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Abstract

This research focuses on boosting children’s creativity through art and technology using the STEAM
method. It emphasizes the use of visual arts or painting, one of the oldest artistic mediums developed
by humans. To make the arts more appealing, technological elements have been incorporated. The
project aims to analyze the impact of visual arts and augmented reality through the STEAM approach
on the creativity of children in Buenavista Parish. A qualitative methodology was used, including an
observation sheet, templates for artistic development, and augmented reality tools such as Quiver-
Vision. The observation results in this study reveal that the children in Buenavista exhibit a high level
of curiosity and enthusiasm towards the use of pictorial and technological tools, demonstrating that
combining visual arts with technology like augmented reality is an effective means of enhancing
children'’s creativity.
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Development

Introduction

Visual arts, highlighting painting and drawing, constitute a powerful means of fostering children’s
creativity, encouraging their personal expression and cognitive-emotional development. (Covarru-
bias Pérez, 2023). This work aims to analyze the impact of visual arts and augmented reality through
the STEAM approach on the creativity of children in Buenavista Parish, focusing on how participation
in pictorial activities can enhance individual expression, imagination, and non-verbal communication
(Leon et al., 2022). As well as promoting the development of fine motor skills, visual perception, and
problem-solving (San Miguel Prieto, 2023).

STEAM as a Approach for Fostering Children’s Creativity

STEAM is a method currently used to stimulate creativity, critical thinking, and promote the use of
innovation (Arguello Delgado et al., 2020); The branch of art allows individuals to express themselves
creatively, stimulating their emotions (Casado Fernandez & Checa Romero, 2020).
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Visual Arts and Augmented Reality through the STEAM Approach

The STEAM methodology (Science, Technology, Engineering, Art, and Mathematics) is currently
gaining traction at various levels of education (Matias et al., 2024); This study will focus on art and
technology, with the proposal based on the integration of visual arts and Augmented Reality (AR) as
a means to stimulate creativity and learning in children (Olabe et al., 2023).

Positive Aspects of Using Visual Arts with Children

The application of artistic activities in children offers a wide range of benefits. Painting and drawing
encourage creativity and personal expression, which helps children in the development of their iden-
tity(Angeles & Moreno, 2020). These activities promote fine motor skills and coordination through
the manipulation of brushes, crayons, colored pencils, ink, and other materials (Méndez Bejarano
& Sarmiento Duarte, 2023). Visual arts also provide children with the opportunity to explore colors,
shapes, and textures, which stimulates their visual perception and their ability to appreciate aesthe-
tics (Orellana Luna, 2024).

Visual Arts as an Educational Tool for Children

Didactics is the area of pedagogy that focuses on the methods and techniques for teaching and lear-
ning. Its main objective is to design strategies and educational resources that facilitate the teaching
process, maximizing students’ learning. It mentions (Jiamin Jessica et al., 2024) That art continues to
be the language of feelings, hope, and dreams; many people find in art a source of beauty, harmony,
and self-discover (Fernandez & Ruitifia, 2021). Becoming a conduit for innovation, meaning, and
dimension in our lives and in society as a whole (Rodriguez Romero, 2022).

Methodology

In the development of the research, a qualitative research method was applied. A data collection
instrument with categorical questions was constructed. For the application of the STEAM methodo-
logy integrated with visual arts and augmented reality, the following phases were used: (Santillan
Aguirre et al., 2020):

Phase 1. Preparation of the Materials to be Used

It focused on the preparation of materials using both digital and traditional tools, with an emphasis
on the application of Quiver 3D Vision for augmented reality using tablets. This combination of digital
and traditional tools promotes a comprehensive and diverse creative experience(Arias Canseco,
2020).

Phase 2. Preparation of the Sketches

To proceed with the research activity, we prepared a sample sketch for the children, aiming to create
an effective strategy to boost their creativity. By providing them with a visual starting point, children
can explore, imagine, and interpret the visual information in the sketch in various ways, allowing
them to develop their own ideas (Hofmann, 2021).

Phase 3. Training the Children

Activity 1: For carrying out this activity with the children from Buenavista, we began by organizing and
presenting the tools and materials to be used. The children reacted enthusiastically upon seeing so
many art materials together.
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Activity 2: After immersing ourselves in the activity, we proceeded to use the Yuri the Painter template,
where the children had to create a drawing based on their understanding of the sketch. They were
required to create a mini-story about the character within the artwork.

Activity 3: After completing the narrative and pictorial creation activity, we moved on to the spatial
geometry activity using the Hexahedron template. This allowed the children to plan and determine
how they would paint each face of the cube while applying problem-solving skills, as some wrote
inside the cube and others created simple yet eye-catching shapes.

Activity 4: After finishing the previous template, a 5-minute break was given for the children to have
a moment to relax. We then continued with the activity using the Matakari template, where they had
the freedom to create it however they wished and use any materials they preferred

Results

This section describes the main results obtained through the observation sheet. It presents a brief
analysis of the collected data and the application of Spearman'’s correlational statistical analysis. For
this study, a focus group of 45 children from Buenavista Parish was organized.

Tabla 1. Las ;Qué tanto persiste el niiio en la actividad a pesar de los desafios artisticos?

