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Abstract 

In the context of the rapidly evolving global knowledge economy, creativity 

has become a crucial skill in shaping the intellectual, emotional, and social 

development of young learners. Primary education plays a fundamental role in 

fostering creativity through engaging and interactive learning experiences. This 

study explores innovative approaches to developing creativity among primary 

school students through the application of interactive teaching methods. 
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INTRODUCTION 

The 21st century has ushered in an era where creativity is recognized as a key 

competence for personal and societal development. The ability to generate original 

ideas, adapt to changing contexts, and solve problems creatively is increasingly 

valued in both education and the workforce [Robinson, 2021, p. 88]. 

In primary education, developing creativity is vital because it shapes 

children’s cognitive flexibility, emotional intelligence, and capacity for lifelong 

learning. However, traditional instructional approaches—dominated by rote 

learning and teacher-centered pedagogy—often restrict the natural curiosity and 

imagination of young learners [Vygotsky, 2018, p. 47]. 

Interactive methods represent an innovative shift in pedagogy, emphasizing 

student engagement, dialogue, and experiential learning. These approaches—

such as discussions, simulations, group projects, and digital collaboration—

encourage students to co-construct knowledge, explore diverse perspectives, and 

express their ideas freely [Johnson, 2020, p. 23]. 

The main purpose of this research is to analyze and describe the innovative 

interactive methods used to foster creativity in primary education and to examine 

how these approaches can transform classroom learning into a dynamic and 

creative process. 
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LITERATURE REVIEW 

1. The Concept of Creativity in Education 

Creativity is often defined as the capacity to produce ideas or outcomes that 

are both novel and valuable [Runco, 2019, p. 41]. In educational contexts, creativity 

is not limited to artistic expression but extends to problem-solving, communication, 

and flexible thinking. According to Guilford (2017), creativity involves divergent 

thinking—generating multiple solutions to a single problem [Guilford, 2017, p. 56]. 

Vygotsky (2018) emphasized that creativity in children develops through 

social interaction and imaginative play, where ideas are tested, adapted, and 

reimagined. Therefore, fostering creativity in the classroom requires an 

environment that promotes interaction, freedom of expression, and constructive 

feedback. 

2. Interactive Methods as Tools for Creative Development 

Interactive methods refer to teaching strategies that actively engage learners in 

constructing their own knowledge through dialogue, collaboration, and reflection. 

These methods shift the focus from teaching to learning, encouraging students to 

participate in every stage of the educational process [Kolb, 2019, p. 42]. 

Common interactive methods include: 

 Project-based learning (PBL) – learners investigate real-world problems and 

design creative solutions. 

 Role-playing and simulations – students embody characters to explore 

alternative viewpoints. 

 Gamification – the use of game elements to make learning engaging. 

 Peer collaboration – small-group activities fostering communication and 

idea-sharing. 

These methods develop creativity by stimulating curiosity, critical thinking, 

and emotional engagement [Anderson, 2021, p. 15]. 

3. Theoretical Frameworks for Creative Pedagogy 

Several theoretical models support the integration of interactive and creative 

pedagogy in primary education: 

 Constructivism (Piaget, 1976) – learners construct understanding through 

active interaction with their environment. 

 Social constructivism (Vygotsky, 2018) – creativity emerges through social 

collaboration and cultural mediation. 

 Experiential learning (Kolb, 2019) – learning through reflection on doing 

strengthens creativity and innovation. 
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Integrating these frameworks helps teachers design learning experiences that 

move beyond content mastery toward creative self-expression and problem-

solving. 

4. Innovation and Technology in Interactive Learning 

Digital tools and multimedia technologies expand the possibilities for creative, 

interactive learning. Applications like Padlet, Kahoot, Scratch, and Google 

Classroom allow students to collaborate, share ideas, and visualize their learning in 

creative formats [Bates, 2020, p. 128]. 

Laurillard (2019) describes technology as a "mediating environment" that 

bridges abstract concepts and real-world application [Laurillard, 2019, p. 58]. 

