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Introduction and Methodology 

  This action research project investigates the role of contemporary and emerging technologies and their implications on art and design education. It specifically examines the potential impact of these technologies on the creative processes of students, both positively and negatively. As an artist pursuing a teaching position in further education, it is imperative for me to become acquainted with the available tools that can enhance the learning experience for students and make it more accessible. However, it is equally crucial to acknowledge where digital tools may also hinder the development of learners, particularly in the context of art and design education, or where the tools themselves may be abused and used unethically. In this regard, it is essential to recognise instances the use of digital technologies may be unethical. As part of this action research project, I have researched three main questions. Firstly, how technology is currently used within art and design education and its effectiveness in developing artist skills. Secondly, how the emergence of artificial intelligence may have wider implications for art and design students. The third question will look at the ethics of using such tools, and whether the application of them in the creative process may be not only be unethical but determined to the learners’ experience.  

   With the recent advances in the field of AI, its ease of access and how it has become more commonly used across multiple industries, the use of AI is something that will eventually have to be even more embraced than it already is. AI simulates human intelligence using algorithms and data to allow machines or software to perform tasks requiring human intelligence, like learning, reasoning, problem-solving, perception, and language understanding (University of Chicago, Illinois, 2024). This is particularly relevant in art and design further education, where students may be asked to think more deeply about their respective creative processes for the first time. While the use of AI tools such as ChatGPT can be used ethically in order to proofread pre-existing documents, even allowing users to request specific feedback or make specific changes ChatGPT can also be used to create imagery, with similar online tools being able to replicate the styles of established artists. While this may simply a cost effective means of creating imagery, such as students creating images for use in a presentation, the accessibility of these tools provide a unique challenge for those in art and design education- both students and educators- as the implementation of AI generated imagery can be considered counterproductive to the creative process and unethical due to how the images themselves are created. As previously outlined, the primary objective of this action research project is to investigate the application of technology, particularly artificial intelligence (AI), in the realm of art and design education. Furthermore, it is crucial to acknowledge that this research project carries a personal bias against the utilisation of AI-generated imagery, as it has demonstrated a potential threat to creative industries and the individuals who have dedicated their expertise and craftsmanship to them. Regardless, the research conducted will encompass both the positive and negative consequences associated with the implementation of AI tools. To effectively narrow the scope of this research, given the extensive nature of both technology and education as widely researched topics, I will focus on examining existing technological implementations within art and design education, exploring the potential applications of emerging technologies such as AI, and delving into the ethical implications of AI usage.

  Before conducting an action research project, it must first be understood what an action research project is. McAteer (2013) describes action research as a structured process designed to impact educational practice [Fig 1]. There is an emphasis on the improvement of the confidence of those embarking on the action research, which suggests it is beneficial for professional learning and improved practice in education. The purpose of carrying out action research is that it is also a cyclical process, meaning that is a process of research that is continuous. Once a thematic concern has been identified, research and the actions in response to the research can be carried out. From these actions, should it be changing in teaching or assessment strategies, the research process continues with observations which are then followed by a reflection. The cycle repeats once another thematic concern has been identified where a revised plan is formed. 
Typically, action research includes primary research, however as it is not viable to conduct primary research at this time, I will instead reflect on conversations I have had with practitioners and students in art and design education and refer only to the secondary research that has been conducted. In doing so, I will be able to best improve my practice as an educator while progressing in working towards the professional standards of further education by critically reflecting on my own values and knowledge to improve the learning experience of my future students. I will also be demonstrating my ability to use evidence and researching to improve my practice, as well as maintaining and updating my knowledge of the field of art and design education and how I may then teach and assess it (2023).

Literature Review

 Before conducting a literature review, it is essential to understand its definition within the context of action research and identify the elements that contribute to its strength. A literature review in action research is a critical analysis of existing research and theories relevant to the subject matter, in this instance the implementation of technology within art and design education. By doing so, you are able to situate the research within a particular field and demonstrate why the study was necessary. It also enables the researcher to identify gaps in research and highlight where the action research may benefit from being developed, further continuing the action research cycle. For the purpose of structuring this action research project, I will be conducting the literature following three themes.

