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Chapter 5. Creativity and ICT: Theoretical
Approaches and Perspectives in School
Education

Creativity in Education

Many years ago it was thought that creativity was
a separate ability of specially gifted people, who
were able to utilize this skill and be distinguished
in different fields. Lately, psychologists argue that
creativity is not a special skill or ability of a few
individuals, but rather it is the result of specific
education and learning. Creativity can be regarded
as not only a quality found in exceptional
individuals but also as an essential life skill
through which people can develop their potential
to use their imagination, to express themselves,
and to make original and valued choices in their
lives.

Conceptually, “creativity” is defined as the
capacity of producing a new project or an idea
based on imagination. A first attempt to define the
concept was made by Guilford: creativity covers the
most typical capabilities of creative individuals
that determine the probability for a person to
express a creative behavior, which manifests itself
via invention, synthesis, and planning. This
behavior seems to be linked with certain
personality characteristics, which have speculated
whether and how this behavior will be expressed:
creativity concernsall people, and it is not a rare
phenomenon connected only to gifted people (the
differentiation among people is quantitative and
not qualitative). Getzels and Jackson define
creativity as the combination of those elements
which are considered original and different. They
stress that creativity is one of the most valuable
human capabilities, but its systematic examination
is rather difficult. Lowenfeld and Brittain argue
that creativity is directly related to the person that
defines it.

I'nasa 5. KpeatuBnocts u UKT:
TeopeTHYecKue MoAX0Abl U MePCNeKTHBbI B
HIKOJbHOM 00pa30BaHUM

Kpeamuenocmu ¢ oopazosanuu

MHoro JIeT Ha3aJ CYUTAIIOCh, YTO TBOPUYECTBO-
3TO OTJEIbHAs CIIOCOOHOCTH 0CO00 OJTAPEHHBIX
JI0J1eH, KOTOPhIE CMOTJIN MCIOJIb30BaTh 3TO
YMEHHE U OTIUYHUTHCS B Pa3HbIX o0nacTsax. B
HoCIeIHEee BPEMSI IICUXOJIOTH YTBEPKAAIOT, YTO
KpPEaTUBHOCTD - 3TO HE OCOOBIN HaBBIK UITH
CIOCOOHOCTh HECKOJIBKHUX WHIMBUIIOB, & CKOpEe
pe3yJIbTaT CeuPpUIecKOro 00pa3oBaHus U
oOyuenus. KpeaTuBHOCTh MOYKHO
paccMaTpuBaTh HE TOJIBKO KaK Ka4yeCTBO,
IpUCYIllee UCKIIOYUTEIbHBIM JTUYHOCTSIM, HO U
KaK Ba)KHEUIITNH >KU3HCHHBIN HABBIK, C
MOMOIIIbIO0 KOTOPOTO JIFOJI MOTYT pa3BUBAThH
CBOH MOTEHITMAN UCIIOJIb30BaHMS BOOOPaKCHHS,
CaMOBBIPAKEHUS U JIeJIaTh OPUTHHATBHBIA U
IIEHHBIN BBIOOP B CBOCH JKM3HHU.

KonnentyansHo "kpeaTuBHOCTH" ompeensieTcs
KaK CIIOCOOHOCTB CO3/1aBaTh HOBBII MPOEKT MU
UJe0 Ha OCHOBE BooOpaxeHus. [lepsas
HOMBITKA ONPENIEIUTh OHATHE ObLIa
npennpunsaTa ['midoprom: KpeaTuBHOCTh
OXBaTHIBAeT HanboJIee TUITMYHbIE CHOCOOHOCTH
TBOPYECKUX JIMYHOCTEH, KOTOPBIE OMPEEIISIIOT
BEPOSATHOCTb NPOSIBJIICHUS YEIOBEKOM
TBOPYECKOTO MOBEEHUS, POSIBIISIFOIIETOCS
yepe3 U300peTeHne, CHHTE3 U MJIaHUPOBaHUE.
Taxoe noseaeHue, N0-BUIUMOMY, CBSI3aHO C
OIIpEACIEHHBIMU JTUYHOCTHBIMU
XapaKTepUCTUKAaMU, KOTOpPbIE MPEANoararT,
OyZeT JI1 ¥ KaK 3TO MOBEJCHHE BBIPAKATHCSL:
TBOPYECTBO KAacaeTcsl BCEX JIIOJIEH, U 3TO He
PEAKOE SBJIEHUE, CBSI3aHHOE TOJIBKO C
OJIapEHHBIMU JIIOJIbMHU (pa3Inyre MEXIY
JIOIbMU KOJTMYECTBEHHOE, @ HE KAUeCTBEHHOE).
l'eTuensce u JI>keKCOH ONpeAeIsitoT TBOPUECTBO
KaK COYETaHHUE TEX AIEMEHTOB, KOTOPbIE
CUMTAIOTCA OPUTHHAIBHBIMU U Pa3IHYHBIMH.
OHu O0JYEpPKUBAIOT, YTO TBOPUYECTBO - OJHA U3
CaMbIX IIEHHBIX YeJIOBEYECKHX CIIOCOOHOCTEH,
HO CHUCTEMATHYECKOE €T0 U3yUYEHHUE TOBOJIBHO
3arpyaHuTenbHo. JleBendensa u bpurren




Thus, some psychologists distinguish as
qualitative elements of creativity the flexibility of
thinking, the originality of ideas, the ability to
think differently, and the ability to solve
problems. Piaget defines creativity as a process
of problem-solving, problem finding,
exploration, and experimentation, as a process
that results in thoughtful decision making. Bruner
defines creativity as an action which shows a
distinct and effective surprise. Through the
conceptual approach, it seems difficult to
integrate creativity into one definition.

Lately, researchers focus their attention on the
creative potential/power available to each person
and on the techniques that can activate this
potential. They mainly focus on learning specific
methods and techniques which can be used by all
people in order to find many alternative and
original ideas to their personal, social, and
professional problems. The acquisition of
knowledge and skills that promote inventiveness
and people’s readiness to utilize these methods in
their daily lives are all considered useful. Their
establishment in schools is also considered
useful, in modern societies. Other researchers
provide a framework with three dimensions
(novel, effective, and whole) for a “new”
definition of creativity: creativity is seen as a
process of developing some- thing that is “new,”
a complex skill prevalent across domains and
practices.

Regarding the importance of creativity in school
education, Anastasiades highlights the
collaborative creativity with the use of
information and communications technologies
(ICT), as one of the most important tools, which
the thinking teacher has in order to respond

YTBEPKAAIOT, YTO TBOPUYECTBO HAIIPSIMYIO
CBSI3aHO C YEJIOBEKOM, KOTOPBII ero
orpezenser.

