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ABSTRACT: Creativity is an important ability of an individual to meet the challenges of the 21% century. For
this reason, creativity development received priority attention of scholars in the field of education. This special
issue collected research articles on innovative theoretical perspectives and original applications related to
creative learning in authentic contexts with advanced educational technologies. We received 36 articles and 6 of
them were included in this special issue after several rounds of rigorous reviews. In this editorial note, we
discuss the background for the special issue and quality management. In addition, we briefly introduce each
article selected for the special issue.
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1. Introduction

Creativity is defined as the ability to produce work that is original and useful (Rhodes, 1987). Produced creative
work can be both intangible such as an idea and tangible such as an essay (Sternberg & Lubart, 1999). Scholars
suggest that creativity relates not only to the product that results from creative activity but also to the person who
creates it, the cognitive processes involved in the creation of the product, and the environmental influences
(Mayer, 1989; Rhodes, 1987). Creativity is considered as the most important 21% century skills and is a critical
component of any learning program (Bryant, 2010; Lin et al., 2020; Rhodes, 1987; Shadiev et al., 2017a;
Sternberg & Lubart, 1999) because creative learning helps learners be innovative, learn new things, try out new
ideas, and have new ways of thinking and problem-solving. For this reason, scholars conclude that creativity is
important ability in today’s world of innovations and creative performance needs to be facilitated in all academic
levels (Lin et al., 2020; Shadiev et al., 2022; Shayakhmetova et al., 2020).

Authentic learning environments play crucial role in promoting creative skills development in learners (Davies et
al., 2013; Hwang et al., 2019; Jindal-Snape et al., 2013). An authentic environment here is defined as an
environment that “preserves the complexity of the real-life context with rich situational affordances” (Herrington
& Oliver, 2000, p. 180). Authentic learning environments contains a wide range of available resources that may
stimulate learner creativity and make use of such resources supports the growth of ideas (Lin et al., 2020;
Shadiev et al., 2022). Furthermore, authentic learning environments give learners greater freedom for
imagination, provide rich contexts for the purpose of discovering learner schemas and interests (Wu et al., 2016).
Scholars suggested that authentic contexts reflect the way that the knowledge will be used by learners in their
real life (Herrington & Oliver, 2000; Shadiev et al., 2017b). Therefore, it is important to encourage creative
learning in authentic learning environments.

Creative learning in authentic contexts can be supported by advanced educational technologies (Huang et al.,
2017; Hwang et al., 2021; Shadiev et al., 2017a; Shadiev et al., 2015). Advanced educational technology here
can be defined as a combination of the processes and tools involved in addressing educational needs and
problems, with an emphasis on applying the recent and advanced tools such as computers and other electronic
devices (Cifuentes et al., 2011). For example, several advanced educational technologies were listed in Brown et
al. (2020), Hwang et al. (2022) and Shadiev and Yang (2020) among them were social networking, artificial
intelligence, virtual and augmented reality, robots and many others. Advanced educational technology has many
advantages such as it can be used for simulating and restoring some special learning scenes vividly or extending
classroom learning to the outdoor environment, enabling learner interaction with the instructor, peers, and
learning content (Huang et al., 2017; Shadiev et al., 2017b; Wang, 2020; Wu, 2014). In addition, the technology
allows learners to create their own multimedia learning content, share it with their classmates and the instructor,
and discuss its strong and weak points thus facilitating creative learning and learner ownership and autonomy
(Ahn & Lee, 2015; Huang & Huang, 2015; Shadiev et al., 2017a).
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Although many studies have considered the applications of advanced educational technologies to support
learning programs, there are not so many studies that focus on creativity. Therefore, there is a need to propose
new ideas related to creative learning in authentic contexts with advanced educational technologies, which
considers various theories, approaches, techniques, methods, and processes. The aim of this special issue is to
collect innovative theoretical work and original applications related to technology-supported creative learning
programs in authentic contexts. This special issue focuses on learning models and theories that explain this
important dimension, their applications for creative learning in authentic contexts and evidence of their
effectiveness based on systematic or empirical data. This special issue also brings research on novel technologies
design and on their educational applications that bridges the innovation, pedagogy and practice in technology-
supported creative learning.