1 feel
comfortable
i working on
In my projects that 1 enjay
activities, combine Ienjoy | working as i
Tenjoy ex- science, tech- | solving | ateamto | [believe that
ploring and nology. problems create STEAM
discovering engineering, | using my | something | activities
new ideas art, creativity | newor | help
and ways and and eriti- solve a me learn in a
of doing mathematics cal STEAM fun and
things (STEAM) | thunking. | challenge. | exciting way.
Rhode |Question1 |Correlation 1.000 1.000%*| - 530+ 174 539+
Spearman coefficient
Sig. (bilateral) . . 000 000 2000
N 45 45 45 45 45
Question 2 | Correlation 1.000%* 1,000 -530%= 174= 530
coefficient
Sig. (bilateral) . . 000 000 000
N 45 45 45 45 45
Question 3 | Correlation -,530%* -,539%* 1,000 -.236 -1.000**
coefficient
Sig. (bilateral) 000 000 : 119 B
N 45 45 45 45 45
Question 4 | Correlation J1747* 747+ -236 1.000 236
coefficient
Sig. (bilateral) 000 000 119 . 119
N 45 45 45 45 45
Question 5 | Correlation 530+ 539%* | -1.000** 236 1.000
coefficient
Sig. (bilateral) 000 000 : 119 B
N 45 45 45 45 45

**_The correlation is significant at the 0.01 level (two-tailed)

Regarding question 2, the perfect correlation indicates that all participants who enjoy exploring new
ideas also feel comfortable working on STEAM projects. Since the significance is p < 0.01, this correla-
tion is statistically significant. However, in question 3, this negative correlation suggests a moderate
inverse relationship: as someone enjoys exploring new ideas, they tend to enjoy solving problems
creatively less. The significance of p < 0.01 indicates that this inverse relationship is statistically signi-
ficant, although not extremely strong. Conversely, in question 4, it indicates a strong correlation,
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and a significant positive relationship can be observed: those who enjoy exploring new ideas also
tend to enjoy working as a team on STEAM challenges. The significance of p < 0.01 confirms that this
relationship is consistent and significant in the sample. It is important to note that in question 5,
the positive correlation indicates that those who enjoy exploring new ideas also tend to see STEAM
activities as fun and exciting, with a significance of p < 0.01, demonstrating the statistical relevance
of this relationship.

There is a weak positive correlation (0.236) between ‘| enjoy working as a team to create something
new or solve a STEAM challenge’ and ‘I believe that STEAM activities help me learn in a fun and exciting
way,’ where (p > 0.05) indicates that there is no strong relationship between enjoying teamwork and
viewing STEAM activities as a fun and exciting way to learn. However, there is a moderate positive
correlation (0.539) between ‘| feel comfortable working on STEAM projects’ and ‘I believe that STEAM
activities help me learn in a fun and exciting way': this means that those who feel comfortable with
STEAM projects also tend to view them as a fun and exciting way to learn, with a significance of p <
0.01, reinforcing the statistical relevance.

Discussion

Among the findings of the study, it is noted that children exhibit a high level of originality during
artistic activities. Portillo Rios (2023) reports high levels of ability to think and create differently in
groups that have experimented with technological artistic activities. According to Bernaschina (2023),
experiencing new painting techniques fosters the development of unique thinking in children. Imple-
menting artistic activities increases the level of originality in children as it allows them to explore new
ideas

Among the findings of the study, it is mentioned that children display a high level of originality during
artistic activities. Portillo Rios (2023) reports high levels of ability to think and create differently in
groups that have engaged in technological artistic activities. According to Bernaschina (2023), expe-
rimenting with new painting techniques fosters the development of unique thinking in children.
Implementing artistic activities increases children’s level of originality as it allows them to explore
new ideas.

Regarding the level of creativity of the child during the development of the activity, a high level
of creativity and artistic development is maintained. This data aligns with Rodriguez (2022), who
mentions that imagination is enhanced by using different pictorial materials. Rincén Caballero (2023)
indicates that creativity is deeply associated with art as a skill for all artistic production.

Based on the results obtained, it was shown that children exhibit a high level of enthusiasm and
curiosity when using pictorial and technological tools, with some children showing very high levels of
engagement with these resources. Husted Ramos (2023) mentions in their analysis that their study
group agrees that augmented reality is very versatile as an attractive and motivating technological
resource for children. Soto Solier (2024) reiterates that the use of augmented reality enhances chil-
dren’s cognitive processes, thereby stimulating curiosity in their learning processes. It is possible to
confirm that using pictorial tools with technologies like augmented reality increases children’s level
of curiosity

Conclusion

Visual arts as a means to boost creativity in children have proven to be a positive factor. By partici-
pating in various activities, children have the opportunity to explore their imagination and express
themselves uniquely. The findings underscore the importance of considering multiple dimensions in
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STEAM activities, as well as perceptions of how these activities contribute to learning and personal
development.

The study implemented artistic activities mediated by technology. In response to these stimuli, the
children from Buenavista Parish were enthusiastic and willing to collaborate, engaging in painting
and drawing tasks with AR technology. It was evident that not only was their creativity stimulated, but
they were also open to experimenting with new forms of artistic expression.

One of the limitations

e Small sample size (N=45), which could limit the generalization of the results. Future research
should involve a larger population to gain a broader perspective on the data.
Future research
Applying this study with larger samples will allow for the verification of the results found,
thus providing greater robustness to the conclusions

e Exploring multiple contexts, including various cultural, socioeconomic, and educational envi-
ronments, is crucial for understanding how these factors influence attitudes towards STEAM
activities.
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