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ANNOTATION: This article analyzes the importance of interactive teaching methods in improving
students' creative and creative skills in technology. The article provides information about interactive
methods, their types and application in technology. It also considers the methodological foundations of
developing creative and creative skills and effective methods for improving these skills through interactive
methods. Practical methods for developing a creative approach in students using group work, simulations,
role-playing and other innovative methods are analyzed. The article shows that the use of interactive
teaching methods in technology lessons is an important tool for improving students' knowledge, developing
their creative and creative skills. The research is aimed at studying the effectiveness of the methods and
their impact on students.
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INTRODUCTION
The education system requires the development of high-level creativity and creative skills of modern

students. Especially in technology, it is important to provide students not only with theoretical knowledge,
but also to form practical skills in them. Interactive teaching methods play a major role in the effective
implementation of this process. Interactive teaching methods actively involve students in the learning
process, helping to develop their independent thinking, problem-solving and creative skills [4, 1-10].
Interactive teaching methods are methodological approaches aimed at increasing the activity of students in
the educational process and developing their independent thinking, creativity and creative skills. These
methods ensure the active participation of students in the lesson and increase their direct involvement in
the learning process. Interactive methods, unlike traditional teaching methods, encourage students to
communicate more, solve problems together, create and be creative. Group work is one of the most effective
interactive methods. This method allows students to work as a team, learn from each other, exchange ideas,
and make decisions as a group. In technology, through group work, students acquire practical skills, such
as creating projects together or solving problems. Problem-based learning is one of the interactive teaching
methods that teaches students to solve problems in real-life situations. In this method, students identify the
problem themselves, look for a solution to it, and apply it in practice. By using problem-based learning in
technology lessons, students are able to carry out production, design, or other technical processes. Mind
maps are tools that help organize knowledge systematically. They help students remember and understand
topics, and also stimulate the creation of new ideas and concepts. In technology, mind maps are useful, for
example, in explaining new technologies, designing and developing projects [1, 80-84]. Interactive
presentations, such as PowerPoint and Prezi, help to attract students' attention and make the learning process
interesting. Online resources (video lessons, interactive websites and mobile applications) allow students
to study and learn independently in their own time. Brainstorming is a method that encourages all members
of a group to work together and develop new, creative ideas. In technology, brainstorming allows students
to participate in creative activities such as developing new ideas, finding innovative technologies or creating
programs [2, 72-85]. These interactive methods not only help students acquire knowledge, but also develop
independent thinking and creativity. They motivate students to create and develop creative skills in
technology. Technology not only teaches students technical knowledge and skills, but also prepares them
for creativity and innovation. Today, the development of students' creative and innovative abilities has
become one of the main tasks of technology. Creativity and innovation skills allow students to solve
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problems, generate new ideas, and effectively implement technical processes. There are several effective
methods and approaches to developing these skills in technology. The creative approach in technology
provides students with independent thinking, the creation of new and innovative ideas. In this approach,
students are encouraged to make creative decisions through various practices, helping them see
technological processes from a new perspective. For example, creativity can be developed by giving
students assignments to design a new way, create a new technological device, or improve existing
technology. In the project-based learning method, students work in groups to solve real-life problems. This
method ensures that students think creatively, develop new ideas, and master practical skills. By working
on projects in technology lessons, students acquire skills such as creating a project, planning and developing
technological processes. For example, participating in robotics or programming projects helps students
develop a creative approach to solving problems. In the problem-based learning method, students are
encouraged to apply their knowledge in practical situations. By using this method in technology lessons,
students are given the opportunity to solve problems, develop new ideas, and create technological systems.
Students identify the problem themselves, analyze it, and find a solution, which increases creativity and
ingenuity. For example, students can be given tasks such as creating a new device or developing
environmental technologies. By using innovative technologies, such as 3D modeling, robotics, virtual
reality, and other advanced technologies, students can develop creative and creative skills in technology.
With the help of these technologies, students can bring their ideas to life and participate in the creation of
new technical devices or systems. By using 3D printers, students can create and test their own designs in
practice. Programming and robotics are one of the important tools for developing creativity in technology.
Students develop a creative approach by building robots, writing programs, and controlling technological
systems. This process allows students to develop a creative approach to solving complex problems, creating
new devices, and creating various technical systems. Developing creativity and imagination in technology
provides students with not only scientific knowledge, but also the skills necessary to solve real-world
problems. This process plays an important role in preparing students to create innovative ideas, develop
new technologies, and creatively approach various situations. Conclusion. Interactive teaching methods
play an important role in developing students' creativity and imagination skills in technology. These
methods ensure the active participation of students in the educational process and create the opportunity
for them to apply the knowledge they have learned in practice. With the help of interactive methods,
students are involved in the processes of solving problems, creating new ideas, and solving real-life
technological problems. The use of interactive methods in technology serves to prepare students for modern
technological processes, develop new ideas and improve their creative skills in solving real problems. As a
result, interactive teaching methods are an effective tool for increasing students’ creative potential, creating
new technological solutions, and developing innovative thinking, so that they acquire not only theoretical
knowledge, but also practical skills during the study process.
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