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Five years ago, the World Economic forum released a report that predicted by 2020, 35% of the skills for the workplace that were important in 2015 will have changed (Gray, 2016). The report lists the top 10 skills in 2015 and the prediction for the top 10 skills in 2020 (see table 1 in appendix A). In 2020 Creativity is listed and the third most desirable skill whereas it is at the bottom of the list for 2015. These predictions are later supported by Bughin, Hazan, Lund, Dahlstrom, Wiesinger and Subramaniam in their 2018 discussion paper for McKinsey titled Skill Shift. The authors state that ‘Demand for higher cognitive skills, such as creativity, critical thinking, decision making, and complex information processing, will grow through 2030 by 14 percent in Europe.
This captivates a person to understand why creativity was predicted to be so paramount in the current workplace and Cho (2018) explains that the reason for this can be attributed to advancement of technology which in turn enhances people’s creativity.
To support this, the Global Talent Trends study conducted by LinkedIn Talent Solutions states that in the current age of technology and automation, creativity is crucial and that ‘While many people only associate creativity with art or design, it’s a skill that’s applicable to almost any role’ (LinkedIn Talent Solutions 2019)
Rollo May (1994) states that creativity is the ‘process of bringing something new into being’ and according to Naiman (2014), creativity is ‘the act of turning new and imaginative ideas into reality’. ToolsHero (N.D) defines innovation as ‘a process that involves multiple activities to uncover new ways to do things’ supported by lead-innovation (N.D) who explain that innovation is ‘the path of translating new and/or existing knowledge into solutions.’ Innovation can be summarised as the process of creating and putting into use combinations of tacit or explicit knowledge from a range of sources in a new way often facilitated by technology.
Paul Sloan (2016), a published author on innovation and creativity links the two terms together and states ‘Creativity is thinking of something new, and Innovation is the implementation of something new’. A metaphone for explaining the relationship between creativity and innovation is that creativity is the fuel to power the engine that is innovation.
This report will be looking at what creativity and innovation means for the workplace and how it can be harnessed as well as what barriers there can be and how to overcome those barriers. Though the use of two models, the student will critically examine the ability of an organisation to innovate effectively.
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People often relate creativity to writers, artists or musicians, but according to Christensen (2016) ‘art isn’t creativity’. Creativity starts with a problem or an opportunity that has previously gone unnoticed. (Milton, 2018). Moor (2018) defines creativity as a person’s ability to develop new ideas outside of the traditional ways of thinking suggesting that divergent and broad thinking is what leads to the best final Ideas. Boyle (N.D), when discussing divergent thinking, states that a person should get as many ideas out as possible and as quickly as possible, quantity over quality. This paper will reaffirm this notion later in section 2.1 when considering the SCAMPER model.
Aleem Walji, Innovation manager for the Work Bank (2012) states that a person should “Start with the problem, not the solution and don’t be an answer looking for the question”. Hannequin (2019) makes an interesting argument by claiming that some companies try to innovate for no reason other than to use new emerging technology. Those companies will have the technological solution to a problem that that does not even exist so is not true innovation.
Modern examples of innovation can be illustrated by the online music provider Spotify which was developed to solve the problem of illegal downloading of music and online retailer Amazon who have integrated their Prime delivery network with Morrisons supermarkets to allow for same-day grocery delivery. 
[bookmark: _Toc81678158]1.1 Workplace Culture 
55.1% of innovation specialists see workplace politics as a barrier to innovation (Goldring, 2019). Politics or workplace culture will dictate the organisations effective use of creativity and innovation. Organisations that have a zero tolerance for failure may not do so well with regards to innovation as employees would be concerned about the stigma or reprovisions should the ideas fail, therefore may not invest time or effort into such endeavours. On the other hand, an organisation that has a culture which encourages creativity and innovation has the potential to thrive when it comes to new ideas.
Trust is a characteristic under the culture umbrella that plays as key part in employees’ willingness to innovate. If organisations want its staff to innovate, then they need to be accepting of people taking risks and not knowing the outcome so fostering hight trust environment and high-trust teams. (Botsman, 2018)
Workplace cultures that are rigid in their ways and whom do not like change will also be a barrier to innovation. An example of failed innovation due to a company not changing its business model is Kodak who spent $4billion developing the digital camera but did not change their traditional business model and subsequently failed to seize the opportunities from their new innovative invention. (Furseth & Cuthbertson, 2018)
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Innovation comes with natural risks and the willingness to understand and accept that risk is necessary for a company’s innovation to move forward. Acceptance of risk will be determined by workplace culture. The longer the innovation proves, the higher the risk (Deana, N.D). Refusal to accept risk is a firm barrier to innovation.
‘Innovation will never be free from risk, and we should never regard open innovation as a panacea to the various challenges associated with innovation, but when done effectively, it can help to mitigate many of those risks and give you a better chance of securing the results your organization needs.’ (Gaskell, 2018)
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An organisations knowledge management culture has a fundamental part to play in innovation. Cuellar (2020) explains that innovation is highly dependant on the exchange of knowledge among workers and Abraham (2008) makes claim that the purpose of Knowledge Management is innovation. The use of tacit and explicit knowledge both has a part to play in the innovation process.
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Mindfulness is ‘the awareness that emerges by way of paying attention on purpose, in the present moment, and nonjudgmentally to the unfolding of experience moment by moment.’ (Rakel, 2017).
Inam, for Forbes (2019) explains that ‘being fully present creates a richness of creativity’ and Franken (1988) states that ‘in order to be creative, you need to be able to view things in new ways of from a different perspective’. Both referring to the vital role that mindfulness plays when it comes to creativity and innovation, being actively engaged and focussed on the present task.
In contrast, Kaufman and Gregoire (2016) recommends daydreaming as a tool to improve creativity. The authors advise to people who are working on a creative task is to ‘try engaging in a simple activity that will allow your mind to wander, like walking, doodling, or cleaning, and see how it affects your ideas and thinking.’ 
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Motivation plays a key role when it comes to innovation be it intrinsic, the feeling of accomplishment or extrinsic, extra pay or bonuses. Adair (2006) states that a person ‘is motivated when he or she wants to do something’. ‘No reward or recognition’ is listed by Rick (2014) and a key obstacle to innovation.
Gower (2015) writes ‘Innovation must be led from the top. Often, trustees, chief executives and directors do not support or are not in agreement as to the strategic importance of innovation as a business driver and what it would look like for their organisation.’. Gower is referring to the importance that leadership has on innovation in the workplace and that leadership in tern effects motivation. Again, motivation is also affected by the overall culture within a workplace. (McGregor & Doshi, 2015)
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A major barrier to innovation, especially in smaller organisations is cost and Kirsner (2018) states that lack of budget is the 4th highest obstacle to innovation. It isn’t solely the cost of innovation that needs to be considered, there is also the costs of not doing what a company should be doing whilst dedicating time to innovation.
For individuals or small organisations who may not have the financial freedom to allow for innovation, there are options which can be accessed to aid fund innovative ideas such as seeking investment from a 3rd party, preferably an expert already in the field or by utilising services or websites such as Crowdfunding which is often used by start-up companies to generate the income needed to develop new ideas and in return, investors get some form of incentive, be it shares in the company or early-release products.
Dock & Bay seeking investment on Dragons Den
[image: Dragons Den - Behind The Scenes With Dock &amp; Bay]
(Nextlevelbusiness.co.uk, N.D)
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An employee’s beliefs and values can impact their creativity. Tying in with organisational culture, should an employee not feel valued, they may have the attitude that innovation isn’t in their job description and thus be hesitant or simply refuse to come up with new Ideas. However, if the individual believes that they are valued in an organisation and see it as a long-term career and not a short-term job, they will be more likely to suggest new ways of working or bring in new ideas to sustain the longevity of the organisation and to help give them a competitive edge in their industry. 
The perception of an individual behaviours in the workplace can also be a barrier to creativity and innovation. Csikszentmihalyi (2013) explains that people with a creative personality can be extroverts perceived as rebellious or irresponsible. Naturally within a workplace those traits could be disruptive or disapproved of so a person may limit their own creativity to not play into those stereotypes.
Ageing or growing up can be a significant barrier to creativity and innovation. Lobell (2018) claims that humans are born creative but are discouraged from being creative as they grow older. This resonates though basic childhood activities; young children spend time drawing, painting, building Lego, using their imagination and generally being creative but as they grow older, these behaviours dwindle and cease.
[bookmark: _Toc81678165]1.8 Career Development
Career planning or development also plays a small part in a person’s willingness to get involved with innovation. Morrison (2017) explains that the workplace is changing and the old way of thinking, where people aim for small promotions to move up in an organisation one rank at a time, is fading out. Morrisons rationalizes that a brave employee will use innovation and new ideas to get promoted to jobs that might not even exist yet.