TaK, HCKOTOPELIC IICUXOJIOTH BBIACIIAIOT B
Ka4ecTBE Ka4eCTBEHHBIX HJIEMEHTOB
KpCaTHuBHOCTH I‘I/I6KOCTL MBIIIJICHUA,
OPHUTHHAIBHOCTH UAEH, CHOCOOHOCTH MBICIHUTH
M0-pPa3HOMY, CIIOCOOHOCTH pemIaTh MPOOJIEMBI.
[Tnaxe ompenensieT TBOPYECTBO KaK MPoOLece
penieHus mpooieM, IoucKa mpooIeMm,
VICCIIEZIOBAHHS U SKCIIEPUMEHTHPOBAHHMS, KaK
IIPOLIECC, KOTOPBIA IPUBOAUT K BIYMUYUBOMY
NpUHATHIO pemeHnit. bpynep onpenenser
TBOPYECTBO KaK JICHCTBHE, KOTOPOE
JEMOHCTPUPYET OTYETINBOE U 3P heKkTUBHOE
yausienne. C moMompio KOHIENTYaIbHOTO
HOAXO0/a, KAXKETCs, TPYAHO HHTETPUPOBATH
TBOPYECTBO B OJTHO OTIPE/ICIICHHUE.

B nocnennee BpemMs uccienoBarenu
COCPE0TAauMBAIOT CBOE BHUMAHUE HA
TBOPYECKOM IMOTEHIIMAJIE/CUIIE, IOCTYITHOM
KaX/IOMY YE€JIOBEKY, U Ha TEXHUKaX, KOTOpPbIE
MOTYT aKTUBHPOBATh 3TOT noTeHuan. OHu B
OCHOBHOM COCPEI0TOYEHBI HAa U3yYEHUU
KOHKPETHBIX METO/I0B U TEXHOJIOTUM, KOTOPbIE
MOT'YT OBITh UCIIOJIb30BAaHbl BCEMH JIIO/IbMU,
YTOOBI HAWTH MHOXECTBO AIbTEPHATUBHBIX U
OPUTMHAIBHBIX UJEH JUI CBOUX JIMUHBIX,
COLIMAJIbHBIX U MPO(ECCHOHAIBHBIX MPOOIIEM.
[Tpuobperenue 3HaHUN U HABBIKOB,
CIOCOOCTBYIOLINX N300pETATENBHOCTH U
TOTOBHOCTH JIFOIEH UCIIOJIB30BaTh 3TH METOIbI
B CBOEH MMOBCEIHEBHOM KU3HH, CAUNTACTCS
noJie3HbIM. VX co3iaHne B IKOJaX Takke
CUMTAETCS MOJIE3HBIM B COBPEMEHHBIX
obmecTBax. [[pyrue uccnenonarenu
MIpesaraT CTPYKTypy C TpEMsl U3MEPEHUSIMHU
(HOBBIM, 3(D(pEKTUBHBIM U LIETOCTHBIM) IS
“HOBOr0’” ONMpeIeSICHUS] KPEaTUBHOCTH
KpEaTUBHOCTh PaCCMAaTPUBAETCS KaK MIPOLIECC
Pa3BUTHS YETO - TO “HOBOTO”, CIIOKHOTO
HAaBbIKa, PACIIPOCTPAHEHHOT'O B Pa3INYHbIX
00JacTsX U NpaKkTUKaXx.

['oBOpst 0 BaXKHOCTHU KPEATUBHOCTH B IIKOJIbHOM
oOpaszoBaHny, AHACTAaCHAIUC BBIJEISIET
KOJIJIEKTUBHOE TBOPYECTBO C UCIOJIb30BAHUEM
WH(POPMAITMOHHO - KOMMYHHUKAITMOHHBIX
texHosoruil (MKT) kak ouH U3 Ba)KHEUIIUX
WHCTPYMEHTOB, KOTOPBIMH pacriojaraet
MBICISIINI YYUTEh AJISl TOTO, YTOOBI




critically to the demands of our times. His recent
review reports on the characteristics of creative
thinking such as the imagination, originality, and
innovation, as well as on the development of
divergent thinking, the development of new
relationships, the pedagogical use of making a
mistake, and the emotional climate. Important
prerequisites for cultivating creativity in school
education are the different ways of expression, in
combination with the active participation of
students in the construction of knowledge (e.g.,
formulating a problem is a more important
process than problem-solving).

Creativity and ICT in Education

Digital information and communications
technologies (ICT) can be seen as a set of tools
which can be chosen as and when they are
appropriate in the creative process. Creativity
can be promoted and extended with the use of
new technologies where there is understanding
of, and opportunities for, the variety of creative
processes in which learners can engage. For
example, claims are made for the expression of
creativity in students and young people through
the use of new technologies, from mobile
phones to digital video and music. Voogt and
Pareja Roblin compared several (international)
twenty-first-century frame- works and found
that in almost all frameworks, communication,
collaboration, digital literacy, problem-solving,
creativity, and critical thinking were mentioned
as important competencies for living and
working in a digital society.

2009 was a year of creativity and innovation
for Europe. The European Commission
presented the results of the first survey on
creativity and innovation in schools. The results
showed that 94% of European teachers believe
that creativity is a cornerstone skill that should

KPUTHUYECKH pearupoBaTh Ha TpeOOBaHUS
coBpeMmeHHocTH. Ero HenaBHMit 0030p
COOOLIAET O TAKMX XapaKTEPUCTUKAX
TBOPYECKOT'0 MBIIIEHUS, KaK BOOOpa)keHNE,
OPUTMHAJIBHOCTH U HOBATOPCTBO, a TAKXKE O
Pa3BUTUU JUBEPTEHTHOIO MBIIIIEHMUS,
Pa3BUTHH HOBBIX OTHOLIEHUH, I1€JarOTHYECKOM
WCIOJIb30BAHUY OMIMOKU W AMOIMOHAIBHOM
KJIuMaTe. BaXHbIMM NIPEANIOCHIIIKAMHU PA3BUTUS
KpPEaTHBHOCTHU B IIKOJIBHOM 00pa3oBaHUU
SIBJIIFOTCS pa3IMYHbIE CIIOCOObI
CaMOBBIPAKEHUS B COUYETAHUM C AKTUBHBIM
y4acTHEM YYalllUXCsl B IOCTPOCHUH 3HAHUU
(Harmpumep, hopMyIHpPOBaHUE TPOOITEMBI
ABJIsieTCs 00s1ee BaXKHBIM IIPOLIECCOM, YEM
peleHue mpooIemMbl).

