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Abstract: The rapid development of artificial
intelligence (AI), particularly generative
artificial intelligence (GenAl), has
transformed creative production processes
and professional competency requirements in
the digital media industry. These changes
present new challenges for digital media art
education, including outdated curricula,
insufficient industry participation, limited
integration of emerging technologies, and

inadequate assessment mechanisms. This
study explores the innovation of
industry—education integration and

collaborative education mechanisms in digital
media art programs under Al-driven
transformation. Based on experiential
learning theory, project-based learning, and

university—industry collaboration, a
five-dimensional collaborative education
framework is proposed, incorporating

industry-oriented competency development,
Al-integrated  curriculum  construction,
dual-mentor teaching, authentic
project-based learning, and multidimensional
assessment. Furthermore, practical
implementation strategies are developed to
promote the integration of artistic creativity,
intelligent  technologies, and industry
practices. The study provides a conceptual
framework for improving interdisciplinary
talent cultivation and advancing sustainable
university—industry collaboration in digital
media art education.
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1. Introduction

Artificial intelligence is profoundly transforming
the global creative industry. Emerging
technologies, particularly generative Al, are
increasingly applied to visual communication,
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digital animation, interactive media, and digital
content production. These technologies not only
improve production efficiency but also reshape
creative workflows and professional competency
requirements.

Digital media art is an interdisciplinary field
integrating artistic creativity, digital technology,
and cultural communication. Traditionally,
digital media art education has emphasized
artistic foundations, software proficiency, and
technical production. However, the widespread
application of Al requires graduates to possess
additional competencies, including Al literacy,
human—Al  collaboration, interdisciplinary
problem-solving, and innovative thinking.
Research indicates that Al technologies can
support personalized learning, instructional
innovation, and creative activities, while raising
concerns about academic integrity, technological

dependence, and  ethical  responsibility
([8]Zawacki-Richter et al., 2019; Kasneci et al.,
2023).

Industry—education integration provides an
important approach to addressing these
challenges. University—industry collaboration
can connect academic knowledge with

professional practices, enabling students to
develop competencies relevant to evolving
industries ([1]Ankrah & AL-Tabbaa, 2015).
Nevertheless, existing collaborations often
remain limited to internships, enterprise visits,
and occasional project activities.

Therefore, this study proposes an Al-enabled
collaborative education mechanism for digital
media art programs, focusing on curriculum
innovation, university—industry  cooperation,
practical teaching, and educational quality
improvement. Show in Figure 1.

2. Challenges in Digital Media Art Education
2.1 Misalignment Between Educational

Objectives and Industry Requirements
Al technologies have transformed digital media
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production from traditional software-based
workflows toward intelligent and collaborative
creative processes. Consequently, creative
enterprises increasingly require professionals
who can integrate artistic judgment with
Al-assisted production.

However, some digital media art programs
continue to prioritize conventional software
operations and individual design skills. Al
literacy, interdisciplinary collaboration, and
intelligent creative workflows are not always
systematically ~ incorporated  into  talent
cultivation objectives.

This mismatch may limit graduates' adaptability
to emerging professional environments.

Figure 1. Conceptual Framework of
Al-enabled Industry-Education Integration
and Collaborative Education

2.2 Insufficient Integration of AI into
Curriculum Systems
Traditional digital media art curricula generally
include visual design, digital imaging, animation,
three-dimensional modeling, and interactive
design. Although these courses establish
essential professional foundations, their content
may not adequately reflect recent developments
in Al-assisted creativity.
In some educational settings, Al tools are
introduced through isolated workshops rather
than integrated into existing courses. Such
fragmented approaches may prevent students
from understanding how Al contributes to
complete creative workflows.
Effective curriculum reform should therefore
connect Al applications with artistic foundations,

creative thinking, and professional project
requirements.
2.3 Limited University—Industry
Collaboration

University—industry collaboration is essential for
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application-oriented  education. However,
cooperation frequently focuses on providing
internships or practical resources rather than
jointly developing educational objectives and
teaching activities.

Differences between academic priorities and
enterprise production requirements may further
weaken collaboration. Universities emphasize
systematic learning and student development,
whereas enterprises often prioritize efficiency
and project outcomes.

Without clear responsibilities and sustainable
cooperation mechanisms, industry participation
may remain superficial.