[bookmark: _Toc81678166]2.0 Models of Innovation
‘Understanding of the process of innovation at the firm-level has evolved throughout recent decades from simple linear and sequential models to increasingly complex models embodying a diverse range of inter and intra stakeholders and processes’ (Ipacso, N.D). The writer is referring to the evolution of innovation models and the changing complexity. Early generation models were simple, sequential, linear and driven by technology push though research and development whereas later generation models are more open and integrate knowledge input form customers, suppliers or external assets. More recent innovation models are not confined by single research and development departments.
[bookmark: _Toc81678167]2.1 The SCAMPER Model.
Maybury, (2019) explains that when an organisation if defining purpose or using creative thinking to decide on business strategy or to make improvements, people need to think outside of the box to find a solution and the SCAMPER model is particularly useful for these purposes.
‘SCAMPER refers to a series of thought sparkers or provocations which help you to innovate on an existing product, service or situation by looking through different lenses.’ (Dam & Siang, 2020) and Mindtools (N.D) define SCAMPER as a technique for creative brainstorming.
To utilise the model, the person or company needs to consider an existing product or service, one which there may be problems with or one which can be improved with future development. Once the product or service is identified, the company or person would use the model as a framework of brainstorming to look for any viable solutions. The idea is to add as many ideas and ask as many questions as possible within each of the SCAMPER headings. SCAMPER is a mnemonic for 7 actions to aid lateral thinking for product innovations.
Scamper Model