Kpeamuenocmo u UKT 6 oopazosanuu

udpossie nHDOpMAITTOHHO-
KoMMYyHUKaloHHble TexHoioruu (UKT)
MO>KHO paccMaTpuBaTh Kak Habop
UHCTPYMEHTOB, KOTOPbIE MOTYT OBITh BEIOpaHbI
10 Mepe UX YMECTHOCTH B TBOPUYECKOM
npouecce. KpeaTuBHOCTh MOKHO pa3BUBATh U
pacUIMpsATh C MOMOIIBIO HOBBIX TEXHOJIOTHH,
IrJie €CTh IOHUMaHUEe U BO3MOXKHOCTH JIJIS
pa3Ho00pa3ust TBOPUECKUX MPOLIECCOB, B
KOTOPBIX MOTYT y4acTBOBAaTh y4UaIlIHecs.
Hanpumep, BBIABUTatoOTCS MPETEH3UN Ha
MPOSIBJICHNE KPEATUBHOCTH Y CTYJICHTOB U
MOJIOJIE’KHU TIOCPEICTBOM HMCIIOJIb30BAHMS
HOBBIX TEXHOJIOTHH - OT MOOMJIbHBIX Telle()OHOB
710 IU(PPOBOro BUAEO U My3bIKU. Boort u
[Tapexa PoOauH cpaBHUIN HECKOJIBKO
(MexnyHapoaHbIX) ¢ppeiimBopkoB XXI Beka u
0OHapyKWIJIM, 9TO TTOYTH BO BceX (ppeiiMBopKax
KOMMYHUKAIHs, COTPYAHUYECTBO, IU(poBas
IPaMOTHOCTb, pEIIeHHE MTPOoOIeM,
KpPEaTUBHOCTb U KPUTHUECKOE MBIIILUICHUE
YIIOMHHAIOTCS KaK BaYKHBIC KOMIIETCHITUH TSI
KU3HU U paboThI B Iu(ppoBOM 0OIIIECTBE.

2009 rox cran nns EBpornibl rojioM TBOpUYECTBa
Y UHHOBaUMii. EBponeiickas koMuccus
MpeIcTaBuiIa pe3ybTaThl IEPBOTO
HcCIeA0BaHUsl KPEaTUBHOCTU U MHHOBALIMM B
mrkosax. Pesynprarel mokazanu, aro 94%
€BPOMNEICKUX yUUTENIEH CUMTAIOT KPEaTUBHOCTD




be developed at school, while 88% are
convinced that each of us can be creative. To
make this a reality, 80% of teachers consider as
important the ICT tools: computers, educational
software, videos, online collaborative learning
tools, virtual learning environments, interactive
whiteboards, online free material, and online
courses. Almost everyone believes that
creativity can find a scope in every field of
knowledge and school lesson, and it is not only
related to those activities/lessons inherently
creative such as arts, music, or theater.
According to the survey, this approach is
particularly important for the development of
creativity as a multifaceted capacity, as it
contains elements of curiosity, analysis, and
imagination, together with the critical and
strategic thinking.

The Potential of ICT Tools in Supporting
Creativity

The use of the term ICT as a single term is
inadequate to describe the range of technologies
and the wide variety of settings and
interventions in which they are used. McFarlane
argues that there is a need for a more detailed
and developed discourse to reflect the
relationship between an ICT tool, the way in
which it is used and any impact it may have on
the users, from using word processors for
writing letters to monitoring and measuring
environmental changes with sensors. As there
are different main factors (how students learn,
the type and the use of ICT tools, the
pedagogical approaches used, the design and
implementation of curricula) that should be
taken into account in the process of learning
with ICT, it is necessary to investigate the
complexities of frameworks within which ICT
tools are being used, without anticipating
similar results for all students, in all cases.
Indicatively, Anastasiades reports that, ICT,
under appropriate pedagogical conditions, may

KpaeyrojibHbIM HaBBIKOM, KOTOPBIH T0JKEH
OBITH Pa3BUT B LIKOJIE, B TO BpeMs Kak 88%
yOeXIeHbI, UTO KaXKIbIi U3 HAC MOKET ObIThH
TBOpYECKUM. UTOOBI cliesaTh 3TO PeaJbHOCThIO,
80% yuuTenel CYUTarOT BaXKHBIMU
nactpymeHTsl UKT: koMnbroTepsl,
o0Opa3oBaTesibHOE MPOrpaMMHOE 00eCIIeUueHue,
BUJICO, OHJIAIH - MHCTPYMEHTBI COBMECTHOTO
00y4eHUs1, BUPTYyaJbHbIC YIEOHBIC CPEIbI,
WHTEpPaKTUBHBIE TOCKH, OECIUIaTHBIE OHJIANH -
MaTepuaibl U OHJaiH-Kypcesl. [louTn Bee
CUUTAIOT, YTO TBOPYECTBO MOXKET HAUTH
pUMEHEHWe B JTI000M 00acTh 3HaHUHW U Ha
HIKOJILHOM YPOKE, U OHO CBSI3aHO HE TOJIBKO C
TEMU BUAAMHU JESTEIbHOCTH/YPOKAMH, KOTOpBIE
10 CBOCH CYTH SBIISIFOTCSI TBOPUYECKUMH, TAKUMH
KaK UCKYCCTBO, My3bIKa miu Teatp. [lo naHHbIM
OTIpoca, JTAaHHBIHN MOIX0 OCOOCHHO BaXKEH IS
Pa3BUTHS KPEAaTUBHOCTH KaK MHOTOTPAaHHOM
CIIOCOOHOCTH, TaK KaK COJEP>KUT DJIEMEHTHI
A10003HATEIBPHOCTH, aHATIN3a U BOOOpaXKEHUS, a
TaK)Ke KPUTHUECKOTO M CTPATETHYECKOr0
MBIIICHHS.

