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Abstract—Rapidly growing technological advances in big data, cloud
computing, social media, artificial intelligence, virtual reality and digital media
have led many educators to embark upon the pursuit and deployment of various
digital tools in the classroom. They started implementing a technology-centered
educational system in order to expand their pedagogical approaches and in-
crease the possibilities of creatively putting ideas together and innovatively
conveying their knowledge to their students. In this paper, we explore the con-
vergence of creativity, technology, with art and design education, and we advo-
cate the use of digital tools and repurposing of social media applications to sup-
port creative thinking. We discuss existing multimedia-based classroom prac-
tices that might encourage student creativity and suggest new forms and appli-
cations of technology aimed at providing the reflective teacher with more effec-
tive and efficient strategies to cultivate creativity while teaching art, design, and
digital media courses.

Keywords—Creativity, multimedia, pedagogy, innovation, digital creativity,
artistic creativity

1 Introduction

Creativity in the classroom is now a subject of intense interest to educators in many
universities around the world. These educators seek to form a creative learning envi-
ronment where students are more likely to express their ideas, think creatively, and
effectively challenge problems with innovative solutions. This interest, which has
been increasing in synchrony with the tremendous burst in technology, has made it
necessary to re-conceptualize the role multimedia plays in infusing creativity into
classrooms.

Despite this increased attention to creativity, there is still little understanding of
how to use technology, and particularly social media platforms such as YouTube,
Tumblr, Instagram, Pinterest, etc., in order to infuse creativity in current classroom
contexts.

Emerging digital and multimedia technologies have played a significant role in re-
defining creativity in the classroom and in allowing for new and creative pedagogical
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practices. It has become necessary to encourage educators to develop a creative mind-
set for innovative pedagogical practices that exploit the potential of new technologies
through repurposing existing digital tools and platforms for educational purposes.

This paper illustrates the potential of multimedia and social media tools and appli-
cations to be an engine that drives creativity and innovation in university settings. It
particularly seeks to embed multimedia-based creative pedagogical approaches within
art, design, and digital media learning contexts. We argue that multimedia-based
learning has the potential to change key creative thinking processes and activities
associated with art, design and digital media disciplines. This may broaden and ex-
pand how educators think about creativity in the classroom, and may lead to new
definitions of creativity, especially when it becomes technologically-assisted, which is
what we refer to as digital creativity.

This research is intended to contribute to the identification of good creative teach-
ing practice in order to keep art, design, and digital media educators abreast of signifi-
cant leaps in technology-assisted pedagogical approaches that nurture creativity. It
aims to guide educators of how to effectively integrate digital creativity into teaching
practice and how to make professional decisions related to their technology-driven
activities and assignments.

The research starts by providing a redefinition of creativity and explores its role
and relationship with technology-centred education. It studies how technology, crea-
tivity, and education interact, and establishes the theoretical framework for the re-
search through providing an account of the diverse and innovative uses currently
being made of multimedia across art, design and media disciplines. It offers a review
of literature pertinent to multimedia-based approaches to teaching that support and
encourage creativity, and examines models of the creative process in the digital class-
room.

The research then involves an empirical investigation of the potential offered by
digital media applications and social media platforms to enhance the creative learning
experience in art, design and media. The investigation is undertaken in an experi-
mental educational setting in an attempt to determine how technology can be utilized
by educators in order to optimize the creative performance of art, design, and media
students. The research also reports data from a qualitative case study which provides
an in-depth account of practical and pedagogical issues involved in introducing mul-
timedia-based learning into a fine arts painting course. The research findings give a
great insight into effective strategies to inform and support educators’ decisions about
using technology to stimulate creativity in various phases of learning — whether it is
conceptualizing, sketching, drawing, painting, designing, executing or assessing.
These findings also enable educators to reconsider the prevailing uses of digital and
social media tools and give them ideas to integrate technology effectively and crea-
tively in the classroom in order to elevate the quality of teaching with appropriate
digital tools and applications.

