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ABSTRACT

The present study aimed to examine the effectiveness of a creative thinking intervention on
the three dimensions of imaginationvividness, originality, and transformativenessamong
school students. A total of 50 participants were selected and equally divided into an
experimental group (n=25) and a control group (n=25). A pre-test—post-test experimental-
control group design was employed. Both groups were administered an imagination
assessment tool measuring vividness, originality, and transformativeness. The experimental
group was exposed to SCAMPER techniques and activities, while the control group followed
the regular curriculum. The SCAMPER is a creative problem-solving tool that pushes
individuals to think differently and produce inventive solutions. After the pre-test, the
experimental group received a structured creativity-based intervention for four weeks,
whereas the control group continued with regular classroom activities. Post-test data were
collected following the intervention. Statistical analysis using mean, standard deviation, and
t-tests revealed that while pre-test scores showed no significant differences, the post-test
results indicated a significant improvement in all three dimensions of imagination among the
experimental group compared to the control group. The findings revealed significant
improvement in the experimental group’s imagination scores across all three dimensions,
indicating that imagination can be systematically developed through structured activities.
Keywords: Creativity, Imagination, Scamper, Preschool learners.

INTRODUCTION:

Fostering creativity in children requires both the growth of imagination and the improvement of expressive skills
that allow them to share and bring to life their unique ideas. This approach aligns with existing creativity research,
which emphasizes imagination as a key part of creative thinking and expression as the way ideas are
communicated (Vygotsky, 1967/2004; Kim, Kaufman, & Sriraman, 2013).Imagination is a foundation of early
childhood development, recognized globally as essential for a child's healthy growth and overall well-being
(Niland, 2023).Young children frequently demonstrate a notably rich and active imaginative capacity(Gelman &
Gottfried, 2010).Development of imagination, particularly in young children, has garnered increasing research
attention due to its profound impact on various critical developmental domains (Yu et al., 2024). Imagination
plays a central role in allowingentities to move beyond routine patterns of thought and engage creatively with
their environment, making it an indispensable element of modern cognitive and educational processes (Egan,
1992).

Imaginative play facilitates cognitive advancements, strengthens social-emotional competencies, and acts as a
catalyst for creative expression (Harris, 2021). The imagination plays an imperative role ininspecting its
indispensable contributions to nurturing creativity and facilitating holistic development, encircling academic and
classroom proficiency in young learners (Smith & Mathur, 2009). Furthermore, the capacity for imaginative
engagement in early years is inextricably linked to the acquisition of problem-solving skills and the cultivation of
innovative thought processes, which are vital for navigating complex societal challenges (Berson et al., 2023;
Yonzon et al., 2022). This foundational aspect of early learning extends beyond mere fanciful thinking,
establishing neural pathways that support abstract reasoning and divergent thinking from an early age (Kasioura
et al., 2025). This early cognitive scaffolding, often facilitated through possibility thinking and playful activity,
lays the groundwork for complex narrative development and sophisticated inquiry in later educational stages
(Cremin et al., 2012). Moreover, structured imaginative play, such as "Playworlds," provides a rich environment
for adult-child joint engagement, frequently centered around literary works, which demonstrably enhances
learning outcomes for children up to eight years of age.The SCAMPER technique, which was first developed to
promote imaginative thinking (Eberle, 1972), has been used in a variety of educational contexts (Khawaldeh &
Ali, 2016; Mijares-Colmenares et al., 1993; Moreno et al., 2014; Poon et al., 2014). Research shows that there are
many other approaches that have been proposed to enhance creativity (Smith, 1998). Scamper is an imaginative
exercise that helps generate a lot of ideas in the realm of pretend play. The terms "substitute," "combine," "adjust,"
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"modify," "magnify," "minify," "put to other uses," "eliminate," and "reverse/rearrange" are the definitions of the
SCAMPER. The participants' responses are noted during pauses as the leader reads the script (Eberle, 2008).
In order to increase children's creative idea output, SCAMPER questions were asked after an activity was
completed with them in the current study. According to research, SCAMPER primarily promotes creative thinking
(Hussain & Carignan, 2016) and improves knowledge of animal adaptations (Rule et al., 2009; Yuen et al., 2015).
Numerous methods for enhancing creativity have been found in the literature. For example, the CREACT
technique boosted students' creativity in language arts, but there was no comparable improvement in paradoxical
tasks (Sak & Oz, 2010). CORT teaches the person to consider a subject from various angles. The CORT approach
benefited from problem-solving, interpersonal, and lateral thinking abilities (Barak & Doppelt, 1999). The hats in
various hues highlight several ways of thinking while using the six hats technique. The mind mapping technique
uses lines, colours, symbols, keywords, numbers, and images to visualise, combine, and integrate concepts that
have been learnt (Wang, Lee, & Chu, 2010). These methods deliver a very pleasant environment for creative
thinking. In order to develop creative imagination, drama, role playing method(Gundogan, Ari, & Gonen, 2013,
Karwowski & Soszynski, 2008) are also used. The study of creativity in the context of COVID (Elisondo, 2022)
or specific global events that can be described using SCAMPER approaches are examples of how SCAMPER
embraces other disciplines or even general lifestyle concerns (Toraman, 2013).
OBJECTIVES

1. To compare the pre-test imagination scores across three dimensions- vividness, originality,

transformativenessbetween the experimental and control groups.
2. To examine the effect of the Imagination Enhancement Programme on post-test imagination scores over
all imagination test’s dimensions.