Ilomenyuan uncmpymenmos UKT ¢
noooepicKke KpeamugHocmu

Hcnone3oBanne Tepmuna UKT B kauecTse
€IMHOr0 TEPMHUHA HEIOCTATOYHO JUJISl OIIMCaHUs
IIMPOKOTO CIIEKTPA TEXHOJOTUMN U IIUPOKOTrO
CIIEKTpa yCIOBHM U MEPONPUITHHI, B KOTOPBIX
OHH HUCTIONIB3YIOTCS. MakdapieliH yTBepKIaerT,
YTO CYLIECTBYET HEOOXOIUMOCTh B OoJiee
JIETAJIbHOM U Pa3BUTOM JIUCKYPCE,
OTPaXKAKOIIEM B3aUMOCBSA3b MEKIY
unctpymerntom UKT, ciocobom ero
HCIIOJIb30BAaHUS U JIIOOBIM BO3/IEHCTBUEM,
KOTOPOE€ OH MOKET OKa3aTh Ha I0JIb30BaTEIIEH,
OT UCIMOJIB30BAHUS TEKCTOBBIX MTPOIIECCOPOB
JUISl HAIlUCAHUS MIMCEM 1O MOHUTOPUHTA U
M3MEPEHUS U3MEHEHHM OKPYKAIOIIEH CpeIbl C
IIOMOILIBIO JATYUKOB. I10CKOJIBKY CYIIECTBYIOT
pa3Iu4HbIe OCHOBHBIE (PaKTOPHI (KaK yyaliuecs
ydarcs, TUI U ucnois3oBanue cpeacts MKT,
HCIIOJb3YEMBIE I1€1arOTNYECKHUE MOAXO0IbI,
pa3paboTka U peanu3anus yaeOHbIX IPOrpamMmm),
KOTOpbIE JOJIKHBI IPUHUMATHCS BO BHUMAaHKE B
nporecce o0yueHus ¢ ucnonb3oBanuem KT,
HE00X0IMMO HCCIeI0BaTh CIOKHOCTh PaMOK, B




be one of the most important tools for teachers
and students to develop cognitive, social, and
technological skills.

Loveless investigated the characteristics of
digital technologies that allow students to be
creative: interactivity, multiple types/forms of
information, range, speed, and automatic
functions, characteristics that allow users to do
things that could not be done as effectively, or at
all, by using other tools. For example, ICT tools
enable users to make changes, to try out
alternatives, and to keep the traces of the
development of their ideas. Interactivity
engages students-users at different levels, from
playing games (which provide feedback to users’
decisions) to monitoring- recording the results of
an experiment (which again provide immediate
and dynamic feedback). Additionally, the speed
and automatic functions allow the ICT
operations of storage, transformation, and
display of information, so that students can
engage in higher cognitive levels (e.g.,
interpretation, analysis, and synthesis of
information). The recognition of the specific
characteristics of digital technologies (ICT
tools) allows students and teachers to decide
when and how to use them. One of the key
affordances of digital technologies is that
content or knowledge can be created, shared,
and discovered much more quickly and easily.
New technologies have much to offer to the
world of creative sharing: for example, new
applications for content development/creation,
sharing videos/audio/images across global
contexts, and websites that allow diverse
creators to share content (such as YouTube).

KOTOpbIX Ucnonb3yroTcs cpeactsa UKT, He
OKUJIasl aHATIOTUYHBIX PE3YIBTATOB ISl BCEX
ydaluxcs Bo Bcex ciydasx. B kauectse
npumepa AHacracuaauc coobmiaer, uro UKT B
COOTBETCTBYIOIIUX MEJArOTMUYECKUX YCIOBUIX
MOTYT OBITH OJIHUM U3 Hau0oJiee BaKHBIX
UHCTPYMEHTOB I YUUTENEH U CTYyJICHTOB B
Pa3BUTUM KOTHUTHUBHBIX, COIUATBHBIX H
TEXHOJIOTMYECKUX HaBBIKOB.

JlaBnecc uccienoBall XapaKTepUCTUKI
U(PPOBBIX TEXHOJIOTUI, KOTOPbIE T03BOJISIOT
CTYZICHTaM OBITh TBOPUECKUMHU:
UHTEPAKTUBHOCTb, MHOXECTBO TUIIOB / (hOpM
nH(pOpMaINH, TUana30H, CKOPOCTh U
aBTOMaTHuyeCcKue (PYHKIUH, XapaKTePUCTUKH,
KOTOpBIE MTO3BOJISIIOT 110JIb30BATENSAM JAEIaTh TO,
YTO HE MOXKET OBITh CJIEJIAHO TaK JKe

3¢ GEKTUBHO WM BOOOIIE C TTOMOIIBIO IPYTHX
nHcTpyMeHToB. Hanpumep, unctpymentsr UKT
HO3BOJISIOT [10JIb30BATENSIM BHOCUTh
U3MEHEHHUs, POOOBAThH AbTEPHATHBHEIC
BapUaHTBl U COXPAHATH CIIE/Ibl Pa3BUTHSI CBOMX
unen. THTepakTUBHOCTD BOBJIEKAET CTYIEHTOB-
H0JIb30BATENIEH Ha pa3HbIX YPOBHSIX, OT UIP
(xoTOpbIE 0OECIEUnBAIOT OOPATHYIO CBSI3b C
peLIeHUSIMHU T0JIb30BaTeNel) 10 MOHUTOPUHTA -
3aMMCcH pe3ybTaTOB SKCIIEPUMEHTA (KOTOphIE
CHOBa 00ecreYnBalOT HEMEJICHHYIO U
JUHaAMHUYECKyIo oOpaTHYyo cBs3b). Kpome Toro,
CKOpPOCTb M aBTOMaTHYeCKHE (PYHKLIUU
MO3BOJIAIOT ocymecTBisATh onepannu UKT no
XpaHEeHUI0, TPeoOpa30BaHUI0 U OTOOPAKEHUIO
nH(pOpMaIINHY, TaK YTO yJaluecss MOTyT
y4acTBOBaTh B 00Jie€ BHICOKUX KOTHUTUBHBIX
YPOBHSIX (HapuMep, UHTEpIpETaLs, aHaTIN3 U
cuHTe3 nHpopmanun). [IpusHanue
CHeU(pUIECKUX XapaKTEPUCTUK LU(PPOBBIX
texHonoruit (cpencts UKT) mozomnser
CTYJEHTaM U IpernoaaBaTesiM pelaTh, Koraa u
KaK MX MCIO0Jb30BaTh. OTHUM U3 KIIIOYEBBIX
MPEUMYIIECTB IU(PPOBBIX TEXHOJIOTUN SBIISETCS
TO, YTO KOHTEHT WJIM 3HAHHUS MOTYT
CO3/1aBaThCsl, JCUTHCSA U OTKPBIBATHCS TOPa3JIo
obicTpee u npoiie. HoBble TEXHOIOTUH MOTYT
MHOT0€ MPEJIOKUTh MUPY TBOPUYECKOTO
oOMeHa: HanpuMep, HOBbIE TIPUIIOKEHUS IS
pa3pabOTKK/CcO3/1aHNsI KOHTEHTa, 0OMeHa
BHJIC0/ayArO0 / N300paKEHUSIMH B TII00TEHOM
KOHTEKCTE U BeO-CaiiThl, KOTOPbIE TO3BOJISIOT
Pa3IMYHBIM cO3JaTeNsiM OOMEHUBAThCS
KOHTEHTOM (Hampumep, YouTube).




