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Abstract

Introduction. In today’s environment, the educational paradigm is undergoing a transformation driven by information
technology, shifting the focus from the rote acquisition of knowledge to the development of students’ creative potential.
Key technological trends, methods for integrating them into the educational process, and the associated challenges and
risks are coming to the fore. The aim of this study is to identify and characterize effective mechanisms for developing an
individual’s creative potential through the use of information technology in education.

Materials and Methods. The research methodology is based on the analysis and synthesis of existing academic knowledge
with the aim of constructing a structured, well-reasoned, and critical review of the issue of developing students’ creative
abilities in the digital age. To form a comprehensive picture of the work, a conceptual synthesis of theories from various
disciplines is applied. A critical analysis was conducted to identify the risks and limitations, rather than just the benefits,
of the influence of information technologies on students’ creative processes.

Results. In the digital age, which is overflowing with information noise and demands constant adaptation, openness
to new experiences, a willingness to take risks, and tolerance for uncertainty have come to the forefront in defining a
student’s creative potential. The engine of economic growth in modern cities and countries is not industrial giants, but
communities of scientists, engineers, designers, entrepreneurs, and representatives of the media and the arts. At the same
time, the digital environment is actively shaping new cognitive patterns that have a dual impact on creative potential:
on the one hand, there is concern regarding the emergence of clip-based thinking; on the other, the cultivation of a
more productive form of nonlinear, hypertextual thinking. Despite the boundless potential of information technologies
to unlock creativity, its integration into the educational context is fraught with a number of challenges and risks — digital
inequality, the replacement of the creative process with the use of ready-made templates, cognitive overload, and the
tension between the potential of artificial intelligence as a human partner and the threat of losing authorship.

Discussion and Conclusion. In the digital age, an individual’s creative potential is a multifaceted and dynamic construct.
It has evolved from a narrowly defined talent into a universal competency essential for success in science, engineering,
and business. Developing creative potential today is not an optional task, but a central vector for human adaptation and
fulfillment in a rapidly changing world. A key role here is assigned to the educator, who must act not only as a transmitter
of technical skills but also as a mentor, helping students preserve their uniqueness, critical thinking, and ability to deeply
comprehend information.
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AHHOTANHSA

Beseoenue. B coBpeMEHHBIX YCIOBUSX HMPOHMCXOIUT TpaHChOpMaIus o0pa3oBaTeIbHON MapagurMbl MO BIASHUCM WH-
(hOopMaIMOHHBIX TEXHOJIOTHIA, cMelIatonias POKyC ¢ penpoayKTHBHOTO YCBOSHHUS 3HAHUN HAa PACKPBITHE TBOPYECKOTO MO-
TeHnuaa 00ydJaromerocs. AKTyaIH3HPYyIOTCS KIFOUEBbIE TEXHOIOTHUECKIE TPEHIBI, METO/IbI HX MHTETPAIINN B YIEOHBIH
TIPOIIECC U CBSI3aHHBIE C THM BBI30BBI M PHCKH. Llenb paboThl — BEISIBUTH M 0XapaKTepH30BaTh 3P PEKTUBHBIE MEXaHU3MBI
Pa3BHUTHUS TBOPUYECKOTO MMOTEHIIMAA JMYHOCTH Yepe3 MPHUMEHEHHE NHPOPMAIIMOHHBIX TEXHOIOTHH B 00yYECHUH.
Mamepuanst u memoodst. MeTono0rusi UCCIIeIOBaHUSI OCHOBAaHA Ha aHAJIM3€ M CHUHTE3€ CYLIECTBYIOIIUX aKaIeMuue-
CKHUX 3HAaHHH C LIEJIBIO MOCTPOCHUS CTPYKTYPHUPOBAHHOT'O, apTYMEHTHPOBAHHOTO U KPUTHUECKOTO 0030pa mpobiieMbl pas-
BHUTHS TBOPYECKHX CIIOCOOHOCTEH 00yuaromuxcs B mudpoByro snoxy. st popMupoBaHus 1eTOCTHON KapTUHBI PaOOTHI
MIPUMEHSETCS KOHLENTYaNbHBII CHHTE3 TEOPUH W3 Pa3HBIX AUCHMIUINH. IIpoBeneH KPUTHUECKUH aHAIN3 C LENbIO BbI-
SIBTICHUSI PUCKOB M OIPaHUYCHHH, @ HE TOJIBKO IPEHMYIIECTB BIUSHHUS MH()OPMAIIMOHHBIX TEXHOJIOTHH HA TBOPUYECKHE
TIPOIECCHI O0YYAIOIIHXCS.