3. To analyze the pre-test and post-test differences within each group across all three dimensions.
HYPOTHESES:
There will be no significant difference between the pre-test scores of experimental and control groups on
vividness, originality, and trans formativeness.
There will be no significant difference between the post-test scores of experimental and control groups on
vividness, originality, and transformativeness.
There will be no significant difference between pre-test and post-test scores within the experimental group.
There will be no significant difference between pre-test and post-test scores within the control group.

METHOD

To investigate the impact of SCAMPER, the current study used a pre-test—post-test experimental design with an
experimental group and a control group. Participants in the experimental group were exposed to the SCAMPER
educational approach, while the control group received traditional instruction. By comparing the results of the two
groups' pre- and post-tests, the study aimed to determine the effectiveness of the SCAMPER technique in
enhancing imagination skills.

SAMPLE

The study sample comprised fifth-grade students from Amritsar, Punjab. Their ages ranged from 10 to 12
years.While there were 50 students, equally divided in both groups. Random sampling technique have been used
to assigned the experimental and control group.

TOOL

Students across the ages of 10 and 12 did the Test of Creative Imagination. Participants in the test had to use
twelve concrete shapes for generating new, imaginary schematic formations.This test has three subscales:
vividness, originality and transformativeness.

PROCEDURE

In the first phase, both the experimental and control groups were administered a pre-test of imagination to obtain
baseline scores.In the second phase, the experimental group was uncovered to a series of imagination-based
activities over a period of four weeks. SCAMPER thinking technique was used as a treatment, i.e., story creation,
picture completion, dramatization, and divergent thinking exercises, all designed to stimulate vividness,
originality, and the ability to transform ideas. During the same period, the control group followed their regular
school curriculum without additional interventions. In the final phase, a post-test of imagination, post-test has
been administered to both groups in accordance with the pre-test to assess how significantly their imaginative
skills were now stronger.

RESULTS

A thorough examination of the study's findings is provided in this section. It concentrates on the experimental
group's pre-test and post-test findings. Furthermore, the control group's corresponding scores are additionally
looked at. Performance variations over time are identified through comparisons. The results demonstrate how the
treatment affected imaginative skills.

| IMAGINATION | GROUPS [N [MEAN [SD | -VALUE l
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Vividness Experimental 25 22.48 3.52 0.41
Control 25 22.12 3.44
Originality Experimental 25 18.96 3.21 .52
Control 25 18.48 3.10
Trans-formativeness Experimental 25 20.40 3.08 0.36
Control 25 20.12 3.15

TABLE 1. PAIRED SAMPLES T-TEST RESULTS OF CHILDREN IN THE EXPERIMENTAL GROUP
AND CONTROL GROUPS OF PRE-TESTS

Interpretation-In the above table, for vividness, the experimental group’s M22.48 and SD 3.52 in the contrary
control group’s M22.12 and SD3.44 had very close identical scores. Same as in originality, Experimental group’s
M18.96, SD3.21 and control group’s M18.48,SD3.10 and in Transformativeness, experimental group’s M20.40,
SD3.08 and control group’s M20.12, SD3.15. This pre-test comparison revealed no significant differences
between experimental control group across three dimensions of imagination test. The not-significant t-values (p >
.05) indicate that both groups were equivalent at baseline, ensuring a fair evaluation of the intervention’s impact.

TABLE 2. PAIRED SAMPLES T-TEST RESULTS OF CHILDREN IN THE EXPERIMENTAL GROUP
AND CONTROL GROUPS OF POST-TESTS
Paired Samples T-Test results for post-test mean scores of the children in experimental and the control

groups.

IMAGINATION GROUPS N MEAN SD t-VALUE

Vividness Experimental 25 29.84 3.21 6.48
Control 25 23.16 3.40

Originality Experimental 25 27.12 3.08 7.25
Control 25 19.20 3.36

Trans-formativeness | Experimental 25 28.44 2.92 6.98
Control 25 20.48 3.18

Interpretation-The post-test results disclosed significant improvement in the experimental group associated with
the control group across all three dimensions of imagination. For vividness, the experimental group (M 29.84, SD
3.21) outperformed the control group (M 23.16, SD 3.40). Similarly, originality scores were increased in the
experimental group (M 27.12, SD 3.08) than in the control group (M 19.20, SD 3.36), and transformativeness also
showed a marked difference in experimental group (M 28.44, SD 2.92) and in control group (M 20.48, SD3.18).
These differences, supported by highly significant t-values (p < .001), indicate that the intervention produced a
substantial enhancement in imaginative abilities.