Examples of Creative Uses of ICT Tools

It is important to note that it is not the access to
digital resources which delivers creativity but
the opportunities such access affords for
interaction, participation, and the active
demonstration of imagination, production,
purpose, originality, and value. Creative
activities with new technologies can include
developing ideas, making connections, creating
and making, collaboration, communication, and
evaluation. Each of these activities draws upon
an interaction between features of ICT and
elements of creative processes. These activities
are not always discrete or sequential, and there
can be an overlap of applications. For example,
the interactivity and capacity of ICT to
represent information in a variety of modes
underpins the potential of digital technologies to
promote resources for imaginative play,
exploration, trying out ideas, approaches to
problem-solving, taking risks in a safe
environment, and making connections between
ideas. Software to support this includes
simulations for modeling, spreadsheets, or
control technology to sense, monitor, and
measure and control sequences of events. The
development of ideas and hypothesis testing can
be performed by using simulation software in a
history or a science lesson, where students are
invited to explore “what will happen if ...?”
Students can use scanners, cameras, and
graphics software to capture and manipulate
images, create, and extract meanings in visual
arts. Additionally, concept mapping software
can support creative processes, such as
brainstorming and representation of links among
concepts. Digital technologies are changing
what it means to create. For example, students
are using Google Earth as more than a map:
they are shifting from a passive use of a tool to
an active engagement, by constructing and
designing virtual tools linking educational
content.

Ilpumepvr meopueckozo ucnonv3oeanus
uncmpymenmos UKT

BaxHO OTMETHUTB, UTO KPEATUBHOCTh
obecrieunBaeTcs He JIOCTYIIOM K ITU(POBBIM
pecypcam, a BO3MOKHOCTSIMU B3aUMOJCICTBUSA,
y4acTHsl U aKTUBHOM JEMOHCTPALIUU
BOOOpakeHUsl, MPOU3BOACTBA, LENH,
OPUTHMHAJILHOCTH U LICHHOCTU. TBOpUeckast
JEATEIbHOCTh C UCIOJb30BAHUEM HOBBIX
TEXHOJIOTHI MOXKET BKJIIOYATh B CEOS
pa3paboTKy UJe, yCTaHOBIECHHUE CBSI3EH,
CO3/IaHHUE U CO3[IaHHUE, COTPYAHUYECTBO,
KOMMYHUKAIUIO U olleHKy. Kax bl u3 atux
BHJIOB JICSITEILHOCTH OIMPACTCS Ha
B3aumozeiicTeue mexay csoricteamu KT u
3JI€EMEHTaMHU TBOPUYECKHUX MPOIECCOB. DTU
JEHUCTBUSI HE BCET/IA SIBJIAIOTCS JUCKPETHBIMHU
WM TIOCIIEI0BATEIbHBIMU, U MOXET OBITH
HaJ0KeHHe NpuinoxkeHui. Hanpumep,
UHTEPAaKTUBHOCTH U criocooHocTh KT
MPEACTABIATh HHPOPMALIUIO B PA3TUYHBIX
(hopMax JIeKHUT B OCHOBE MOTEHIIMATA
UQPOBBIX TEXHOJOTHH JIJIs1 TPOJIBHKECHUS
PECYPCOB ISl TBOPUYECKOU UTPHI,
HCCIe0BaHus, OIPOOOBAHUS UCH, TOX0I0B K
pelIeHuto mpodyieM, yueTa puckoB B
0e30MacHO cpesie U yCTaHOBJIEHUS CBsI3ei
Mexny unesmu. [Iporpammuoe obecriedeHne
JUTISL TIOAAEP>KKH 3TOrO Mpoliecca BKIKOYAET B
ce0st MOIeTUPOBaHUE ISl MOJISTTMPOBAHHUS,
AJIEKTPOHHBIC TAOIHIIBI MU TEXHOJIOTHUIO
YIOPABJICHUS IJIs1 ONPEeTIeHUs], MOHUTOPHUHTA,
W3MEPEHUS U yIpaBICHUS
MOCTIEI0BATEIHHOCTIMU COOBITUI. PazButue
WJel U IpOBepKa TUIOTE3 MOTYT OBIThH
BBITIOJIHEHBI ¢ TOMOILIbIO TPOTPAMMHOTO
obecrieueHrst MOJISTMPOBAHMS Ha YPOKE
HWCTOPHUM WJIK €CTECTBEHHBIX HAYK, TJI€
CTYZI€HTaM MPEeJIaraeTcs UCCIEA0BaTh “UTO
MIPOU30UIET, €ClH ...7" CTyAEHTBI MOTYT
HCMOJIb30BATh CKAHEPhI, KAMEPHI U
rpaduyueckoe MporpaMMHOE OOecTieueHue st
3axBaTa ¥ MAHUIYJUPOBAHUS N300pKCHUSIMU,
CO3/JJaHUsl U U3BJICUECHUS CMBICIIOB B
n3o0pazuTenbHOM UcKkyccTBe. Kpome Toro,
MpOrpaMMHOE 0OecTieueHue sl OTOOpakeHUs
KOHIICTIIII MOKET MO IJIEP>KHUBATh TBOPUECKHUE




Also, the use of ICT tools (e.g., interactive
presentations) for the creation of multimodal
texts with pictures, written text, animation,
sound, and hyperlinks is acreative activity that
enhances the imagination of students. ICT can
play a role in making connections with other
people, projects, information, and resources
through the Internet. Knowledge is constructed
through the interaction and communication with
others in communities. The speed and range of
ICT tools pro- vide opportunities for
collaboration with others, directly and
creatively. For example, the contribution of
web2.0 is to encourage participatory culture by
creating and sharing content in different social
and cultural contexts, while the use of group
creative techniques (the groups work
exclusively via the electronic environment)
impact positively on production and processing
of multiple alternatives, reinforcing the
creativity of groups. Another example is that
programming environments allow students to
detect and control events and processes to
create their own applications in visual
programming environments. Topali and
Mikropoulos showed that those elementary
school students who were involved in the
process of creating simple educational games
(programming in Scratch) were converted from
ordinary users to authors, developing
algorithmic thinking and constructing
knowledge.