  The first theme is the current implementation of existing technology within art and design education. While technology is always progressing and becoming more accessible in daily life, its implementation in art and design education has arguably lagged behind other subjects. The pedological approaches in art education may do not often align with the use of digital tools, as the creative process in art and design often relies on traditional means as far as the creation of imagery goes, though digitally created artwork has increased in popularity. Educators in art and design are therefore faced with the challenge of the need to adapt their teaching style to incorporate technology, which may not always be suitable for existing educational processes in art and design education, even more so if you were to consider that most art and design educators also have their own individual creative practices outside of their role as educators (Thompson, 2020). Another barrier for the implementation of technology within art and design classrooms is a lack of training and professional development for those working within education. According to Akram (2021), some educators have expressed a lack of confidence in implementing technology within their respective practise due to a lack of training, resources or guidance on how to best teach and assess with the assistance of new and emerging technologies, whereas their peers working in STEM subjects may have more access to and training in introducing technology within their practises as it has been more commonly used. Thirdly, there is the practicality of using digital tools in an art and design classroom. While STEM classes may consist mostly of lectures and seminars, art and design students are often in workshop environments where they are able to experiment with materials and apparatus, meaning there often is not space for a projector and screen to demonstrate techniques in a video or presentation and they are instead demonstrated live. 

  In my personal experience as a previous student of art and design at an undergraduate and postgraduate level, the extent to which technology was implemented within the classroom was a brief presentation at the beginning of each module before students were expected to pursue their individual goals. If technology is going to be implemented within the classroom, regardless of what is being taught, it is imperative that it is used with purpose and proper planning. Bontly (2019) suggests that the purposeful integration of technology in the classroom is crucial in enhancing the learning process and meeting of aims and objectives, but by not utilising it meaningfully in a lesson there is a risk that the engagement of the students is at risk. In response to this first theme, I will observe how technology is being currently used within the educational setting I am currently working with, which is an undergraduate illustration program within University of Wales Trinity Saint David, to best understand where there may be opportunity to enrich the learning experience with the assistance of existing and new technologies.

[bookmark: _Int_wZNNmBdJ][bookmark: _Int_gdtgXwve]  The second theme that will be explored is the rise of artificial intelligence within the creative industries, and how the ease of access of these tools may impact the engagement and overall learning experience of students. More specifically, I will be exploring how it may impact the creative processes of students and how the use of AI tools such as ChatGPT may be stifling the growth and creativity of students studying art and design. During their studies, art and design students regardless of discipline are expected to develop their own artistic voices and effectively carry out a similar process to action research. Art and design students typically receive a brief and encouraged to conduct primary and secondary research, culminating in a final outcome. Lecturers provide one-on-one feedback throughout the process. As the briefs are self-directed, students take control of their learning, as their artistic processes are individual and may involve different mediums or techniques. The process is cathartic and enlightening, allowing students to explore many creative journeys during their studies. With additional feedback and support from lecturers and peers, students discover their unique creative processes, as art and design education are often more regimented. However, this process is negated if AI tools are used to generate work. If we were to consider the issuing of the module brief as ‘point A’ and the final outcome ‘point Z’, the intermediate points represent the development processes, where students’ creative processes are nurtured and explored in greater depth.

   While Gil Ruiz and Garcia Arnoa (2024) argue that the implementation of AI can be beneficial to the creative process as it can act as a means of creating initial ideas, allowing students to develop the idea further with their own creative processes, Raumli (2025) suggests that an over reliance on artificial intelligence would mean that the work produced would lack conceptual depth, stylistic consistency and iterative improvement which are crucial elements of the growth and development of an art and design practitioner, not strictly students. It should be noted that a reliance on artificial intelligence to rapidly produce ideas may also lead to students prioritising efficiency and quantity of ideas over the exploration of deeper artistic concepts which only serves to stifle their creative growth. Balachandar and Gurusamy (2024) also note that the emotional resonance and connection associated with traditionally created artwork and the artist cannot exist with AI generated imagery due to the lack of inherent personal and emotional artistic expression. While the implementation or reliance on artificial intelligence to create imagery may impact the creative ability and development of students, Hutson and Cotroneo (2023) suggest that allowing students to embrace new and emerging technologies such as AI tools, the educator is able to facilitate the students’ growth and development by providing new avenues for creativity and problem solving. 

  While there are seemingly arguments for and against the implementation of AI in the creative process, the third theme of this action research project discusses the ethics behind using such tools. Though it is important for educators to support students in their endeavours and experimentation with artistic mediums, the use of AI as a means raises some ethical questions and therefore may not be best practice for students who are only beginning to find their artistic voice. Shoemaker (2024) notes that the creation of AI-generated imagery may be considered theft, as tools such as ChatGPT rely on a machine learning process that includes existing copyrighted artworks without the permission of the original creator. Essentially, AI tools are able to search the internet for existing imagery that best fits the original prompt and create an image that is an amalgamation of the found images—often being able to replicate specific art styles. It is common for students in further art and design education to still be finding their artistic voice, as it can often take a lifetime. There is a reliance on secondary research to best represent their thoughts, feelings, and interpretations. However, allowing a reliance on AI-generated imagery, which are often a sum of parts taken from existing works, could not be considered working in the best interest of the students and their development as creative practitioners. 

