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Abstract

This research was research and development was (1) to develop a creative challenge-based learning model via
digital co-learning space to develop creative genius innovator model and (2) study the results and approve the
creative challenge-based learning model. The researcher determined the research method into two phases
according to the objectives. The first phase was developed a creativity challenge-based learning model via digital
co-learning space to develop the creative genius innovator model. The second phase evaluated the appropriateness
of the creativity challenge-based learning model. The creative challenge-based learning model was assessed for
suitability by eight experts using a suitability assessment form. The creative challenge-based learning model had
five components which included 1) the inputs 2) the creative challenge learning process 3) the output and the
feedback 4) the outcome and 5) the impact. The creative challenge learning process had five steps: the design and
simulating Interest, the understanding problems and finding solutions with wisdom, the creative challenge, the
kick off and summary of results and assessment of success. After evaluation of the appropriateness of the creative
challenge — based learning model. The results and approve the creative challenge—based learning via digital co-
learning space model approve by experts were appropriateness at very high level.

Keywords: Challenge Based Learning, Creativity Based Learning, Co-Learning Space, Creative Genius,
Innovator

1. Introduction

Announcement of the Ministry of Higher Education, Science, Research and Innovation of Thailand, methods and
conditions for organizing education through information technology systems. Concerning the details of learning
management components of the curriculum through information technology systems in 6 areas, consisting of: 1)
The aspect of teaching science that is consistent with learning outcomes is the creation of teaching methods. and
learning management strategies at curricula, faculties, and universities. Used to create consistent teaching and
learning and enhance students' potential. Learning efficiency to be consistent with the information technology
chosen for teaching and learning. that results in learning outcomes according to the goals of the teaching
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curriculum and courses offered 2) Content design is the presentation of important content through online lecture
channels. Create a space to talk and exchange opinions online 3) Designing learning activities is creating active
learning activities. and create interaction in learning Providing opportunities for learners to have more interaction
during the learning process. The role of the teacher is important in building adherence and building relationships
in learning. Providing feedback that can help students develop 4) Measurement and evaluation design is an
evaluation that covers both judgment and learning. There are important steps and criteria, including the use of
information technology to enhance efficiency in evaluation that is consistent with Learning outcomes In terms of
knowledge, skills, ethics, and personal characteristics 5) The readiness of learning support is that higher education
institutions should have learning support readiness that is complete, diverse, modern, and efficient. in organizing
education to achieve learning outcomes as specified in the curriculum It has comprehensive learning resources and
promotes learning outcomes and 6) The readiness aspect of equipment, technology, and learning resources is that
higher education institutions should be prepared in terms of technological equipment. to support learning The
minimum criteria include a strong technological infrastructure suitable for providing educational services
(Ministry of Higher Education, Science, Research and Innovation, 2022).

Learning environment is an important step to support appropriate and effective learning. The learning objectives
must be clearly defined. so that the design of the environment can support that objective. Create a space that can
support various learning activities, taking into account the placement, arrangement, and compatibility of the space.
Use technology to support learning, such as using learning equipment. or using online learning platforms,
Managing the resources available in the learning environment. To make it easily accessible and efficient Create a
comfortable and creative workspace. Support team collaboration and problem-solving. Support learners to
exchange knowledge and promote working with others. Create a creative atmosphere and encourage students to
be enthusiastic about learning (Apiya, 2019).

Challenge-based learning is a teaching method that allows students to learn through working with challenges or
problems that need to be solved in a creative way. This learning focuses on promoting skills in science, technology,
engineering, art, and social responsibility. The characteristics of learning are based on challenges, namely asking
questions and researching. Cultivate learners through challenging methods Ask questions about the problem or
challenge you want to solve. Researching and learning about a topic promotes collaboration to solve challenging
problems. Promote skills in working with others knowledge sharing and learning from each other among students.
By applying the knowledge gained from learning to solve problems. Helps promote analytical thinking and
presenting reasons to others. Learners will be given the opportunity to develop key skills such as communication,
working with teams, problem-solving and adapting to challenging situations. Creating meaningful results and
creating value for student’s educational institution Society and nation Challenge-based learning is often connected
to society. The students are given the opportunity to present their work or ideas to society appropriately (Apple,
2011)

