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ABSTRACT

Creativity has become a defining competency in computer graphics (CG) and digital media education, reflecting
the evolving demands of global creative industries and the increasing complexity of digital visual
communication. Despite this shift, instructional practices in higher education often remain technique-centered,
prioritizing software proficiency over conceptual innovation and creative thinking. This narrative literature
review synthesizes contemporary research on creativity development in computer graphics education by
integrating foundational creativity theories with recent pedagogical and technological developments. Drawing
on Amabile’s componential theory, Sternberg’s implicit theory of creativity, and Rhodes’ 4P framework, the
review examines how creativity is conceptualized, supported, and assessed within CG learning environments.
Recent scholarship indicates a global transition toward learner-centered, project-based, and design-oriented
pedagogies supported by digital technologies and reflective assessment practices. Nevertheless, persistent
challenges remain in curriculum alignment, creativity assessment, teacher preparedness, and sustainable
pedagogical transformation. This review provides theoretical insights and pedagogical implications for educators
and curriculum designers seeking to promote creativity-oriented innovation in computer graphics education.

Keywords: computer graphics education; creativity-oriented pedagogy; teaching innovation; digital media
education; creative thinking

INTRODUCTION

Creativity is increasingly recognized as an essential competency in the twenty-first century knowledge economy,
where innovation, adaptability, and original thinking are critical to social and economic development (Beghetto,
2023). Contemporary societies place growing emphasis on creative capacity as a driver of problem solving,
cultural production, and technological innovation (Oropesa-Ruiz & Samper-Marquez, 2025). Within higher
education, creativity is particularly vital in art, design, and digital media disciplines where visual communication
and conceptual innovation intersect (Zhu & Li, 2024). Computer graphics (CG) education plays a pivotal role in
preparing students for creative industries that demand originality, visual storytelling competence, and design
problem-solving ability (Lu & Sun, 2023). As digital media increasingly mediates everyday communication and
cultural expression, the ability to generate original visual ideas has become a core learning outcome rather than
an optional enhancement (Escala & Alvarez, 2025).

Despite this paradigm shift, instructional practices in many CG programs remain rooted in technique-centered
approaches that prioritize mastery of software tools and production workflows (Smanov, 2023). While technical
competence is necessary for digital production, excessive emphasis on procedural skills may constrain
conceptual exploration and limit creative ideation (Zhang & Xu, 2025). Graduates frequently demonstrate
operational proficiency yet struggle with originality, critical thinking, and design innovation (Lu & Sun, 2023).

Page 4853
www.rsisinternational.org


http://www.rsisinternational.org/
https://dx.doi.org/10.47772/IJRISS.2026.10200357

INTERNATIONAL JOURNAL OF RESEARCH AND INNOVATION IN SOCIAL SCIENCE (1JRISS)
ISSN No. 2454-6186 | DOI: 10.47772/1JRISS | Volume X Issue Il February 2026

&

This imbalance suggests that traditional skill-centered instruction may no longer align with the evolving
demands of contemporary creative industries (Wang & Shen, 2025).

At the same time, rapid advances in digital technologies—including immersive media, artificial intelligence, and
collaborative design platforms—have expanded opportunities for creative expression and interactive learning
(Shi, 2025). These developments require educators to reconsider pedagogical strategies that support creativity
development rather than focusing exclusively on technical training (Mertala et al., 2024). Research increasingly
highlights the importance of learning environments that foster experimentation, reflection, and interdisciplinary
collaboration in order to support creative growth (Escala & Alvarez, 2025).

Given these transformations, a critical synthesis of contemporary research is necessary to understand how
creativity is conceptualized, cultivated, and evaluated within computer graphics education (Zhu & Li, 2024). By
integrating foundational creativity theories with recent pedagogical and technological developments, this review
identifies emerging trends, persistent challenges, and future directions for creativity-oriented CG instruction.

Conceptualizing Creativity in Educational Contexts

Creativity is commonly defined as the capacity to produce ideas or artifacts that are both novel and appropriate
within a particular context (Runco & Acar, 2022). Contemporary research conceptualizes creativity as a
multidimensional construct involving cognitive flexibility, imagination, domain knowledge, and sociocultural
validation (Oropesa-Ruiz & Samper-Marquez, 2025). Rather than representing a fixed personal trait, creativity
is increasingly understood as a developable capacity shaped by educational experiences and environmental
conditions (Beghetto, 2023).