  The ethical implications are significant as they touch upon the authenticity of the creative process and respect for original artworks. Encouraging students to develop their unique perspectives and techniques remains crucial for fostering genuine creativity. Considering art and design education may be one of the first times a student, regardless of level of education, has been asked to produce work that is a reflection of their own personal interests or artistic practice it is crucial that it is in fact their own original work. Raumli (2025) notes that the use of AI generated imagery may in turn lead to homogenisation of artistic expression, given that a reliance on AI tools may dissuade students from developing imagery further. Raumli (2025) adds that the reliance of AI generated imagery becoming more commonly used by across multiple industries may impact the employment for emerging artists as companies may favour work created instantly by artificial intelligence rather than that made by humans. 
  While not strictly an ethical issue, another concern is that AI-generated imagery might not truly reflect a student's understanding of a given brief or adherence to marking criteria and provide a challenge for lecturers during assessment. Race (2020, pg 46) notes the multiple facets of assessment, including academic integrity and the importance of it. Specifically noting the emergence of the internet and how it has changed the ways in which students learn outside of class, Race (2020) also writes how concerns surrounding plagiarism have risen. Farrelly and Baker (2023) note the ethical concerns that arise in such situations, adding that the questioning of the authorship and authenticity of submissions could lead to accusations of plagiarism. While they may be referring more so to written assignments, if and when art and design students use AI to generate their work it can obscure the line between their original concept and AI generated imagery and raise concerns about plagiarism. Consistency in a student's work becomes can also come under question, as AI tools could produce content that vastly differs in style or complexity compared to their previous submissions. Additionally, the difficulty in distinguishing between genuine student effort and AI-assisted results can affect the fairness and accuracy of the grading process. This not only impacts individual assessments but could also lead to a broader reevaluation of what constitutes originality and creativity in art and design education. 

 In conclusion, while digital tools may not be as commonplace as they are within other educational settings, it is important to better understand which digital tools are available to students and how they may use them to further improve their artistic practices. However, it is also important to recognise the implications of using some emerging digital technologies such as AI may have on their artistic capabilities and future job prospects. While there are a multitude of ‘AI artists’ with large platforms across social media, whose work is nothing more than a collage of stolen intellectual property, as part of this action research project I will later discuss the response the uprising of artificial intelligence has provoked from tradition artists within the same digital platforms. 


Evidence and Data

In conversation with an art and design educator, he compared the rapid rise of AI-generated art to AI-powered self-driving cars in Formula 1. While the action remains the same, AI lacks the human touch and emotional connection of genuine human creativity. Human artists bring depth and meaning to their work, which AI struggles to replicate authentically. As someone with personal biases against AI, I wanted to understand how other art and design students, particularly students, feel about the recent surge of AI imagery across industries. Given the diverse career goals and aspirations of students, I interviewed my placement students to gauge their feelings about AI in art education and design. Some admitted to using AI tools like ChatGPT for assignments, but most expressed concern about AI’s impact on their future careers.

The widespread use of AI in various industries is taking over creative roles, such as movie posters and advertising campaigns, causing anxiety among students in fields like graphic design and marketing. The rapid advancement of technology makes traditional skills seem obsolete, leading to concerns about job security and the need for continuous adaptation. Fig 2- AI generated LEGO Ninjago images

Having conducted a study on the relationship between artificial intelligence and job security, Chen (2024) notes that in the short space of time that artificial intelligence has become more commonly used and more accessible, concerns around job security and job displacement have risen. While Chen primarily focuses on labour centric jobs being replaced by artificial intelligence, specifically making reference to how artificial intelligence tools have already been used in retail spaces to predict trends and manage in inventory, effectively reducing the need for human labour in various retail roles, they later go on to refer to the fact that large  creative and entertainment industries that have also already implemented artificial intelligence to replace creative roles. One such example I found while researching was Lego posting clearly AI generated imagery to their social media to promote their LEGO Group brand `LEGO Ninjago’ [Fig 2].  After customers had pointed out that the images posted had clearly been generated using AI tools, due to parts of the image featuring characters having features that do not line up, mismatched hands and background characters that have distorted faces. Other than the unethical use of artificial intelligence in this instance, as the images that may have previously been created by a team of trained and passionate creatives have now been created algorithmically, the issue that many had with LEGO’s use of artificial intelligence in this instance was the hypocrisy. While brands such as LEGO are built on the fundamentals of creativity, exploration and play, they continued to participate in practices that are contradictory to these values. This reliance on AI generated imagery undermines the spirit of creativity and play that the brand supposedly champions, therefore causing not only distrust among its loyal customer base but also within the broader community of creative professionals.