Creativity-based learning is a teaching method that gives students the opportunity to express their creativity and
develop problem-solving skills. analytical thinking and presenting reasons This learning focuses on developing
creativity. Professional knowledge and abilities and important skills for solving problems in the future Promote
students by creating creative works. By choosing a topic or problem that is challenging and interesting. Support
learners with creative skills. By providing opportunities for experimentation, doing, and creating things, promoting
connections between existing knowledge and creative ideas that can lead to things that create understanding
(Suttipong, 2017: 346)

Innovation creates new opportunities for development and growth in the economy, education, and industry. Open
opportunities to create new businesses A job that has never been done before. and ways to develop new things
endlessly Innovation increases efficiency in work, production, and service. The use of new technology helps
reduce costs, increase productivity, and improve processes in business and industry (O’Hara, 2017)

Creative genius has a mental characteristic that helps in creating unique and valuable ideas. Having a variety of
knowledge from different fields can be combined to create creative ideas. Have the ability to solve creative
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problems There is value in presenting. Have the ability to connect ideas from different situations or fields to create
diversity and balance. Have the skills to think and set new directions to develop innovation (A. Cropley, 2006).

The researcher has seen the promotion and support of education in the digital age of the Ministry of Higher
Education, Science, Research and Innovation. that focuses on students being innovators to create sustainable
innovations Able to respond to the needs of the nation. With a learning format that meets the needs of learners in
the digital age. Emphasis is placed on challenging problems that need to be solved in a creative way, Knowledge
from various fields can be combined to create new ideas or concepts towards innovation development. Create new
opportunities for development and growth in the economy, education, and industry. This learning focuses on and
encourages learners to be happy with learning through a learning environment that can stimulate students'
creativity and participation. Creating a space that is flexible and can be changed according to student needs with
creative challenge-based learning model via digital co-learning space to develop creative genius innovator model

1.1 Research Objectives

1) To develop a Creativity Challenge -based Learning Model via Digital Co - Learning Space to Develop Creative
Genius Innovator model.

2) To evaluate the appropriateness of the Creativity Challenge-based Learning Model via Digital Co - Learning
Space to Develop Creative Genius Innovator Model.

1.2 Research Hypothesis

Results of the suitability evaluation of the creative challenge-based learning model via digital co-learning spaces
to develop creative genius innovators were found to be appropriate at a high level.

1.3 Expected Results

1) Get a creativity challenge-based learning model via digital co-learning space to develop creative genius
Innovator model of creative practitioners in the digital media technology and mass communication technology.
2) Develop creative practice abilities in the profession of digital media technology and mass communication
technology to meet the needs of the professional industry.

3) The creativity challenge - based learning model via digital co-learning space to develop creative genius
Innovator model, be a creative learning model of the education industry in the digital age.

4) Able to promote and develop students' potential to be recognized by professional standards in digital media
technology and mass communication.

5) Can promote and encourage students to have morals, ethics, and ethics in the mass communication profession.
Promote soft power in developing useful media. To society and the nation

1.4 Scope of the Research

This research is research and development. The population and sample group in this research is a group of people
with qualifications of associate professor and professor level with expertise in instructional system design,
educational technology, digital technology by purposive sampling. Then, the initial variable is the creativity
challenge-based learning model. The dependent variable is the suitability evaluation of creativity challenge-based
learning model as assessed by eight experts. The research tools include: creativity challenge-based learning model
and the questionnaire about the suitability evaluation of creativity challenge-based learning model. The data was
collected from the questionnaire about creativity challenge-based learning model.

2. Literature Review

2.1 Challenge-Based Learning
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Challenge-based learning It is a multidisciplinary educational approach that encourages learners to leverage
everyday technology to solve real-world problems. By giving students the opportunity to focus on challenges of
global importance. and use it to develop local solutions. Challenge-based learning creates student space. Be able
to control research and think critically about how to apply what you learn. The results are shown in the pilot project
and current study. is increased participation Taking the time to work on additional challenges Creative application
of technology and greater student satisfaction with homework Learners are proficient with the course content. and
better engagement with content and learning (Johnson, L. and Adams, S., 2011). Challenge-based learning
framework There are 5 learning processes, consisting of big idea, essential question, the challenge, solution and
taking act, and assessment (Apple Inc, 2009).

