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Introduction 

Oleh Borysiuk is an author, publisher, and dedicated 

English teacher who began his educational journey in 

2017. Passionate about creativity and innovation, he has 
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spent years developing, refining, and utilizing classroom 

activities designed specifically to stimulate students' 

thinking abilities. His innovative approach not only 

engages young minds but also strengthens their 

understanding of core subjects like English. Through 

hands-on activities, Oleh has helped individuals overcome 

challenges by encouraging them to think outside the box, 

solve problems creatively, and approach learning with an 

innovative mindset. 

For example, one of Oleh’s standout activities involves 

problem-solving through storytelling. In this exercise, 

young learners collaborate to resolve fictional conflicts, 

stimulating their creativity while also enhancing their 

English language skills. Another involves using everyday 

objects to brainstorm innovative solutions, helping 

children connect creative thinking with real-world 

applications. 

Teacher Oleh's dedication to education stems from his 

desire to make learning fun, engaging, and impactful. His 

unique teaching methods not only improve academic 

performance but also equip students with the critical 

thinking and problem-solving skills essential for success 

in any area of life. 
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The Purpose 

In this book, the author introduces activities meticulously 

crafted to develop innovation, creative thinking, and 

problem-solving skills in individuals at all levels, from 

beginner to advanced. They are not just about learning 

subjects - they are about transforming how children think, 

approach challenges, and collaborate with each other. 

Every activity is carefully crafted to engage students in 

meaningful ways, igniting their curiosity and equipping 

them with essential skills beyond the classroom. 

Through a variety of topics such as health, relationships, 

math, science, nature, language development and many 

others, Oleh provides a diverse range of real-world 

applications. They allow youngsters to explore complex 

concepts in fun and relatable ways, helping them grasp 

not only academic content but also life skills like 

teamwork, emotional intelligence, and resilience. 

For example, in the health section, children learn about 

balanced nutrition or the importance of hygiene through 

hands-on, interactive exercises that make abstract ideas 

tangible. In math, they engage with numbers in 

innovative ways, seeing patterns, solving problems, and 

thinking critically about solutions. Meanwhile, language 

development sessions immerse young minds in reading, 

writing, speaking, and listening tasks that enhance 

communication and comprehension, all while fostering 

creativity. 
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This book serves as a powerful resource for educators who 

want to inspire creativity and critical thinking in their 

students, using practical, engaging, and well-structured 

sessions that make learning dynamic and impactful. 

Whether it’s solving a complex problem in science or 

navigating relationships through role-playing games, 

these impactful sessions build a foundation for lifelong 

learning and success. 
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What to Expect from Regularly 
Incorporating These Activities in 
Your Classroom  

Through time and effort, Oleh’s 90 in-class activities have 

proven to ignite a wide range of essential skills in his 

students, transforming their approach to learning and 

problem-solving. By integrating creative thinking into core 

subjects, these exercises promote skills such as: 

 Critical Thinking: Young minds learn to approach 

problems from different angles, analyze situations, and 

develop innovative solutions. 

 Creativity: Encourages out-of-the-box thinking, 

allowing pupils to explore their imagination and 

generate fresh ideas. 

 Collaboration: Many of the exercises involved group 

work, helping boys and girls build teamwork skills, 

communicate effectively, and learn from one another. 

 Communication Skills: By engaging in reading, 

writing, speaking, and listening tasks, learners enhance 

their ability to express ideas clearly and listen actively 

to others’ viewpoints. 

 Problem-Solving: Sharpens students’ ability to think 

logically and find creative ways to resolve conflicts 

through real-world scenarios and challenges. 
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 Confidence: Creates a safe space for children to 

express ideas, fostering self-confidence and 

empowering them to share their thoughts without fear 

of failure. 

These activities collectively helped young learners not only 

in mastering English but also in preparing for life beyond 

the classroom, where creativity, critical thinking, and 

communication are keys to success. 
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How to Teach Creative Thinking 

Teaching creative thinking involves engaging students in 

activities that challenge their imagination, encourage 

problem-solving, and push them to think outside the box. 

Here are key approaches, that can and should be 

implemented when teaching creative thinking: 

1. Encourage Divergent Thinking 

Teach young minds to brainstorm multiple solutions to 

a problem. Encourage them to list as many ideas as 

possible, even if they seem wild or impractical at first. 

2. Exploration 

Pose an open-ended question like "How many uses can 

you think of for a paperclip?" Pupils will think 

creatively to explore the possibilities. 

3. Use Open-Ended Questions 

Open-ended questions force individuals to think 

beyond right and wrong answers, developing critical 

thinking and creativity. 

4. No Limitation 

"What would happen if humans could fly?" Let 

youngsters explore the implications without worrying 

about a "correct" answer. 
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5. Incorporate Play and Imagination 

Allow kids time to play, create stories, or role-play. Play 

is one of the best ways to spark creativity. 

6. Promote Group Collaboration 

Group work encourages idea-sharing and broadens 

perspectives. Creativity often thrives in collaboration. 

7. Design Thinking 

Run a "Design Thinking Challenge," where participants 

must work together to design a new product or solve a 

school problem (e.g., designing a recycling system). 

8. Incorporate Arts and Crafts 

Creative thinking often starts with hands-on activities. 

Let juniors draw, build, or create models to express 

their ideas. 

9. Encouraging Inventiveness 

Use "invention labs" where learners are tasked with 

using everyday objects to invent something new (e.g., 

transforming a plastic bottle into a tool or toy). 

10. Teach Reflection and Perspective 

Encourage pupils to think about problems from 

multiple perspectives. Role-playing can be an effective 

tool for teaching this. 
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11. What if scenarios 

"The What If Game" - ask students to reflect on "what 

if" scenarios, like "What if water was invisible?" and 

have them explore consequences creatively. 

Each of these approaches not only engages young minds 

but also gives them a toolkit for creative problem-solving 

they can use in various areas of life. Teaching creative 

thinking is about nurturing openness, resilience, and a 

willingness to explore the unknown. Over time, these skills 

will help students become innovative thinkers in any field 

they pursue. 
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Activities for Beginners 
and Medium-level 
Students 
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Activity 1: Shape Challenge 
 

Objective: 

To stimulate creativity by designing something new from 

basic shapes. 

Instructions: 

1. Provide class participants with basic shapes (circles, 

triangles, and squares) on paper or as cutouts. 

2. Ask them to create an entirely new object or scene 

using only those shapes. 

3. Young learners can add details, but they must stick to 

the original shapes as the foundation of their design. 

4. Gradually reduce the amount of available shapes, yet 

encourage participants to come up with unique ideas. 

Example: 

A kid might use triangles and circles to create a rocket ship 

blasting into space. 

Outcome: 

Encourages creative problem-solving by limiting students to 

simple shapes, pushing them to think outside the box. 
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Activity 2: Emoji Emotions 
 

Objective: 

To creatively explore emotions and storytelling through the 

use of emojis. 

Instructions: 

1. Provide students with a set of random emojis (either 

drawn on paper or using an emoji generator). 

2. Ask them to create a short story or situation based on 

the selected emojis. 

3. Children share their stories with the class, explaining 

how each emoji represents an emotion or part of the 

narrative. 

Example: 

A pupil might receive an emoji set that includes a cat, a sun, 

and a heart, and create a story about a cat who finds love 

while exploring outside on a sunny day. 

Outcome: 

It helps beginners express complex ideas through simple 

symbols, encouraging storytelling in a fun and familiar way. 
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Activity 3: One-Word Story 
 

Objective: 

To practice creativity and collaboration by building a story 

one word at a time. 

Instructions: 

1. Class members sit in a circle. The teacher gives the 

first word of a story. 

2. Each participant adds one word at a time, going 

around the circle to continue the story. 

3. Gradually limit the time for thinking, by making the 

activity faster and funnier. 

4. The story ends when a natural conclusion is reached, 

or the teacher decides to wrap it up. 

Example: 

The story might start with "Once" and continue with "upon", 

"a", "time" until the group creates a full narrative like "Once 

upon a time, a dragon lived in a tree." 

Outcome: 

Encourages quick, creative thinking and teamwork, as 

learners must listen carefully and contribute to a shared 

narrative. 
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Activity 4: Time Travel Tourist 
Bureau 
 

Objective: 

To inspire imaginative thinking by designing outrageous 

time-travel vacation packages. 

Instructions: 

1. Tell students they run a tourist agency offering trips 

to different time periods (both past and future). 

2. Each member designs a funny vacation package (e.g., 

“Visit the Jurassic Era and take selfies with 

dinosaurs!”). 

3. Young learners must explain what attractions or 

activities are available and what kind of "fun" hazards 

might exist. 

Example: 

A pupil might design a trip called “Medieval Jousting 

Experience (a medieval tournament): Try not to lose your 

head!” where participants can dress up in imaginative armor 

and avoid getting hit by knights. 

Outcome: 

Fosters creativity and humor while participants design 

outlandish vacations and think through historical and 

futuristic elements. 
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Activity 5: Design a New Holiday 
 

Objective: 

To engage learners in conceptual thinking by creating a new 

holiday. 

Instructions: 

1. Ask pupils to invent a new holiday, complete with 

special traditions, decorations, and the reason for 

celebrating. 

2. They can either draw symbols and activities for the 

holiday or write a description of how people would 

celebrate. 

3. Encourage them to think about why this holiday is 

important and what it would represent. The more 

creative ideas, the better. 

Example: 

A student might invent a holiday called "Kindness Day", 

where everyone exchanges small gifts and spends the day 

doing good deeds for others. 

Outcome: 

Encourages boys and girls to think conceptually about 

cultural traditions, values, and the importance of shared 

celebrations. 
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Activity 6: Alien Etiquette School 
 

Objective: 

To encourage imaginative thinking by designing polite 

behavior for extraterrestrial beings. 

Instructions: 

1. Tell attendees they are opening an etiquette school 

for aliens who’ve just arrived on Earth. 

2. Each class member must come up with a funny but 

logical rule for the aliens to follow when interacting 

with humans (e.g., "Aliens must always bow when 

they see a dog because Earth dogs are sacred 

creatures"). 