Creative uses of ICT can take place both in a

MPOIIECCHI, TAKKUE KaK MO3TOBOH MTYPM U
MIPE/ICTABIICHHUE CBSA3CH MEXKy KOHIETIUSIMHU.
udpoBbie TEXHOIOTHH MEHSIOT TO, YTO 3HAYUT
co3maBarh. Hampumep, CTYACHTHI HCTIONB3YIOT
Google Earth He TonbKO KaK KapTy: OHU
MEePEXOJIAT OT MACCUBHOTO MCIIOTH30BAHMS
MHCTPYMEHTA K aKTUBHOMY B3aHMOJICHCTBHIO,
CO3/1aBasi U IPOCKTHPYS BUPTYaITbHBIC
WHCTPYMEHTBHI, CBSI3BIBAIOIINE
o0pa3oBaTeNbHbIN KOHTEHT.

Kpowme Toro, ucnonszoanue cpencts UKT
(HampuMep, MHTEPAKTUBHBIX ITPE3ECHTAL) 11
CO3/IaHUS MYJIbTUMO/IaJIbHBIX TEKCTOB C
KapTHUHKAMH, IUCbMEHHBIM TEKCTOM,
aHUMaIlMel, 3ByKOM U TUTIEPCChUIKAMHU
SIBJIIETCSL TBOPUYECKOM JIEATEIBHOCTBIO, KOTOPast
ycunuBaeT BooOpaxenue yuammuxcs. UKT
MOTYT UTIPaTh ONPEAEIECHHYIO POJIb B
YCTaHOBJIEHUHM CBSI3€H C IPYTMMHU JIHOJbMU,
npoeKkTaMu, HHPOopMaIliel U pecypcaMu yepes
Hurepuer. 3HaHue CTpouTCs yepes
B3aMMOJICCTBHE U OOLIECHHUE C APYTUMU
JTr0ABbMU B coobmiecTBax. CKOpOCTh U
pasnoobpasue uncrpymenToB MKT oTKphIBatOT
BO3MOKHOCTH JIJIs1 HETIOCPEICTBEHHOIO U
TBOPUYECKOTO COTPYAHUYECTBA C IPYTUMU
moaemu. Hanpumep, Bkiiag web?2. 0
3aKJIF0YAETCs B MOOLIPEHUH KYJIbTYphl y4acTHs
MyTEM CO37aHusl U 0OMEHAa KOHTEHTOM B
Pa3IMYHBIX COLUATBHBIX U KYIbTYPHBIX
KOHTEKCTaX, B TO BpeMs KaK HCIOIb30BaHHUE
METOJI0B IPYIIIOBOTO TBOPUYECTBA (TPYIIIBI
paboTaIOT UCKIIOYUTEIBHO Yepe3 FNEKTPOHHYIO
Cpeay) MOJIOKUTENBHO BIMSIET Ha
MIPOU3BOJICTBO M 00PabOTKY MHOTOYUCIICHHBIX
aJIbTEPHATHUB, YCUJIMBAsi KPEaTUBHOCTD IPYIII.
JpyruM npuMepom sBIISETCS TO, YTO CPEbl
IPOTrpaMMHUPOBAHUS MTO3BOJISIOT yHalIUMCS
0oOHapyXH1BaTh U KOHTPOJIUPOBATH COOBITUS U
MIPOLIECCHI JUIsl CO3/IaHMs COOCTBEHHBIX
MIPUJIOKEHUH B CpeJlaX BU3YaJIbHOTO
nporpamMmupoBanusi. Tonanu u Mukporynoc
MIOKa3aJii, YTO T€ YUYCHUKU HauyaabHOW IIKOJIBI,
KOTOpBIE OBLITM BOBJIEUYEHBI B MPOLIECC CO3AAHUS
MPOCTHIX 00yYaIOUINX UTp (IpOorpaMMHUpOBaHUE
Ha Scratch), mpeBparanuch U3 0OBIYHBIX
0JIb30BaTeseil B aBTOPOB, pa3BUBas
QITOPUTMUYECKOE MBILUIEHUE U KOHCTPYHUPYSI
3HAHUS.

TBopueckoe ucnonszoBanne UKT moxer




specific (physical) space and time (e.g., the use
of a computer or interactive whiteboard in the
classroom) and also outside the classroom, in
other than the school time (e.g., the use of mobile
technologies or videoconferencing). The
research field of human interaction with digital
technologies with the aim to develop and
promote creativity is in progress. As well as the
physical spaces in which ICT resources are
made available to promote learners’ creativity,
ICT applications themselves can provide
environments for creative activity. For example,
virtual reality environments and knowledge
forums are spaces for potentially creative
collaboration. Storyboard software has the
potential to support students’ engagement with
and understanding of complex texts.

The Role of Teachers in Supporting
the Development of Creativity in
Classrooms

The integration of digital media and technology
in school education is a priority of educational
policy throughout Europe. It is now proven that
for a well-designed ICT integration in education,
it is not only new instruments and tools that are
required but deep pedagogical changes through
the school system itself and a more personalized
approach to learning. Mishra, Koehler, and
Henriksen have argued that the best uses of
educational technology must be grounded in a
creative mindset that embraces openness for the
new and intellectual risk taking and that this is a
challenge for teachers. The researchers suggest
that teachers must be creative in devising new
ways of thinking about technology, particularly
for teaching specific content. Ertmer,
Ottenbreit-Leftwich, Sadikb, Sendurur, and
Sendurur suggest building teaching dispositions
that take advantage of the affordances of new
tools for learning and thinking creatively, in
ways not possible without new technologies.

MIPOUCXOUTH KaK B ONpEAeIEHHOM
(pu3mueckom) MPOCTPAHCTBE U BPEMEHU
(HampuMmep, UCIOJIb30BaHNE KOMIIBIOTEPA WU
MHTEPAKTUBHON JOCKH B KJIACCE), TAK U BHE
KJ1acca, B pyroe, 4eM IIKOJIbHOE BpeMs
(HampuMep, UCTIOIE30BaHNE MOOUITHHBIX
TEXHOJIOTHI WJIM BUJICOKOH(DEPEHIIN).
[Iponomxaercs uccieroBaHUE B3aUMOIEHCTBUS
YelioBeKa ¢ U(PPOBBIMU TEXHOJIOTUSMU C
LEJBIO0 Pa3BUTHA U MPOIBIXKECHUS
KpeatuBHOCTU. Hapsany ¢ ¢puznueckumu
IIPOCTPAHCTBAMHU, B KOTOPBIX MPEIOCTABIISAIOTCS
pecypenl UKT miist coneiicTBUsI TBOPUECTBY
ydamuxcs, camu npuinoxenus UKT moryr
CO3/1aBaTh Cpey JJIsl TBOPUECKON
nesrenbHoCcTH. Hanpumep, cpenbl BUPTyalnbHOU
peanbHOCTH U (HOPYMBI 3HAHUHN SBISIOTCS
IPOCTPAHCTBAMU AJIsl HOTEHLUATBHOIO
TBOPYECKOT0 COTpyAHHUYecTBa. [Iporpammuoe
obecneuenue Storyboard obnamaer
HNOTEHLUATIOM JJIs NOAJEPKKH B3aUMOJCHCTBUS
CTYJEHTOB CO CIIO’KHBIMH TEKCTaMHU U UX
TOHUMAHHUSI.