(VisualParadigiumOnline, N.D)
Substitute
‘Take away a part of the selected thing, concept or situation and replace it with something else. The possibilities include steps in a process, product parts, the people or the place. Substitution is a technique of trial and error, of replacing one object with another till you are able to determine the correct idea.’ (Luenendonk, 2019)
Combine
‘The combine technique tends to analyze the possibility of merging two ideas, stages of the process or product in one single more efficient output. In some cases, combining two innovative ideas can lead to a new product or technology which leads to market strength.’ (Elmansy, N.D)
Adapt
‘There are times when the solutions to most of the problems lie around us. We just need to adapt to these solutions. The most innovative ideas are inspired from the existing ones. The existent ideas are tweaked a little bit to suit modern and newer problems. Adaption is one of the most decisive steps in the Scamper process. This step helps the newer problems be solved using the older means. The only new thing is the ability to adapt to these means and making the best use of them.’ (Bhasin, H. 2021)
Modify
‘At times, the best approach to solve a problem is by distorting the status-quo. Considering the process in a micro and micro perspective may unearth new realities or possibilities.’ (BrightHub, 2011)
Put to Another Use
‘This is another great way of bringing innovation to your product. In this step, you must explore how you can implement one feature of your product and use it for other uses as well. If we take an example of this from the mobile phone market, we can see how some manufacturers started using the charging port of their phones as the audio output.’ (Instagantt, N.D)
Eliminate
According to Serrat (2017) eliminate is about removing parts or elements of a product or service, possibly to simplify it or to modify its attributes and Pumpo (2019) states ‘this technique aims to identify the parts of the process that can be eliminated to improve the process.’
Reverse
‘Reverse the orientation or direction of a process or product, do things the other way around, completely against its original purpose. Sometimes when you reverse the way a product is used, it will help you see things from a different perspective. For example, an organization that has always used the top-down approach when making decisions, might find that they could improve their decision-making processes by adopting a bottom-up approach.’ (Tran, 2016)
A major advantage of the SCAMPER Model, according to Writing (N.D), is that it allows for new ideas to be formed by evaluating existing ones. Writing continues to explain that this can only happen within the right environment.