3. Children present their rules and explain why it’s 

important for aliens to follow them. The funnier the 

idea, the better. 

Example: 

"Aliens must never eat spaghetti with their fingers, as it 

causes humans to laugh uncontrollably, which is considered 

rude on Earth." 

Outcome: 

Learners will engage in absurd humor while practicing logical 

thinking by justifying their alien etiquette rules. 
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Activity 7: What’s in the box 
 

Objective: 

Create imaginative guesses about an unknown item in a 

mystery box. 

Instructions: 

1. The teacher hides a random object in a box and gives 

the pupils clues about it (e.g., "It's small and round"). 

2. Children have to come up with creative explanations 

about what might be inside the box. 

3. The more creative the guess, the better! 

Example: 

A junior might guess the box contains a "miniature planet", 

where tiny creatures live, instead of something simple like a 

ball. 

Outcome: 

Encourages creative thinking and fosters imagination in a 

fun, low-pressure way. 
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Activity 8: Future City 
 

Objective: 

To help young learners think conceptually by designing a city 

of the future. 

Instructions: 

1. Have students imagine a city 100 years in the future. 

They should think about how transportation, 

buildings, and daily life might change. 

2. Pupils can either draw their future city or write a 

short description of its features. 

3. Ask them to explain why they designed certain 

features and how these innovations would improve 

life in the future. 

Example: 

A young enthusiast might design a city with flying cars, solar-

powered buildings, and streets filled with robots that help 

people with daily tasks. 

Outcome: 

Encourages long-term thinking and imaginative problem-

solving about how society may evolve. 
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Activity 9: Alternate History 
 

Objective: 

To encourage creative thinking by imagining "what if" 

scenarios in history. 

Instructions: 

1. Present boys and girls with a significant historical 

event (e.g., the invention of the telephone). 

2. Ask them to imagine what the world would be like if 

the event had gone differently (e.g., "What if the 

telephone had never been invented?"). 

3. Young learners can write a short description or 

discuss how daily life, communication, or technology 

would be different, depending on their level. 

Example: 

A student might imagine a world where communication relies 

entirely on letters or face-to-face conversations without any 

phones, social media, or emails. 

Outcome: 

It helps children think creatively about cause and effect, and 

how different ideas and inventions shape society. 

 

 



 

28 By Oleh Borysiuk 

 

Activity 10: Wacky Invention 
Shark Tank 
 

Objective: 

To promote creative problem-solving by pitching bizarre 

inventions. 

Instructions: 

1. Have class participants think of a silly but "useful" 

invention (e.g., "The Snooze Hat"- a hat that covers 

your eyes and plays calming music to help you nap 

anywhere). 

2. Each member presents their invention to the class 

and must “sell” it as if they are on a reality TV show 

like Shark Tank. 

3. Classmates can ask ridiculous questions to test the 

product’s usefulness. 

Example: 

One student might pitch "The Instant Answer Glasses" - a 

pair of glasses that, when worn, instantly shows the correct 

answers to any test or homework, helping them learn while 

solving problems effortlessly. 

Outcome: 

Learners will laugh and have fun while developing persuasive 
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communication and creativity, as they try to convince others 

to invest in their absurd inventions. 
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Activity 11: Pet Rock Reality Show 
 

Objective: 

To develop creative storytelling by crafting dramatic, funny 

stories about pet rocks. 

Instructions: 

1. Each participant receives a "pet rock" (just a simple 

stone) and must develop a personality for it (e.g., a 

rock that dreams of becoming a rock star). They can 

also customize them by adding face, body features 

with felt-tip pens on them. 

2. Children must then create a mini-story or episode 

where their rock competes in a ridiculous reality TV 

show (e.g., “Rock Idol” or “Survivor: Pebble  Island”). 

3. They can share the episode in front of the class or 

illustrate a scene from their rock's journey. 

Example: 

"Pebbles the Rock is an underdog in the Rock Idol singing 

competition, but his voice is as solid as stone!" 

Outcome: 

Youngsters will have fun as they practice creative writing and 

develop funny narratives about inanimate objects. 
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Activity 12: Superhero Misfit 
Training Camp 
 

Objective: 

To encourage young minds to imagine quirky but useless 

superpowers and create funny challenges. 

Instructions: 

1. Ask attendees to invent a superhero with a really 

strange or useless power (e.g., “Captain Nap,” who 

can fall asleep instantly anywhere). 

2. Then, students create a "training camp" designed to 

help superheroes use their powers in everyday 

situations (e.g., how Captain Nap can help people 

who have insomnia by falling asleep on command). 

3. The class votes on the funniest or most creative 

superhero idea and how they might train in the camp. 

Example: 

"Superhero: The Whisper Warrior - he can only shout in a 

whisper. His training camp teaches him how to communicate 

with people across a football field without ever yelling." 

Outcome: 

Learners will think outside the box as they invent wacky 

superheroes and funny training exercises, improving their 

conceptual thinking and storytelling skills. 
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Activity 13: The Improv Game  
 

Objective: 

To develop quick thinking and creativity by acting out 

spontaneous scenarios. 

Instructions: 

1. Provide children with different scenario prompts 

(e.g., "You're a zookeeper who just discovered all the 

animals can talk"). 

2. Each member must act out their scenario on the spot, 

using only their imagination and available props. 

3. The rest of the class can suggest twists or add new 

elements to the scene as it unfolds. 

Example: 

A junior might act out a conversation with a talking tiger and 

have to explain why all the animals are suddenly speaking. 

Outcome: 

It encourages the development of creative spontaneity, quick 

thinking, and improvisational skills, helping young learners 

become more comfortable with thinking on their feet. 
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Activity 14: Idea Swap 
 

Objective: 

To spark creativity by building on each other's ideas. 

Instructions: 

1. Have each participant write down a creative idea for a 

product, solution, or invention on a piece of paper. 

2. After a few minutes, have them swap papers with a 

partner. 

3. The new partner must add to the idea, enhancing or 

changing it in some way. 

4. This can continue for several swaps, with children 

building on each other's ideas until a final version 

emerges. 

Example: 

A kid may start with an idea for a "self-cleaning backpack," 

and by the time it has passed through several hands, it might 

have evolved into a "self-cleaning backpack that also folds 

into a chair." 

Outcome: 

Promotes collaboration and creative expansion, showing 

young minds how ideas can grow and evolve through group 

input. 
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Activity 15: Word Mashup 
 

Objective: 

To inspire creative thinking by combining unrelated words 

into a new idea or concept. 

Instructions: 

1. Write a list of random, unrelated words (e.g., "tree", 

"computer", "pizza"). 

2. Each class member must pick two words from the list 

and combine them into a new invention, concept, or 

idea (e.g., "tree computer"). 

3. Pupils explain or draw what this new concept would 

look like and how it would function. 

Example: 

A student might choose "pizza" and "computer" to create a 

"Pizza Computer" - a device that orders and customizes pizzas 

while you work. 

Outcome: 

Encourages learners to think outside the box by fusing 

seemingly unrelated ideas and concepts into something new 

and imaginative. 
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Activity 16: The Silent Superhero  
 

Objective: 

To ignite creativity and non-verbal communication through 

superhero role-playing. 

Instructions: 

1. Children create silent superheroes with exaggerated, 

non-verbal powers (e.g., “The Mime Master,” who 

can defeat enemies with invisible walls). 

2. Each member must act out a scenario where their 

superhero saves the day without speaking, using only 

exaggerated gestures and facial expressions. 

3. The rest of the class guesses the superhero’s power 

and how they’re solving the problem. 

Example: 

One participant might act as “The Silent Ninja” who uses 

invisible nunchucks to knock over imaginary villains, all while 

moving in slow-motion silence. 

Outcome: 

Juniors practice non-verbal expression, body language, and 

storytelling while having fun with exaggerated movements 

and superhero creativity. 
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Activity 17: Mystery Object 
Auction 
 

Objective: 

To develop creativity by “selling” ridiculous, unseen objects. 

Instructions: 

1. Students are told they will auction off an object no 

one can see, but it must be described as something 

incredibly valuable and bizarre (e.g., “A chocolate-

flavored invisibility cloak” or “Shoes that can walk on 

air”). 

2. Each person must create a sales pitch, describing the 

unseen item and convincing others to “bid” on it 

using points or tokens.  

3. The winner in this game is the participant with the 

highest amount of bids. 

Example: 

One pupil might pitch “Socks that make you run faster  than 

lightning,” saying, “With these socks, you’ll always win races, 

never be late, and even outrun a cheetah!” 

Outcome: 

Encourages creative thinking, develops communication, and 

persuasive skills through fun, imaginary scenarios. 
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Activity 18: Spaghetti Tower 
Showdown 
 

Objective: 

To encourage creative problem-solving by building wacky 

towers. 

Instructions: 

1. Divide attendees into teams and provide each 

group with a bunch of uncooked spaghetti and a 

few marshmallows. 

2. The challenge is to build the tallest, most unique, and 

best-looking tower using only these materials. 

3. Teams can name their tower something outlandish 

(e.g., “The Leaning Tower of Pasta” or “Marshmallow 

Sky Scraper”). 

Example: 

One group might build a “Spaghetti Eiffel Tower” and add a 

marshmallow flag on top, calling it “Le Tour de Food.” 

Outcome: 

Learners engage in teamwork and creative engineering while 

having fun with unconventional materials. 
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Activity 19: Monstrous Job 
Interview 
 

Objective: 

To develop quick thinking and character creation by 

interviewing for the world’s strangest jobs. 

Instructions: 

1. Tell class members they’re interviewing for bizarre 

jobs (e.g., “A Ghost Whisperer”, “ A Dragon Tooth 

Brusher”, “A Professional Cloud Painter”). 

2. Another student acts as an interviewer, asking 

questions like, “What’s your greatest strength as a 

dragon tooth brusher?” or “How do you calm an 

angry ghost?” 

3. The interviewee must think on their feet and answer 

as if this is their real job. 

