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Executive summary 

Purpose of report
This report will find out how to boost the creativity of the population of people as the world needs people who are innovative out the box thinkers this problem will seek out the causes of the problem to Apple of lack of creativity and how it can be helped.
Background information
Apple is a very well-known company known worldwide that are known for their innovation and new technology and they have a huge product range and market that they continue to develop
Problem Overview 
The problem that could extremely effect apples innovative nature is the decrease in creativity this could in the long-term effect apple as the people they employ in the future would likely be less creative
Problem-solving tools
This report used the five whys and five w’s and one h in order to find the root cause of the problem of decreasing creativity this allows a step by step analysis of where things may have gone wrong the findings of this were that schools are too restrictive and do not allow for much time out box thinking.
Solutions
Solutions that were included were creative classes, learn and play with video games in class and fewer restraints on the choice of subjects at GCSE levels.
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Report remit 

This report will explore a problem and come up with solutions into how the problem can be combated and or solved. To find solutions to the problem this report will explain techniques that can be used to find root issues so that solutions to the problem can be suggested these methods include five whys and five W’s one H these root problem analysis techniques allow to fix the problem that causes problems meaning that the solutions can be aimed better to the problem. This report wishes to find the problems that face creativity and why this could affect the government as a knock-on effect with the economy due to the post-industrial economy also, to find ways to be able to boost creativity within young people though various means of teaching and schooling systems. Then find ways in which the ideas can be implemented so that a difference can be made in society. 
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Organisation background 
 The UK government has been around for centuries and is migratorily known for their leaders (Gov.uk, 2018) e.g. Winston Churchill, Margaret thatcher etc. it is the highest power within the United Kingdom under the rule of parliamentary sovereignty and they have the power to make, unmake and amend laws and make the important decisions for the people of United Kingdom.
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Creativity can be defined as a:
 “production of something original and useful…There is never one right answer. To be creative requires divergent thinking (generating many unique ideas) and then convergent thinking (combining those ideas into the best result).” (bronson & merryman, 2010) 
This is an issue for the government as it can have a direct impact on how they manage the United kingdom’s economy as it is a post-industrial knowledge economy where intangible and intellectual property can be better than raw materials (Chandler & Munday, 2011) meaning that a decrease in things such as creativity could effect this as  “cultural and creative industries as they now represent a major and growing part of our economies” (Asia News Monitor, 2016)
The creativity crisis is the decrease of creative thinking within society which over the last 20 years after tests in America using the(TTCT) Torrance Tests of Creative Thinking as shown in the graph below.
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this means that children who grow up as naturally born detectives constantly asking why and letting their imagination run free in some cases become people who are told to see things in a single way giving their minds less freedom to let their creativity flow. And without these out of the box thinkers, it may become more difficult for works of innovation and art. This could be dangerous for the economy as it could take longer to come up with new innovative products meaning the economy may dip theoretically.
problem-solving techniques 
To find a solution to the creative crisis two techniques will be applied the five W’s and an H and the five whys these will allow for an analysis to take place to find the causes for the problem discussed and ways that they can be solved. 

The five why’s 
The five why’s is a method of problem-solving that was developed by the sakichi Toyota the founder of Toyota corporation and is still used as “It is still considered a critical component of problem-solving at Toyota today” (N/A, 2013) this is the process in which asking why until you can find a root problem. An example, in this case, would be 
The population’s creativity is decreasing.
Why?
Children growing up are not nurtured to be creative.
Why?
“adult-direction, and pressure to conform that restrict children’s lives today.” (Gray, 2012)
Why?
Teaching to exams and one right answer in terms that there is not much thinking as so much memorizing answers or ways to solve answers 
Why?
 the school’s curriculum is set by the government 
Why? 
So that they can test children the same way
So, in this scenario, the root problem would be testing the same way as was once said by Albert Einstein “if you judge a fish on its ability to climb a tree it will live its whole life believing it is stupid” (Kelly, 2004) meaning that having this one way 
Although the 5 whys can help in some occasions such as this the root problem can be vague and is much more useful when it comes to finding a problem about a more step by step problems such as car maintenance and development hence why it works so well for Toyota corporation.