One of the most influential theoretical perspectives is Amabile’s Componential Theory of Creativity, which
proposes that creative performance emerges from the interaction of domain-relevant skills, creativity-relevant
processes, intrinsic motivation, and the social environment (Amabile, 1983, 1996). Within educational contexts,
this framework underscores that technical expertise alone does not guarantee creativity; learners must also be
motivated, supported, and encouraged to engage in exploratory thinking.

Complementing this view, Sternberg’s implicit theory of creativity emphasizes socially shared beliefs about
what constitutes creativity, suggesting that creativity is shaped by cultural expectations and evaluative norms
(Sternberg, 1985; Sternberg & Lubart, 1999). Students’ beliefs about creativity influence their willingness to
take risks and engage in creative tasks, while educational environments shape how creative performance is
recognized and valued (Glaveanu et al., 2023).

Another foundational perspective is Rhodes’ 4P model, which conceptualizes creativity through four interrelated
dimensions: person, process, product, and press (environment) (Rhodes, 1961). This model highlights that
creativity emerges not only from individual ability but also from cognitive processes, environmental conditions,
and the quality of creative outcomes. In contemporary digital learning environments, these dimensions interact
dynamically through technological tools, collaborative practices, and sociocultural influences.

Recent scholarship further suggests that digital environments reshape creative processes by mediating
interactions between individuals, tools, and communities (Mertala et al., 2024). Consequently, creativity in
modern education should be understood as both an individual cognitive capacity and a socially situated,
technology-mediated practice.

" TEACHING ASPECT
CREATIVE LEARNER ' CREATIVE OUTCOMES
N H « pedagogical strategies & models

Originality / Visual Meaning / Innovation
TECHNICAL ASPECT

demain skills > ] 1 < digital / technological / Al environment
intrinsic motivation ' '
creative processes ] CREATIVE PROCESSES

ldeation / Iteration / Reflection :4\ SOCIAL ASPECT

sociocultural / cultural context

Figure 1. Multidimensional factors of creativity development in computer graphics education
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As illustrated in Figure 1, creativity development in computer graphics education emerges from the dynamic
interaction among learner characteristics, creative processes, pedagogical strategies, technological
environments, and sociocultural contexts.

The framework presented in Figure 1 synthesizes foundational creativity theories with contemporary educational
practices to illustrate the multidimensional nature of creativity development in computer graphics education. At
the core, learner motivation, domain knowledge, and cognitive flexibility shape creative engagement.
Surrounding layers represent creative processes, pedagogical strategies, and digital learning environments that
support iterative exploration and design thinking. The outer sociocultural context reflects cultural values and
environmental influences that shape how creativity is expressed and evaluated. This integrated perspective
highlights that creativity development is not an isolated cognitive process but a systemic interaction shaped by
technological, pedagogical, and cultural factors.

Creativity and Computer Graphics Education
The importance of creativity in computer graphics

Computer graphics education occupies a distinctive interdisciplinary space that integrates artistic perception,
visual communication, and digital technology (Zhu & Li, 2024). CG is widely applied in animation, game design,
advertising, and multimedia production, making it foundational to contemporary creative economies (Lu & Sun,
2023). Although digital tools enable sophisticated visual production, the creative value of CG work lies in
conceptual innovation, narrative expression, and aesthetic interpretation rather than technical execution alone
(Shi, 2025).

CG requires a blend of artistic sensitivity and technical skills. The dual requirement that artists must creatively
conceive and plan their work while also employing computer science and engineering to realize their vision
underscores CG's unique nature as a fusion of creativity and technology(Zenasni et al., 2021). It can be seen
that creativity is the essential feature of CG that distinguishes it from pure technology. CG is not purely technical,
but expresses the creator's unique perspective through digital media.

In Japan, students are encouraged to analyze existing works, combine established styles with their own creativity,
and use digital content creation tools to transform conceptual art into actual work. This approach highlights the
importance of creativity in developing various visual styles (Matsunaga & Miyata, 2024). Therefore, the style
development of CG originates from the creative experiment of artists, and creativity promotes the evolution of
CG style and genre.

Creativity plays a central role in CG learning because it enables original visual storytelling, supports the
development of personal artistic identity, and strengthens adaptive problem-solving capabilities (Lu & Sun,
2023). It also enhances employability in creative industries that value conceptual originality and design
innovation (Wang & Shen, 2025). Moreover, computer graphics functions as a medium for cultural
representation, enabling students to reinterpret cultural narratives through contemporary visual language
(Oropesa-Ruiz & Samper-Marquez, 2025).