Example: 

One person might claim, “As a Dragon Tooth Brusher, I use a 

toothbrush made of fireproof diamonds, and my secret 

weapon is soothing dragon lullabies.” 

Outcome: 

It helps youngsters think quickly, develop characters, and 

engage in humorous role-play while practicing interview 

skills. 



 

Creative Thinking, Innovation and Problem Solving  39 

 

Activity 20: Rhythm Relay 
 

Objective: 

Develop teamwork, musical creativity, and rhythmic 

coordination by building a collaborative orchestra 

performance using everyday sounds. 

Instructions: 

1. Divide the class into groups of 4-5 students. Each 

group will create an "orchestra" using only body 

percussion (claps, stomps, snaps, etc.) or objects 

found in the classroom (pencils tapping, chair 

drumming, paper crinkling, etc). 

2. The first member in each group starts by creating a 

simple rhythm using their body or an object. The next 

student adds a layer to the rhythm, and so on until 

every participant of the group is contributing to a 

synchronized orchestra of sounds. 

3. After practicing for a few minutes, each group 

performs their rhythm relay for the class. The class 

must listen but can’t see what was used for their 

presentation.   

4. After each team finishes their performance the class 

must guess how each layer of sound was created (e.g., 

“I think you’re tapping your pencil” or “That sounds 

like a foot stomp!”). 
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5. For an extra twist, groups can rotate their conductors 

mid-performance, where a new person leads the 

tempo and intensity of the orchestra. 

6. The winning team is the one whose sounds are the 

hardest to identify, challenging the listeners' 

perception and adding mystery to the performance. 

Example: 

One group may start with soft claps, followed by chair 

tapping, adding subtle foot shuffles, and finally an unusual 

paper-crinkling sound. If the audience struggles to identify 

the chair tapping or foot shuffling, that team earns points for 

creativity and subtlety. 

Outcome: 

This feature adds an extra layer of critical thinking for both 

the performers and the audience, making the game more 

challenging. It enhances listening skills, collaboration, and 

creativity as young performers aim to produce sounds that are 

difficult to guess. 
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Activity 21: Fill the Blank 
 

Objective: 

To improve vocabulary and sentence construction using 

simple words. 

Instructions: 

1. Write a simple sentence on the board with one 

word missing and provide a letter clue (e.g., “The 

___  starts with B”). 

2. Learners fill in the blank with a word that starts 

with the given letter. 

Example: 

“The boy rides a ___ (B).” Answer: “Bike.” 

Outcome: 

Children practice sentence structure and basic vocabulary 

in an easy and accessible way. 
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Activity 22: Find the Missing 
Letter 
 

Objective: 

To encourage creative word choice by removing a common 

letter from a piece of writing. 

Instructions: 

1. Have students write a short story or sentence but 

forbid the use of a certain letter (e.g., no “E”). 

2. They’ll need to get creative to write their story 

without using that letter! 

3. Gradually add more “taboo” letters, making it more 

challenging. 

Example: 

“A cat ran far from any human, hiding away in dark 

buildings.” (No “E”) 

Outcome: 

Young minds learn to adapt and think creatively while 

expanding their vocabulary. 
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Activity 23: Word Match 
 

Objective: 

To reinforce word recognition and improve basic vocabulary 

through letter associations. 

Instructions: 

1. Provide attendees with a list of pictures (e.g., a dog, a 

car, a cat) and have them match the correct word 

starting with a specific letter. 

2. You can also give them the word and let them draw 

the corresponding object. 

Example: 

Match the word “Dog” with a picture of a dog. 

Outcome: 

This activity is great for beginner learners to connect words 

with visuals, improving their word recognition. 
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Activity 24: Scribble to Life 
 

Objective: 

Turn random scribbles into creative, meaningful drawings. 

Instructions: 

1. Give each member a blank piece of paper and ask 

them to scribble randomly for 10 seconds. 

2. After the scribbling, all participants must transform 

their scribble into a recognizable object, character, or 

scene. 

3. Have them explain their drawing and how the 

scribble inspired it. 

4. The most creative picture is the winner. 

Example: 

A pupil scribbles a random line and turns it into a dragon’s 

tail or a snake in a jungle scene. 

Outcome: 

This activity encourages abstract thinking and creative 

problem-solving by making something recognizable out of 

randomness. 
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Activity 25: Mysterious Story 
Doodles  
 

Objective: 

Young learners collaborate to create a story through drawing. 

Instructions: 

1. Each student starts by drawing something simple 

(e.g., a house, a person). 

2. They then fold the paper to cover their drawing, 

leaving only a small part visible. 

3. The paper is passed to the next person, who 

continues the drawing without knowing the full 

picture. 

4. After several rounds, creators unfold the paper to 

reveal an unexpected collaborative drawing and come 

up with a story for it. 

Example: 

One kid draws a tree, the next adds a superhero hiding behind 

it, the next adds a UFO  flying overhead, and so on. The final 

product tells a bizarre and funny story. 

Outcome: 

This activity combines creativity, teamwork, and storytelling.  
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Activity 26: Invisible Drawing 
Challenge 
 

Objective: 

To guess and draw imaginary objects based on other 

students' descriptions. 

Instructions: 

1. One pupil stands in front of the class and 

describes an invisible object (it can be 

something simple or completely made up), and 

other students in the class have to draw it based 

solely on the description. 

2. The ones drawing can’t ask any questions during 

the process. 

3. The person who finishes the final drawing first 

raises his/her hand and shows it to the rest of 

the class. 

Example: 

A student describes a “giant flying elephant with roller 

skates,” and the classmates draw the picture based on 

this description. 

Outcome: 

This game boosts imagination, speed and active 
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listening while creating hilarious and unpredictable 

results. 
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Activity 27: Animal Antics Charade 
 

Objective: 

Act out bizarre animal combinations and let classmates guess 

the mash-up. 

Instructions: 

1. Each class member randomly selects two animals 

from a hat (e.g., elephant and kangaroo). 

2. They act out what a combination of these two animals 

would look like (e.g., hopping with a trunk) without 

speaking. 

3. Other students guess the hybrid animal. 

Example: 

A young enthusiast might act out an "Elepharoo" by 

pretending to hop like a kangaroo while using their arms as a 

long elephant trunk. 

Outcome: 

This activity encourages imaginative thinking and physical 

creativity while making everyone laugh at those silly 

interpretations. 
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Activity 28: Read Aloud with 
Voices 
 

Objective: 

Use different voices to bring characters and scenes to life. 

Instructions: 

1. Students read a short passage or a section from a 

dialogue-heavy story. 

2. Assign each pupil a character or narrator role, and 

have them read aloud, using creative voices that fit 

their character’s personality (e.g., a deep voice for a 

giant or a squeaky voice for a mouse). 

Example: 

In a fairy tale, a kid might read the hero's part with a 

confident voice, while another reads the villain’s lines with a 

menacing tone. 

Outcome: 

Encourages creative interpretation and helps young 

storytellers engage more deeply with the text by imagining the 

characters. 
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Activity 29: Picture This 
 

Objective: 

Describe what’s happening in a scene using only descriptive 

words. 

Instructions: 

1. After reading a passage, students close their books 

and describe what they "see" in their minds based on 

the text they just read. 

2. Encourage children to focus on visual details like 

colors, shapes, and movements. Each member shares 

their mental picture with the class. 

Example: 

After reading about a pirate ship on stormy seas, one person 

might describe “dark clouds swirling above the ship, with 

waves crashing against the sides.” 

Outcome: 

Promotes creative visualization, helping young minds to 

develop a vivid mental image of what they read. 
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Activity 30: Role Play 
Reenactment 
 

Objective: 

Act out a scene from a story without using a script. 

Instructions: 

1. Class members read a short scene or story and then 

are assigned roles. 

2. They must act out the scene using only their memory 

of the text, adding their own creative spin to the 

dialogue and actions. Improvisation is highly 

encouraged! 

Example: 

In a scene about explorers finding treasure, learners might act 

as explorers, expressing excitement and surprise in their own 

words and movements. 

Outcome: 

Improves comprehension and promotes creative thinking as 

pupils embody the characters and plot, adding their unique 

interpretations. 
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Activity 31: Body Language 
Charades 
 

Objective: 

Communicate actions and ideas without words, using only 

body language. 

Instructions: 

1. A student gets a word or phrase (e.g., "flying a kite", 

"hiking up a mountain") and must act it out using 

only body movements, no sounds or words. 

2. The class tries to guess what he/she is acting out. 

3. Encourage young learners to get creative with their 

actions to make the game more challenging and 

fun. 

Example: 

One pupil might act out "flying a kite" by pretending to tug 

on a string and look up at the sky, or "hiking" by 

dramatically "climbing" an imaginary steep hill. 

Outcome: 

Improves non-verbal communication skills while engaging 

juniors in a funny, light-hearted activity. 
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Activity 32: Human Mirror 
 

Objective: 

Mimic another person’s actions exactly using body language. 

Instructions: 

1. Students pair up, and one person is the "leader" while 

the other is the "mirror." 

2. The leader performs slow, exaggerated movements 

(e.g., stretching, dancing, or pretending to climb), 

and the "mirror" must copy the movements exactly at 

the same time. 

3. Switch roles after a few minutes, encouraging the 

"leader" to get more creative with their movements. 

Example: 

A young learner might pretend to stretch his arms in funny, 

exaggerated ways, and their partner has to mimic every 

movement as closely as possible. 

Outcome: 

This activity is for developing concentration, coordination, 

and creative physical expression in a fun, interactive way. 
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Activity 33: Body Storytelling 
 

Objective: 

Tell a story using only gestures and movements. 

Instructions: 

1. The class is divided into small groups, and each group 

is assigned a simple story or scenario (e.g., "a day at 

the Zoo", "Finding a treasure map"). 

2. The groups must act out the entire story without 

speaking, using only body language. 

3. The rest of the class tries to guess the story as it's 

being performed. 

4. Students raise their hands, make full sentences and 

get points for each correct guess they made. 

Example: 

For "a day at the zoo", young performers might pretend to 

feed imaginary animals, walk like they’re imitating different 

animals, or mime excitement when spotting a tiger. 

