement that are created by a healthy work environment (Kvalnes,2023).
[bookmark: _Int_CrrDeGVT]The Impact of Leadership Styles: Leadership actively supports and inspires team members to develop innovative and creative ideas within the organization's current transformational leadership style. This is explained by the way team members take part in decision-making, especially when developing entertaining and beneficial activities for kids based on what are they see through their contact with kids and by incorporating tools into the Creative Child app that aid in early diagnosis and recognition of the needs of the kids. 
By fostering a friendly and engaging atmosphere for performance excellence where team members feel free to generate unique ideas, this approach fosters creativity and innovation both at the centre and in the application (Jaroliya and Gyanchandani, 2021).
Analysis using Ekvall's Dimensions:
In a children's education and entertainment center, we find that the dimensions shown by Ekvall can either enhance or hinder innovation.
1. Challenge:
[bookmark: _Int_M2DktJBR]Encourage innovation: This is achieved by encouraging employees to provide new and innovative interactive activities, such as designing educational games that suit children's personalities based on the application's data.
[bookmark: _Int_jrHfAvWL]However, this innovation is discouraged by not updating teaching methods.
2. Freedom:
Encourage innovation: Allow employees to experiment with innovative ideas for app development.
Discourage innovation: Imposing strict restrictions that limit the freedom to develop content.
3. Idea Support:
Promoting Innovation,
Creating dedicated channels to receive ideas from employees and parents while providing incentives to implement innovative ideas that contribute to improving the children's experience. Discouraging Innovation:
[bookmark: _Int_GRriBYix]ignoring new ideas and not considering them Leads to reduce the team's enthusiasm for innovation and sustainable competitive. 
4. Trust and Openness:
Encouraging Innovation, working to provide a work environment that encourage employees to freely expressing their ideas.
Discouraging Innovation: When a retract work's culture prevents the exchange of ideas.
5. Dynamism and Liveliness:
Encouraging Innovation,
Organising interactive workshops that encourage creative thinking, for example educational activities and competitions.
Discouraging Innovation:
A routine work environment which limits enthusiasm, active participation. Moreover, the development of methods. 
Other Influencing Factors
[bookmark: _Int_bQwRMkTi][bookmark: _Int_zq2bQlEC]Work Environment: Interactive learning spaces should be provided such as a playground, swimming pool, studio, heater, and a garden having plants. The places should be equipped with tools that encourage innovation and exploration.
Resources: Providing advanced modern technologies and educational materials such as using a smart screen instead of a whiteboard. Presenting innovative theatrical performances to support creative ideas and ensure their continuity.
Training Needs
To ensure the success of the "Creative Child" application, staff need training on the following:
Accurately assessing the child's personality and learning needs.
Designing diverse and customised educational activities to suit each child based on their condition.
Involving parents in the educational process to achieve greater benefit and create a family-oriented and collaborative atmosphere.
Enhancing teachers' creative thinking and problem-solving skills.
This training will therefore enhance staff efficiency, support a climate of creativity within the center, and ensure continuity (Salvador, 2021).




[bookmark: _Toc1057980834]The Conclusion:

At the conclusion we saw that establishment of the educational and entertainment centre for children aged three to ten, in addition to the innovative "Creative Child" app, is, in summary, a significant step towards the enhancing children's educational experiences moreover supporting the early detection of developmental problems. By applying the innovative and creative ideas, the project not only meets the needs of kids, parents, and teachers today, but it also had an enormous impact project to helps the organisation stay sustainable and grow over the long run. We applied the analysis employed Lewin's Force Field model to show the motivating factors and barriers, as well as the importance of strategic planning and a supportive organisational climate.
[bookmark: _Int_RFz4tHMv] Using the "4 Ps of Innovation". Also, we explained the creative process. the project was also critically assessed for ability and its impact. The essential role of the organization's commitment to encouraging innovation and making continuing changes to meet the new needs of children is important for the success of the project in the future. All this strategy ensures that the centre and the "Creative Child" application will help to achieving the greatest aim of promoting the next generation of creative, well-beings, in addition to offering benefit right away.

                                                                 The end
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