Five W’s and one H
Next is the 5 W, s and an H
This process is who, what ,where, when, why and how this allows us to find out who was in involved in the problem, what happened to cause the problem, where did it occur, when did it occur, why the actions occurred and how these contributed to the creation of the problem (Jia, et al., 2016) this being another form of root cause analysis allows an insight in to why the problem may have been caused. The 5 Ws and an h were a long time ago mentioned in a book by Rudyard Kipling called just so stories where in a poem he says:
” I keep six honest serving-men (They taught me all I knew); Their names are What and Why and When and How and Where and Who.” (kipling, 1902)
The five W’s and an H being called ‘honest men’ can be deduced as a good way to break down an event or problem that had occurred potentially making it a good method to analyse the problem to find the root issue.
Now an analysis of the problem in the report 
What: today many schools have a strict curriculum that limits choice 
Who: educational board 
Where: lower year schools where choices are limited 
When: over the past 20 years
Why: people believe that what is taught is essential but is not always applicable to real life issues and problems.
How: the way this links all up is that the schools before higher educations are potentially teaching a curriculum that is narrow-scoped and doesn’t allow you to find other ways of doing things and being taught just for a final test at the end and only gives you minimal choice in optional subjects that you wish to take e.g. music, art, dance and maybe other subjects of the creative sort like programming.
Although we are seeing more things like this in primary schools such as techno camps who now have a playground computer program where they go to primary schools and do day-long workshops in programming (technocamps, 2018)  which can include platforms such as Alice to create games, movies and stories. These sorts of things can help because when kids grow up they may have already learned how to code creatively. And due to the knowledge economy, the creative sectors such as computing have become more important meaning that this could decrease if something is not done 
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After looking at the problem using the two methods more educated suggestions can be made for solutions that could possibly help with solving the problem of decreasing creativity. When looking at the problem the root is that we have been structured by schooling systems to do things in a certain way so that there is not much nurturing for creativity therefore for the solutions that are proposed will be aimed at schools before higher educations such as primaries and comprehensive schools this allows for a much more specific target for the solutions. 
1. It is said that creativity can be learned so maybe a class on creativity as a part of a curriculum option that let the students spend time on a hobby or idea that they have this could help them develop their skills in out of the box thinking as it gives them more freedom to think and elaborate on ideas and also develop critical thinking by poking holes in their idea and fixing it with problem solving skills this provides room for multiple important skills in life. In the work of 826LA they “help teachers inspire students to write” (826LA, 2018)  they help younger people with their creativity skills. 826LA also provide an after school tutor sessions to help those who need it. And provide workshops for people to get creative juices flowing. one of the ways they do this is through dungeons and dragons where streamers from the cast of critical role along with the tutors teach children how to play the huge roleplaying tabletop game dungeons and dragons giving them the freedom to create their own character and roleplay in a story that has been created this allows people to express their selves and get creative with the characters they make with backstory and appearance some even draw their characters. The players must also solve the problems they are given by the player running the game allowing them to develop problem skills as well. D&D give is an experience that no TV or computer screen can give imagination “Fantasy role-playing games return that power of storytelling to us. D&D sparked my imagination and kindled an interest in everything from geography to languages, history to poetry.” (Gilsdorf, 2018)
This is a story that highlights that games as such can really broaden your mind and help you tap into the creative side of your mind an take these amazing imaginary journeys. In of dice and men a book about D&D the author used D&D as a “Analytic exercise” and a “act of creativity” (Ewalt, 2013).

2.  Introduce a small degree of video games into a pupil break time and or free time as there was research test that was conducted to see if video games could put the players into a more creative state and seeing which genre of game would serve better to do this. One is a sandbox game where you build what you want with materials you have such as Minecraft another being a first-person shooter Serious Sam and finally portal 2 a puzzle game after being exposed to the games they were then given the TTCT again to see if there was change.