2.2 Creativity Based Learning

Improving creative thinking skills is very important these days. Because society and the labor market need people
who have the ability to solve problems and create new things. To respond to rapid technological and social changes.
Creativity-based learning is the effective ways to develop creative thinking skills and lead to learners with the
characteristics that society needs. This is because this method focuses on giving students the opportunity to
experiment and create knowledge in various situations that are designed to be relevant to daily life. This can help
build creative thinking skills and other life skills. Can promote the development of personality skills such as
responsibility, determination, and continuous learning. Honesty Working with others and setting clear goals. CBL
also helps create learning that is happy and fun at the same time (Luechaipanit, 2015).

2.3 Co-Learning Space

Co-learning space is a process that focuses on creating an environment that stimulates learning and collaboration
among students. which aims to support knowledge creation Teamwork skills and knowledge sharing between
students Space should be created that is open and free of physical limits. To support collaboration and student
movement Arrange a variety of spaces to provide work options. Allow students to choose to use different areas
according to their needs. Work corners create appropriate zones for collaboration and different activities, such as
zones suitable for reading. Zones suitable for design or zone used for meetings Using adjustable furniture Can
move or can be combined to be able to adjust the space according to needs Appropriate tools for collaborative
learning are provided such as whiteboards, electronic boards. or projector Create a space suitable for group work.
Can be an adjustable table There are groups of seats. or space for meetings Technology is used to support
collaborative learning, such as providing smart boards. Using knowledge-sharing applications or a device that can
connect to the internet Seats have been created that can be used in a variety of ways (Kneppell & Riddle, 2012).

2.4 Creative Genius

Creative genius has a mental characteristic that helps in creating unique and valuable ideas. Having a variety of
knowledge from different fields can be combined to create creative ideas. Have the ability to solve creative
problems. There is value in presenting. Have the ability to connect ideas from different situations or fields to create
diversity and balance. Have the skills to think and set new directions to develop innovation (A. Cropley, 2006).

2.5 Innovator

Innovative thinking skills of innovators have been identified, including:

1) Attention It is an assumption of the overall picture that is created in order to aim for evaluation. And find a way
to solve it, that is, pay attention, observe and see the situation. Observe to make your perception clear and new
patterns emerge. Pay attention and consider what is happening around you and the reality of the situation. by
observation

2) Personal characteristics There are individual abilities related to interests. Creativity in working according to
individual ideas

3) Thinking with simulations has the feature of using simulations to understand situations. Can describe situations
and structure ideas.
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4) The play is serious and has the characteristics of having a strict and fun process. Collaborating and negotiating
with those who have a stake in the collaboration.

5) Working together diversity of viewpoints is encouraged. Giving everyone the opportunity to express their ideas
and solve problems.

6) Expertise means letting go of thoughts and seeing every point as objective. Performing operations skillfully and
solving a variety of problems Developing these skills promotes innovation and diverse thinking in organizations.
It also increases the potential for effective problem-solving and collaboration (Horth, D, 2014).

Conceptual Framework

N

Challenge Based Creativity Based Co-Learning =
Learning Learning Space Genius

Creative

Creative Challenge - based Learning
via Digital Co - Learning Space
to Develop Creative Genius Innovator

- = X
i The appropriateness of the &
| _ Creativity Challenge -based
" )} Learning Model |

Figure 1: Research conceptual framework

3. Research Methodology

The researcher has determined the research method into two phases according to the following objectives:

First phase: The development of the creative challenge-based learning model by analyzing and synthesizing 17
documents, including articles and research related to challenge-based learning and, the Creativity Based Learning
published from 2010 to 2023. This includes the following steps:

Step 1. Synthesizing the elements of Challenge-Based Learning.

Step 2. Synthesizing the elements of Creativity-Based Learning.

Step 3. Developing the creative challenge—based learning model as follows:

1) Use the elements and concepts obtained from steps 1,2 to develop into a conceptual framework for designing
elements, processes, steps, integrating system approach for use in designing and developing challenge-based
learning, creativity-based learning, co-learning space, creative genius and the innovator.

2) Development of creative challenge-based learning model. The model consists of five main components: the
inputs, the creative challenge learning process, output and the feedback, outcomes and impacts

3) Proposal of the model to an advisor recommendation.

