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Abstract

Creative learning plays a significant role in the present era due to the
rapid changes in society and the economy driven by technology and
innovation. The development of creativity has become an essential skill for
addressing challenges and creating new opportunities in a constantly evolving
world. Digital technology has become an essential tool in promoting creative
learning by providing an effective and modern learning environment, such as
interactive learning systems and personalized learning, which enhance learners'
potential. Additionally, digital technology supports collaborative learning
through online platforms and the use of artificial intelligence (Al) to adapt
learning content to individual learners, helping reduce educational disparities
and improve learning quality at the personal level. This article aims to propose
ways to integrate digital technology into creative learning and presents
examples that demonstrate the benefits of using technology in education to

prepare learners for the challenges of the digital era.
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