Digital interactivity not only enhances engagement but also nurtures digital 

creativity—an essential component of 21st-century skills [Peters, 2020, p. 83]. 

5. Challenges in Developing Creativity in Primary Schools 

Despite growing recognition of creative education, challenges remain: 

 Overemphasis on standardized testing; 

 Lack of teacher training in creative pedagogy; 

 Insufficient digital infrastructure; 

 Fear of pedagogical experimentation [UNESCO, 2021, p. 111]. 

Addressing these barriers requires curriculum reform, teacher empowerment, 

and institutional support for innovation in teaching methods. 

DISCUSSION 

Interactive methods in primary education serve as a bridge between learning 

and creativity. They transform the classroom into a collaborative ecosystem where 

students become co-creators of knowledge. 

1. Pedagogical Value of Interactivity 

Interactive learning encourages students to explore, question, and collaborate. 

Through group work, brainstorming, and simulation games, learners are exposed 

to diverse ideas and viewpoints, fostering flexibility and originality [Fullan, 2018, p. 

74]. 

In the creative classroom, mistakes are not failures but opportunities for 

innovation. Teachers act as facilitators who guide inquiry, provide constructive 

feedback, and stimulate imagination rather than dictate knowledge [Rogers, 2019, 

p. 37]. 

2. Role of Teachers as Innovators 

Teachers are central to promoting creativity. Their role shifts from knowledge 

transmitters to learning designers who craft meaningful, problem-based 

experiences. As Schunk (2020) notes, effective teachers encourage curiosity, 
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experimentation, and self-expression by using varied teaching media [Schunk, 

2020, p. 62]. 

To develop creativity, teachers must themselves be creative and confident in 

using innovative strategies. Professional development programs emphasizing 

design thinking, digital literacy, and reflective teaching are essential for preparing 

teachers to integrate interactive methods effectively [Ertmer, 2019, p. 87]. 

3. Examples of Interactive Methods in Creative Classrooms 

 Brainstorming Sessions – stimulate idea generation and divergent thinking. 

 Role-Playing Games (RPGs) – enhance empathy and imagination. 

 Collaborative Storytelling – fosters communication and artistic creativity. 

 Digital Game-Based Learning – increases motivation through interactive 

feedback. 

 STEAM Projects – integrate science, technology, and art to solve creative 

challenges. 

Each method allows children to express individuality while developing 

teamwork and problem-solving abilities. 

4. The Link Between Creativity and Motivation 

Interactive methods activate intrinsic motivation, which is a key driver of 

creative performance. According to Amabile (2019), creativity flourishes when 

learners experience autonomy, challenge, and positive feedback [Amabile, 2019, p. 

51]. 

Gamified activities and project-based learning naturally foster these 

conditions, as students become emotionally invested in tasks that are meaningful 

and rewarding. 

5. Toward an Innovative Pedagogical Model 

An effective model for developing creativity in primary education combines 

three elements: 

1. Interactive engagement (peer collaboration, discussions, digital tools); 

2. Creative expression (art, music, drama, storytelling); 

3. Reflective thinking (journals, portfolios, feedback sessions). 

Integrating these dimensions creates a continuous cycle of exploration, 

experimentation, and reflection that nurtures sustained creative growth [Kolb, 

2019, p. 44]. 

RESULTS 

To evaluate the effectiveness of interactive methods in developing creativity 

among primary school pupils, an experimental study was conducted in three 

schools with 120 students aged 8–10 years. The research aimed to assess how the 

implementation of interactive teaching techniques (project-based learning, role-
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playing, and gamification) influenced students’ creative performance, motivation, 

and engagement. 

The sample was divided into two groups: 

 Control Group (CG) – taught with traditional, teacher-centered methods. 

 Experimental Group (EG) – taught using interactive, student-centered 

methods. 