To sum up, creativity plays a central role in CG creation process. CG is not only a simulation of visual reality,
but also a process of reconstruction and imagination. Artists need to propose unique visual solutions in complex
technical systems to complete the transformation from "tool operation” to "creative expression”. Therefore, CG
not only tests technical ability, but also tests innovative consciousness and cultural expression.

Unlike traditional design education, computer graphics learning requires the simultaneous integration of visual
ideation and computational execution. Students must conceptualize visual narratives while navigating software
interfaces, algorithmic processes, and technical constraints, creating a hybrid cognitive environment that
combines artistic thinking with technological problem solving (Zhu & Li, 2024; Shi, 2025). This dual demand
distinguishes CG education from broader design disciplines and necessitates pedagogical approaches that
support both creative exploration and technical adaptability (Lu & Sun, 2023). The interplay between creative
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cognition and digital tool mediation further reinforces the need for instructional models that foster flexible
thinking and iterative experimentation in technologically mediated environments (Mertala et al., 2024).

Characteristics of Creativity in Computer Graphics

Creativity in computer graphics (CG) education represents a multidimensional construct that extends beyond
technical proficiency to encompass cognitive, motivational, technological, and sociocultural dimensions. Within
digital media learning environments, creativity is manifested through observable creative behaviors, conceptual
originality, exploratory thinking, and the ability to transform ideas into visually meaningful outcomes. Recent
educational research suggests that creativity in design disciplines should be understood as a domain-specific
competence shaped by interactions among individual capabilities, creative processes, technological tools, and
sociocultural contexts (Oropesa-Ruiz & Samper-Méarquez, 2025).

From the perspective of Amabile’s componential theory, creativity in CG practice emerges through the
integration of domain-relevant skills, creativity-relevant cognitive processes, and intrinsic motivation (Amabile,
1983, 1996). In digital art contexts, domain expertise includes technical fluency with software and visual tools,
while creativity-relevant processes involve divergent thinking, problem restructuring, and ideational flexibility.
Intrinsic motivation supports sustained experimentation, persistence, and willingness to explore alternative
design solutions. Accordingly, creativity in CG education is reflected not only in final visual products but also
in iterative exploration, cognitive flexibility, and sustained engagement in creative tasks.

Conceptual innovation and originality constitute core characteristics of CG creativity. Students demonstrate
creative competence when they generate unique visual themes, combine seemingly unrelated conceptual
elements, and reinterpret abstract ideas through visual representation. Such ideational recombination and
metaphorical thinking are known to enhance originality and creative problem solving in design contexts.
Divergent thinking further supports originality by enabling learners to produce multiple conceptual alternatives
before selecting a final solution (Runco & Acar, 2022). These processes correspond to the process dimension of
Rhodes’ 4P framework, emphasizing ideation, transformation, and refinement as essential components of
creative performance (Rhodes, 1961).

Another defining feature of creativity in CG learning is exploratory flexibility. Creative learners demonstrate
the ability to shift between visual styles, test multiple expressive strategies, and reframe problems when
encountering design constraints. Cognitive flexibility enables designers to disengage from fixed solutions and
adopt alternative perspectives, which is critical for innovative visual communication. Such exploratory behavior
reflects creativity-relevant processes identified in Amabile’s framework and supports adaptive problem solving
in complex design environments.

Creativity in CG education also involves a strong experimental and risk-taking orientation. Creative work often
unfolds under conditions of uncertainty, requiring tolerance for ambiguity, persistence, and willingness to pursue
unfamiliar approaches. Students who continue refining their work despite conceptual difficulties, initiate self-
directed creative projects, and choose challenging design paths demonstrate higher levels of creative
engagement. Risk-taking and iterative experimentation represent process-based creative behaviors that can be
cultivated through supportive learning environments (Amabile, 1996). These behaviors correspond with the
person and process dimensions of the 4P model, highlighting the role of motivation, perseverance, and
exploratory action in creative development.

Technological practice and applied skill integration represent another essential characteristic of creativity in
computer graphics education. Domain-relevant skills enable learners to translate abstract ideas into realizable
visual forms, making technical proficiency a prerequisite for creative expression rather than a purely mechanical
function. Creative students often explore emerging technologies beyond course requirements, combine multiple
technical approaches to solve visual problems, and refine technical details to enhance aesthetic quality. From
the 4P perspective, technological competence mediates the transformation of creative processes into high-quality
creative products (Rhodes, 1961). This integration reflects the dynamic relationship between technical mastery
and creative expression in digital art practice.