Ponb neoazozoe 6 noooepoicke pazeumus
KpeamugHocmu 8 Kuaccax

WuTerpanus 1udpoBbIX MeMa U TEXHOJIOTHH B
LIKOJIbHOE 00pa30BaHUE SABISETCS IPUOPUTETOM
oOpa3oBaTenpHON NOJIUTUKU BO Beelt EBporie. B
HACTOALIEEe BpeMs JOKa3aHO, YTO JJI XOPOLIO
npoaymanHoi unterpaun MKT B oGpa3oBanue
TpeOyrOTCsl HE TOJIbKO HOBBIE HHCTPYMEHTHI U
UHCTPYMEHTBHI, HO U TIIyOOKHE Telarornyeckue
M3MEHEHUs Yepe3 caMy IIKOJIBHYI CUCTEMY U
6oJ1ee JIMYHOCTHBIH MOX0 K 00y4EHHUIO.
Mumpa, Kenep n XeHpuKCeH yTBEpKIaiu, 4TO
Jydlllee UCIOIb30BaHNEe 00pa30BaTEIbHBIX
TEXHOJIOTH TIOJKHO OCHOBBIBATHCS HA
TBOPYECKOM MBIIIJIEHUU, KOTOPOE OXBATHIBAET
OTKPBITOCTH JUIsl HOBOT'O M MHTEJUIEKTYAJIBHOTO
pHUCKa, U YTO OTO BBI30OB JJIs YUUTEIICH.
HccenenoBaTtenu npeanonaratoT, YTO yIUTEIS
JIOJKHBI OBITH TBOPYECKHUMHU B Pa3paboTKe
HOBBIX CIIOCOOOB MBILUIEHUS O TEXHOJIOTHH, B
YaCTHOCTH, /Ul 00y4eHHUS KOHKPETHOMY
conepxanuto. Dptmep, OrrenOpent-JledTBuy,
Cagux6, Cennypyp u CeHaypyp npeiararot
CTPOUTH Y4eOHBIE JUCTIO3UIIMH, KOTOPHIE




Thus, the important role of teachers in the
learning environments of the twenty- first
century is highlighted. This role is directly
related to teacher training and professional
development and to the methods-activities for the
development of creativity in schools. The
following subsections briefly discuss these
ISsues.

Teacher Training and Professional
Development

In recent years, efforts are made in order to
implement/cultivate creativity in school
education, by establishing new organizational
models such as the interdisciplinary model of
learning and contemporary methodological
frameworks. However, the new teaching
materials and the modern methods are not
enough, as it is required for teachers to receive
appropriate training, to adopt innovations, and
to introduce creative thinking in schools. As
Paraskevopoulos mentioned, teacher training
should aim at

(a) the acquisition of knowledge about the
nature, assessment, and cultivation of creative
thinking,

(b) practical training in specific techniques that
will motivate creative thinking and will
facilitate the production of creative ideas, and

(c) teachers’ change of attitudes, as well as the
release of teachers’ creative skills.

Loveless, Burton, and Turvey presented a
theoretical framework for creativity and ICT,
which can be used at the professional
development of teachers. These researchers
focused on the experiences of student teachers

HCMOJIb3YIOT MPEUMYIIECTBA HOBBIX
WHCTPYMEHTOB ISl OOYYCHHSI U TBOPUYECKOTO
MBIIJIEHUS CIIOCO0aMM, HEBO3MOKHEIMU 0€3
HOBBIX TEXHOJIOTHI.

Takum 0Opa3om, MoJUEpKUBACTCS BayKHASL POJIb
yuuTteneit B oOpasoBarenbhoii cpene XXI Beka.
OTa poJib HEMOCPEACTBEHHO CBSA3aHa C
MOJITOTOBKOM M MPO(ECCHOHATLHBIM Pa3BUTHEM
Hearora, a Takke ¢ MeTo/1aMHu-
MCPOIIPUATHAMUA 11O PA3BUTUIO KPCATUBHOCTH B
mKosie. B crexyromux nmoapasnenax KpaTko
00CYXIal0TCs 3TH BOIIPOCHI.

Iloozomogxa u nogviuienue Keanugukayuu
yuumeneu

B nocnennue ronpl npeanpuHUMAalOTCS yCUIHS
10 peanu3anuy / KyJIbTHBUPOBAHUIO
KpEaTUBHOCTHU B IIKOJIbHOM 00pa30BaHUU
IIyTE€M CO3/aHHs HOBBIX OPIaHU3aLlMOHHBIX
MOIIGJIGfI, TAKUX KaK MCKIANCHHUIIIIMHApHAA
MO/JIe]Ib O0yYEHHS U COBPEMEHHbIE
METO/I0JIOTUYECKHE paMKU. TeM He MeHee,
HOBBIX y4eOHBIX MaTepUaIOB U COBPEMEHHBIX
METOJMK HEJIOCTAaTOYHO, TaK Kak Tpedyercs,
YTOOBI YUUTEJIS OTYYaIU COOTBETCTBYIOIILYIO
moATOTOBKY, ICPCHUMAJIM MHHOBAIUHU,
BHEJIPSUIM TBOPYECKOE MBIILIIICHUE B IIKOIAX.
Kaxk ynomunai IlapackeBomysoc, NoaroToBka
y4uuTene JomKkHa ObITh HalpaBiieHa Ha:

a) MpUOOpPETEeHNE 3HAHUHN O PUPOJIE, OIICHKE U
KYJIbTUBUPOBAHUH TBOPUECKOTO MBIIILICHUS;

0) mpakTH4ecKoe 00yueHne KOHKPETHBIM
TE€XHUKaM, KOTOpbIe OylyT MOTUBUPOBATh
TBOPYECKOE MBINIUICHUE U 00JIeT9aTh
BBIPAOOTKY TBOPUECKUX HJIEH;

B) U3MEHEHUE OTHOILICHUS YUUTENeH, a TaKkxKe
BBICBOOOXK/IEHHE TBOPUECKUX HABBIKOB
YUHTEIEH.