Pesynomamet uccnedosanus. B mudpoByro 3moxy, NepenoIHeHHYI0 HHOOPMAIIMOHHBIM IIIyMOM M TPEOYIOIIYIO TOCTO-
SIHHOM ajanrTanuu, Ha HepBbeI IJIaH B MOHATUH TBOPUCCKOI'O IMOTCHIIMAJIA JJUYHOCTU o6yqa}o1uerocsi BBIXOOAT OTKPBI-
TOCTh HOBOMY OIIBITY, FOTOBHOCTb K PHCKY U TOJIEPAHTHOCTh K HEOIPEIEIEHHOCTH. [IBUraresieM 3JKOHOMHUUECKOTO pocTa
COBPEMEHHBIX TOPOJOB U CTPAH SIBJIAIOTCS HE MPOMBIIICHHbBIE THTAHTHI, @ COO0IIECTBa YIEHBIX, HHKEHEPOB, AN3aiiHe-
POB, IpEeANPHHUMATENCH, TpeACTaBUTENICH Mena u ucKyccTBa. [Ipu aToM mudpoBast cpena akTHBHO OPMHUPYET HOBBIC
KOTHUTHBHBIE NTATTEPHBI, OKA3bIBAIOIINE JBOHCTBEHHOE BIMSHIE HA TBOPUECKUH IIOTEHIMAI: C OJTHOW CTOPOHBI, 3TO Tpe-
BOra OTHOCHUTENILHO ()OPMHUPOBAHHUS KIIMIOBOTO MBIIUIEHHS, C IPYToil — KyJIbTUBaLus 0ojee IpOAYKTHBHON (OPMBI He-
JIMHEHHOTO, IMIIEPTEKCTOBOTO MbIlLIeHHs. HecMoTpst Ha Ge3rpaHiyHbIi TOTeHIHAT HHOOPMAIIHOHHBIX TEXHOIOTHHI JUIs
PacKphITUA KPEATUBHOCTH, UX BHEIPCHUC B O6pa3OBaTeHBHBIﬁ KOHTEKCT COIIPSAXKCHO C pAAOM BbBI3OBOB U PHUCKOB — L[I/I(I)-
pOBOE HEPABEHCTBO, 3aMEIIEHHUE TBOPYECKOTO MpoIiecca paboToi ¢ TOTOBBIMH I1a0IIOHAMH, KOTHUTHBHBIE MIEPETPY3KH,
MIPOTUBOPEUNE MEXK Ty TIOTEHIIMAIOM HCKYCCTBEHHOTO HHTEJUIEKTA KaK ITapTHEPa YeJIOBEKA U yTrPO30i HOTEPH aBTOPCTBA.
Oécyscoenue u 3aknrouenue. TBOpUECKHUN MOTEHIMAN JIMYHOCTH B II(POBYIO SMOXY HPENCTAET KaK MHOTOTPaHHBIN U
JMHAMHYECKUH KOHCTPYKT. OH 9BOJIOLMOHMPOBAII OT Y3KO IOHUMAEMOT0 J1apa K YHHBEPCaJIbHOW KOMIIETEHIIMH, HE00X0-
JIMMOM JIJISL ycIiexa B HayKe, HH)KEHepHH 1 Ou3Hece. Pa3BuTne TBOpUYECKOTro MOTEHIMANA CETOAHS — 3TO HE (aKyIbTaTHB-
Hadg 3aaa4a, a HeHTpaHLHblﬁ BCKTOp aJjalTaliui U pe€ajin3aliiy 4€JI0BEKa B CTPEMUTECIILHO MEHAIOIIEMCA MUPEC. KiroueBas
POJb 34€CHh OTBOJUTCS IEAArOTY, KOTOPBIN JOJKEH BBICTYNATh HE TOJIBKO KaK TPAHCIATOP TEXHMYECKUX HABBIKOB, HO 1
KaK HacCTaBHHK, IOMOTAONIMH 00ydJalomeMyCsi COXPaHHTh CBOIO YHHKaJIbHOCTb, KPHTHUECKOE MBIIUICHHE U CIIOCO0-
HOCTb K ITyOOKOMY OCMBICIICHHIO HH(OPMALIHH.

