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Abstract: This research aims to evaluate the effectiveness of game-based learning in increasing creativity in early
childhood. Creativity, which includes the ability to generate new ideas, develop imagination, and find innovative solutions,
is an important aspect of child development. Literature shows that game-based learning can stimulate creativity through
social interaction, exploration, movement coordination, and problem solving. The literature review method was used in
this research to analyze various studies on the use of games in learning. Data was collected from online databases such as
Science Direct, Springer, Wiley, and Google Scholar for the year 2022-2024. The research results show that game-based
learning has a positive impact on children's motoric, cognitive, creative and socio-emotional development. Playing not only
provides a stimulus that sharpens creativity but also helps children in the process of creative thinking and problem
solving. In conclusion, game-based learning is an effective method for increasing the creativity of young children.
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. INTRODUCTION

Children's ability to produce something new, either in
the form of work or ideas, is one of the parts of the
creativity process (Rapiatunnisa, 2022). Zarnauskaité
(2023) added that creativity is an innovation that has a
positive impact and produces change. Creativity is an
important aspect in early childhood development (Hurlock,
1991) and has been defined in various literatures (Oppert et
al.,, 2023; Pires & Varajdo, 2024). Creativity can be
developed in various ways, both by parents and teachers
(Devi, 2023).

In some cases, creativity can also be developed
through play (Hammershgj, 2022; Russ & Lebuda, 2022) .
One way to increase creativity is through a play-based
learning process because this activity is very popular with
children. Most of the child's time is spent playing, and this
indirectly has a significant influence on their development
(Wiwik Pratiwi, 2017). Percy-Smith & Carney (2011) stated
that playing is a flexible, active and positive activity. In
playing, children do activities without coercion or pressure
from outside parties (Hurlock, 1991), and this can provide a
feeling of joy (Huizinga, 1955). Various stimuli received by
children from the playing process can have positive impacts
such as influencing physical development, stimulating
creativity, and improving social skills (Wiwik Pratiwi,
2017).
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A study that explores the playing process allows
researchers to want to get a value from the learning
environment that applies it. So researchers want to study
more deeply about the patterns and concepts of play in the
literature review process (Fardilha & Allen, 2020; Oppert et
al., 2023; Pires & Varajdo, 2024). This study aims to
provide an overview of whether a play concept can increase
creativity in children.

1. METHOD

This study uses a literature review analysis on the use
of play in learning to increase creativity in early childhood.
Literature review is a study methodology that involves
searching for data from various sources to identify research
results and provide objective and theoretical discussion
materials on a particular topic or theme (Hadi & Afandi,
2021; Knopf, 2009; Rother, 2007).

The first stage in planning a literature review is
preparation for selecting appropriate keywords and
choosing the type of application to be used (Knopf, 2009).
The plan for selecting the keywords for this review is
"creativity in centered learning", using special software or
applications to search for and analyze data.
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The second stage begins with determining the type of
research to be conducted, namely a literature review as
stated by (Knopf, 2009). The paper used for this study
consists of a collection of articles from various online
databases such as Science Direct, Springer, Wiley, and
Google Scholar, most of which are journal articles.

For database searches, researchers use the "Publish or
Perish” application which allows the use of sources from
Google Scholar and Science Direct. This approach
facilitates the collection of relevant articles for the literature
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review analysis on creativity in play-based learning for
early childhood.

After conducting a search using "Publish or Perish™
from Google Scholar and Science Direct for the period
2022-2024, 198 articles were found that were relevant to
the theme of creativity. Furthermore, the articles were
filtered based on their abstracts, and 12 articles were
selected whose titles and abstracts were then read in their
entirety.

Table 1 Meta-Anyalsis Matrix of References

Article Title

Journal

Meningkatkan Kreativitas Anak Usia
Dini Melalui Metode Bermain Peran

Rapiatunnisa, R.

Mitra-Ash Shibyan: Jurnal Pendidikan
dan Konseling

Implementasi Model Pembelajaran
BCCT Meningkatkan Kemandirian dan
Kreativitas Anak Didik Usia 5-6 Tahun

di PAUD

Dau, M. P., & Santosa, S.

EDULEAD: Journal of Christian
Education and Leadership

Implementasi Metode Sentra untuk
Kreativitas Anak Usia Dini di TK An
Nahl Islamic School

Syifa, H. F. A., & Kasih, D.