JlaBnecc, bepron u TypBu npencraBuiu
TeopeTnueckre ocHOBBI KpeatnuBHocTH U KT,
KOTOPBIE MOTYT OBITh HCIIOJIb30BaHbI IIPU
po¢eCCUOHATBPHOM PAa3BUTHH YUUTENCH. DTH
HCCIIEIOBATENN COCPENOTOUNINCH Ha OIBITE




who designed, implemented, and evaluated
creative activities as part of a school-based
project. Their findings highlight the issue of
designing appropriate learning experiences that
promote and support creativity and ICT in the
context of teacher education.

Teacher education students must have the
opportunity to consider how creativity works in
their own lives and practices, particularly with
regard to technology and tools for teaching.
Recently, Henriksen, Hoelting, and the Deep-
Play Research Group argued that teacher
education and professional development are a
step toward locating creativity within
educational systems and suggested three key
recommendations:

(a) develop teacher education curriculum that
integrates technology and creativity across the
program,

(b) specific courses/programs focusing on
creativity and technology, and

(c) identify or use a framework that connects
creativity and technology to curriculum
guidelines.

Teacher training is essential as it can assist
teachers in acquiring relevant knowledge and
skills in order, for example:

- Toadopt methods that promote creativity and
enable students to develop their creative
thinking

- Not to provide ready solutions/answers to
problems but to give students useful
information which will serve as a source or
tool to solve problems or generate ideas

- Touse the potential and the affordances/assets
of ICT tools

+ To be flexible and adapt their methodological
framework

« Toutilize students’ mistakes within the process
of creative feedback and

+ To be creative (themselves), by adopting
creativity as an ability to create some- thing
new.

CTYJICHTOB-Y4HTEJIEH, KOTOphIE pa3padaThIBajy,
peaTn30BbIBATIN U OLICHUBAIN TBOPUYECKYIO
JEATEILHOCTh B PAMKaX IIKOJIBHOTO MPOCKTA.
WX BBIBO/IBI BEICBEUMBAIOT MPOOIIEMY
pa3pabOTKH COOTBETCTBYIOIIETO OIBITA
00y4YeHHs, KOTOPBIH MOOMIPSET U
noaaepxxkuBaet TBopuectBo U KT B koHTEKCTE
MeJarornyeckoro 0opa3oBaHusl.

CTyIeHTHI earoruaeckoro 00pa3oBaHus
JOJDKHBI UMETh BO3MOYKHOCTh PACCMOTPETh, KaK
TBOPYECTBO PabOTaET B UX COOCTBEHHOH JKU3HU
U TIPAaKTUKE, OCOOCHHO B OTHOILICHUH
TEXHOJIOTUI U UHCTPYMEHTOB O0YUYCHHSI.
Henasno Xenpukcen, Hoelting, u
uccienoBarenbekas rpymma Deep-Play
yTBEPIKJaJH, YTO NeIarorundeckoe o0pa3oBaHue
U npoeccHoHaIbHOE Pa3BUTHE - IIIar K
JOKaJH3alMy TBOPUECTBA B PAMKAX
00pa30BaTENbHBIX CUCTEM, U MPEIIOKHIIN TPH
KJTFOYEBbIC PEKOMEH 111U

(a) pazpaboTtarhb nemarornuyeckoe 00pa3oBaHue
y4eOHBIH 1aH, KOTOPBIA HHTETPUPYET
TEXHOJIOTHH U TBOPUYECTBA YEPE3 IIPOTrPAMMEL,

(0) ciennanbHBIE KYPChI/IPOrPaMMBI,
HaIpaBJICHHBIC HA TBOPYECTBO M TEXHOJIOTHH, U

(c) ompeneneHust UM UCIOIb30BATh OCHOBY,
KOTOpasi COEUHSET TBOPUECTBO U TEXHOJIOTHH
y4eOHBI M1aH PYKOBOJCTBO.

[ToaroroBka yuurenen UMEET BAKHOE
3HAaYEHHUE, IOCKOJIBKY OHA MOXKET IOMOYb
YUUTEISIM IPUOOPECTH COOTBETCTBYIOIIHE
3HAHUS U HABBIKYU JJIS1 TOTO, YTOOBI, HAIPUMED:

* [IpuMeHATh METOABI, CIIOCOOCTBYIOIINE
TBOPYECTBY U MO3BOJIAIOIINE CTYACHTAM
pPa3BUBATh CBOE TBOPYECKOE MBIIIIICHUE

* He npenocTaBisiTh roTOBBIE pEIIEHUS/OTBETHI
Ha NpoOJIeMBL, a JaBaTh CTYJEHTaM IOJIE3HYIO
nH(pOpMaIMIo, KOTOpast OyIeT CIyKUTh
HMCTOYHUKOM HJIM HHCTPYMEHTOM JIJISl pEeLICHUS
po6JIeM UM TeHEPUPOBAHUS UIEH.

e Ucnonp30BaTh MMOTEHIINAI U
BO3MOYXHOCTH/aKTUBBI HHCTpyMeHTOB UKT;

* BeITh THOKHMU ¥ aTaITUPOBATH CBOIO
METOJI0JIOTHYECKYIO 6a3y;




Teachers’ role in the process of supporting
and developing creativity in class- rooms is
essential, and it is expected to have an impact
on their students. Creative students, for
example, may search for new ideas and
solutions, may adopt new ideas and set high
goals, as they may challenge the old and
experiment with new situations.

* Mcnonp30BaTh OMMOKK CTYJICHTOB B
MpoIiiecce TBOPUYECKON 00paTHO CBS3H U

* beITh TBOpUYECKUM (CaMHM COOOI1), TPUHUMAS
TBOPYECTBO KaK CIIOCOOHOCTD CO3/1aBaTh YTO-TO
HOBOE.

Posib yunrenei B npouecce NoAIEpKKU U
pa3BUTHS KPEaTUBHOCTHU B KJIaCCax OYEHb
BA)KHA, U 0’KMJIACTCA, YTO OHA OKAXKET BIUSHUE
Ha UX y4YEeHUKOB. TBOpUECKHE CTYIEHTHI,
HaIrpuMep, MOTYT UCKaTh HOBBIE UJICU U
pelIeHus, MOTYT IPUHUMATh HOBBIE UJICH U
CTaBUTb BBICOKUE 1I€JIH, TaK KAK OHU MOTYT
OpOCHTDH BBI30B CTapbIM U SKCIIEPUMEHTUPOBATH
C HOBBIMH CUTYAIUSMH.