Based on the research findings, the paper is concluded by providing multimedia-
oriented recommendations that can benefit all academics in the subject areas of art,
design, and digital media in higher education. Future directions and considerations are
also proposed in an attempt to make a case for using multimedia technologies in art,
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design, and media courses to motivate higher levels of creative engagement amongst
university students.

2 Defining the Research Problem & Significance

As a result of the rapid technological advances, it has become necessary to employ
new technologies in the educational process through implementing multimedia-
oriented teaching approaches in order to promote a creative thinking mind-set in stu-
dents. Multimedia-supported teaching methods have proven to be among the most
effective educational tools that can be utilized to form a stimulating learning envi-
ronment for students and provide context and opportunities for greater creativity in
the classroom as well as in all areas of life [20].

Unfortunately, few studies scientifically examine the effectiveness of setting up a
multimedia-based educational environment that is conducive to fostering creativity in
Art, Design and Media higher education. These studies lack a systematic scholarly
investigation into the following questions, which we aim to raise in this research in
order to gain further understanding of the role multimedia plays in promoting creative
classroom practices:

e What technologies, multimedia applications, digital tools, and social media plat-
forms can be harnessed to promote a creative mind-set in art, design, and media
students?

e To what extent do these applications foster innovation and creativity?

e Which particular digital platforms are most effective in generating creative ideas
for each of the various graphic design fields?

This research attempts to find answers to the above questions through investigating
the practices of teachers at the University of Bahrain, surveying students, and con-
ducting empirical research in the classroom.

3 Examining Multimedia-Centered Pedagogical Directions in
Creativity Research

New technologies have influenced education enormously, especially with recent
innovations and progress in social media affordances for content creation [11] and
idea generation. Institutions are now changing and adjusting to new and creative
learning approaches supported by technology tools. Livingstone [19] suggests that by
involving the new technologies and merging the internet with the curriculum, we can
build room for creativity in education.

According to Morris [22, p.4] creative teaching can be defined in two ways: firstly,
teaching creatively and secondly, teaching for creativity;

“Teaching creatively might be described as teachers using imaginative approaches
to make learning more interesting, engaging, exciting and effective. Teaching for
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creativity might best be described as using forms of teaching that are intended to de-
velop students own creative thinking and behavior”.

The educational context should stimulate and guide students and teachers to posi-
tion themselves as creative interpreters and problem solvers. It should provide condi-
tions and resources in which creative teaching and learning is promoted, fostered,
guided and rewarded. According to Robson & Jaaniste [23, p.5] “providing a wide
range of appropriate materials, tools and other resources can stimulate creativity in
learning activities (for example during art and design or design and technology)”.
Hennessy and Amabile [14] believe that social and environmental factors play a more
significant role in creative performance than inherent personality traits, and they sug-
gest that under the suitable circumstances, an individual's creativity can be improved.
Henriksen et al. [15, p.9] argue that the first step towards locating creativity within
educational systems is "to focus on the broader policy goals of integrating technology
and creativity across the policy framework of education", and they emphasized the
importance of the assessment of creative student works. Daviesa, et al.[8] highlighted
several key characteristics of the environments and conditions that are most effective
in promoting creative skills in children and young people. These include the physical
environment, availability of resources/materials, use of the outdoor environment,
flexibility in the physical and pedagogical environment, use of other environments
beyond the school, play-based learning, effective and flexible use of time by allowing
students to work at their own pace without pressure, relationships between teachers
and learners, and working collaboratively with their peers.

In order to implement these characteristics in the learning process, teachers must
repurpose technologies and employ teaching approaches that creatively engage stu-
dents with content, and contribute to designing a transformative learning environment.
Danvers [7] argues that the learning environment needs to support and encourage
students’ creativity, and involve interaction between learners. He noted:

“Creativity thrives in an atmosphere that is supportive, dynamic, and receptive to
new ideas and activities. The learning environment has to encourage interactions
between learners in which: action and reflection are carefully counter-balanced; open-
ended periods of play and 'blue-sky' thinking alternate with goal-oriented problem-
solving; stimulating inputs and staff interventions are interwoven with periods in
which learners develop ideas and constructs at their own pace; critical thinking and
robust debate co-exist with a supportive 'space’ in which risk-taking, imaginative
exploration and productive failure are accepted as positive processes of learning and,
the development of meanings and interpretations is inseparable from material pro-
cesses and production.” [7, p.52].