KiroueBble cjioBa: nHGOPMAIIMOHHBIC TEXHOJIOTHH, IIU(POBas cpezia, 00pa30BaTeIbHBIN MPOIIECC, TBOPUCSCKHIMA TOTECHITHAIT

Jos mutupoBanus. Veymxkuna E.b., Mopozosa H.M., Kymuup W.b. MHdopmanmoHHble TEXHOIOTMH KakK KaTalld-
3aTOp pa3BUTUSA M IOANEPKKU TBOPYECKOTO IMOTEHLUANa JTMYHOCTU. Hayunwvui anvmanax cmpawn Ilpuuepromopos.
2026;12(2):24-28. https://doi.org/10.23947/2414-1143-2026-12-2-24-28

Introduction. The relevance of this study stems from the crisis in the traditional education system, which is focused on
standardization, and from the exploration of the creative aspect of the individual as a key competency of the 21st century
in an environment marked by instability, uncertainty, complexity, and ambiguity. Hypothesis: Information technologies
are not a tool for automating routine tasks, but rather a catalyst for creativity, providing new means for research and
collaboration on the results obtained. The aim of our work is to identify and characterize effective mechanisms for
developing an individual’s creative potential through the application of information technologies in education.

The modern era, defined by the rapid digitization of all spheres of life, is radically transforming every aspect of
human activity. The industrial paradigm, which valued efficiency and standardization, is being replaced by a creative
paradigm, where an individual’s creative potential becomes the key resource for development. However, the very nature
of creativity, its manifestations, and the conditions for its flourishing are undergoing a transformation under the influence
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of information technology [1]. Understanding these changes is the foundation for building effective systems of human
learning and development in the 21st century.

Materials and Methods. As part of the study, an analytical review of the literature was conducted to establish a theoretical
foundation. Comparative analysis was used to contrast key concepts (for example, comparing clip-based and hypertext-
based thinking). To form a comprehensive picture of the work, a conceptual synthesis of theories from various disciplines
(pedagogy, sociology, computer science) was applied. Finally, a critical analysis was conducted to identify the risks and
limitations, rather than just the advantages, of the influence of information technologies on students’ creative processes.

Results. Creative potential has traditionally been viewed through the lens of cognitive processes, the most important
of which are divergent thinking (the ability to generate a wide variety of ideas in response to a problem) and imagination
(the ability to create mental images that go beyond immediate experience).

However, modern pedagogy shifts the focus to personal characteristics, without which cognitive abilities cannot be
fully realized. In the digital age, overflowing with information noise and demanding constant adaptation, openness to new
experiences, a willingness to take risks, and tolerance for uncertainty come to the fore.

Openness to new experiences allows individuals to take an interest in new technologies, unfamiliar coding languages,
and unconventional ideas. In the context of learning, this means a willingness to master new software, experiment with
digital tools, and view failure as a valuable learning experience. The digital environment encourages experimentation:
posting your digital art, launching a startup, creating a channel — all of this involves the risk of criticism and failure.
A creative person must possess sufficient psychological resilience to accept this risk. In a rapidly changing world, the
creative process is often chaotic and nonlinear, and digital technologies only amplify this chaos. The ability to act in the
absence of clear instructions and algorithms becomes critically important [2].

Thus, creativity in the digital age is a fusion of “hard” cognitive skills (thinking, imagination) and “soft” personal
qualities (openness, willingness to take risks), which reinforce one another.

Historically, creativity has been associated with the arts — painting, music, and literature. The 20th century significantly
expanded these boundaries by recognizing the creative nature of scientific discovery and engineering invention. In the
digital age, creativity manifests itself in writing code (creating an effective algorithm), in user interface design (designing
intuitive human interaction with a digital product), and in the creation of educational courses (using digital tools to present
and explain complex material).

In his work [3], R. Florida took this idea to its logical conclusion. He demonstrated that the driving force behind
economic growth in modern cities and countries is not industrial giants, but rather communities of scientists, engineers,
designers, entrepreneurs, and representatives of the media and the arts — all those whose work consists of creating new,
meaningful forms. In our work [4], we also discussed how digital technologies serve as both a habitat and the primary
tool of modern humans. Creativity is no longer the preserve of the select few but has become a widespread professional
competency.

The digital environment is actively shaping new cognitive patterns, which has a dual effect on creative potential.

On the one hand, there is legitimate concern regarding the emergence of “clip-based thinking.” This term, popularized
by philosopher F.I. Girenko [5], describes a mode of thinking characterized by fragmentation and rapid shifts of attention
between short pieces of information (memes, stories, short videos). The danger lies in the fact that clip-based thinking can
undermine the ability to sustain concentration, engage in deep analysis, and reflect.

On the other hand, this same digital environment also fosters a form of thinking that is more conducive to creativity:
nonlinear, or hypertextual, thinking. The Internet, by its very structure, is a gigantic hypertext where information is linked
by a multitude of associative connections. Navigating it requires and simultaneously develops the ability to scan large
volumes of data, quickly find the necessary information, establish connections between disparate concepts, and piece
together a coherent picture from a multitude of facts.