Jurnal Pendidikan Tambusai

Pembelajaran sentra Pembelajaran Sentra Devi, D. K. T. PERNIK: Jurnal Pendidikan Anak Usia
dalam Mengembangkan Kreaktivitas Dini
aUD di TK Karya Bunda Mandiri.
Conceptualisation and implementation of Geletu, G. M. International Journal of Primary,

play-based curriculum and pedagogy in
early childhood education in preschools
in Oromia Regional State, Ethiopia

Elementary and Early Years Education

Urban Plaza as a School for Children: A | Shafaghat, A., Keyvanfar, A., & Rosli,
Decision Support Tool for the Design of N. A L. (.

Children Inclusive Urban Plaza

Architecture and Urban Planning

Developing Early Childhood Creativity | Fitriyani, S., Muslim, A. B., Romlah, R.,
Meriyanti, M., & Kiswanto, A. V.

through Used Goods at Bina Balita
Islamic Kindergarten Bandar Lampung.

E3S Web of Conferences

Enhancing Preschoolers’ Creativity Tee, Y. Q.

through Creative Play-STEAM
Activities in Malaysia. Asia-Pacific

Journal of Research in Early Childhood
Education

Being with a puppet: literacy through
experiencing puppetry and drama with
young children.

Karaolis, O.

Education Sciences

How does play in the outdoors afford
opportunities for schema development in
young children?

Boulton, P., & Thomas, A. (2022).

International Journal of Play

Developing children’s creativity and

Garaigordobil, M., Berrueco, L., &

Journal of Intelligence

social-emotional competencies through Celume, M. P.
play: Summary of twenty years of
findings of the evidence-based
interventions “game program”.
Instructing children to construct ideas van Broekhoven, K., Belfi, B., & Plos one
into products alters children’s creative Borghans, L.

idea selection in a randomized field
experiment.
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Table 2 Paper Based on Theme, Finding or Variables

Theme/ Variabel Author

Articel Title

The Influence of Role Playing to
Increase Creativity

Rapiatunnisa, R. (2022)

Meningkatkan Kreativitas Anak Usia
Dini Melalui Metode Bermain Peran

Karaolis, O. (2023).

Being with a puppet: literacy through
experiencing puppetry and drama with
young children.

Development of BCCT (Beyond Circle
and Center Time) Curriculum Towards
Increasing Creativity

Syifa, H. F. A, & Kasih, D. (2023).

Implementasi Metode Sentra untuk
Kreativitas Anak Usia Dini di TK An
Nahl Islamic School

Dau, M. P, & Santosa, S. (2023).

Implementasi Model Pembelajaran
BCCT Meningkatkan Kemandirian dan
Kreativitas Anak Didik Usia 5-6 Tahun

di PAUD

The influence of play-based learning to
increase creativity

Geletu, G. M. (2023).

Conceptualisation and implementation of

play-based curriculum and pedagogy in

early childhood education in preschools
in Oromia Regional State, Ethiopia

Shafaghat, A., Keyvanfar, A., & Rosli,
N. A L. (2023).

Urban Plaza as a School for Children: A
Decision Support Tool for the Design of
Children Inclusive Urban Plaza

Boulton, P., & Thomas, A. (2022).

How does play in the outdoors afford
opportunities for schema development in
young children?

Garaigordobil, M., Berrueco, L., &
Celume, M. P. (2022).

Developing children’s creativity and
social-emotional competencies through
play: Summary of twenty years of
findings of the evidence-based
interventions “game program”.

Learning with goods media

Fitriyani, S., Muslim, A. B., Romlah, R., | Developing Early Childhood Creativity
Meriyanti, M., & Kiswanto, A. V.

through Used Goods at Bina Balita
Islamic Kindergarten Bandar Lampung.

van Broekhoven, K., Belfi, B., &
Borghans, L. (2022).

Instructing children to construct ideas
into products alters children’s creative
idea selection in a randomized field
experiment.

Play Collage Making

Devi, D. K. T. (2023).

Pembelajaran sentra Pembelajaran Sentra
dalam Mengembangkan Kreaktivitas
aUD di TK Karya Bunda
Mandiri. PERNIK,

Steam play

Tee, Y. Q. (2022).