“Results showed that the games did indeed have an effect on creativity, but it was the puzzle game that improved it most. This is only a short-term effect, as far as we know; but it is of interest to educators in any case.” (Crombie, et al., 2016)
this shows that even a small exposer can make a difference in creativity even if only for the short term but that is only to their knowledge and could lead more into the long-term this could also be tied in to see how games like this are created by using programming to see if the pupils could come 

3. To stop the problem happening here we could Lessen the constraints of subjects that you can take an example at GCSE level in some schools in wales the compulsory subjects include religious education welsh, math, English language, literature science P.E and then could choose only 3 subjects of your choice and if there are 2 subjects you would like to do in one block you cannot take that subject maybe if the choices were given more freely they could express themselves in the classes that they chose instead of classes they feel they have to take. This then gives the students a choice in what they get to do without too many restraints and limitations although the math, English and science will still be compulsory you will then be able to pick more if the others are made optional, so they can choose what things they may feel passionate about.
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1. For this solution it may take a while to achieve as the people who would teach would have to learn how to conduct the class and would have to have time to plan it so that there is time to get around more students and assure that every student gets involved without making it seem like a class that just sits and writes what the teacher says but assuring that they are coming up with their own ideas or helping others expand their ideas through maybe one day playing D&D and creating characters and character development and another would be a day where you allow the pupils to do their own thing within the classroom whether it be draw music or story writing they have the support there if they need help with creation giving them a chance to express their selves and have that freedom. The that would be required are staff that would be willing to run the class and potentially funding for the new class to take place if possible to achieve. In order to introduce this, we would have to have some input from the students and the parents to assure that they are aware of the scheme and that they are onboard and willing to participate/facilitate such classes this allows good communication. to measure the success of this before the classes start a TTCT would take place at the beginning of the term and when the term ends another will take place so that we can compare the results and see if there is any change in the results and if there is an increase then we will know if the change has helped in increasing creativity and if there is no increase then we know that the method does not work or we would need to test using a different sample of students if successful the TTCT could take place every so often just to assure that the classes continue to maintain growth in creativity or just maintain the same level. I would recommend the government implementing this as they have the power to do so and if it can potentially boost innovation and the economy 

2. This would be slightly harder to convince the stakeholders to implement due to the stigmatism that is around video games and the argument that it makes people more violent but this project will ensure that all the games that are introduced will be appropriate to the task at hand for example games that are strictly for people in the age group and nothing over the age range that is specified on the game and when they are exposed to the games it will be for a certain task that is relevant to the teaching such as science an example go on to Minecraft and build a house that would be economically friendly Minecraft may not have features such as solar panels and other energy saving tools but the pupils could still make a house and build things around it out of the materials they do have to symbolise these and could explain the idea that they had while creating it. to make sure that the parents are on board with allowing this to take place as some parents do not allow video games, but it is very rare this is to ensure that the path that is chosen is one that can be agreed on to not stand on anyone’s toes or make people unhappy. There would be a decent amount of expenditure around this as you must have the equipment to run games like these making it need a little more budget which can be provided by the government as it is in the interest to make school more enjoyable for the governments school statistics and as a potential solve for the creativity and the economy. Again, a similar test will take place in this solution to repeat the TTCT so that a check can be made to assure that the method is working and increasing and will continue to monitor the creativity levels and the expenditure to make sure that problems aren’t caused in the prosses.

3. Finally this solution could be put in place by allowing the pupils to pick their own set of subjects of study so that they can have the freedom to excel in what they want to do opening their mind to decisions at an earlier point could allow them to become more thoughtful when making decisions and thinking ‘if I do this it could lead to this’ its unlocking a different sense of real world imagination but could count as a form of creativity all the same this could improve the mindset and the enthusiasm of students as it may become less of a chore to learn if they get to do what they want instead of going by what the government want them to take as their subjects this could give a more development in the individual to discover what they can do. To do this both the government and the school board would have to change their policy on compulsory subjects and that could take years depending on how many people wish to demand this and not all people will agree with this idea and would probably be the least popular solution for the teachers and parents. The government could change this over time even if it is only step by step through a large amount of debate in parliament 
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In conclusion of the report there are problems that face creativity today and multiple avenues that could be taken in order to potentially combat the decreasing level of creativity that could affect the future of Apple and its innovation that it has built over the years since 1977 but there are ways out there to increase the creativity and it is just a matter of finding the best method to do so.
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