Limited research exists on the use of social media platforms as learning or creativi-
ty enhancing tools. By using empirical analysis and observation to obtain student
perceptions of the effectiveness of repurposing social media platforms and digital
media apps as learning tools, this research adds to the knowledge base of existing
literature. According to Abel [17];

“Widely adopted digital media formats, as well as the ability to share, publish, and
co-create with a variety of proprietary and open-source web tools and services, are
widely available, and with fewer technical barriers. Opportunities for educators are
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plentiful in leveraging social media technologies to expand spaces for learning (Abel,
2015 as cited in [17, P.35].”

Cochrane and Antonczak [5] consider the use of mobile social media to be both a
creative pedagogical design experience for the instructors, and a creative learning
experience for the students, as they believe that there is a limited use of it within edu-
cational contexts. They believe that the sharing, publishing, and co-creating features
of digital tools increase educators’ opportunities for leveraging social media technol-
ogies to expand learning environments and spaces. They advocate “the use of mobile
social media for interaction and collaboration, and redesigning the curriculum around
active student participation within authentic online global learning communities.” [5,
p-1]. As part of their study, they explored the use of Behance (an ePortfolio online
community) for students to highlight their unique graphic design skills and showcase
their creativity. They inferred that utilizing Behance profile effectively results in im-
proving the quality and creativity of students’ social media posts, as students were
encouraged to link their Behance portfolios to Twitter, YouTube, Instagram, and
Google Plus. They indicated that students were motivated by interacting with other
Behance users who provided feedback on their portfolios.

As creativity in the classroom possibly originates from the teachers, enhancing the
creative abilities of the students may be a challenging task for the teachers if their
own creative abilities are undiscovered or restrained. The same idea has been suggest-
ed by Mishra et al. [21] who believe that there are two key aspects to the role of tech-
nology and creativity in the classroom. The first is the educator’s creativity in produc-
ing new and creative pedagogical practices, while the second is the potential of tech-
nologies in providing new opportunities for enhancing students’ creativity through
affording contemporary ways to build, communicate, and share knowledge. Accord-
ingly, there is strong evidence that modern technologies often bring new possibilities
for people to be creative. In classroom terms, teachers must understand the range of
ways in which technology can present content creatively and see how this intersects
with different pedagogies.

Using the suitable teaching framework in the classroom usually constitutes a chal-
lenging decision to educators. Mishra & Koehler [20] proposed the TPACK frame-
work, which constitutes four components: Technology, Pedagogy, Content, and
Knowledge. This framework has become a central framework for using technology
effectively in the classroom. It focuses on knowledge types for effective teaching with
technologies (from chalkboards to smart boards, pencils to Pixlr). The TPACK
framework has received a significant level of scholarly and theoretical attention.
Mishra et al. [21, p.24] suggest that TPACK “offers no specific directives about what
content to teach (science or music), pedagogical approaches are useful (didactic or
constructivist), and what kinds of technologies to use in teaching (digital or analog).”

In addition to the TPACK framework, Epstein [9] proposed the generativity theory,
which is a predictive theory of creative behavior in individuals. It suggests that crea-
tivity is a skill that can be learned and measured. Epstein developed tests that “meas-
ure four essential competencies, capturing, challenging, broadening, and surrounding,
which individuals require to be able to express their creativity”. [17, P.35]
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Another model, the technology acceptance model (TAM) [18], was proposed by
Davis [17];

“with the behavior intention model as the theoretical basis, this model explains the
behavior of users when using technological products, and introduces three concepts -
adoption intention (Al), perceived ease of use (PEU), and perceived usefulness (PU),
which all affect the attitude and acceptance of users when using technology” [17,
P.34].