2.4 Inadequate Assessment of AI-Assisted
Creativity

Traditional assessment methods often emphasize
final design products and technical quality.
However, Al-generated content complicates the
evaluation of originality, creative contribution,
and independent problem-solving.

Students may produce visually sophisticated
outputs  without demonstrating sufficient
conceptual understanding or artistic judgment.
Therefore, assessment systems should consider
creative processes, Al tool utilization, design
reasoning, teamwork, and ethical responsibility
rather than focusing exclusively on final
products.

3. Construction of an  Al-Enabled
Collaborative Education Mechanism

To address these challenges, this study proposes
a five-dimensional collaborative education
framework integrating industry requirements,
curriculum development, collaborative teaching,
project-based learning, and quality assessment.
Show in Figure 2.
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Figure 2. Five-Dimensional Collaborative
Education Mechanism for Digital Media Art
Programs
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3.1 Industry-Oriented
Development

The first dimension emphasizes aligning talent
cultivation objectives with emerging industry

Competency

requirements.

Universities should establish collaborative
advisory groups involving academic teachers,
enterprise ~ representatives, and  industry
specialists. These groups can periodically
evaluate technological developments,
professional competencies, and curriculum
relevance.

A comprehensive competency structure should
include artistic creativity, digital production, Al
literacy, interdisciplinary collaboration, and
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professional ethics.

Importantly, educational objectives should
emphasize transferable competencies rather than
dependence on specific Al tools, ensuring
students remain adaptable to technological
changes.

3.2 Al-Integrated Curriculum Construction
The second dimension focuses on integrating Al
technologies into professional curriculum
systems.

A four-module curriculum structure is proposed,
consisting of artistic foundations, digital media
technologies, Al-assisted creative practices, and
integrated industry projects. Show in Table 1.

Table 1. Biao Ti Ming

Curriculum module [Main content Core competencies
Artistic foundations \Visual composition, design thinking, aesthet1cCreat1V1ty and artistic
theory udgment
Digital technologies ]_)1g1tal. imaging, - animation, 3D mOdellng’Technical production
interaction design
. . .. |Generative design, Al content creation)Al literacy and intelligent]
Al-assisted creativity . .
human—AlI collaboration design
. Digital branding, cultural creative design,Professional and collaborative
Industry practice . . . .
interactive projects skills
Al technologies should be embedded into The fourth dimension emphasizes authentic

existing courses rather than treated exclusively
as independent subjects.

For example, generative Al can support visual
concept development in graphic design courses
and assist storyboarding in animation courses.
Nevertheless, students must retain responsibility
for creative decisions and final artistic outcomes.
33 University—Industry Dual-Mentor
Teaching

The third dimension establishes a dual-mentor

teaching mechanism involving university
teachers and enterprise professionals.
University  teachers  provide  theoretical

instruction, artistic guidance, and academic
assessment. Enterprise mentors contribute
industry experience, technical expertise, and
professional project supervision.

Both parties jointly develop teaching plans,
organize practical assignments, and evaluate
student performance.

This mechanism promotes the integration of
academic knowledge and professional practice
while strengthening students' understanding of
real-world production processes.

3.4 Al-Enhanced Project-Based Learning

213

industry projects as the central component of
practical education.

Project-based learning encourages students to
acquire  knowledge  through  meaningful
problem-solving and collaborative activities
([2]Blumenfeld et al., 1991). Experiential
learning theory similarly emphasizes learning
through experience and reflection ([4]Kolb,
1984).

In digital media art education, industry projects
can be organized into five stages: project
analysis, creative conceptualization, Al-assisted
design development, collaborative refinement,
and final presentation.

For example, in a digital cultural creative design
course, students may collaborate with an
enterprise to develop digital products inspired by
regional cultural heritage.

Al tools can assist with visual exploration and
prototype development, while students remain
responsible for cultural interpretation, artistic
originality, and design refinement.

University teachers evaluate creative quality and
theoretical understanding, whereas enterprise
mentors assess technical feasibility and
professional relevance.

