Creative Engine
OVERVIEW OF PROJECT OBJECTIVES

Needs Addressed by the Creative Engine Project
• The project partners wish to address the disconnect between creativity, innovation
and engineering education. On one hand, there is the ever increasing body of
technical knowledge that students must command. On the other hand, there is a
growing recognition that young engineers must possess a wider array of crossdisciplinary knowledge and skills that will allow them to function in real
engineering teams and to produce real products and systems, meeting enterprise
and societal needs. A knowledge of the tools, techniques and practices associated
with the discipline of creativity and innovation is considered as a critical element
for engineering education moving forward.
• A 2014 survey of Engineering and Technology Skills and Demand in Industry notes
30% of employer’s report that graduates do not have enough practical experience
in design, creativity and innovation (Institute of Engineering, 2016).
• This educational initiative will invest in curriculum modernisation and the
necessary knowledge, skills & attitudes for promoting creativity & innovation that
are urgently required.
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Aims and Objectives of Creative Engine
1.
2.
3.
4.
5.

To undertake a comparative needs analysis across 4 EU countries to map the creativity
and innovation skills required in today’s modern engineering industry and influence the
design and content of the Creative Engine modular training course.
To enhance the labour market relevance of engineering VET by designing an openly
accessible modular training course in creativity and innovation with a view to making
students better learners in their area of expertise and leaders in their future careers.
To initially strengthen the key competences of 150 learners through the pilot delivery of
the Creative Engine modular training course within the partner institutions
To develop and pilot a teacher training programme to 60 teachers & trainers to enable
the effective delivery of specialised cross-disciplinary engineering VET.
To introduce modern training delivery methods (interactive case studies, podcasts,
project-based learning exercises) & open access pedagogical resources (e.g. online
toolkit) for staff and learners across Europe building capacity in the engineering sector.
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Objective 1 – Comparative Needs Analysis
• The partners undertook a research study to examine how organised, developed and
supported innovation was within engineering-related business across different
economic sectors.
• This would be used to define the current & future training requirements for the
engineering sector with specific focus on creativity and innovation practices.
• The study included the four countries of Belgium, Ireland, Spain and the UK, and
attracted the participation of almost 250 companies covering all different sizes of
businesses, from the small (29%) and medium (30%) to large multinationals (41%).
• A combination of online surveys and interviews focused on six key areas: creativity
and ideas management, innovation process and planning, customer analysis,
management of new innovations, business development, and communications
and engagement.
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Results
• Some of the key highlights from the study showed that:

• 85% of respondents admitted they didn’t have a structured approach to innovation
• 37% acknowledged they didn’t have an innovation plan aligned to their business
strategy
• 3 in 5 said their innovation plan wasn’t communicated across the business nor
stakeholders, to gain input and commitment

• Business case development was seen as critical in the innovation process, although
over two thirds of companies weren’t using systematic techniques consistently to
support it (25% didn’t use it at all, 43% used it sometimes and only 32% applied it
regularly)

• Interestingly, despite different economic and industrial structures within the
four countries participating, the pattern of these above highlights was
relatively consistent.
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Infographic report
summarising the
data gathered
through the needs
analysis survey.
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DCU Creative Engine Information
Seminar
• DCU ran the first of the project’s
events aimed at sharing the
knowledge gained from the
needs analysis report.
• The event was held at Engineers
Ireland premises in Dublin and
was very well attended by
representatives from the
educational institutions,
engineering industry and
professional associations.
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Next Steps
• Creative Engine partners will use the needs analysis data to develop a
curriculum of 6 learning units covering essential skills and knowledge
gaps identified.
• The partners are currently developing a curriculum using resources
that integrate digital technologies and innovative pedagogical
techniques.
• This will be freely accessible via an online platform for anyone to
access and use as formal education or CPD resources.
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About Creative Engine
Project Start Date - September 1st, 2018
Project End Date - August 31, 2021
Duration in months - 36 months
Project code 2018-1-UK01-KA202-048069
Creative Engine is being implemented by a partnership of five partners from four countries. The
composition of the consortium guarantees that all aspects of the work plan are carried out in a
competent way, ensuring high quality outcomes and efficient and effective working methods.
The Consortium of the Creative Engine project consists of the following organizations:
1. SWC - South West College, United Kingdom
2. TKNIKA - Basque VET Research Centre, Spain.
3. Thomas More Kempen – University college, Flanders, Belgium.
4. IIKE - Institute of Innovation and Knowledge Exchange, United Kingdom
5. DCU – Dublin City University, Ireland
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Contact
• For more information visit the project website:
https://creative-engine.org/
• Or contact the Programme Manager:
Julie Anderson
South West College
Burn Road
Cookstown
County Tyrone
BT80 8DN
T: 0044 28 82255223
E: info@creative-engine.org
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