On the other hand, Cochrane and Antonczak [5] suggested the SAMR framework
of educational technology adoption. It involves replication (Substitution), incrementa-
tion (Augmentation), and reinitiation (Modification and Redefinition). They noted
that “the framework links a conceptual continuum of three levels of creativity, educa-
tional technology adoption (SAMR), and three phases of mobile learning with the
pedagogy-andragogy-heutagogy (PAH) continuum" [5, p.21].

Cochrane and Antonczak [5] developed an ecology of resources (EOR) to assist
students in establishing a professional digital profile. EOR categorises a range of
platforms and apps according to their suitability in the creation and sharing of text
(Twitter and Storify), image (Behance and Instagram), or video (Vine, YouTube,
Vimeo, and Vyclone).

The above-mentioned frameworks provide a theoretically-informed guide for de-
signing creative learning environments using mobile social media. However, In order
to take the advantage of these new technologies, educators must develop a creative
mind-set to teaching and learning [5].

Graphic design and fine arts are profoundly linked to creativity. Williams and Ask-
land [28, p.4] argue that “Creativity forms part of design, design processes, and de-
sign education”, while Hickman [16, p.71] emphasizes that “Creativity can exist in all
forms of learning but is particularly developed within and through the arts”. Graphic
design is one of the most important disciplines that can develop the creative potential
of students. Some studies (e.g [4]) considered graphic design as an effective discipline
for improving creative design problem solving. One application of graphic design is
web design, which is “viewed as an important method that teachers can use to link
content knowledge with the construction of a tangible product and allow students to
contextualize and amplify their creativity” [3, p.21].

Art and Design students need a wide range of knowledge, good creativity, and an
enabling environment for communication and exchange of ideas. Social media pro-
vide us with the functions of recording, storage, instant sharing, and exchange, which
facilitate the possibility of inspiration [26]. Students majoring in design and art can
use social media to promote their creativity as some studies indicated that social me-
dia is correlated with creative expression [17].

Finally, there is a clear need for further research connected to these different learn-
ing contexts where creativity and technology co-exist in art and design disciplines.
Throughout the rest of this paper, a re—orientation of art, design, and media design
learning and teaching is proposed around a multimedia—based pedagogy that places
particular emphasis on the utilization of social media tools in educational contexts.
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4 Exploring Creativity in the Digital Classroom

This part of the study examines how students who are specialized in Art, Design,
and Digital Media in a higher education program use digital and social media to crea-
tively engage in learning activities, and also investigates educators’ employment of
these technologies to enhance creativity within their classrooms. It identifies students’
preferences in using various digital platforms and applications as inspirational
sources.

4.1 Sample

Data was collected from multiple sources, including questionnaires, interviews,
and empirical observation and analysis. The empirical research engaged two samples
in two alternative experimental settings. In Study 1, a group of 42 art and design stu-
dents were asked to go through brainstorming and design stages that involved the use
of various digital tools in order to create and design unique cartoon characters. In
Study 2, the integration of technology with fine arts was explored in a field setting
with students engaged in “Phone Art”; a technique that involves using various apps to
digitally manipulate photos before painting them. The findings of these two studies
were derived from questionnaires, interviews, and observation [1].

Additionally, in order to complement the empirical research with quantitative anal-
ysis, a semi-structured online questionnaire was distributed. It involved a purposeful
sample of students who are specialised in Fine Arts, Graphic Design, and Digital
Media. Fifty-seven participants, forty female and seventeen male, participated in the
survey, which aimed to identify students’ attitudes towards multimedia-based peda-
gogy and explore its effectiveness in fostering their innovation and creativity. Their
ages ranged between 19 and 25 years.

4.2  Data analysis

All the participants indicated that they use social and digital media applications to
generate ideas while brainstorming. This supports Hakkerainen et al [13] research
findings, which emphasize students’ positive attitudes towards using technology in art
and design education, and confirm the role of technology in improving students’ per-
formance, self expression, and motivation. Correspondingly, most of the participants
(75%, n=30) indicated that multimedia-based teaching helped them in generating
more creative ideas (Figure 1).