Enhancing Preschoolers’ Creativity
through Creative Play-STEAM Activities
in Malaysia. Asia-Pacific

1. DISCUSSION

A Creativity

The definition of creativity found in the literature
review process is according to Yulia in Rapiatunnisa (2022),
creativity is a child's ability to create something new. Devi
(2023) added that creativity is the ability to develop
imagination naturally without plagiarizing. Fitriyani et al.
(2024) view creativity as the ability to think about
something in a new and unexpected way, which results in
innovative solutions to challenges. Thus, creativity in this
context includes the ability to generate new ideas, develop
imagination without plagiarizing, and find innovative
solutions to problems or challenges faced.
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According to Dau & Santosa (2023) creativity can be
characterized by curiosity and openness to new experiences
that have never been experienced before. tend to have
determination, and think fluently, flexibly, originally,
dynamically. In achieving creativity, Wallas in Sadler-Smith
(2015) proposed four steps in the creative process, namely
the first is preparation, this stage includes collecting
information or data, the second is incubation, the problem-
solving stage in the thinking process, the third is
illumination, the stage where inspiration and ideas are
revealed which can help in the problem-solving process, and
the last is the verification stage, which is the stage for
releasing it into real life.

WWW.ijisrt.com 2382


http://www.ijisrt.com/

Volume 10, Issue 5, May — 2025
ISSN No:-2456-2165

B. Game-Based Learning

In the process of increasing creativity, play-based
learning is one part of the process (Garaigordobil et al.,
2022). When playing, children are able to interact with
friends, explore objects, sing, coordinate movements, tell
stories, and even solve problems. According to Budiartati
(2007) there are at least four important things in a play
learning program, namely 1) clarification of the role and
idea to see children develop cognitively (Aziz et al., 2024;
Putri & Harfiani, 2024), 2) use of materials that can improve
fine and gross motor skills (Gunawan et al., 2016;
Rohmatillah & Safitri, 2024), 3) Socializing with friends by
seeing other people's perspectives (Rahayu & Munajat,
2024), and 4) development of socio-emotional in order to
control thoughts and feelings (Amalia et al., 2024; Ariani &
Azhari, 2024).

Types of play can be categorized into two based on the
literature described: 1) Active play, namely children doing
movement activities that involve all their senses and all their
body parts. This includes many active and physical
movements of the child's body, 2) Passive Play, namely play
activities that do not involve many movements of the child's
body, but focus more on the use of some senses such as
hearing and sight (Hurlock, 1978). Meanwhile, according to
the theory of Stack & Nikiforidou (2021), there are two
different types of play, namely 1) Outdoor, namely games
played outdoors where children can move freely, play,
design, investigate, build, and express their ideas. Outdoor
learning is considered important because it provides a
natural environment for learning through experience
(Kiviranta et al., 2024; Stack & Nikiforidou, 2021), 2)
Indoor, namely games played indoors which are considered
safer than playing outdoors according to Stack &
Nikiforidou (2021).

C. Effectiveness of Learning to Improve Student Creativity

Play-based learning cannot be separated from the
process of child growth and development (Jaruchainiwat et
al., 2024). Many schools have implemented such learning
media (Devi, 2023), they believe that in the process of
playing children get stimuli that can help them. Whether it is
in terms of motoric, cognitive or creativity (Dau & Santosa,
2023).

In their research, Syifa & Kasih (2023) argue that
playing can have a positive impact on children. Playing has
high potential to provide a meaningful learning process,
hone creativity through the games they play, and provide
knowledge and experience to children (Boulton & Thomas,
2022). This always requires thinking to solve problems so
that their creativity is increasingly honed (Ferreira et al.,
2024).

Other studies state that in learning programs, playing,
especially role playing (Wiwik, 2017). Children will play by
pretending which is imaginative or drama play which is very
important for the process of cognitive development (Putri &
Harfiani, 2024), social (Rahayu et al., 2024), and emotional
(Amalia et al., 2024)
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V. CONLUSION & SUGGESTION

A. Conclusion

Children's creativity is the ability to generate new
ideas, develop imagination, and think of innovative
solutions to challenges. Play-based learning is an effective
method to enhance children's creativity. Through play,
children can interact, explore, sing, move, tell stories, and
solve problems. Play-based learning programs include
clarifying roles and ideas, using materials to improve motor
skills, socializing, and socio-emotional development. Play-
based learning has a positive impact on children's motor,
cognitive, and creative development. Playing helps children
get stimuli that hone creativity, solve problems, and provide
meaningful learning experiences.

B. Suggestion

More research is needed to see to what extent play-
based learning can be designed to enhance creativity in early
childhood. This can be a reference for other researchers to
find the advantages and disadvantages of play-based learning
in its use.
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