This approach connects classroom learning with
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authentic industry workflows. Show in Figure 3.
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Figure 3. AI-Enhanced Project-based
Teaching Workflow

3.5 Multidimensional Assessment and
Feedback
The fifth dimension focuses on establishing a
comprehensive evaluation system.
Assessment should involve university teachers,
enterprise mentors, and students, combining
formative and summative evaluation.
A proposed assessment framework includes
creative competence (25%), digital technical
competence (20%), human—Al collaboration
(20%), project execution and teamwork (20%),
and professional ethics (15%).
These percentages are illustrative and should be
adjusted according to institutional objectives and
validated through teaching practice.
Students should document their creative
processes, including Al-generated materials,
design revisions, and independent contributions.
Evaluation results should subsequently inform
curriculum  improvement and  industry
collaboration,  establishing a  continuous
feedback mechanism.

4. Practical Implementation Strategies

4.1 Establishing an
Cultivation Model
Digital media art programs should develop an
integrated talent cultivation model combining art,
technology, Al, and industry practice.

During the foundational stage, students develop
artistic literacy and digital production skills.
Intermediate courses introduce Al-assisted
design and interdisciplinary projects. Advanced
courses emphasize authentic industry
collaboration, professional internships, and
graduation projects.

This progressive structure supports systematic
competency development while maintaining the
central role of human creativity.

Integrated Talent

214

Higher Education and Practice Vol. 3 No. 8, 2026

4.2 Developing Shared Teaching and Practice
Platforms

Universities and enterprises should jointly
develop digital teaching platforms integrating
instructional resources, Al design tools, industry
project databases, and student portfolios.

Such platforms can facilitate resource sharing,
collaborative supervision, project management,
and learning assessment.

They should also incorporate appropriate data
protection, intellectual property management,
and Al usage policies.

4.3 Strengthening Faculty Development and
Institutional Support

Effective implementation requires teachers who
possess both disciplinary expertise and
Al-related competencies.

Universities  should provide professional
development programs focusing on Al-assisted
creative workflows, interdisciplinary teaching,
and industry project management.

Meanwhile, enterprise professionals should
receive appropriate pedagogical guidance before
participating in classroom instruction.
Institutional ~ agreements  should  clarify
responsibilities, resource contributions,
intellectual property arrangements, and student
rights.

4.4 Evaluating Educational Effectiveness

The proposed framework should be evaluated
through systematic educational research.

Future studies may employ quasi-experimental
designs, student questionnaires, portfolio
assessments, and enterprise mentor interviews to
investigate its effects on creative competence, Al
literacy, and professional adaptability.
Comparisons between conventional teaching and
Al-enabled collaborative teaching could provide
empirical evidence regarding the effectiveness of
the proposed mechanism.

However, such evaluations must account for
differences in students' prior experience,
teaching conditions, and project complexity.

5. Discussion

The proposed framework suggests that
Al-enabled educational innovation should
extend beyond introducing intelligent tools into
existing teaching activities.

Its central contribution is the integration of
technological empowerment and organizational



Higher Education and Practice Vol. 3 No. 8, 2026

collaboration into unified educational
mechanism.

From a pedagogical perspective, Al can support
creative exploration and iterative design, but
human creativity, aesthetic judgment, and
critical thinking remain essential. Research on
human—AlI co-creation highlights the importance
of interaction between human participants and
intelligent systems ([6]Rezwana & Maher,
2023).

From an organizational perspective, sustainable
industry—education integration requires shared
objectives, clearly defined responsibilities, and
continuous communication between universities
and enterprises.

From an assessment perspective, Al-assisted
creative education requires greater attention to
learning processes and individual contributions.
Nevertheless, the proposed framework remains
conceptual. Its effectiveness depends on
institutional resources, industry participation,
teacher competencies, and responsible Al
governance. Further empirical validation 1is

therefore necessary.

a

6. Conclusion

Artificial intelligence is transforming digital
media art industries and creating new
requirements for professional talent cultivation.
To respond effectively, universities must
integrate Al technologies with curriculum
reform, industry collaboration, and practical
education.

This study proposes a five-dimensional
collaborative education mechanism
encompassing industry-oriented competency
development, Al-integrated curriculum

construction, dual-mentor teaching, authentic
project-based learning, and multidimensional
assessment.

The framework provides a systematic approach
to connecting artistic creativity, intelligent
technologies, and professional practice. It also

emphasizes  sustainable  university—industry
collaboration and continuous educational
improvement.

Future research should validate the proposed
mechanism through real teaching applications
and longitudinal assessment, contributing further
evidence for Al-enabled educational reform in
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digital media art programs.
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