  In my personal experience as an illustrator, I have been worried by the emergence and ease of access to AI tools that are able to produce imagery as it may impact the availability of roles moving forward within the creative industries I am interested in working in. However, something of note is how AI generated images have also been used in the medical field. Whereas medical professionals have often relied on illustrated medical books in their education and training, illustrated by artists with specific training, there has also been an emergence of the production of AI generated medical illustrations. Temsah’s (2024) research explored the application of AI tools in medical illustrations and diagrams. To achieve this, ChatGPT’s ‘Dall-E’ image generator was employed to create twenty distinct images representing various coronary heart diseases. These images were subsequently assessed and evaluated by cardiologists and medical students to determine whether they were accurate enough to be used in educational settings. In total, over 3630 assessments occurred, with overwhelmingly negative results, with 80% of images rated as anatomically incorrect, 85% rated to be labelled incorrectly and 78% described as not usable for medical education. As a result, Temsah (2024, pg 10) suggests a vigilant approach to implementing AI tools in producing imagery for the purpose of medical education due to the thorough validation needed to ensure reliability and accuracy. While prior to this action research project I had only previously noted the implications it has had on creative industries, the emergence of artificial intelligence has proven to be potentially more than a risk to creative roles but also education. If we were to take the word of AI generated technologies, some of which are still very much in their infancy, over trained professionals and experts in their respective fields, the wider implications could result in the prioritisation of efficiency and algorithmic learning over critical thinking and expertise.

 From the secondary research I have conducted, while I have attempted to remain unbiased it is difficult to see the positive impact of implementing artificial intelligence in art and design education when it only serves to either create algorithmically generated collages of stolen artwork, or spread misinformation produced by an amalgamation of sources. While I believe this to be the case for art and design education, where creativity and the pushing of artistic boundaries are encouraged, it is potentially even more detrimental to a wider range of industries and services where the importance of education and factual information is imperative, such as the medical field. However, with the seemingly never-ending emergence of new technologies in artificial intelligence, it seems inevitable that the application of AI tools will be something that will have to be embraced and accepted eventually, though similarly to Temsah (2024) I believe that if they are to be implemented in some form, they be approached vigilantly and treated with caution to ensure ethical and responsible usage so that we can prevent the spread of misinformation. 

Conclusion and Recommendations 
  In conclusion, this action research project as explored the role in which emerging technologies such as artificial intelligence and highlighted the challenges of implementing it into art and design education may present. As a result, I have noted the importance of the development and training for educators, so they are best able to support their students and ensure they are navigating new technologies ethically and a way that is supportive and supplementary to their existing skills and not a replacement of them. As an aspiring educator in art and design, understanding this dynamic is crucial in creating an environment where students are able to develop their personal practices as creatives in a way that respects traditional methods of image making but recognises and encourages the use of modern innovations. By addressing the gaps in training and resources, educators can confidently embrace technology not only as a tool for creation, but also as a means to enhance the educational experience.
  Ultimately this project has allowed me to observe pathways for further research and development, in turn creating a further piece of action research. As a result of further research, I hope to contribute to a more informed and ethical approach to the implementation of artificial intelligence in art and design- even though truthfully, I would rather it not be used at all- and create space for a generation or new creatives who can utilise new and emerging technologies without compromising their artistic integrity.
 Though I have managed to discuss the current state of artificial intelligence in different fields, both art and design and medical, I would be interested in developing this piece of action research further by exploring how it is currently being used in other fields as a means of creating imagery such as entertainment or engineering as they are both areas where the implementation of AI tools are becoming more prevalent, and perhaps used being used unethically or in a way that isn’t beneficial to the development of research in the fields. As an extension of the research that I have already carried out, I would conduct interviews with those working within art and design, the medical field and other industries where the use of artificial intelligence has become more prevalent and widespread in order to understand how those experiencing the change of their industries first hand feel about AI.