Outcome: 

This activity develops creativity in using body movements to 

communicate complex ideas, building collaboration skills in a 

fun way. 
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Activity 34: Emotion Statues 
 

Objective: 

Express emotions using only body language. 

Instructions: 

1. The teacher calls out an emotion (e.g., joy, 

frustration, confusion), and students have 3 seconds 

to freeze into a "statue" that represents that emotion. 

2. Each participant must use their facial expressions 

and body language to interpret the emotion 

creatively. 

3. After each round, a few members explained their 

statue and what emotion they were expressing. 

Example: 

For "joy", a pupil might leap into the air with his/her arms 

spread wide and a big smile, while for "frustration", another 

might crouch with their hands on their head. 

Outcome: 

This activity helps youngsters explore non-verbal expressions 

while having fun and thinking creatively about how emotions 

are conveyed through the body. 
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Activity 35: Alien Perspective 
 

Objective: 

Analyze everyday human objects from the perspective of an 

alien. 

Instructions: 

1. Pupils pretend they are aliens visiting Earth for the 

first time, encountering ordinary objects (e.g., a 

pencil, a chair, a backpack). 

2. They must describe these objects using only alien 

logic and come up with creative explanations for their 

use and purpose. 

3. The class can then discuss which "alien" explanation 

is the most convincing or creative. 

Example: 

A pencil might be described as a "magic wand" for creating 

symbols on flat surfaces that control humans' thoughts and 

actions (writing), while a backpack might be a "human  

energy storage device." 

Outcome: 

This activity pushes young minds to look at everyday things 

from an imaginative perspective, honing their observation 

and analytical skills in a humorous way. 
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Activity 36: The Shrinking Island 
 

Objective: 

Make decisions and prioritize in a high-pressure, imaginary 

survival situation. 

Instructions: 

1. Children imagine they are on a shrinking island, and 

space is rapidly disappearing. 

2. Each attendee must justify one item they need to 

bring to the shrinking space and why it’s crucial for 

survival. 

3. The group must agree on which items are kept on the 

island, which creates a scenario for debate and critical 

thinking. 

Example: 

One participant might argue that a compass is the most 

important item because it could help them navigate away 

from the island, while another might suggest a large umbrella 

to protect against the weather. 

Outcome: 

This activity fosters critical thinking as students evaluate and 

justify their decisions while negotiating with others. 
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Activity 37: The Object 
Conversation 
 

Objective: 

Imagine a conversation between two everyday objects. 

Instructions: 

1. Class members choose two objects from around the 

room (e.g., a chair and a pencil) and imagine they can 

talk to each other. 

2. They must write a dialogue or perform a short skit 

where the objects have a conversation about their 

day. 

Example: 

A pencil might complain to a chair about always being used, 

while the chair says it has to hold everyone up all day. 

Outcome: 

Stimulates creativity by making learners personify objects and 

think from different perspectives. 
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Activity 38: Silly Swap 
 

Objective: 

Swap one object with another and explain how it works. 

Instructions: 

1. All class participants choose two random objects 

from the classroom (e.g., an eraser and a pencil) and 

"swap" their functions. 

2. They must explain how the new object works using 

the other object's characteristics. 

3. For example, the pencil would now be used to erase 

things, and the eraser would somehow write. 

Example: 

A student might say that the eraser creates "invisible ink" on 

the paper, and the pencil erases any bad ideas! 

Outcome: 

Helps beginners think outside the box and encourages them 

to question assumptions about everyday objects. 
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Activity 39: Five Senses 
Brainstorm 
 

Objective: 

Use sensory details to brainstorm ideas around a topic. 

Instructions: 

1. Choose a simple  topic, such as  "a day at the  park" or 

"a magical island." 

2. Have young minds brainstorm ideas by focusing on 

each of the five senses (sight, sound, smell, touch, 

taste). 

3. They must come up with unique details and ideas for 

each sense. 

Example: 

For "a magical island" a student might describe "the smell of 

fruit trees" or "the soft sound of waves on glowing sand." 

Outcome: 

Encourages creative thinking by focusing on sensory details, 

helping children develop vivid and imaginative ideas. 
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Activity 40: Impossible Situations 
 

Objective: 

Develop solutions to seemingly impossible or exaggerated 

problems. 

Instructions: 

1. Present an exaggerated or "impossible" issue ( e.g., 

"What if there were no gravity in the classroom?" or 

"What if the school was underwater?"). 

2. Young learners brainstorm creative solutions to make 

the impossible situation work. 

Example: 

For "no gravity" pupils might suggest using floating desks 

attached with tethers, or magnetized floors and shoes to stay 

grounded. 

Outcome: 

Stimulates out-of-the-box thinking and helps young minds 

solve exaggerated problems creatively. 
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Activity 41: Follow the Clues 
 

Objective: 

Encourage problem-solving through a mystery challenge. 

Instructions: 

1. Provide attendees with a mystery scenario (e.g., "Who 

took the missing lunchbox? One of the students in the 

class did it") and several clues. 

2. All participants analyze the clues and solve the 

mystery. 

3. Who identifies the culprit first is the winner. 

Example: 

Clues might include, "The person last seen near the cafeteria 

had short black hair" or "That kiddo was wearing a red 

jacket". Everyone collaborates to figure out which student 

from the class is the suspect. 

Outcome: 

Teaches logical reasoning and collaboration, encouraging 

juniors to think critically and piece together information to 

solve problems. 
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Activity 42: Story Starters 
 

Objective: 

Develop problem-solving skills through storytelling. 

Instructions: 

1. Present a short, made-up story with a simple problem 

(e.g., "Tom can't find his favorite book."). In this 

activity, only the teacher knows the solution. 

2. Pupils take turns adding sentences to the story, each 

offering a possible way to solve the problem. 

3. The winner is a person with the right solution. 

Example: 

One participant might suggest Tom searches the attic, 

another suggests he asks his neighbor, and so on until the 

problem is solved. 

Outcome: 

Builds collaborative problem-solving skills and creativity as 

children work together to create solutions within a narrative. 
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Activity 43: Color Code Relay 
 

Objective: 

Develop teamwork and quick problem-solving by organizing 

and categorizing tasks in an exciting relay race using colors. 

Instructions: 

1. Divide class members into small teams and give each 

team a series of disorganized tasks or items (e.g., 

school supplies, study subjects, daily routines). 

2. Each team must quickly assign a color to each 

task/item (e.g., red for urgent tasks, blue for relaxing 

activities, green for group work). 

3. In a relay format, one member from each team runs 

to a board and places colored cards or markers in the 

correct order to represent how they categorize the 

tasks. The next team participant continues from 

where the previous one left off. 

4. The first group to correctly organize all tasks using 

color wins. 

Example: 

One team might categorize "reading" as blue (calming), 

"playing soccer" as green (active), and "homework" as red 

(urgent). They must race to match their color-coded 

categories on the board. 
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Outcome: 

Promotes quick thinking, teamwork, and teaches students 

how effective organization can simplify tasks in a fun, high-

energy environment. 
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Activity 44: Invent a Rule 
 

Objective: 

To boost creative flexibility by inventing and applying new 

rules to common games or activities. 

Instructions: 

1. Choose a simple, well-known classroom game (e.g., 

Tic-Tac-Toe or Simon Says). 

2. Each member or a group must invent a new, creative 

rule that changes how the game is played. 

3. Their rule is presented to the class and demonstrated 

how it works. The most unique concept wins. 

4. The rest of the class tries to play the game using the 

new rule. 

Example: 

For Tic-Tac-Toe, a young creator might invent the rule that 

players can only place their X or O if they can rhyme a word 

with "tree." 

Outcome: 

This game encourages individuals to think creatively about 

structure and flexibility, pushing them to experiment and 

adapt new ideas to life. 
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Activity 45: Word Morph 
 

Objective: 

To enhance linguistic creativity and adaptability by morphing 

one word into another through incremental changes. 

Instructions: 

1. Choose a starting word and an ending word (e.g., 

“cat” and “sun”). 

2. Divide the class into teams. Each member of a team 

must change one letter at a time, coming up with a 

new word at each step until they arrive at the ending 

word. 

3. The fewer steps they take, the better. If they get stuck, 

they collaborate and get creative by explaining how 

two seemingly unrelated words might be connected. 

4. The team that could reach the ending word using 

fewer steps wins. 

Example: 

Students start with "cat" and move through "bat", "but", and 

"bun" to finally reach "sun." 

Outcome: 

This game challenges young minds to think flexibly with 

language while sharpening problem-solving and creative 

thinking skills. 
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Activity 46: Time Traveler’s 
Dilemma 
 

To stimulate innovative thinking by placing young learners in 

an unusual, hypothetical problem-solving scenario. 

Instructions: 

1. Present the class with the following premise: "You are 

a time traveler stuck in the past, but you can bring 

back one modern object to help you blend in or solve 

a problem. What would you bring and why?" 

2. Class members must think about the challenges of 

the period (e.g., ancient Egypt or medieval Europe) 

and choose a modern object that would be useful or 

non-threatening. 

3. They explain their reasoning to the class, justifying 

how the object would solve a historical problem 

without causing disruption. 

Example: 

A student might choose a magnifying glass to help people in 

ancient Greece study the stars, presenting it as a non-

threatening learning tool. 

Outcome: 

Encourages critical and imaginative thinking, blending 

history, problem-solving, and creative reasoning. 
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Activity 47: Object Shadow Stories 
 

Objective: 

To inspire visual and narrative creativity by using everyday 

objects to cast shadows and create stories. 

Instructions: 

1. Set up a light source in the classroom (like a flashlight 

or lamp). 

2. Provide pupils with various random objects (e.g., 

spoons, keys, scissors). 

3. Learners arrange the objects in front of the light to 

cast shadows on a blank wall or screen. 

4. They then create a story based on the shapes and 

figures formed by the shadows, with the goal of 

making the story both creative and connected to the 

shapes they see. 