Page 4856
www.rsisinternational.org


http://www.rsisinternational.org/

INTERNATIONAL JOURNAL OF RESEARCH AND INNOVATION IN SOCIAL SCIENCE (1JRISS)
ISSN No. 2454-6186 | DOI: 10.47772/1JRISS | Volume X Issue Il February 2026

&

Beyond cognitive and technical dimensions, creativity in CG education is shaped by cultural values and
contextual appropriateness. Sternberg’s implicit theory suggests that culturally shared beliefs influence how
creativity is defined, evaluated, and encouraged (Sternberg, 1985). In many cultural contexts, creative work is
valued not only for originality but also for social relevance, cultural resonance, and ethical appropriateness.
Students may demonstrate creative maturity by integrating cultural symbols, adapting visual styles to audience
needs, and producing work that conveys meaningful social or cultural messages. Creativity, therefore, involves
not only novelty but also contextual suitability and communicative effectiveness.

Furthermore, creativity in contemporary CG practice includes the ability to translate cultural identity into
globally accessible visual language. As digital media increasingly function as platforms for cultural
representation, creative work often involves balancing local cultural authenticity with international visual
communication standards. This capacity reflects the press dimension of the 4P model, emphasizing the influence
of sociocultural environments on creative evaluation and value.

Taken together, creativity in computer graphics education can be understood as a multidimensional competence
encompassing conceptual originality, exploratory flexibility, experimental persistence, technological
integration, and cultural responsiveness. These characteristics demonstrate that creativity in CG learning is not
a single cognitive trait but a dynamic, context-dependent capacity shaped by interactions among individual
abilities, creative processes, technological tools, and sociocultural environments.

Table Variables and References

Variables Operational definition Measure Reference
Conceptual Propose breakthrough, non- | Creativity Runco, 2014; Sternberg,
Innovation and | mainstream CG concepts or visual | thinking 1999; Amabile, 2012,
Originality solutions. 2018
Exploration and | Try a variety of technical paths, | Creativity Amabile, 2012,
flexibility styles, and proactive iterations. thinking
Adventure and | Commitment, perseverance, pursuit | Creativity Rhodes, 1961; Amabile,
experimental spirit | of external professional/academic | thinking 2012, 2018
recognition.
Technology Active learning, innovative | Creativity Amabile, 2012, 2018;
practice and ability | application  of  difficult  CG | products
application techniques, proficiency in execution Hocevar &  Bachelor,
details 1989
Morality and | Committed to integrating, | Creativity Niu & Sternberg, 2002;
Cultural Values disseminating culture and generating | products Xu & Xiao, 2025; Yue,
social value in CG works. 2004

Pedagogical Approaches to Fostering Creativity

Creating a classroom environment conducive to the cultivation of creativity

Creative development flourishes in learning environments that encourage experimentation, autonomy, and open
expression (Beghetto, 2023). According to Amabile’s componential framework, intrinsic motivation plays a
critical role in creative engagement, suggesting that supportive classroom climates can significantly enhance
students’ creative performance (Amabile, 1996). When students experience autonomy and psychological safety,
they are more willing to take intellectual risks and explore unconventional ideas.
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From the perspective of Rhodes’ 4P model, classroom environments function as the press dimension, shaping
creative outcomes by influencing motivation, collaboration, and willingness to experiment (Rhodes, 1961).
Supportive environments promote creative processes such as ideation, reflection, and iteration, which are
essential for meaningful design learning.

Creative metacognition enables learners to monitor their thinking processes and refine design decisions (Runco
& Acar, 2022). Reflective critique and peer feedback deepen creative awareness and support iterative
improvement (Zhu & Li, 2024). Reflection also facilitates the transition from intuitive creation to deliberate
design thinking.

Traditional assessment models often prioritize final products and technical accuracy, potentially overlooking
creative processes (Smanov, 2023). Creativity-oriented evaluation emphasizes process documentation, iterative
development, and reflective analysis (Wang & Shen, 2025). Authentic assessment methods encourage
experimentation and recognize creative risk-taking.