TABLE 3. WITHIN-GROUP IN EXPERIMENTAL AND CONTROL GROUPS.

DIMENSIONS PRE POST t-VALUE RESULTS
(EXPERIMENTAL) MEAN (SD) MEAN (SD)

Vividness 22.48 (3.52) 29.84 (3.21) 12.32 Significant
Originality 18.96 (3.21) 27.12 (3.08) 11.86 Significant
Transformativeness 20.40 (3.08) 28.44 (2.92) 13.04 Significant
DIMENSIONS PRE POST t-VALUE RESULTS
(CONTROL) MEAN (SD) MEAN (SD)

Vividness 22.12 (3.44) 23.16 (3.40) 1.12 Not significant
Originality 18.48 (3.10) 19.20 (3.36) 1.04 Not significant
Transformativeness 20.12 (3.15) 20.48 (3.18) 0.96 Not significant

Interpretation- In the experimental group, substantial improvements were observed in post-test from pre-test
across all three dimensions of imagination. Vividness means increased from22.48 to 29.84 and SD from 3.52 to
3.21, originality’s mean increased from 18.96 to 27.12 and SD from 3.21 to 3.08, and transformativeness from
Mean 20.40, SD3.08 to M 28.44, SD 2.92. The significant t-values indicate a strong positive effect of the
intervention.The group performing the control, on the other hand, only displayed moderate and insignificant
variations. Vividness rose slightly from M 22.12, SD 3.44 to M 23.16, SD 3.40, originality from M18.48, SD 3.10
to M 19.20, SD 3.36, and transformativeness from M 20.12, SD 3.15 to M 20.48, SD 3.18. These negligible
differences confirm that any improvements in imagination were primarily due to the experimental intervention.
DISCUSSION

The findings clearly demonstrate, Imagination enhancement Programme had a strong and positive impact on the
three dimensions of imaginationvividness, originality, and transformativeness. When compared to their pre-test
performance, the experimental group's post-test scores substantially improved, whereas control group exhibited
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only negligible changes. These results provide compelling evidence that imagination is not only an inherent
attributenevertheless a cognitive skill that can be nurtured and strengthened by targeted interventions.The
significant gains observed in vividness suggest that guided imagery activities, sensory-rich visualization tasks,
and structured imagination prompts effectively enhanced the clarity and detail of participants’ mental imagery.
This finding aligns with earlier work by Kosslyn (1995), who highlighted that repeated engagement in mental
imagery activates neural pathways responsible for visual representation, leading to greater vividness and sharper
mental pictures.

Improvements in originality indicate that the intervention successfully stimulated divergent thinking. Activities
such as open-ended story creation, creative reinterpretation of images, and idea transformation exercises helped
participants break habitual thinking patterns and generate unique, uncommon responses. This supports Guilford’s
(1967) view that originality can be heightened through deliberate cognitive stimulation and exposure to tasks that
challenge conventional thought processes.Similarly, the strong enhancement in transformativeness reflects
increased cognitive flexibilitythe ability to manipulate, reorganize, and reshape mental images. Transformational
tasks encourage individuals to modify existing ideas to create new forms, consistent with Torrance’s (1974) belief
that creative transformation emerges from the willingness to reconfigure familiar concepts. The significant
improvement in this dimension confirms that training can strengthen mental adaptability and imaginative
restructuring skills.

The absence of meaningful changes in the control group further strengthens the conclusion that the improvements
were a direct result of the intervention. The baseline equivalence of both groups, established through non-
significant pre-test differences, ensures that the observed gains cannot be attributed to external factors or natural
maturation.Overall, the results demonstrate that imagination can be systematically developed through structured
and cognitively engaging activities. These findings have important implications for education, creativity training,
innovation programmes, and psychological development. Integrating imagination-enhancing tasks into
instructional settings can foster creative potential, improve problem-solving abilities, and encourage flexible
thinking among learners.

CONCLUSION

The study concluded that imaginationcomprising vividness, originality, and transformativenesscan be
significantly improved through structured intervention. The Imagination Enhancement Programme proved
effective in bringing measurable improvements among young adults. So, this research demonstrates The
SCAMPER technique has a positive effect on improving creative imagination.It encourages individuals to think
flexibly and generate original ideas.Early exposure helps nurture creativity and imaginative abilities.Providing
rich and stimulating environmental conditions supports imaginative development.Such environments allow
creativity to flourish naturally.Imagination has no limits and should not be restricted by certainty.Suppressing
imagination can hinder creative growth and innovation.The future of mankind depends on new discoveries and
innovative ideas.Human progress will advance through imaginative thinking and creative exploration.
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