Example: 

A shadow formed by a spoon and a pair of scissors might 

resemble a person holding a sword, leading creators to tell a 

story about a hero on a quest. 

Outcome: 

This game boosts creative visual thinking and storytelling.  
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Activity 48: Impossible Invention  
 

Objective: 

To spark imagination by challenging students to invent 

something that seems impossible, and then figure out how it 

could work. 

Instructions: 

1. Ask children to think of an invention that doesn't 

exist yet only because it seems impossible to create 

(e.g., a teleportation device, a cloud-surfing board). 

2. They then have to come up with a creative way it 

might actually work, considering any scientific or 

magical principles. 

3. They share their invention and reasoning with the 

class, highlighting their creative potential. 

Example: 

A young creator might invent a device that lets people breathe 

underwater by turning oxygen into a solid form that can be 

consumed like food. 

Outcome: 

This activity encourages imaginative thinking while also 

promoting creativity in problem-solving by pushing young 

minds to make the impossible possible. 
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Activity 49: Emotion Sculpting  
 

Objective: 

To enhance creativity and emotional intelligence by 

expressing feelings through art. 

Instructions: 

1. Provide each attendee with clay or any other 

modeling materials. 

2. Assign each student an emotion (e.g., joy, anger, 

curiosity), and ask them to sculpt a representation of 

that emotion without using any specific symbols (like 

a smiley face or heart). 

3. Once finished, they share their sculptures with the 

rest of the class and explain how they represented the 

emotion but don’t say what that really is. 

4. The participants in the class share their guesses. The 

one who can identify the emotion first - wins. 

Example: 

A schoolchild might sculpt a spiraling tower to represent 

curiosity, symbolizing the endless search for knowledge. 

Outcome: 

Promotes creative expression and helps students explore 

abstract concepts like emotions in a tangible way. 
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Activity 50: Shape Shifter Puzzle 
 

Objective: 

Enhance spatial reasoning and collaboration through shape 

manipulation. 

Instructions: 

1. Provide pupils with a variety of paper cutouts in 

different shapes (triangles, squares, circles, etc.). 

2. Present a "goal shape" (e.g., a house, a tree) that they 

must recreate using the cutouts. 

3. Children work in pairs or groups to arrange the 

shapes to match the goal image. They can’t cut or 

overlap the shapes but only position them creatively. 

4. The first team to make the “goal shape” is the winner. 

Example: 

Students might need to use two triangles and a square to form 

a simple house. 

Outcome: 

Develops spatial awareness, creativity, and problem-solving 

by challenging individuals to think geometrically and 

collaborate on a common task. 
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Activity 51: Healthy Habits Maze 
 

Objective: 

Promote healthy living by solving a maze with decisions based 

on healthy lifestyle choices. 

Instructions: 

1. Design a maze where each intersection represents a 

health-related decision (e.g., choosing between junk 

food and a healthy snack, or between exercise and 

screen time). 

2. Young participants must navigate the maze effectively 

by making the healthiest choices to reach the end. 

3. Each wrong choice or decision sends them to a dead 

end, requiring learners to backtrack and reconsider 

their decisions. 

Example: 

At one decision point, students choose between a candy bar or 

a fruit snack. Opting for the fruit snack leads them closer to 

the goal. 

Outcome: 

It teaches decision-making based on health knowledge, 

promoting awareness of healthy habits through a fun and 

interactive activity. 
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Activity 52: Healthy Recipe Remix 
 

Objective: 

Encourage learners to think creatively about making their 

favorite foods healthier. 

Instructions: 

1. Present a popular snack or dish that’s not very 

healthy (e.g., pizza, ice cream, burgers). 

2. Ask pupils to come up with ways to make it healthier 

by changing ingredients or adding healthy options 

(e.g., using whole wheat crust, adding veggies, using 

yogurt instead of ice cream). 

3. Let children draw or “design” their healthier versions 

of the dish. 

Example: 

A student might suggest adding spinach and mushrooms to 

pizza or swapping out pepperoni for grilled chicken. 

Outcome: 

Promotes creative thinking and teaches youngsters how to 

make healthier choices without giving up their favorite foods. 
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Activity 53: Healthy Plate Strategy 
Showdown 
 

Objective: 

Teach juniors about balanced nutrition by creating strategic 

meal plans under challenging scenarios. 

Instructions: 

1. Divide the class into teams. Provide each group of 

students with a set of random food cutouts (fruits, 

vegetables, proteins, grains, dairy) and add "wild 

cards" such as time limits (e.g., "You only have 10 

minutes to cook") or dietary restrictions (e.g., "No 

gluten" or "Vegan meal"). 

2. Teams must collaborate to create a balanced meal 

that perfectly fits both the nutritional guidelines and 

the unique challenge given to them (e.g., quick prep, 

low budget, special diets). 

3. After creating their meals, groups present and defend 

their choices, explaining how each item fits within the 

dietary guidelines and addressing the challenge they 

faced. 

4. Team participants earn points based on originality, 

nutritional balance, and how well they met the 

ultimate challenge. 
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Example: 

A team might have to create a meal under the challenge of 

"low budget." They could select eggs (protein), a salad with 

spinach (vegetables), and an apple (fruit), explaining how 

these affordable options still provide a balanced, nutrient-rich 

meal. 

Outcome: 

Enhances understanding of nutrition, problem-solving, 

teamwork, and decision-making under pressure, making 

healthy eating both fun and strategic. 
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Activity 54: Sleep Superstars 
 

Objective: 

Teach pupils the importance of sleep for overall health. 

Instructions: 

1. Discuss how much sleep children need and why sleep 

is important for energy and focus. 

2. Ask students to share how they feel when they get 

enough sleep versus when they don’t. 

3. Create a bedtime routine checklist to help young 

learners prepare for a good night’s sleep (brush their 

teeth, read a book, etc.). 

Example: 

Juniors talk about feeling tired and cranky when they don’t 

sleep enough, understanding that sleep helps them feel good 

and ready to learn. 

Outcome: 

Helps kids realize the importance of sleep for good health and 

mental clarity. 
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Activity 55: Germ Hunter 
Challenge 
 

Objective: 

Introduce the importance of hygiene by turning germ-

spreading into a detective-style challenge. 

Instructions: 

1. Secretly apply glitter or any other similar material 

(germs) to various objects around the classroom ( 

door handles, pens, books, etc). Only a few objects 

will have glitter at the start, but it will spread 

naturally as students use those items. 

2. Assign each attendee the role of a "Germ Hunter" 

who must figure out the original source of the 

contamination by the end of the lesson. 

3. Allow students to continue with regular classroom 

activities, touching items, moving around, and 

interacting. Meanwhile, they must keep track of how 

germs (glitter) spread and where they’ve noticed 

glitter showing up on themselves and others. 

4. After a set time (e.g., 20 minutes), gather the class for 

a debrief where each “hunter” presents his/her ideas 

and hypothesis about which item was the original 

source of the germs. 
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5. Discuss their reasoning and crown the most accurate 

“Germ Hunter” for identifying the object that started 

the contamination and offering the best solution for 

stopping the spread. 

Example: 

One student traces the spread back to a glitter-covered pencil 

that passed through several hands during a group activity, 

demonstrating how quickly germs can travel from person to 

person. 

Outcome: 

Encourages deductive reasoning, observation, and problem-

solving, while making hygiene education more dynamic and 

interactive. It helps young individuals think critically about 

how germs spread and emphasizes the importance of 

preventing it through careful hygiene practices. 
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Activity 56: Immune System 
Battle Royale 
 

Objective: 

Simulate the body's immune response while teaching 

students about health and hygiene in an engaging, fast-paced 

game. 

Instructions: 

1. Divide the class into two teams: Germs and White 

Blood Cells. Germs try to "infect" the body by tagging 

other classmates, while White Blood Cells try to 

"heal" infected students by tagging them back. 

2. Simplify the healing process: When a person is tagged 

by a Germ, they must freeze in place and shout out a 

health-related fact (e.g., "Washing hands stops the 

spread of germs!" or "Eating vegetables boosts the 

immune system!") to be "healed" by the White Blood 

Cells and continue playing. 

3. Add "Power-Ups" by hiding special cards around the 

room with advanced health facts or immunity-

boosting strategies. If pupils find one, they can 

temporarily become invincible from Germs. 

4. Time the game in short rounds (e.g., 5 minutes per 

round) and switch team roles after each round, 
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allowing everyone to experience both sides of the 

immune response. 

Example: 

A Germ tags a kid, who freezes and quickly says, "Drinking 

water helps the body stay hydrated!" A White Blood Cell 

rushes over to tag and heal the student, bringing him back 

into the game. 

Outcome: 

Promotes quick thinking and health knowledge while 

encouraging teamwork and physical activity. The simplified 

format keeps the game dynamic and allows juniors to learn 

key hygiene facts while actively defending against Germs. 
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Activity 57: Number Safari 
 

Objective: 

Turn math into a real-world adventure by "hunting" for 

numbers in the classroom. 

Instructions: 

1. Create a "safari map" with different stations around 

the room. Each station has a number puzzle or 

challenge (e.g., “Find a way to make 10 using only the 

numbers 3, 5, and 7”). 

2. Learners visit each station and solve the challenge to 

collect clues that lead them to the next number 

“animal” on the safari. 

Example: 

At one station, pupils have to combine certain numbers to 

create a target sum. If they solve it, they get a "clue" for the 

next station, eventually leading to a final treasure (like a 

hidden toy animal). 

Outcome: 

This game blends math with creativity and exploration, 

encouraging participants to solve problems in a playful yet 

adventurous context. 
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Activity 58: Number Sculptors 
 

Objective: 

Use numbers as "building blocks" to create patterns or 

shapes. 

Instructions: 

1. Each attendee gets a set of number cards (e.g., 1-10). 

Their task is to arrange the cards in a way that creates 

a visual pattern (e.g., a triangle, square, or spiral). 

2. The numbers must follow a rule, such as "Each 

number must add to the next" or "Arrange odd 

numbers into a triangle and even numbers into a 

square." 