[bookmark: _Toc81678168]2.2 Stage-Gate Process (Cooper, 1990)
‘Stage-Gate is a value-creating business process and risk model designed to quickly and profitably transform an organization’s best new ideas into winning new products’ (Edgett, N.D). ‘The Stage-Gate process consists of a series of stages where essential activities are carried out. The stages are complemented by gates where interim achievements are evaluated.’ (Gronlund, Sjodin, Frishammar 2010). Hepp (N.D) explains that a benefit of using the Stage-Gate process is that it enables companies to save money by not enduring expenditure on failures and only investing in solutions.




Stage-Gate Process
[image: Diagram

Description automatically generated]
(Creatley.com, N.D)
As explained above, the stage-gate process is made up of multiple stages and gates which can be seen in the illustration above. An idea must complete each stage and then it gets to a hypothetical gate. The gates are prompts for timely decision making, at key intervals, as to the legitimacy of the idea.
The stage-gate model can be visualised as a videogame, the stages are the levels, and the gate is the boss that must be beaten to move onto the next level.
At the gate the decision will be made to determine if the idea is good enough to move onto the next stage or if its not good enough, to discard it. If the idea is not good enough yet, but with some changes it can then continue through the gate to the next stage or the last option at the gate is to put the idea on hold and revisit at a later stage, this would be the case if the idea is not good enough to continue with now, but not bad enough to be discarded. Mulder (2018) explains that the reason for the gates in the model is to reduce risk and to prevent unnecessary work by stopping development of weak ideas with the purpose of saving wasted time and money on non-viable ideas.
Stage 0 – Discovery
The first stage ‘gathers together a team to decide what products and projects your company might want to take on and whether you have the capacity to pursue them. Ideas typically start with identifying a market need and then determining if you can offer a potential solution’ (Eby, 2019)
Stage 1 – Scoping 
Stage-gate International (N.D) states scoping is ‘Quick, inexpensive preliminary investigation and scoping of an idea – largely desk research – to better define the concept, assess technical feasibility and to gain insights into commercial prospects.’
Stage 2 – Business Case
‘Once the idea is formed and there is clear vision about the product, the team works to build a product definition and analysis, a business case, a project plan, and a feasibility review.’ (Elmansy, N.D)
Stage 3 – Development
‘At stage 3 the actual development of the product takes place, so potential authorizations are granted (legal, patents, etc), detailed plans are produced, and actual financial/cost analysis is completed. Testing plans are also prepared to be examined at the upcoming gate.’ (Pagoni, N.D)
Stage 4 – Testing
‘The entire project is validated and tested. The aim here is that the product is of a certain quality that the expectations of the customers as defined at the design and plan of the previous stages are met. Several testing are also undertaken in this stage which include; near testing which includes in-house testing, field testing, market testing. In addition, if it is considered essential a revision of the financial analysis is conducted. At this stage a detailed marketing plan is also completed.’ (Isse, 2019)
Stage 5 – Launch
‘[The organisation] is ready to set the product free. At this stage, [the product is] in full production mode and doing a commercial roll-out. Sales materials are developed, and marketing efforts are launched.’ (Dughi, 2021). Cooper and Edgett (2006) states ‘Stage 5 marks the beginning of full production and commercial selling. This stage sees the implementation of the marketing launch plan, the production plan, and the post launch activities, including monitoring and adjustment.’

