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Is technology limiting human creativity?
Thesis statement
It is evident that technology is not limiting human creativity. There have been significant areas that technology has addressed that have positively impacted promotion of human creativity. The incidences justify the fact that technology has promoted human creativity.  The fact that there is a lot of data available does not mean that one should not be creative. It is a requirement that people need to be creative enough in order to utilize the already available information (Bereczki & Kárpáti, 2021). Any technological innovations usually require people’s creativity to ensure that more inventions can be facilitated.  To be precise, technology does not end people’s creativity. The paper here in justifies the thesis that technology has offered positive input on creativity.
Justification for the thesis
	Bonnardel & Zenasni (2010) did a study that aimed at investigating the impact of technology one’s creativity especially in design activities. The definition for technology focused on the interface that existed on the individual and the products that they created.  From the field of creative design, the paper rooted out how the cognitive process was impacted by technology. It was evident that with the use of technology one could do several cognitive activities and the more the design activities one could get to learn more. With the new technology that had emerged one was supposed to serve as the interface between the product being created and the technology. It was therefore evident that the process of designing new products relied on one’s set of principles and plan that was based on their creativeness. The technology that would be embraced depended on one’s creativity. Therefore, technology showed positive impact on one’s creativity (Bonnardel & Zenasni, 2010).  The technology advancement added further knowledge that seemed to be of great use in the various designer activities and the more one engaged in the activities the more they increased their creativity.  The study is relevant to the given topic since it confirms that use of technology often has got positive impact on one’s creativity increment.
It is also evident that available technology usually nurtures any creative talents that are available. For instance, graphic design, making movies or even music are usually due to creativity. Technology has promoted such creativity through offering platforms that people can venture into. For instance, you tube videos as well as Instagram has all been due to technology (Shalley & Gilson, 2017). Such platforms usually allow people to be more creative compared to the era where they had not been launched. People who have uploaded creative videos earn well from the views from their audience that they have had due to their creativity.
Hendrik, Ali& Nayan, (2020) also did a study that concluded that robotic technology is vital in human life since it can be important technological advancement in the educational field.  The provision of robotic technology would make student to be more active in class that could positive impact their motivation for more creativeness.  The results for the study indicate that the learning tool positively impacted on the FC skills that the students were supposed to have. Using the figural creativity test the results indicates that the use of robotic technology had positive effect on their skills (Hendrik, Ali& Nayan, 2020). The pretest compared to the post test results showed great improvement. The article is therefore relevant and it supports the topic in the perspective that it confirms technology more so the robotic technology had significant impact on the creativity of students.
On justifying that technology positive impact of technology on creativity, Jackson et al., (2012) examines how information technology has effect on creativity and the target population in this study is majorly children. There are various types of information technology used to get the findings. They include use of internet, play some video games, children using cell phones and computers. This involved use of multidimensional measure to establish the creativity accrued from that various types of information technology.  The study participants were 491. The distribution had 53% female, 66% Caucasian American and 34% African American. The age given for the participants was 12 years old (Jackson et al., 2012).  From the results it was evident that the playing of video games showing a great prediction of creativity. The highlights indicated that video games had positive effect to one’s creativity. There was no difference in creativity deduced following the impact of video games. Based on the given data it can be concluded that technology usually impacts one’s creativity. The article is relevant to the topic since it provides significant data on how video games using technology positively impacts one’s creativeness.
 Shubina & Kulakli, (2019) did a study on pervasive learning and how technology usage impacted or developed student’s creativity in education. It is indicated that technology use in education system provides a good environment that supports enhancement of creativity as well as development or shaping of one’s curiosity that would also have positive effect on the student’s cognitive process. It is also evident that technology use in education had positive impact on student’s intrinsic motivation as well as self-regulation.  The study indicates that the illustrative examples given to students with the help of technology usually promotes the cognitive process of students and some usually gather enough skills that can be based on problem solving, content awareness and even constructive thinking that is geared by the professional knowledge and skills gathered (Shubina & Kulakli, 2019). The experience usually helps students in being adoptive, innovative as well a productive and most of them show varied and excellent capabilities. This is a true definition of creativeness that is geared by technological use in educational paradigm. From the study, it can be concluded that technology greatly impacts creativity hence the article supports the topic in highlighting how technology has impacted creativity in the educational sector.
Counter argument
As a counter argument it can be stated that technology can limit creativity in different ways. It is evident that the scores of creativity are declining as intelligence scores rise. The argument behind it is that most of the children usually have most of their time behind Television sets that utilizing their time well in some of the constructive activities. This seems that the technology of making television sets has had negative implications on children unlike what most of the people would anticipate (Henriksen et al., 2015). Kids are termed as the culprits being affected negatively by technology and that also affects their creativity.
Technology has also resulted to lack of originality in life and it has allowed copying. Nowadays, everyone can have access to any content that they want online. Academic information is available online and issues of piracy as well as photocopying and plagiarism has been more common. This justifies the fact that people have become less creative in academic settings. It is evident that there is a tussle between man and machine where creativity seems to die off (Henriksen et al., 2015). However, it is justified that if a man worked on his imagination then there would be a turn of events from what is currently evident and man would win in due course.
Technology has been on the forefront to promote laziness which is evident in communication and that is regarded as creativity reduction. The web development resulted to death of people’s creativity (Henriksen et al., 2015). For instance, people usually have the option to share, copy and paste information and are therefore unable to think and come with their own messages and original information that they can pass across. This creates the laziness in communication and there is little proficiency in communication.
Conclusion
In a nutshell, there has been substantial justifications that technology cannot limit creativity since it usually has positive implications on technology. That is evident in different scenarios. However, technology may also serve as limiting factor for creativity in that laziness in communication has been promoted and lack of originality has also been an issue.
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