Example: 

A student might arrange cards in a pyramid shape where the 

sum of the numbers in each row equals the sum of the 

numbers in the next row. For example, the first row could be 

1, the second row 2+3, and so on. 

Outcome: 

This activity encourages visual thinking and mathematical 

relationships in a creative, hands-on way. 
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Activity 59: Mystery Codebreakers 
 

Objective: 

Solve math problems to crack a secret code. 

Instructions: 

1. Create a math-based code where each correct answer 

reveals part of a hidden message. Each number 

represents one of the letters in the alphabet. 

2. Young mathematicians solve a series of math puzzles 

(addition, subtraction, multiplication, or division) to 

unlock letters of the alphabet. Once all the problems 

are solved, the letters can be arranged to reveal a 

secret message or phrase. 

Example: 

Each problem leads to a letter, like "Solve  7 + 5  to get the 12th 

letter of the alphabet." Once all the letters are uncovered, they 

spell out a fun message like “YOU DID IT” or “CHAMPION.” 

Outcome: 

Teaches basic math operations in a playful, puzzle-solving 

format that promotes teamwork and logical thinking. 
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Activity 60: Number Story 
Challenges 
 

Objective: 

Combine numbers and storytelling to create imaginative 

math narratives. 

Instructions: 

1. Juniors are given a set of numbers (e.g., 3, 7, 9, 12) 

and must invent a short story that incorporates these 

numbers in a creative way. 

2. Each number should be a key part of the story’s plot 

(e.g., "The hero has to climb 12 steps, defeat 7 

monsters, and find 3 treasures"). 

Example: 

A student might tell the story of a prince who has to solve a 

riddle involving 3 magical coins and 9 enchanted doors before 

saving the kingdom. 

Outcome: 

This game blends math with storytelling, helping kids see 

numbers as part of a unique situation. 
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Activity 61: Pattern Parade 
 

Objective: 

Develop pattern recognition and mathematical reasoning 

through number sequences. 

Instructions: 

 Write a series of numbers on the board (e.g., 2, 4, 6, 

8…) and ask students to predict the next numbers in 

the pattern. Then challenge them to create their 

unique number patterns for classmates to solve. 

Example: 

A pupil might continue the series by adding 10, 12, 14… and 

then create their own sequence for others, like 1, 3, 9, 27,  

where the pattern is multiplication. 

Outcome: 

Teaches youngsters to recognize mathematical patterns, 

fostering both creativity and numerical understanding. 

 

 

 

 



 

Creative Thinking, Innovation and Problem Solving  87 

 

Activity 62: Number Detective 
 

Objective: 

Encourage logical thinking by solving number-based riddles 

and puzzles. 

Instructions: 

1. Present class members with a math riddle or problem 

that they must solve using deduction and reasoning 

(e.g., “I’m thinking of a number between 1 and 20 

that’s divisible by 3 and 5. What is it?”). 

2. To make it more challenging ask participants to think 

as quickly as possible. The first student who says the 

correct number wins. 

Example: 

Young Einsteins might work together to figure out the answer 

is 15, discussing the properties of numbers and why certain 

numbers fit the criteria. 

Outcome: 

Sharpens young minds’ logical thinking and number sense as 

they work together to crack the code. 
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Activity 63: Math Fortune Teller 
 

Objective: 

Make numbers fun and imaginative by predicting "math 

fortunes." 

Instructions: 

 All participants write down numbers that have 

personal significance (e.g., their age, a favorite 

number, etc.). A "Math Fortune Teller" (another 

student) uses a set of pre-made math riddles (e.g., 

"Double this number and add 5"). Based on their 

answer, the fortune teller gives a fun fortune related 

to numbers (e.g., "You will eat 3 ice creams next 

week!"). 

Example: 

A random student chooses 7, and the fortune teller gives a 

riddle like "Multiply it by 3 and subtract 2." The result, 19, 

leads to a fortune like "You'll meet 19 new friends this year!" 

Outcome: 

Combines math practice with imagination, giving kids a fun 

way to see numbers as part of their everyday lives. 
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Activity 64: Magic Number Stories 
 

Objective: 

Encourage storytelling and creativity using math. 

Instructions: 

 Provide everyone with a "magic number" (e.g., 4). All 

class participants must create a short story where the 

number plays a significant role in the plot. Every 

detail of the story should tie back to the magic 

number in some way. 

Example: 

A pupil might write about 4 friends who discover 4 magical 

doors, each leading to a different adventure. 

Outcome: 

Combines creative writing with number usage, helping young 

minds understand how numbers can be integrated into 

storytelling in imaginative ways. 
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Activity 65: Language Detective 
 

Objective: 

Help learners discover creative ways to communicate when 

they don’t know the local language. 

Instructions: 

 All attendees are put into situations where they must 

"communicate" without using words (e.g., asking for 

directions, or ordering food). They must come up 

with creative ways to get their message across using 

gestures, drawings, or even objects. 

Example: 

A student might mime eating to ask where a restaurant is or 

draw a bus to inquire about transportation. 

Outcome: 

Enhances creativity in communication and non-verbal 

problem-solving skills. 
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Activity 66: Animal Allies 
 

Objective: 

Develop imaginative thinking and creative problem-solving 

by incorporating wild animals. 

Instructions: 

 Each student or team is given a jungle animal ally 

(e.g., a parrot, monkey, tiger) along with a survival 

challenge (e.g., "Cross a dangerous river", "Find 

food"). They must explain how their animal ally can 

help them survive. 

Example: 

A kid with a monkey might say “I’ll get help gathering fruit or 

creating a bridge by swinging vines across the river.” 

Outcome: 

Encourages creative storytelling and imaginative solutions 

while integrating fun, fictional scenarios. 
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Activity 67: Leaf Impressions 
 

Objective: 

Foster creativity by connecting art and nature through 

patterns and textures. 

Instructions: 

 Provide attendees with paper and crayons. Ask them 

to collect different leaves and use them to make leaf 

rubbings by placing the leaves under the paper and 

rubbing a crayon over the top. Afterward, they must 

incorporate these leaf rubbings into a drawing or 

design, using their imagination. 

Example: 

A student might transform leaf rubbings into the feathers of 

an imaginary bird or the wings of a fairy. 

Outcome: 

Combines artistic creativity with nature exploration, helping 

young creators see nature in a new, imaginative way. 
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Activity 68: Nature Sculptors 
 

Objective: 

Inspire creativity by creating art using natural objects. 

Instructions: 

 Students are taken outside or provided with leaves, 

sticks, stones, and other natural materials. Their task 

is to create a sculpture or artistic design from these 

items. They can make animals, abstract forms, or 

structures. 

Example: 

One artist might create a turtle using round stones for the 

shell and sticks for the legs. 

Outcome: 

Promotes creative expression and resourcefulness by using 

nature as a medium for artistic creation. 
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Activity 69: Eco-Superhero 
 

Objective: 

Foster creativity and awareness of environmental roles 

through character creation. 

Instructions: 

 Ask participants to create an “eco-superhero” who 

fights environmental problems (like pollution or 

climate change). They can draw their superheroes 

and describe their powers, which must relate to 

protecting nature. 

Example: 

A young creator designs "Captain Clean Air" - a superhero 

who can absorb air pollution and turn it into fresh, clean air 

for everyone. 

Outcome: 

Inspires creative thinking and makes environmental 

protection relatable through fun character creation. 
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Activity 70: Build a Mini 
Ecosystem 
 

Objective: 

Understand the balance within ecosystems by creating a 

simple, self-sustaining environment. 

Instructions: 

 Provide students with jars, soil, small plants, and 

pebbles. They create a mini ecosystem inside the jar, 

learning about the water cycle and how plants release 

oxygen. Have everyone track the changes over a 

week. 

Example: 

A young learner observes how moisture builds on the inside 

of the jar, showing how plants release water through the 

process of transpiration. 

Outcome: 

Promotes long-term observation, environmental awareness, 

and understanding of ecosystem balance. 
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Activity 71: Gratitude Journaling 
 

Objective: 

Boost emotional well-being by focusing on positive aspects of 

life. 

Instructions: 

 Give each member of the class a blank sheet of paper 

and ask them to write or draw three things they are 

grateful for every day. They can share one thing with 

the class if they feel comfortable. 

Example: 

A pupil writes, "I am grateful for my family, my pet dog, and 

my teacher" and draws pictures of each. 

Outcome: 

Promotes positive thinking, self-reflection, and improves 

emotional resilience. 
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Activity 72: Emotion Story Mystery 
 

Objective: 

Develop emotional understanding by guessing character 

motivations. 

Instructions: 

 Read a short story where the character's emotion is 

clear, but the reason is a mystery. Pupils must guess 

why the character feels that way and offer their ideas. 

Example: 

A character is described as "nervous and pacing the room." 

Students guess, "Maybe the character has a big test or is 

waiting for important news." 

Outcome: 

Enhances listening skills, encourages emotional reasoning, 

and develops creative thinking around emotional situations. 
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Activity 73: The Lonely Hero 
 

Objective: 

Use a well-known character of your choice to practice 

emotional interpretation and empathy. 

Instructions: 

1. Tell a story about a hero who often feels the weight of 

responsibility on their shoulders. Despite their great 

strength and abilities, they feel lonely because of their 

unique position and the pressure to protect the world. 

2. The student who can guess the name of the character 

first, wins. 

Story: 

"This character has saved the world multiple times but often 

feels isolated because no one else understands the burden 

they carry. They fly through the skies, looking down at the 

people they protect, feeling both proud and lonely." 

Guess the Character:  

Pupils may guess, "It's Superman! He feels lonely because 

he’s the only one with such a great power." 
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Activities for 
advanced students 
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Activity 74: Future City Design 
 

Objective: 

Encourage students to think critically about urban planning, 

sustainability, and innovative problem-solving. 

Instructions: 

1. Split attendees into groups and assign them the task 

of designing a futuristic city. 

2. They must consider environmental challenges (e.g., 

climate change, overpopulation) and create creative, 

effective solutions (green energy, vertical farming, 

autonomous transport, etc.). 

3. Each group presents their city design and explains 

how their innovations solve future problems. 