This type of thinking is very similar to divergent and associative thinking. By freely navigating through articles,
academic databases, and videos in search of a solution to a problem, users are effectively training the very neural networks
responsible for generating new ideas. The goal of modern education is not to combat clip-based thinking, but to teach
people to consciously switch between it and nonlinear thinking depending on the task at hand.

In the past, being literate meant being able to read and write. Today, that is not enough. Creative self-realization in a
digital society requires mastering a new triad of literacies: digital, media, and visual. Digital literacy is the basic ability
to use digital devices and platforms. But at an advanced level, it is the skill of creating, not just consuming, content [6]. It
is the ability to work with data, understand the basics of algorithms, and create simple scripts to automate routine tasks.

Media literacy is a critical understanding of the nature of media, the ability to analyze messages and assess the
reliability of sources; it is an understanding of the audience, distribution channels, and the ethical implications of the
content being created [7].
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Visual literacy — in the digital age, this is the ability to interpret and create visual images [8]. It is not only a skill in
using graphic design software, but also an understanding of composition, color, typography, and editing.

In this context, creativity and communication become one and the same. A digital art project, an interactive infographic,
an edited vlog, or a well-crafted social media post — all of these are both acts of creative self-expression and acts of
communication with an audience.

Despite the boundless potential of information technology to unlock creativity, its integration into the educational
context presents a number of challenges and risks. The first and most fundamental challenge is the digital divide: the
gap in access to technology and the gap in digital skills needed to use it effectively [9]. While some students are creating
3D models in VR headsets and training neural networks, others lack stable internet access or a modern computer. This
inequality reproduces and exacerbates existing social disparities. The creative potential that technology is meant to unlock
turns out to be a privilege for the select few, rather than a universal right. Research [10] also shows that even when basic
access to technical tools is provided, the key issue becomes the specific set of skills and competencies. A student whose
parents help them master a complex software product is initially in a privileged position compared to one who learns
technology on their own.

The second risk is that creativity may be reduced to the manipulation of ready-made digital templates. Modern
platforms and software (such as Canva, website builders, and libraries of ready-made 3D models) are often based on a
template-driven approach and produce quick and acceptable results. However, experts [11] warn that the constant use of
templates leads to a decline in cognitive activity. Instead of solving a creative problem, the learner solves the problem
of selecting the most suitable template. This creates the illusion of creativity, while in reality it is merely a simulation.
The process of deep exploration, trial and error, is replaced by a superficial selection of a ready-made solution. As a
result, a generation of “digital artisans” is formed — individuals who are masters of the tool but incapable of creating
fundamentally new forms.

With the advent of generative artificial intelligence (ChatGPT, Midjourney, DALL-E), the risks have reached a new level.
A fundamental contradiction has emerged between the potential of Al as a human partner and the threat of losing authorship.
Generative models, trained on anonymized datasets, are by their very nature prone to averaging and producing stereotypical
solutions [12]. A student using Al to write an essay or create a visual concept ends up with a banal, unoriginal product.

The main danger is not plagiarism in the traditional sense, but the devaluation of the author’s creative vision and
unique personal experience. In this new reality, the educator’s task is to shift the focus from banning Al to teaching
students to engage in critical dialogue with it, where the final decision remains with the human.

Finally, there is a risk of cognitive overload caused by the sheer abundance of choices. The multifunctionality of
professional software products (such as Adobe After Effects or Blender), the constant stream of updates, and the emergence
of new tools demand enormous amounts of attention and memory. A learner may find themselves in a situation where all
their cognitive energy is spent on mastering the interface, palettes, and functions, leaving no energy or time to solve the
task at hand. The substantive task takes a back seat, giving way to technical perfectionism and “a fascination with the tool
for the tool’s sake.”

Discussion and Conclusion. Thus, an individual’s creative potential in the digital age emerges as a multifaceted
and dynamic construct. It has evolved from a narrowly defined gift into a universal competency essential for success in
science, engineering, and business. Developing creative potential today is not an optional task, but a central driver of
human adaptation and fulfillment in a rapidly changing world.

The digital environment presents both challenges — such as “clip-based” thinking and information overload, digital
inequality, and a crisis of authorship in the face of Al — and unprecedented opportunities, fostering nonlinear thinking and
providing powerful tools for self-expression. Overcoming these risks lies not in rejecting technology, but in understanding
it from a humanistic perspective and building an educational system where technology serves people, rather than people
serving technology. A key role here is assigned to the educator, who must act not only as a transmitter of technical skills but
also as a mentor, helping students preserve their uniqueness, critical thinking, and ability to deeply comprehend information.
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