Generative learning activities and Inquiry-based learning

Generative learning activities stimulate divergent thinking by encouraging students to reinterpret visual elements
and explore multiple solutions (Lu & Sun, 2023). Inquiry-based learning shifts students from passive recipients
of knowledge to active investigators, fostering curiosity and creative engagement (Escala & Alvarez, 2025).
These approaches align with constructivist principles emphasizing knowledge construction through exploration
and experience.

Translating Creativity Theory into CG Classroom Practice

Computer graphics education requires pedagogical approaches that translate theoretical understandings of
creativity into actionable classroom strategies. Creativity theories emphasize intrinsic motivation, cognitive
flexibility, and sociocultural context; however, instructors often face challenges operationalizing these principles
within technology-intensive learning environments (Amabile, 1996; Beghetto, 2023).

One effective strategy involves structuring project-based assignments to include staged ideation phases before
digital production begins. Encouraging students to generate multiple conceptual alternatives supports divergent
thinking and prevents premature fixation on technical execution (Runco & Acar, 2022). Reflective critique
sessions further promote creative metacognition by enabling learners to articulate design decisions and
reconsider visual strategies (Glaveanu et al., 2023).

Additionally, scaffolded experimentation tasks—such as style reinterpretation exercises, constraint-based design
challenges, or cross-media transformations—encourage risk-taking and exploratory learning while maintaining
structured learning goals. These practices strengthen intrinsic motivation and iterative refinement, both essential
components of creative performance (Amabile, 1996; Rhodes, 1961).

By embedding ideation, reflection, and experimentation into CG coursework, educators can bridge the gap
between creativity theory and classroom practice.

Instructional Models Supporting Creative Learning

Project-based learning engages students in authentic design challenges requiring ideation, iteration, and creative
production (Wang & Shen, 2025). Such environments align with Rhodes’ process dimension by promoting
exploration and refinement throughout the design cycle (Rhodes, 1961). They also support intrinsic motivation,
a key component of creative performance in Amabile’s framework (Amabile, 1996).

Problem-based learning encourages students to address complex design challenges, fostering critical thinking
and innovative solutions (Lu & Sun, 2023). Design-based learning integrates iterative creation and reflection
into instruction, enabling students to learn through prototyping, testing, and refinement (Zhang & Xu, 2025).
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Collaborative learning environments foster distributed creativity by enabling shared ideation and co-creation
(Glaveanu et al., 2023). From the 4P perspective, collaboration enriches both the process and press dimensions
by integrating social interaction and feedback into creative development.

Structured creativity training exercises—such as visual reinterpretation and conceptual transformation tasks—
support ideation fluency and originality (Runco & Acar, 2022). These activities help learners develop flexible
thinking patterns necessary for innovative design solutions.

A creativity-oriented CG project may involve designing a short animated sequence inspired by cultural
narratives. Students begin with visual research and concept sketching, generating multiple design directions
before selecting a development pathway. During production, iterative peer critique sessions promote reflection
and refinement, while instructors emphasize conceptual originality rather than technical perfection (Escala &
Alvarez, 2025).

Final evaluation incorporates process documentation, reflective journals, and conceptual development analysis,
ensuring that assessment recognizes ideation fluency, cultural interpretation, and creative risk-taking. Such
project structures demonstrate how creativity can be cultivated through structured design processes rather than
relying on spontaneous inspiration (Wang & Shen, 2025; Beghetto, 2023).

Digital Technologies and Creative Learning Environments

Digital technologies have transformed creative learning by enabling multimodal expression, collaborative
production, and interactive design experiences (Escala & Alvarez, 2025). Technology-enhanced environments
support creativity when integrated with purposeful pedagogical strategies (Mertala et al., 2024). Digital tools
allow rapid prototyping, experimentation, and iterative refinement, supporting creative exploration (Shi, 2025).

Emerging technologies such as virtual reality and immersive media enable experiential learning and spatial
creativity (Shi, 2025). Artificial intelligence tools further expand creative exploration by supporting idea
generation and visual experimentation (Zhang & Xu, 2025). However, technology alone does not guarantee
creativity; pedagogical design remains essential to ensure meaningful creative engagement (Smanov, 2023).

Artificial intelligence tools are increasingly reshaping creative workflows and evaluation standards in digital
media education. Al-assisted image generation, procedural design systems, and intelligent editing platforms
expand ideation possibilities while raising questions concerning authorship, originality, and assessment criteria
(Zhang & Xu, 2025). While Al can support rapid visualization and experimentation, educators must distinguish
between tool-assisted production and student-generated creative cognition (Mertala et al., 2024).