Second Phase: The evaluation of the appropriateness of the creative challenge—based learning model as follows:
1) The suitability questionnaire of a 5-point Likert rating scale for the creative challenge—based learning model.
The questionnaire about the suitability consists of five main components which include 1) the inputs 2) the creative
challenge learning process 3) the output and the feedback 4) the outcome and 5) the impact. Then, the results
statistical data analysis by applying average values and standard deviation (SD) and 2) The evaluate of the creative
challenge-based learning model with questionnaire about the suitability evaluation by eight experts.



Asian Institute of Research Education Quarterly Reviews Vol.7, No.2, 2024

4, Results

First phase: The results of the creative challenge-based learning model as follows:

The synthesis of the challenge-based learning process with content analysis techniques from articles and research
papers (A. Santos, A. Sales, P. Fernandes and J. Kroll, 2018, D. Ifenthaler, D. C. Gibson and L. Zheng, 2018, J.
Membrillo-Hernandez et al, 2019, J. L. Hernandez, G. Roman, C. K. Saldafia and C. A. Rios, 2020, D. E. Salinas-
Navarro and C. L. Garay-Rondero, 2020, X. Crusat and I. M. Martinez, 2021, R. Rodriguez-Calderon ,2022, V.
Robledo-Rella, L. Neri, R. M. G. Garcia-Castelan, A. Gonzalez-Nucamendi and J. Noguez, 2022). This consists
of five process as shown in Table 1.

Table 1: Synthesis of the Challenge Based Learning Process
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Assessment

Table 1 The challenge-based learning has five process: 1) big idea 2) essential question 3) the challenge 4) solution
and taking act and 5) assessment. The details for each process are as follows: 1) The big idea is the Broad and
important ideas that are central to learning Most of which are linked to the experience and knowledge of the
learner. 2) The essential question are important questions that help students understand the context from a broader
perspective and crystallize important ideas. This question will help spark interest and enthusiasm for learning. 3)
The challenge is turn essential questions into action. Give students the opportunity to solve problems. and stimulate
interest and effort in thinking of solutions to problems. 4) The solution and taking act is finding solutions to
problems as determined and making the solution plans come true. 5) The assessment of innovation from innovator.
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Table 2: Synthesis of the Creativity-Based Learning Process
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Assessment

Table 2 indicates that the creativity-based learning process consists of five process: inspiration, problem setting
and groping, research and thinking, presentation and assessment. The details for each process are as follows: 1)
The inspiration: giving attention and making students aware of the topic or issue they want to study. This
stimulation helps to initiate the thought process. 2) The problem setting and groping: defining the problem or task
that students want to solve. and group them into groups to participate in learning according to their interests. To
build teamwork and stimulate creativity 3) The research and thinking: surveying and researching information had
the opportunity to experiment and give space for creativity using the concept of parallel thinking allows for
multiple perspectives. 4) The presentation: present work or ideas is training in communication skills and
information presentation. and 5) The assessment; can be done in many areas, such as evaluating creativity
academic and behavioral skills. The assessment will help to know whether the learner has developed skills and
knowledge. The synthesis of the creativity-based learning process from articles and research papers.

The synthesis of the creative challenge—based learning process (DUCKS) consists of five process: 1) D: Design
and Simulating Interest 2) U: Understanding Problems and Finding Solutions with Wisdom 3) C: Creative
Challenge 4) K: Kick-off and 5) S: Summary of Results and Assessment of Success. This consists of five process
as shown in Figure 2.
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Figure 2: Overview of the creative challenge learning (DUCKS) model

Figure 2 shows the results of the development of creative challenge-based learning model consist of five main
elements: 1) The inputs divided into six elements a) The objectives are determined; learning goal, need assessment
and details of course. b) Teacher must have knowledge and experience based on the professional ethics of
journalism. Must have knowledge and understanding in the creative challenging learning component. Have an
understanding of developing digital collaborative learning spaces. Able to design learning activities appropriately,
create problems or assign innovative tasks, missions that create challenges for students. And student must have a
professional background in digital media and mass communication technology. Have had experience in learning
about media production operations. Able to expand knowledge and thought processes. To develop creative
innovation, be knowledgeable, enthusiastic and a practitioner. Able to work happily with others. ¢) The contents
relate to the digital media and mass communication technology emphasizes extensive programming within the
ethics of journalism, content and the development of innovative media will help promote creative learning.
Stimulate those in power practical learning and real work, emphasizing cooperative or group work. d) Instructional
media: PowerPoint, digital lesson, digital video production and infographic e) Equipment and technology must
have professional equipment digital media and mass communication technology, such as high-definition television
cameras, anti-vibration device or tripod, microphone, or recording devices, tablets, smartphones, information
technology equipment that can connect to the internet portable mobile devices and equipment used for producing
other media, etc. and f) Digital co-learning had eight zone as shown in figure 3.
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Figure 3: Digital Co-Learning Space