When asked to rank the digital platforms according to their effectiveness in gener-
ating creative ideas, most students considered Instagram to be the most effective,
followed by Pinterest, YouTube, Google images, and Tumblr. They considered
Behance, WhatsApp, Facebook, and Evernote to be significantly less effective in
generating creative ideas (Figure 2).
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Did multimedia-based teaching help you
in generating more creative ideas?

No, 2.50% (n=1)

To a certain
extent, 22.50%
(n=9)

H Yes
B To a certain extent

No

Yes, 75.00% (n=30)

40 Answered, 17 skipped

Fig. 1. Most of the participants indicated that multimedia-based teaching helped them in gen-
erating more creative ideas

What are the applications you
use to generate ideas while

brainstorming?
38

40 34

Fig. 2. The applications mostly used by the students to generate ideas while brainstorming

This result may be attributed to the general popularity of Instagram in Bahrain,
which encourages students to use it during their learning process. The ease of using
Instagram and its familiarity may also be a reason for students’ preference to use
Instagram. Jia-Xiang and Kuo-Kuang [17] discussed the correlation between the usa-
bility of social media and creative expression, and they suggested a positive connec-

iJET — Vol. 14, No. 21, 2019 183



tion between perceived ease of use and perceived usefulness of the platform in design
education. Another factor may be the graphical user interface of Instagram, which
relies mainly on visuals with minimal distraction that is usually caused by menus and
buttons. Such distractions in the interface may hinder exploration and fluidity of in-
teraction, which are important factors especially during the exploratory stages of crea-
tivity. This is also emphasized by Igarashi [27] who explored supportive interfaces for
creative visual thinking and indicated that “Nested menus, arrays of buttons, and dia-
log boxes interfere with the flexible exploration” [27, p.1]. The minimal use of menus
and buttons and the predominance of an engaging visual appearance seems to be a
common feature among Instagram, Pinterest, and YouTube, which the students con-
sidered most effective in generating creative ideas. Other common features include
sharing, getting feedback, likes, and comments. These features are important factors
in stimulating creativity and they relate to the four phases (collect, relate, create and
donate) and the eight activities (search, consult, visualize, think, explore, compose,
review, and disseminate), which Schneiderman [24] proposed as part of the genex
framework that supports innovation.

Instagram, for instance, allows the user to “collect” inspirational images by saving
them to collections. It also allows users to share and “disseminate” artworks at any
stage and allows followers, peers, and even instructors to view and comment on post-
ed images. Dissemination and sharing is considered an important stage in the creative
process by some researchers who believe that “Creative work is not complete until it
is disseminated” [24, p.6]. According to Schneiderman [24, p.3] the situationalists
emphasizes the social context as a key part of the creative process suggesting that
“vital user interfaces are those that support access to previous work in the domain,
consultation with members of the field, and dissemination of results to interested
members of the field”.

When the surveyed students were asked if they published or shared any of their
works in any multimedia application or social media, 68% (n=25) of them answered
“Yes”, 27%(n=10) answered “Sometimes”, and only 5% (n=2) answered “No”. Most
of them published their artworks on Instagram, Pinterest and Tumblr Respectively.
Some of them noted that the objectives behind sharing their artworks include getting
feedback that generates creative ideas, and to exchange artistic and creative ideas.
Some participants also noted that they share their artworks in order to promote and
market their creative ideas, while a few participants indicated that they share their
works to achieve fame and gain a larger number of followers. One of the participants
noted that he is using Instagram as an archive for his work.