Integrating Al literacy into CG curricula enables students to engage critically with intelligent tools, positioning
them as collaborators in creative exploration rather than substitutes for creative thinking. This shift requires
updated assessment frameworks that emphasize conceptual originality, decision-making processes, and creative
intent.

Cultural Contexts and Creativity Development

Creativity development is influenced by cultural expectations, educational traditions, and policy priorities
(Oropesa-Ruiz & Samper-Marquez, 2025). In some educational contexts, emphasis on technical mastery and
standardized outcomes may constrain creative exploration (Lu & Sun, 2023). Sternberg’s implicit theory
suggests that culturally shared beliefs influence how creativity is defined and evaluated, shaping learners’
perceptions of their own creative potential (Sternberg & Lubart, 1999).

Cross-cultural research indicates that creativity may be interpreted differently across societies, highlighting the
importance of culturally responsive pedagogy (Glaveanu et al., 2023). Creativity in digital media education also
contributes to cultural innovation by enabling students to reinterpret cultural heritage through contemporary
visual language (Escala & Alvarez, 2025). As visual media increasingly mediate cultural identity, creativity
plays a crucial role in shaping cultural narratives.
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Assessment of Creativity in Computer Graphics Learning

Assessing creativity in CG education remains a complex and contested issue. Traditional assessment methods
focused on technical accuracy are insufficient to capture creative learning outcomes (Seifert, 2011). Recent
literature highlights a shift toward process-oriented and formative assessment approaches (Biggs & Tang, 2011).

Common strategies include rubric-based evaluation of creative projects (Brookhart, 2013), self-report creativity
scales, peer assessment, and reflective journals (Hwang et al., 2014). These methods emphasize creative
thinking, originality, and problem-solving processes rather than solely final visual products (Amabile, 1982).

Nevertheless, inconsistencies in assessment criteria and limited validation of creativity measurement tools
persist. The lack of standardized yet flexible assessment frameworks remains a significant challenge for
creativity-oriented CG education (Cowdroy & Williams, 2007).

Challenges and Future Directions

Despite growing emphasis on creativity-oriented pedagogy, several challenges remain, including misalignment
between curriculum goals and creativity outcomes, difficulty assessing creativity reliably, and limited teacher
preparation in creativity-focused pedagogy (Smanov, 2023). From the componential perspective, insufficient
attention to intrinsic motivation and creative processes may limit student creativity even when technical expertise
is strong (Amabile, 1996).

Sustainable implementation of innovative teaching practices also presents challenges in rapidly evolving
technological environments (Escala & Alvarez, 2025). The 4P framework suggests that effective creativity
development requires simultaneous attention to individual capabilities, creative processes, environmental
conditions, and product evaluation criteria (Rhodes, 1961).

Future research should examine long-term impacts of creativity-oriented pedagogy and develop assessment
frameworks that capture both creative processes and outcomes (Runco & Acar, 2022). Interdisciplinary
collaboration and technology integration are expected to play increasingly important roles in creativity
development (Mertala et al., 2024).

Although creativity-oriented pedagogies are increasingly advocated, empirical research remains fragmented and
methodologically uneven. Many studies rely on small sample sizes, short-term interventions, or self-report
instruments, limiting generalizability and longitudinal insight (Kim, 2023; Smanov, 2023). Furthermore,
inconsistent creativity assessment frameworks hinder comparative analysis across educational contexts (Runco
& Acar, 2022).

Future research should employ mixed-method designs, longitudinal approaches, and validated creativity
assessment tools to strengthen empirical evidence in computer graphics education. Greater attention to
contextual variables—including technological access, cultural expectations, and institutional support—will also
enhance the ecological validity of creativity research (Glaveanu et al., 2023).

CONCLUSION

Creativity has become an essential competency in computer graphics education in response to evolving digital
media landscapes and creative industry demands. The literature indicates a clear shift from technique-centered
instruction toward learner-centered, design-oriented, and technology-enhanced learning environments.

Effective creativity development requires supportive learning climates, reflective practices, collaborative
engagement, and culturally responsive pedagogies. While progress is evident, challenges related to assessment,
curriculum alignment, and instructional sustainability remain.

Advancing creativity in CG education requires continued pedagogical innovation and research-informed
curriculum design to prepare students for creative professional practice and cultural contribution.This review
provides a conceptual foundation for developing creativity-oriented teaching support modules and contributes
to ongoing discussions on pedagogical innovation in CG and digital media education.
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