2) the creative challenge—based learning process (DUCKS) consists of five process: 1) D: Design and Simulating
Interest 2) U: Understanding Problems and Finding Solutions with Wisdom 3) C: Creative Challenge 4) K: Kick
off and 5) S: Summary of Results and Assessment of Success. This consists of five process:

a) D: Design and simulating interest; clarification of details related to the course, including course content, course
description, course aims, asking about student needs, persuading the mind and inspiring learning, asking about
student expectations, previewing the work of senior students, adjusting the creative classroom model to suit the
context of the course and students. Create learning activities that are interesting, exciting, and challenging. Engage
students with gamification formats, creating and brainstorming ideas to stimulate students' imagination, exchange
knowledge and experiences of each student. Create demonstrations and simulations to synthesize students' ideas
(Idea Synthesis). Create discussions in the classroom. And there was a meeting to discuss and find a conclusion.
b) U: Understanding problems and finding solutions with wisdom; setting the problem of developing media
innovation in the course by finding the origin and importance of what you want to do, such as experimenting with
defining problems and finding solutions (Problems and Solutions), searching for various projects, and surveying
necessary needs. Analysis and planning according to 6W2H principles, searching for answers from human
resources. or reliable sources of information copyright free Intersperse theory with lectures and supplementary
learning with digital lessons. Create activities for students to have discussions and meetings. It is the creation of
group activities and teamwork. Assign work in the course and find inspiration in developing media innovations
Opening up learning experiences outside the classroom with field trips.

¢) C: Creative Challenge; an important step in learning that encourages and challenges learners. By opening up
media innovations of successful seniors. Open perspectives for students to big idea. Stimulate the thirst for
knowledge and has guidelines for developing innovations. It is important to challenge students with exchanges.
Finding reliable information, to create guidelines for developing innovations to achieve goals and be successful.
Big assignment let students practice, to prepare for the development of media innovation. Coordinating with
external agencies with the instructor closely controlling, receiving the problem and interpreting the meaning of the
problem to create work.
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d) K: Kick off; clarification of details and conditions related to the development of media innovations, to create
guidelines for students, including theory and recommendations for practice. Exchange of knowledge and
experience from teachers, students, classmates experienced person Trustworthy source of knowledge and
extracting knowledge from things previously studied. Taking action to develop media innovations, by visiting the
area in real situations. Media innovation development with the 3P process consisting of: (1) pre-production (2)
production and (3) post-production

e) S: Summary of results and assessment of success; clarifying details and summarizing the overall related to the
development of media innovations of creative genius innovators. Summary of operating results, exchange
knowledge and experiences from students. Dissemination of developed media innovations, forwarding media
innovation to create value and benefit to society and the country. Summary and analysis of student success that
can follow the course conditions. Finding guidelines and improvements, suggestions for successful groups.

3) Evaluation is where the students using creative challenge-based learning model are evaluated of among creative
genius innovator were ten important characteristics, including: a) there was a constant thirst for knowledge b)
dared to think outside the box and open mind c¢) opened your heart and listen, dare to accept knowledge d) dared
to take the initiative ) was a creative practitioner f) was able to work together with others and care about those
around g) thought analytically and reflected to connect ideas h) create thoughts with discipline i) had a sense of
humor and enjoy working and j) was able to solve problems. The evaluated of innovation consists of five
components: a) possibility b) objective ¢) novelty and uniqueness d) cost and e) efficiency. The feedback of
creative challenges will be used for further improvement of the system.

4) Outcome of model consists of being accepted by society, the media innovation being published and broadcast
on television stations, academic services, receiving awards from contests

5) Impact of model consists of feedback from learning from creative genius innovators, a by-product of the field
of study, faculty, and university.

Second phase: The results of suitability evaluation the creative challenge-based learning model by eight experts
are shown in Table 4.

Table 4: The suitability of the creative challenge—based learning model in each element.