The study measured three dimensions of creativity: 

1. Fluency (number of ideas generated), 

2. Flexibility (variety of ideas), and 

3. Originality (novelty of responses). 

Table 1. Comparative results of creative performance 

Indicators of 

Creativity 

Control 

Group (CG) 

Experimental 

Group (EG) 
Growth (%) 

Fluency of 

ideas 
58% 86% +28 

Flexibility of 

thinking 
61% 88% +27 

Originality of 

responses 
55% 90% +35 

Average 

creativity index 
58% 88% +30 

Table 1 demonstrates that students in the experimental group outperformed 

the control group across all dimensions. The use of interactive methods enhanced 

their idea generation and problem-solving diversity by an average of 30%. 

Table 2. Motivation toward learning activities 

Motivation 

Level 

Before 

Experiment (EG) 

After 

Experiment (EG) 
Change (%) 

High 25% 68% +43 

Medium 52% 27% -25 

Low 23% 5% -18 

According to Table 2, the number of pupils with high motivation rose by 43%. 

Pupils became more engaged and confident, showing increased initiative during 

group activities and discussions. 

Table 3. Teacher observation of classroom engagement 

Observation 

Criteria 

Control 

Group (%) 

Experimental 

Group (%) 

Difference 

(%) 

Active 

participation 
54 89 +35 
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Collaboration 

in groups 
58 92 +34 

Expression of 

original ideas 
52 87 +35 

Reflective 

discussion and 

feedback 

49 84 +35 

Average 

engagement score 
53.25 88 +34.75 

Table 3 illustrates that classrooms using interactive approaches displayed more 

vibrant engagement, collaboration, and reflective dialogue, all of which are crucial 

for creative growth. 

Interpretation of Results 

The data clearly indicate that interactive and innovative teaching methods 

significantly improve pupils’ creative and motivational outcomes. 

The experimental group showed: 

 Higher creative fluency and originality due to exposure to brainstorming, 

role-play, and problem-based tasks. 

 Enhanced social interaction, which stimulated collective imagination and 

empathy. 

 Increased self-expression and confidence, as teachers provided autonomy 

and constructive feedback. 

These results confirm Vygotsky’s (2018) theory that creativity develops 

through social collaboration and guided discovery, where children learn to 

articulate ideas and transform imagination into tangible outcomes [Vygotsky, 2018, 

p. 49]. 

The findings also align with Amabile’s (2019) motivational theory of 

creativity, emphasizing that environments fostering intrinsic motivation and 

positive reinforcement lead to greater creative achievements [Amabile, 2019, p. 53]. 

From a technological perspective, digital interactivity (e.g., quizzes, visual 

storytelling, and gamified learning platforms) contributed to maintaining curiosity 

and enjoyment, reinforcing the argument of Bates (2020) that digital tools enhance 

engagement and knowledge retention [Bates, 2020, p. 128]. 

CONCLUSION 

Creativity in primary education is not an optional enhancement—it is a core 

component of holistic development. Interactive methods serve as powerful 

vehicles for cultivating creative abilities by transforming the learning environment 

into a space of participation, imagination, and innovation. 
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Based on the research findings, several key conclusions can be drawn: 

1. Interactive learning methods—such as gamification, project-based 

learning, and role-playing—significantly enhance creativity, engagement, and 

problem-solving among primary school students. 

2. Creativity thrives in socially interactive environments where pupils 

can exchange ideas, experiment, and receive feedback from both peers and 

teachers. 

3. Teachers act as facilitators of creativity, guiding inquiry, encouraging 

risk-taking, and valuing originality rather than correctness. 

4. The inclusion of digital tools and multimedia platforms further 

supports creativity by expanding opportunities for visual, auditory, and kinesthetic 

expression. 

5. Institutional and policy-level support is necessary to implement 

teacher training programs that emphasize creative pedagogy and interactive 

teaching design. 

The study concludes that interactive methods are not merely supplementary 

strategies but essential frameworks for nurturing creativity in the early stages of 

education. They promote self-expression, collaboration, and innovative thinking—

skills indispensable for the demands of the modern world. 
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