Among the students who publish and share their artworks, 50% (n=18) published
their works in various stages, in order to reflect credibility and the progress of their
work, 33% (n=12) of them published after they finish the work, and only one partici-
pant shares artworks at their early stage. Most (77%, n=27) of the students believe
that publishing and sharing their works in social media contribute to enhancing their
creativity. Several papers [2] [25] [7] [10] have proven the effect of collaboration and
cooperation through social media in promoting creative thinking. Some of these stud-
ies suggested that social processes and dissemination may help in the refinement
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stage, but Schneiderman [24, p.6] argued that they “can also be helpful at early, mid-
dle and late stages of the creative process.”

In addition to dissemination, “the rapid exploration of alternatives”, which Gross,
M. and E. Do [12, p.1] mentioned in their research as an important feature in creative
interfaces, is also embedded in the “explore” feature in Instagram. This draws atten-
tion to the user interface features and issues that may affect the effectiveness of a
digital platform in enhancing creativity and necessitates further research into design-
ing user interfaces to support creative processes.

Rankings of the Effectiveness of
Digital Platforms in Generating

Creative Ideas
Evernote I 0,9

Facebook NG 1,2
WhatsApp I 1,8
Behance NGNS 1,9
Tumblr I 2,8
Clolo-{(CRIGET WK
Pinterest NN 34
YouTube I 3,5

Instagram I 3,5

Fig. 3. Rankings of the digital platforms according to their effectiveness in generating creative
ideas

The participants were also asked to rank their preferences for using social media
apps within the different design categories (Figures 3 & 4). It is worthy to note that
students considered Instagram to be the most effective in getting ideas for photog-
raphy, awareness posters, cartoon characters, advertising, logo and brand design.
YouTube was considered the most effective in getting inspiration for interactive pro-
jects, video production, infographics, animations, and web design. On the other hand,
Pinterest is considered most effective in children book design, magazine design, ty-
pography, and equally effective with Instagram in awareness ad design. Facebook,
WhatsApp and Evernote were generally considered less effective in stimulating crea-
tive ideas.
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This indicates that students’ preferences for using digital or social media platforms
to foster creativity may vary according to the particular design or art areas or fields.
Therefore, educators are urged to find out and employ the most suitable multimedia-
based tools to enhance creativity in accordance with students’ preferences and the
specific course and assignment objectives.

Rankings of the Effectiveness of Digital Platforms in Generating Creative
Ideas for Different Design Fields

Children Book Design  [IIE¥S 3.0 32 34 19
nteractive Projects Desgn 25 124 29 11
Video Production 20 15
Photography 33 17
Magazine Design 18 2.8 3.0 38 25
Typography 36 22
Awareness Posters Desgn 38 17
nfographics 31 130 3.0 15
Animations 22 3.6 3.3 30 16
Cartoon Characters 35 16
Web Desgn 30 19
Advertising Design 36 PERNY 26 18 |
Logo and Brand Design 18 34 4.0 33 18

ETumbir WYouTube MFacebook Winstagram WPinterest NBehance WEverncte MGoogleimages W Whatsipp

Fig. 4. Rankings of the digital platforms according to their effectiveness in generating creative
ideas for various design fields

In addition, 50% (n=20) of students indicated that their instructors always employ
multimedia-based pedagogy to enhance their creativity, while 45% (n=18) indicated
that their instructors employ it sometimes, and 5% (n=2) indicated minimal employ-
ment. This reflects the increasing awareness among instructors of the importance of
technology in enhancing student creativity, and stresses the findings of prior studies,
which have noted the importance of technology-centred education in enhancing crea-
tivity in design and art education [19] and [7].

When asked about the effectiveness of multimedia-based learning to stimulate their
creativity, 65% (n = 26) of the respondents considered it very effective, 30% (n=12)
found it somewhat effective, 3% (n=1) indicated that it was slightly effective, while
3% (n=1) thought that it is not effective. These results reflect the increasing awareness
among students of the importance of the use of technology during the learning process
in stimulating their creativity. Most of the students (75%, n=30) agreed that multime-
dia-based pedagogy helps them to generate more creative ideas in faster pace. Moreo-
ver, 85% (n=34) of the students believe that multimedia tools increase their concen-
tration. This result shows the students’ positive attitudes towards using multimedia
tools to stimulate their creativity.
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To what extent do your
instructors use multimedia-based
pedagogy to enhance students'
creativity?