Result Appropriateness

Description Mean S.D.

1. Inputs 4.69 0.06 Excellent
1.1 Objectives 4.57 0.53 Excellent
1.2 Teacher and Students 4.71 0.49 Excellent
1.3 Contents 4.86 0.38 Excellent
1.4 Instructional Media 4.57 0.53 Excellent
1.5 Equipment and
Te chgolggy 471 0.49 Excellent
1.6 Digital Co-Learning 4.71 0.49 Excellent
Space

2. Creative Challenge

Learning Process (IgUCKS) 4.92 0.22 Excellent
2'.1 D: D_e3|gn and 4.92 0.22 Excellent
Simulating Interest
2.2 U: Understanding
Problems and Finding 4.95 0.20 Excellent
Solutions with Wisdom
2.3 C: Creative Challenge 4.79 0.38 Excellent
2.4 K: Kick off 4.86 0.35 Excellent
2.5 S: Summary of Results 4.96 0.19 Excellent
and Assessment of Success

3. Output and Feedback 4.86 0.38 Excellent

4. Outcome 5.00 0.00 Excellent

5. Impact 4.86 0.38 Excellent

Overall 4.85 0.12 Excellent

10
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Table 4 shows results of suitability evaluation the creative challenge-based learning model; Overall was excellent
(Mean= 4.85, S.D.=0.12). When considering each element, the outcome component had the highest
appropriateness (Mean=5.00, S.D.=0.00), followed by the creative challenge learning process (Mean=4.92, S.D.=
0.22), and the impact (Mean= 4.86, S.D.=0.38)

5. Conclusion and Discussion

The creative challenge-based learning model has five components: the first is inputs, the second is creative
challenge—based learning process, the third is output and feedback, the fourth is outcome and the fifth is impacts.
The details of inputs have six elements: 1) objectives 2) teacher and students 3) contents 4) instructional media 5)
equipment and technology and 7) digital co — learning space. The creative challenge—based learning process
(DUCKS) consists of five process: 1) D: Design and Simulating Interest 2) U: Understanding Problems and
Finding Solutions with Wisdom 3) C: Creative Challenge 4) K: Kick off and 5) S: Summary of results and
assessment of success. The evaluation of the creative genius innovators, the experts commented that the
appropriateness overall was excellent (Mean= 4.85, S.D.=0.12). When considering each element, the outcome
element had the highest (Mean=5.00, S.D.=0.00), followed by the creative challenge learning process (Mean=
4.92, S.D.=0.22), and the impact element (Mean= 4.86, S.D.=0.38). The results show that this creative challenge—
based learning model could be used to develop the creative genius innovator. The researcher developed the creative
challenge learning process according to the challenge-based learning process theory. It consists of five process as
follows: 1) big idea 2) essential question, 3) the challenge 4) solution and taking act and 5) assessment. The
creativity-based learning process consists of five process as follows: 1) inspiration 2) problem setting and groping
3) research and thinking 4) presentation and 5) assessment. This could make it easily accessible and efficient
Create a comfortable and creative workspace. Support team collaboration and problem solving. Support learners
to exchange knowledge and promote working with others and learning via digital co - learning space. Consistent
with the theory of Apiya (2019) has said learning environment is an important step to support appropriate and
effective learning. The learning objectives must be clearly defined. so that the design of the environment can
support that objective. Create a space that can support various learning activities, taking into account the
placement, arrangement, and compatibility of the space. The result of digital co-learning space element is
excellent. Therefore, it could be support and develop students' potential to be recognized by professional standards
in digital media technology and mass communication. The creative challenge learning process can develop creative
genius innovators, it is clearly evident in the results consists of being accepted by society, the media innovation
has been published and broadcast on television stations, academic services, receiving awards from contests,
consistent with the theory of O’Hara (2017) has said innovation creates new opportunities for development and
growth in the economy, education, and industry. Open opportunities to create new businesses, a job that has never
been done before. and ways to develop new things endlessly Innovation increases efficiency in work, production,
and service. The use of new technology helps reduce costs, increase productivity, and improve processes in
business and industry. The result of outcome was excellent. Therefore, could be develop creative genius innovators
and encourage students to have morals, ethics, and ethics in the mass communication profession. Promote soft
power in developing useful media. To society and the nation. The appropriateness of the creative challenge
learning process as excellent.
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