Example: 

One group designed "Eco-City", where all buildings are made 

from recycled materials and equipped with vertical gardens. 

They introduce a network of solar-powered drones for public 

transport, reducing traffic congestion and emissions. They 

explain how this city model addresses both waste 

management and clean energy needs. 

Outcome: 

Develops creativity in imagining future possibilities, critical 

thinking by addressing real-world problems, and problem-

solving through collaborative innovation. 
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Activity 75: Philosopher’s Debate 
 

Objective: 

Foster creative and critical thinking by exploring 

philosophical dilemmas. 

Instructions: 

1. Present learners with complex ethical dilemmas, such 

as “Should AI be given the same rights as humans if  

it becomes sentient?” or “Is it ethical to genetically 

modify humans to be more intelligent?” 

2. Divide the class into groups where each group must 

argue for or against a given scenario while 

brainstorming potential solutions to the ethical 

issues. 

Example: 

In a debate about the rights of AI, one group argues for 

granting AI rights based on their potential for suffering and 

self-awareness, proposing guidelines for their treatment, 

while another group argues against it, emphasizing human 

uniqueness and the risks of advanced AI. Each side proposes 

regulations to ensure responsible AI development. 

Outcome: 

This activity enhances creative thinking by exploring 

hypothetical scenarios, promotes critical thinking by 

analyzing ethical implications, and sharpens problem-solving 

skills through debate and solution-building. 
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Activity 76: Story Reversal 
 

Objective: 

Challenge students to think creatively and critically by 

changing perspectives. 

Instructions: 

1. Ask everyone to take a well-known story or historical 

event and flip the perspective. For example, “How 

would The Three Little Pigs look from the wolf's point 

of view?” or “What if the British won the American 

Revolutionary War?” 

2. Learners must create a narrative or presentation that 

explores how the reversed perspective changes the 

outcome, characters, and implications. 

Example: 

Pupils rewrite the story of Little Red Riding Hood from the 

wolf's perspective. In their version, the wolf is trying to warn 

Little Red about a dangerous hunter. The story reveals the 

wolf's misunderstood intentions and portrays the hunter as 

the real villain, shifting the moral of the tale entirely. 

Outcome: 

This activity encourages creative thinking by re-imagining 

known events or stories, enhances critical thinking by 

analyzing the new perspective, and develops problem-solving 

skills through narrative construction. 
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Activity 77: Mystery Artifact 
 

Objective: 

Enhance critical thinking and creativity through deduction 

and historical context. 

Instructions: 

1. Present class members with an "artifact" (a real 

object or a photo of an object) without revealing its 

identity or purpose. 

2. Pupils must use clues, such as historical background, 

cultural significance, and physical characteristics, to 

guess what the artifact is and what it was used for. 

3. After guessing, students discuss the artifact's 

importance and imagine a narrative surrounding it. 

Example: 

An object such as a small, intricately designed metal box is 

shown to the class. Clues include hints about its material, 

possible historical uses, and connections to specific cultures. 

Youngsters might guess it’s a spice box from the Middle Ages 

or an ancient writing tool, prompting discussions about trade 

routes or societal norms at the time. 

Outcome: 

This activity develops creativity as young minds envision 

different uses for the artifact and consider its historical 
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context. Critical thinking is honed through deduction and 

analysis of clues. 
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Activity 78: The Puzzle of 
Possibilities 
 

Objective: 

Challenge learners to think creatively by reconstructing a 

story using fragmented pieces of information. 

Instructions: 

1. Present attendees with a series of disconnected 

phrases or sentences that hint at a larger story or 

scenario. 

2. Students must collaborate to guess the overarching 

plot and then reconstruct the narrative, filling in the 

gaps with their creative ideas. 

3. They can either write a new version of the story or 

present it dramatically, focusing on how they 

connected the pieces. 

Example: 

Fragments might include: “The clock struck midnight”, “A 

hidden map was revealed” and “A choice must be made.” 

Pupils collaborate to guess that the story revolves around a 

treasure hunt that leads to unexpected consequences. They 

then create a unique ending that diverges from typical 

treasure-hunt narratives. 
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Outcome: 

This activity promotes creativity as young enthusiasts weave 

together disparate clues into a cohesive narrative. It also 

develops critical thinking and problem-solving skills by 

encouraging them to make connections and fill in narrative 

gaps. 
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Activity 79: Eco-Inventors 
Challenge 
 

Objective: 

Encourage participants to design eco-friendly inventions that 

address real-world environmental problems. 

Instructions: 

 Present young innovators and creators with a specific 

environmental issue (e.g., plastic pollution, water 

conservation, renewable energy). In small groups, 

they brainstorm and sketch their invention that could 

help solve the problem. 

Example: 

Students might design a "Plastic Collector Drone" that flies 

over beaches and collects plastic waste. 

Outcome: 

Inspires innovation and problem-solving as young minds 

think critically about real environmental challenges and 

creative solutions. 
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Activity 80: Environmental 
Debate 
 

Objective: 

Promote critical thinking and communication skills on 

environmental issues. 

Instructions: 

 Divide the class into two groups. Give them an 

environmental topic (e.g., should we ban single-use 

plastics?) and have them debate the pros and cons, 

with one group for and the other against. Let them 

research simple facts before starting the debate. 

Example: 

One group argues for banning plastic straws to reduce ocean 

pollution, while the other defends their necessity for people 

with disabilities. 

Outcome: 

Boosts speaking, listening, critical thinking skills, and also 

environmental awareness. 
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Activity 81: Estimation Station 
 

Objective: 

Develop estimation and number sense in a hands-on activity. 

Instructions: 

 Set up different stations with jars or containers filled 

with various objects (e.g., marbles, candy, coins). 

Students must estimate how many objects are in each 

jar without counting. After making their guesses, they 

use multiplication or division to calculate their 

estimates. 

Example: 

If there are 10 marbles in a visible layer of a jar, class 

participants might estimate how many layers there are and 

multiply the numbers to estimate the total. 

Outcome: 

Improves estimation skills and number sense, while making 

math tactile and visual. 
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Activity 82: The Nature Puzzle 
 

Objective: 

Boost creative thinking through puzzle-solving with natural 

clues. 

Instructions: 

 Create a scavenger hunt in a natural setting (or 

virtual nature environment). Students receive a series 

of clues related to nature (e.g., "Find something that 

grows only in the shade", "Find something with a 

pattern like a zebra"). They must creatively solve 

these clues and collect or describe the natural objects 

they find. 

Example: 

A pupil might find a fern in the shade or notice the striped 

pattern on a certain type of leaf to solve the clue. 

Outcome: 

Encourages creative problem-solving and deeper observation 

of nature, fostering critical thinking and attention to detail. 
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Activity 83: Nature's Sound 
Symphony 
 

Objective: 

Encourage creative auditory thinking by using sounds from 

nature. 

Instructions: 

 Take the class outdoors or play recorded nature 

sounds (e.g., bird songs, wind, rustling leaves). 

Students must create a short story or poem based 

solely on the sounds they hear. They must imagine 

what is happening in the natural environment and 

explain their interpretation. 

Example: 

A young author might write a poem or a story about a bird's 

adventure, inspired by the chirping and rustling sounds in the 

background. 

Outcome: 

Encourages creative storytelling and the ability to draw 

inspiration from sensory experiences in nature. 
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Activity 84: Animal Architects 
 

Objective: 

Encourage innovative problem-solving by designing animal 

habitats. 

Instructions: 

 Ask students to pick an animal and design a new, 

creative habitat for that animal using natural 

elements (e.g., mud, branches, water). They must 

explain why their design is the best fit for the animal’s 

survival needs. 

Example: 

A young creator might design an elaborate treehouse for a 

squirrel, complete with storage spaces for acorns and hidden 

tunnels to avoid predators. 

Outcome: 

Fosters creative problem-solving as students think about how 

animals interact with their environments and what makes a 

habitat effective. 
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Activity 85: Create Your Own 
Landmark 
 

Objective: 

Encourage imagination by designing an iconic landmark for 

the new country. 

Instructions: 

 Ask students to design a new landmark for the 

country, based on what they’ve learned or their first 

impressions. They can draw, build models, or 

describe them in words, explaining how they would 

represent the country. 

Example: 

Someone might design a floating park to symbolize the 

importance of nature and relaxation in the country's culture. 

Outcome: 

Fosters creative thinking and cultural appreciation while 

letting young designers express their imagination. 
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Activity 86: Survival Challenge 
 

Objective: 

Stimulate quick thinking and problem-solving while adapting 

to new surroundings. 

Instructions: 

 Present pupils with a hypothetical situation (e.g., 

"You’re lost in a new city with only $10. How would 

you navigate, communicate, and find food?"). Ask 

them to come up with a plan and present their 

creative solutions. 

Example: 

A student might suggest using public maps to navigate, 

finding a local market for affordable food, and using gestures 

or drawings for communication. 

Outcome: 

Teaches the young generation to adapt creatively and solve 

problems using limited resources in an unfamiliar setting. 
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Activity 87: Culture Explorer 
 

Objective: 

Encourage pupils to explore and understand the culture of 

their new environment. 

Instructions: 

1. Pair class participants or put them in small groups. 

Each group is assigned a local custom, food, or 

tradition from the new country. They must research it 

and come up with creative ways to present it to the 

class through a skit, drawing, or even a made-up story 

incorporating the tradition. 

2. The rest of the students try to guess the country this 

tradition represents 

Example: 

One group might research a local festival and create a play 

reenacting its history in a fun, imaginative way. 

Outcome: 

Learners become culturally aware while developing creative 

storytelling and presentation skills. 
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Activity 88: Creative Constraints 
Challenge 
 

Objective: 

Promote out-of-the-box thinking by placing creative limits on 

pupils’ tasks. 

Instructions: 

1. Provide everyone with a creative challenge, like 

designing a new invention, but with specific 

constraints (e.g., they can only use paper and string, 

or the invention must fit in a box). 

2. Attendees must come up with unique solutions 

within the constraints, presenting their ideas 

afterward. 