As with all models, there are some who disagree with their use. Critics of the Stage-Gate model list several reasons as to why the model is not flawless. Planisware (N.D) voices the opinion that the stage-gate model is too rigid and ‘the path to innovation and changes is not linear’ and Byrne (N.D) says that there are too many gates within the stage-gate model which slows down the flow of innovation. Mootee (2008) weighs in with the opinion that the stage-gate model ‘does not include the service design component which combined with product innovation becomes experience innovation’ and that stage-gate is too focused on product design and not service innovation.
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‘An engineer at Google got fed up with the volume of e-mail in his in-box and designed a couple of ways to get a grip on it. One, sorting the messages by thread, lets users easily put all messages on a single topic together. The other allows for unlimited storage of old e-mails so they're out of the way now but can be searched later. Turns out that lots of customers were yearning to tame their e-mail: Since the introduction of Gmail, those two features have proved the most popular.’ (Fisher, 2008)
The above is an example of one of the many innovative ideas that comes out of Goole every day. For the 3rd largest Tech company in the world, behind Apple and Microsoft (CompaniesMarketCap, 2021) this is expected. The reason for their high-level of innovation is due to heir 8 Pillars of innovation model. (Wojcicki, 2011).
Have a mission that matters
‘Googles mission is to organise the worlds information and make I universally accessible and useful.’ (Wokocici, 2011). Google uses this mission statement to inspire all employees to view all ventures within the organisation with an open mind. (innovationtraining, N.D)
Think big but start Small
‘Once you have a detailed list of achievable goals, your brain spends less time thinking about the daunting steps needed to complete the project. It is free to focus on the creation process, because you are taking baby steps and achieving manageable milestones.’ (Page, 2016)
Strive for continual innovation, not instant perfection
‘Lasting impact takes a long time to build up … it doesn’t happen instantaneously. Rather than looking for the hot new program idea that will be the silver-bullet fix for your church, work on making many improvements in a wide variety of areas.’ (Birch, 2015)
Look for ideas everywhere
‘Good ideas are often found by combining two ideas from different domains to create a third, innovative approach. Encouraging your staff to stay connected to other churches is part of collecting great ideas, but awareness of businesses or organizations that are making an impact is also important’. (Birch, 2015)
Share Everything
‘Google employees know pretty much everything that’s going on and why decisions are made. By sharing everything, you encourage the discussion, exchange, and re-interpretation of ideas, which can lead to unexpected and innovative outcomes.’ (Johnson, 2020)
Spark with imagination, fuel with data
‘Google allows employees to dedicate 20% of their week to focus on whatever they want.’ (Johnson, 2020). They utilise a 70:20:10 philosophy where they encourage employees to ‘devote 70 percent of their time to their core competency, 20 percent on related projects, and 10 percent to learning new skills and working on side projects’ (Growth, 2018). It this policy which allowed the engineer to create Gmail as exampled in the opening paragraph.
Be a platform
‘Everyone inside Google believes so strongly in the power of open technologies. They enable anyone, anywhere, to apply their unique skills, perspectives and passions to the creation of new products and features on top of our platforms. This openness helps to move the needle forward for everyone involved.’ (Gregorius, 2104)
Never fail to fail
Google is known for YouTube, not Google Video Player. People remember your hits more than your misses. It’s okay to fail as long as you learn from your mistakes and correct them fast. Knowing that it’s okay to fail can free you up to take risks.’ (Wojcicki, 2011)
By utilising the 8 pillars of innovation, Google is known as an ‘innovation machine’ (Stanbayeva, 2020)







[bookmark: _Toc81678170]Conclusion
‘Creativity in the workplace isn't limited to those with design degrees. Every role at every level can use this soft skill to solve problems in innovative ways. It simply requires adjusting your mindset to see the possibilities and allowing your curiosity to take over.’ (Blaschka, 2019)
This report has looked at what creativitry and innovation is, and how creativity is deemed as a more desirable skill nowadays that five years ago. The report has considederd a number of aspects within the workplace that Is effect by, or has an effect on creativity such as workplace culture, risk and knowledge management and employee beliefs, values, attutudes and motivations.
The paper has reviewed the SCAMPER and Stage-Gate Models and looked at the various stages in both models. SCAMPER bieng used more to come up with ideas which could then feed into stage-gate for fuller evaluation.
The paper has finilaiwed by looking at the Eight Pillards of Innovation and the creativ culture that is present within Google.
‘It is not always easy to come up with new ideas. Sometimes, the human brain can use a nudge in the right direction when it comes to creativity.’ (Toolshero, N.D)
[bookmark: _Toc81678171]
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in 2020 in 2015

1. Complex Problem Solving 1. Complex Problem Solving

2. Critical Thinking 2. Coordinating with Others

3. Creativity 3. People Management

4.  People Management 4. Critical Thinking

5. Coordinating with Others 5. Negotiation

6.  Emotional Intelligence 6. Quality Control

7. Judgment and Decision Making 7. Service Orientation

8.  Service Orientation 8. Judgment and Decision Making
9.  Negotiation 9.  Active Listening
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