Infrequently, 0,00% 0,00%

5,00% (n=2) M Always

m Sometimes

Sometimes,

Infrequently
,45,00% (n=18)

Always, 50,00% Rarely
(n=20)

Never

Fig. 5. The extent of use of multimedia-based pedagogy to enhance creativity by the instruc-
tors of the respondents

However, there were negative responses from students regarding the adequacy of
the percentage of teachers who use multimedia-based pedagogy. The average of their
estimated percentage of teachers who use multimedia tools to enhance creativity was
58 % (n=38). Only 33% (n = 13) of the students believe that enough teachers use
these tools to enhance creativity (Figure 5). Most of the students think that the main
obstacles that hinder the instructors from employing multimedia-based pedagogy to
enhance creativity include the lack of teachers’ interest to stimulate student’s creativi-
ty (3.1), the lack of technological resources (3.1), followed by the weakness of teach-
er’s knowledge of the digital applications that may enhance creativity (3), and the lack
of proficiency in using multimedia technologies (3) respectively. The lack of educa-
tors’ interest in simulating creativity may indicate a likely resistance to change which
may exist in many cultures. Schneiderman [24, p.5] believes that “Many cultures
encourage respect for the past and discourage disruptive innovations. Promoting
widespread creativity raises expectations that may change employment patterns, edu-
cational systems, and community norms”. Regardless of the possible obstacles that
my hinder educators from employing digital media to stimulate creativity, 76%
(n=28) of the respondents expressed their desire for teachers to employ these tech-
niques. One of the students said that "these methods help to develop the student's style
and diversify teaching methods". Another student said, "These tools increase my in-
terest and creativity".

These results indicate that digital applications can be effective in enhancing crea-
tivity in the classroom. Therefore, art, design, and digital media educators must be
encouraged to repurpose these applications for educational purposes.
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5 Conclusion

The rapid evolution of the digital media technologies driven by today’s prolifera-
tion of devices and applications has introduced a paradigm shift in art, graphic design,
and digital media education from the use of the traditional teaching strategies to the
gradual adoption of social media platforms and digital apps like Instagram, Tumblr,
WhatsApp, Facebook, and Pinterest. The potential to use these tools and platforms to
enhance creative learning is undeniable. Social networking, digital apps, and online
environments hold promise for reaching beyond the walls of traditional classrooms,
and for providing opportunities for educators to improve their pedagogical strategies
by expanding the horizon of their approaches and switching to digital and social me-
dia platforms with all their creative and interactive potentials. However, the creativi-
ty-fostering capabilities of digital and social media have not been fully explored and
exploited by art and design educators. The research therefore examined the effective-
ness of repurposing digital tools and applications in order to foster creative teaching
and teaching for creativity. It proposed, explored, and tested new teaching approach-
es, which aimed to give insights into how to capitalize on digital learning tools, appli-
cations, and experiences in crafting rigorous and creative classroom activities. It dis-
cussed the pedagogical implications that arise from the use of digital and social media
and, in so doing, challenges traditional approaches of teaching and learning.

Although the results of this investigation are generally promising, it suffers from
flaws that are relatively common in research in real classroom settings and education-
al environments. For instance, other digital tools and platforms may ultimately come
to be seen as more significant than some of those proposed in this research.

To further validate these results, the methodology and findings are shared in this
research in an attempt to encourage other educators to test similar methodological
approaches and share their findings with the greater discipline. The findings in this
research demonstrate that today’s educators can repurpose digital tools and applica-
tions to design opportunities and cultivate educational cultures that foster collabora-
tion and inspire creative outcomes in their own domains. In order to help educators
achieve this, universities should implement a definite and extensive multimedia-based
educational policy. Such an elaborate measure will ensure that universities explore
fully the multimedia-based pedagogical prospects and opportunities in the areas of art,
design, and digital media.
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