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This edition of the International Journal of Knowledge, Innovation and Entrepreneurship con-
tains papers that reflect the title of this editorial.  
    Innovation is a by-product of creativity (Ogunleye and Tankeh, 2006;  Tankeh and 
Ogunleye, 2007). At the heart of innovation is knowledge, knowledge-education, 
which can be applied in a in a variety of contexts—to familiar and unfamiliar situation.  
     We begin this issue with Deryn Graham’s paper on models of knowledge and big 
data—the innovation that surrounds the use of digital data. The paper explores the 
‘relationship between heuristic, causal and statistical models of knowledge and their 
association with Big Data’.  
      Graham’s paper is followed by that of Gavin Suss which focuses on innovation in a 
particular education programme is aimed at middle managers. His paper suggests a 
model of good practice on the innovative and creative approaches to educating employ-
ees.  
     Sean Muccuster’s paper—‘Lego® Serious PlayTM: Thinking about Teaching and 
Learning’—continues on the themes of education and creativity. His paper introduces 
Lego Serious Play (LSP) as a ‘method of getting at participants’ [in the study to] under-
stand their own professional identities; the paper describes in details the ‘process of the 
development of workshops [for participants] and reflects on the aspects of ‘What 
Works’ within and across a small number of educational contexts’. 
     Jaroslaw Oczki’s paper on ‘Forecasting Internal Labour Supply with a Use of 
Markov Chain Analysis’ examines a number of methods of forecasting internal labour 
supply with specific reference to Markov chain. The paper also highlights main limita-
tions of implementation of Markov model to internal labour supply forecasting. 
      The last paper in this issue by Tatiana Gavrilova, Artem Alsufyev and Anna-Sophia 
Yanson on ‘Transforming Canvas Model: Map versus Table’, sought to provide a ap-
proach for ‘visualizing business models, guided by well-shaped visualization based on 
hypergraph technology, specifically, mind mapping’. The paper reports that ‘the devel-
oped mind mapping visualization framework can be considered as cognitive scaffolds 
and is positively associated with improved perception and understanding of the business 
model by managers allowing them to communicate, share and manipulate business 
model knowledge easily’.  
      Linking knowledge-education, creativity, innovation with enterprise is what this  
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journal is all about and papers in this edition have sought to do just that. 
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