  While I have been able to find academic journals and books focused on the education of students in the post compulsory sector, the majority of literature surrounding art and design education most centres around primary school eduction and the importance of creativity in early education, which is a large gap in the research considering the amount of self reflection and creative problem solving required to undertake art and design courses, as well as the unique challenges that teaching such a self-directed course can incur. Another gap in the research surrounding art and design education is that a lot of literature is outdated by today’s standards as it does not include the more updated educational legislature or theories, especially those surrounding the implementation of technology. As a result, my research has been dependent on journals and articles, whereas I would have preferred to have had a more diverse range of sources. Admittedly this is due to the recency of the subject matter, and it is only natural that literature will become more readily available as time passes- though by the time books have written the application of artificial intelligence will have developed further again, requiring further research and development of academic literature. 




















Word Count- 4268 words

REFERENCE LIST
Akram, N. et al. (2021) ‘Evolving visual arts’ faculty pedagogical skills through technology integration in higher education’, Library philosophy and practice, pp. 1A – 32.

Balachandar, A. and Gurusamy, R. (2024) ‘Leveraging generative AI tools for effective academic writing’, Revista de educación y derecho, 30(30). Available at: https://doi.org/10.1344/REYD2024.30.46080.

Bontly, S.W. et al. (2019) ‘Impact of Technology on Post-Secondary Classroom Culture: A Critical Literature Review’, Journal of interactive learning research, 30(3), pp. 327-.

Chen, E. (2024) ‘Studies on Artificial Intelligence’s Effect on the Employment Market in the Future’, SHS web of conferences, 208, pp. 1021-. Available at: https://doi.org/10.1051/shsconf/202420801021.

Farrelly, T. and Baker, N. (2023) ‘Generative Artificial Intelligence: Implications and Considerations for Higher Education Practice’, Education sciences, 13(11), pp. 1109-. Available at: https://doi.org/10.3390/educsci13111109.

Gil Ruiz, P. and Garcia Arnao, J.J. (2024) ‘Trazos digitales: efecto de la inteligencia artificial en el proceso creativo’, Encuentros (Cabimas), (22), pp. 14–27. Available at: https://doi.org/10.5281/zenodo.13362804.

Hutson, J. and Cotroneo, P. (2023) ‘Praxis and Augmented Creativity: A Case Study in the Use of Generative Artificial Intelligence (AI) Art in the Digital Art Classroom’, The international journal of technologies in learning, 31(1), pp. 113–132. Available at: https://doi.org/10.18848/2327-0144/CGP/v31i01/113-132.

McAteer, M. (2013) Action Research in Education. 1st edn. London: SAGE Publications, Limited. Available at: https://doi.org/10.4135/9781473913967.

Professional standards for further education teachers, work-based learning practitioners and adult learning practitioners in Wales (2023) Available at: https://moodle.uwtsd.ac.uk/pluginfile.php/907186/mod_folder/content/0/FE Professional Standards (English).pdf?forcedownload=1 (Accessed 12 March 2025)

Race, P. (2020) The lecturer’s toolkit: a practical guide to assessment, learning and teaching. Fifth edition. London; New York, New York; London; New York, New York;, Routledge.

Raumli, K. (2025) The Intersection of Creativity and Automation: Comparative Insights into AI-Generated and Student Art. Inland Norway University.

Shoemaker, E. (2024) ‘Is AI Art Theft? The Moral Foundations of Copyright Law in the Context of AI Image Generation’, Philosophy & technology, 37(3), pp. 114-. Available at: https://doi.org/10.1007/s13347-024-00797-x.

Temsah, M.-H. et al. (2024) ‘Art or Artefact: Evaluating the Accuracy, Appeal, and Educational Value of AI-Generated Imagery in DALL·E 3 for Illustrating Congenital Heart Diseases’, Journal of medical systems, 48(1), pp. 54-. Available at: https://doi.org/10.1007/s10916-024-02072-0.

Thompson, A.R. (2020) Integration of Digital Technology in the Planning of Artwork. ProQuest Dissertations & Theses.

University of Illinois Chicago What is (AI) Artificial Intelligence? https://meng.uic.edu/news-stories/ai-artificial-intelligence-what-is-the-definition-of-ai-and-how-does-ai-work/#:~:text=Artificial%20Intelligence%20(AI)%20works%20by,%2C%20perception%2C%20and%20language%20understanding. (Accessed 8 March 2025)

IMAGES USED
[Fig 1] – Action Research Diagram 
Available at: https://www.westernsydney.edu.au/learning_futures/home/professional_learning/evidencing_your_practice/action_research
Accessed: 22nd March 2025
[Fig 2] – LEGO Ninjago AI generated images 
Available at: https://adage.com/article/marketing-news-strategy/lego-regrets-posting-ai-generated-images/2547496
Accessed: 22nd March 2025








1

image1.jpeg




image2.jpeg