For this special issue, initially we received 36 submissions from different countries and territories. After that,
they were reviewed by well-known international experts in the field. Every article was reviewed by at least three
reviewers. After several rounds of a rigorous review process, the best six articles that represent the highest
quality suitable for such prestigious journal as Educational Technology & Society were selected for inclusion in
the special issue. The selected articles address original scientific contributions in the form of theoretical and
experimental research and case studies that apply new perspectives on creative learning in authentic contexts
with advanced educational technologies.

The first article of the present special issue is Authentic Learning, Creativity and Collaborative Digital
Storytelling: Lessons from a Large-Scale Case-Study prepared by Nicoletta Di Blas. The author explored
whether PoliCultura, a collaborative digital storytelling program for K-12 schools, can foster creativity. All the
“stories” submitted to the competition in 2020 were analyzed using a literature-based creativity rubric. The key
factors for promoting creativity were discovered and relevant guidelines for educators and researchers were
proposed by the author based on the results of the study.

In the second article titled Open-Ended Tasks Promote Creativity in Minecraft by Yue Fan, H. Chad Lane and
Omer Delialioglu, the authors studied the extent to which an open-ended task influences subsequent problem-
solving behaviors in a virtual environment. To this end, the authors explored creativity and its relationship with
task design in Minecraft and compared a well-defined task group, instructed to follow step-by-step directions,
with a group pursuing an open-ended task requiring a higher degree of agency.

The third article by Hyo-Jung Kim, Hyo-Jeong So and Ju-Yeon Park titled Examining the Effect of Socially
Engaged Art Education with Virtual Reality on Creative Problem Solving focuses on investigating the effect of
socially engaged art education with virtual reality on creative problem solving. The participants of the study took
part in a four-stage socially engaged art educational program such as appreciation and interpretation of artwork
about social issues, discussion on the potential solution to the selected social issue, creating a 3D virtual world to
express proposed solutions, and experiencing and sharing 3D virtual worlds. Then participants creative problem-
solving skills in three areas such as higher-order thinking, divergent thinking, and problem-solving were
examined.

Jin Xinquan, Qiang Jiang, Xingzhu Pan and Wei Zhao in the fourth article titled The Design and Evaluation of
Self-Directed Learning Environment for Creativity Performance designed an online self-directed learning
environment (OSDLE) to improve students’ creativity performance. OSDLE helped students plan their learning,
learn instructional content, and evaluate and reflect on their learning. The authors carried out the experiment to
measure and compare creativity performance of students who learned in OSDLE with that of students who
learned in the traditional classroom.

The fifth article is Does Motivational Design Matter? Motivating Learners in an Augmented Astronomy App and
it was prepared by Chia-Chen Chen, Hong-Ren Chen and Ting-Yu Wang. In the article, the authors proposed
creative situated learning via augmented reality (AR), and they developed an AR-based Cosmos Planet Go App
to simulate the motion of planets in the universe. With such approach, the authors aimed to help their students
better understand the characteristics and features of each planet through its simulated motion in the universe. A
quasi-experimental design was applied to demonstrate the effectiveness of the intervention on students learning
outcomes.

In the sixth article by Wei-Shan Liu and Ting-Ting Wu titled Authentic Learning in a Second-year Elementary
School Curriculum: Use of a Self-Driving Vehicle for Discussing Innovative Applications of Driverless Cars, the
authors designed authentic learning activities in which they designed authentic learning activities and introduced
remote-control cars in order to improve creative thinking skills and problem-solving abilities of elementary
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school students. An experiment was carried out to test the effectiveness of proposed intervention on creative
thinking skills and problem-solving abilities.
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