Example: 

A student might be tasked with creating a "flying device" 

using only a piece of paper, tape, and two straws. The 

challenge forces them to think creatively within the limits. 

Outcome: 

This activity boosts creativity under pressure, helping young 

minds develop innovative solutions within given boundaries. 
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Activity 89: Stress Buster Strategy 
 

Objective: 

Helps the young generation develop problem-solving skills by 

creating stress management techniques. 

Instructions: 

1. Present students with various stressful scenarios (e.g., 

upcoming exams, peer pressure, or public speaking). 

2. Their task is to come up with healthy coping 

strategies for each situation (e.g., deep breathing, 

time management, exercise). 

3. They must explain how their chosen strategies reduce 

stress and improve mental health. 

Example: 

For exam stress, youngsters might suggest creating a study 

schedule and practicing mindfulness to stay calm. 

Outcome: 

Promotes mental health awareness and teaches attendees 

problem-solving techniques to manage stress effectively. 
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Activity 90: Metaphor Maps 
 

Objective: 

To stimulate abstract thinking by connecting unrelated 

concepts. 

Instructions: 

1. Give class members a random object (e.g., "a tree") 

and a concept (e.g., "friendship"). 

2. Ask them to create a metaphor or analogy that 

connects the two (e.g., "Friendship is like a tree 

because it starts small but grows stronger over time"). 

3. Participants can either write their metaphor or 

explain it to the class. 

Example: 

A student might say, "Creativity is like a river because it flows 

freely, sometimes changes direction, but always finds its way." 

Outcome: 

Promotes abstract thinking and helps young minds connect 

different ideas in new, imaginative ways. 
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Extra activity 1: Time Traveler’s 
Dilemma 
 

Objective: 

Solve a critical historical problem as a modern-day time 

traveler. 

Instructions: 

1. Students are given a historical event (e.g., the signing 

of the Declaration of Independence, the invention of 

the wheel) and must imagine they’ve traveled back in 

time with modern-day knowledge. 

2. They must "solve" a challenge that arises during the 

event using only their current knowledge and tools 

from their era. 

3. The class votes on the most creative and plausible 

solution. 

Example: 

Learners might explain how they would have prevented the 

fall of the Roman Empire by introducing social media to 

communicate better between regions, reducing conflicts. 

Outcome: 

Sparks critical thinking and creativity by having pupils merge 

different time periods and modern-day solutions to past 

problems. 
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Extra Activity 2: Upside-Down 
Debate 
 

Objective: 

Argue against your own beliefs in a fun and challenging 

debate. 

Instructions: 

1. Every participant is given a topic they strongly believe 

in (e.g., "Homework is beneficial", "Cats are better 

than dogs"). 

2. The twist: they must argue the opposite of what they 

believe in, giving points in favor of the opposing side. 

3. The goal is to challenge students to think critically 

and empathetically about alternative viewpoints. 

Example: 

A person who loves dogs may have to argue that cats are 

superior because they’re independent and easier to care for, 

despite their personal feelings. 

Outcome: 

Promotes critical thinking by encouraging students to 

consider multiple perspectives and improve their 

argumentation skills, all while keeping the discussion light 

and fun. 
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Extra Activity 3: Genius Hour 
 

Objective: 

Allow students the freedom to explore their interests and 

develop expertise in a chosen topic. 

Instructions: 

 Allocate one hour per week where young minds can 

work on any project of their choice. They are free to 

explore areas they are passionate about, such as 

coding, writing, science experiments, or creating art. 

They must present their findings or creations at the 

end of the term. 

Example: 

Creators might spend their genius hours learning how to 

program a simple game or build a working model of a rocket. 

Outcome: 

Builds independence, deep thinking, and innovation by giving 

young minds the freedom to explore areas they are passionate 

about. 
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A 50-term Glossary Related to 
Creativity, Innovation, and 
Problem Solving: 
 

1. Brainstorming – A group creativity technique for 

generating ideas and solutions. 

2. Creativity – The ability to generate novel and original 

ideas. 

3. Innovation – The process of turning creative ideas 

into practical applications or new products. 

4. Divergent Thinking – A thought process used to 

generate creative ideas by exploring many possible 

solutions. 

5. Convergent Thinking – The process of bringing 

together different ideas to find a single best solution. 

6. Lateral Thinking – A way of thinking that involves 

looking at problems from new and unconventional 

angles. 

7. Design Thinking – A user-centered approach to 

solving problems through creativity and iterative 

prototyping. 

8. Problem Solving – The process of finding solutions 

to difficult or complex issues. 

9. Imagination – The ability to form new ideas, 

concepts, or images not present to the senses. 
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10. Critical Thinking – The objective analysis and 

evaluation of an issue in order to form a judgment. 

11. Creativity Block – A state where an individual is 

unable to produce creative ideas. 

12. Prototype – An early sample or model used to test a 

concept or process. 

13. Innovation Pipeline – A process for managing and 

developing new ideas and bringing them to market. 

14. Empathy – The ability to understand and share the 

feelings of others, often used in design thinking. 

15. Mind Mapping – A visual representation of ideas, 

showing relationships between different concepts. 

16. Iteration – The repetition of a process to refine and 

improve upon ideas or solutions. 

17. Curiosity – A strong desire to know or learn 

something, often driving creative thinking. 

18. Creativity Trigger – An event or tool that inspires or 

prompts creative thinking. 

19. Collaboration – Working with others to achieve a 

shared goal, often enhancing creativity. 

20. Prototype Testing – The phase where prototypes are 

tested and evaluated for improvement. 

21. Serendipity – The occurrence of events by chance in a 

beneficial or creative way. 
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22. Innovation Hub – A collaborative workspace where 

new ideas and innovations are developed. 

23. Breakthrough Thinking – Generating solutions 

that create a significant leap in understanding or 

innovation. 

24. Mindset – A mental attitude or disposition that 

influences creativity and innovation. 

25. Risk-Taking – The willingness to take risks, often 

necessary in creative and innovative processes. 

26. Ideation – The creative process of generating, 

developing, and communicating new ideas. 

27. Blue Sky Thinking – Creative thinking that is 

unbounded by practical constraints or limitations. 

28. Incubation – A period of subconscious thought where 

ideas are allowed to develop over time. 

29. Synthesis – Combining multiple ideas or elements to 

form a coherent whole. 

30. Creativity Framework – A structure or model used 

to foster and guide creative thinking. 

31. Disruptive Innovation – Innovation that creates a 

new market and value network, disrupting existing 

markets. 

32. Creative Confidence – Belief in one's ability to 

create and solve problems creatively. 

33. Flow – A mental state in which an individual is fully 

immersed and engaged in a creative activity. 



 

Creative Thinking, Innovation and Problem Solving  125 

 

34. Heuristic – A problem-solving approach using 

practical methods and shortcuts. 

35. Cross-Pollination – The practice of combining ideas 

or concepts from different fields to inspire innovation. 

36. Reverse Engineering – The process of analyzing a 

product to understand how it works and improve it. 

37. Conceptual Thinking – The ability to understand 

complex concepts and identify relationships between 

ideas. 

38. Storyboarding – A visual representation of a 

narrative used to explore and communicate creative 

ideas. 

39. Cognitive Flexibility – The ability to switch between 

thinking about different concepts or about multiple 

concepts simultaneously. 

40. Sparks of Genius – Moments of insight or 

inspiration that drive creative breakthroughs. 

41. Exploratory Research – Investigation conducted to 

explore new possibilities or areas of knowledge. 

42. Intuition – An instinctive knowing, often driving 

creative or innovative decision-making. 

43. Out-of-the-Box Thinking – Approaching problems 

creatively, breaking away from traditional approaches. 

44. Thought Experiment – Imagining scenarios to 

explore new ideas and hypotheses creatively. 
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45. Visionary Thinking – The ability to imagine and 

plan for the future in innovative ways. 

46. Cognitive Dissonance – A state of mental 

discomfort that can lead to creative problem-solving. 

47. Incremental Innovation – Small improvements or 

upgrades to existing products, services, or processes. 

48. Serious Play – The concept of learning and problem-

solving through play, often used in innovation. 

49. Inspiration – The process of being mentally 

stimulated to do or feel something creative. 

50. Innovation Ecosystem – A network of 

interconnected organizations and individuals fostering 

innovation. 

This glossary highlights key concepts in creativity, 

innovation, and imaginative thinking, providing a solid 

foundation for understanding the field. 
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Your Role as an Educator 
 

As an educator, you play a pivotal role in nurturing the 

innovative minds of tomorrow. By demonstrating creative 

thinking, fostering collaboration, and encouraging the 

young generation to take risks, you're unlocking their full 

potential. This book offers strategies and activities designed 

to help you create a dynamic, engaging, and supportive 

classroom where creativity can thrive. 

Remember, fostering creativity isn't about rigidly following 

guidelines but about staying flexible and open to new ideas. 

Each classroom is unique, and what resonates with one 

group may differ from another. The key is adaptability - 

exploring approaches that connect with your students. By 

embracing creativity in all its forms, you're not only 

enriching their learning experience but also equipping 

them to become innovative thinkers and effective problem-

solvers. 
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In Conclusion 
 

Creative thinking is the driving force behind innovation, 

and by weaving it into your teaching, you are preparing 

your students for success. The activities presented in this 

book offer a solid framework to transform your classroom 

into a space for creative exploration and innovation. As 

you put them into practice,  you’ll see a noticeable shift in 

your pupils’ confidence, curiosity, and independent 

thinking. 

The future belongs to those who dare to think differently. 

By nurturing creativity, you’re empowering young minds 

to become the innovators and leaders of tomorrow. 

I truly hope you found this book both engaging and 

useful. I poured my heart into delivering these practical 

activities in a clear and impactful way to help you 

cultivate creativity in your classroom. 

 If you have a moment, leaving an honest review on my 

Amazon product page would mean the world to me. It’s 

the best way to support my work and help more educators 

like you discover these tools. Your feedback will inspire 

me to keep improving and creating valuable content.  

Thank you for being part of this journey! 

 


