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ABSTRACT
This project develops and integrates Al-Powered fools to enhance human creativity and problem-solving skills, enabling individuals to generate novel solutions and ideas, By augmenting cognitive abilities with Al algorithms emphasis is layed on enhancing creative thinking and problem- solving capabilities, foster innovation and out-of-the-box solutions, improve decision-making and critical thinking skills, explore the potential of AI in facilitating collaborative creativity. 
Through experimental evaluations and user studies, we will assess the effectiveness of AI-augmented creative problem solving in various domains, leading to insights into the potential and limitations of AI in enhancing human creativity and problem- solving capabilities. This project has far reached implications for education, innovation and the future of work, and will provide insights into the potential and limitations of AI in enhancing human creativity and problem-solving capabilities.
CHAPTER ONE

Background of the Study
Introduction 
Creativity is an important skill for success in many fields, but it can be difficult to teach and earn. Artificial intelligence (AI) is a technology that is rapidly advancing, and it has the potential to be used to enhance creativity and problem-solving skills. There are certain evidences that AI can be used to support learning and problem-solving, but more research is needed to determine how best to use AI to enhance creativity. This study tends to investigate the use of AI to support the development of creativity and problem-solving.

In Al-supported learning, students can collaborate with each other and with Al systems. for example, they could work together to solve problems using an AI system that provides guidance and feedback The AI system could also help the students communication their ideas more affectively by providing suggestions for improving their writing or speaking skills.

AI (Artificial intelligence) is a system that can Perform tasks that typically require human intelligence, alternatively artificial intelligence (AI) is a system that can simulate human behaviour and interactions.

According to Poole and Mackworth, (2010) defines AI as the study of intelligent computational agents.
Abawuji and Bulus(2023) defines AI as a collection of algorithms that allow computers to perform human-like activities such as decision-making speech recognition and image recognition.

Bajah and Coker (2021) defines AI as the ability of a computer to perform human-like tasks Such as language translation, facial recognition and self- driving cars.
Adekeye (2018) define AI as a field of computer science that aims to create intelligence machines that can perform tasks that are typically associated with human intelligence.

Ihejirika and Amaeze (2017) defines AI as the study of how to make computers, think, understand and behave like humans
Ezenwanne (2016) defines AI as a branch as computer science that involves the study of how to make computers emulate the human mind.

Dirisu (2015) defines AI as the study of how to create machines that are capable of doing or performing human- like tasks.

Njoku and Ozoemena (2022) defines AI as a field of computer science that is concerned with the creation of computer tasks that require human intelligence.

Oji and Okafor (2021) define AI as a field of computer science that focuses on the creation of intelligent machines that are able to perform tasks that require human intelligence.
Eze and Okere (2022) defines AI as a subfield of computer science that focuses on the design of computer systems that are capable of performing tasks that normally require human intelligence, such as visual perception, natural language understanding and decision making

Onyenekwu and Nwankwo (2022) defines AT as the branch of computer science that is concerned with the development of computer systems that are able to perform tasks that are typically associated with human intelligence, such as a language understanding, learning and reasoning.

Okor, Adele and Onyeagoro (2020) define AT as a field of computer science that studies intelligent machines and then applications, including algorithms for problem-solving, learning, perception and language understanding.

Obande, Osagie and Agamah (2022) define AI as a field of computer science that deals with the design and development of computer systems that can perform tasks that are characteristic of human intelligence, such as reasoning, knowledge, representation, natural language processing and machine learning.

Oluwatobi and Aizebeokhai (2022) define Al as the study of computer systems that can perform tasks the require human intelligence such as visual perception, language understanding and logical reasoning.
Nweze,osuji and Okere (2022) define Al as the study of how to make computer perform tasks that require human intelligence such as understanding human language, problem solving and decision making.

Statement of the Problem

Despite the rapid advancement in the field of artificial intelligence, there is still a gap in our understanding of how to effectively utilize AI systems to support human problem-solving and decision making. Many existing AI systems are limited in then ability to understand and process natural language, and they often understand and process the complex and nuanced nature of human reasoning. This lack of understanding can lead to miscommunication, misunderstanding and potentially harmful consequences. 
Limitations of Al in forms of natural language understanding and reasoning, these limitations can create significant challenges for human user who need to communicate effectively with Al systems.
Purpose of the Study

The Purpose of the study is to address the identified gap by developing a new AI system that is designed to better support human problem-solving and decision-making. The system will Incorporate the latest advances in natural language processing and reasoning with the goal of enabling more effective communication and decision making in a variety of real-world domain.

Research Questions

What is the effect of online learning on student engagement and academic performance?
What are the specific cognitive processes that are enhanced by using AI in education?
- Do AI-based approaches to creativity and problem-solving differs for students with different learning styles orabilities?

-Does the use of AI in education affect students attitudes and motivation?

-Is there a difference in the effectiveness of Al-based approaches for different subject areas or types of problems?

Does using Al in education lead to changes in tracking and learning practices?

Significance of the Study

The Significance of the study is to investigate the potential benefits of Al-based tools and application for enhancing creativity and problem-solving among undergraduate students. Also, to explore the effectiveness of different types of Al-based tools and application for this purpose thereby assessing the impact of using Al for enhancing creativity and problem-solving skills on student’s attitudes and motivation.
Scope of the Study

This Study will focus on the use of Al-based tools and application for enhancing creativity and problem-solving skills among Undergraduate students of Ekiti State University. It will not consider the use of AI for other purposes, such as improving academic performance or enhancing social skills. This study will also be limited to a specific group of students, namely undergraduate students of Ekiti State University.
Definition of Terms 

Artificial Intelligence is the simulation of human Intelligence by machines, particularly computer Systems.

Creativity, refers to the ability to generate novel and useful ideas or solutions to a certain problem.

Problem-solving skills refers to the ability to identify and solve problems effectively.

Undergraduate student refers to an individual pursuing an undergraduate degree typically at a College or University.

Selected University refers to specifically chosen university chosen for study based on certain criteria such as size, location or academic focus.
Artificial intelligence-based tool, refers to a software program or application that uses AI technology to perform Specific task.

Artificial Intelligence-based application: refers to a software or application that is designed to be used on a mobile device or computer.

AI-enhanced Creativity: is the ability to generate new and creative ideas through the use of AI-based tools and applications.

Critical thinking is the ability to analyse and evaluate Information in order to form judgement’s or make decision

CHAPTER TWO

Review of Related Literature
The review of related Literature for this study was presented under the following sub-headings;

Artificial Intelligence and creativity 

Artificial intelligence and problem- solving skills
Human-Al Interaction in Creativity and problem solving

The ethical Implications of AI and creativity. 
The Societal Implications of AI and creativity.
The Future of AI and Creativity.

Summary of Literature Review.

Artificial Intelligence and Creativity 
In the context of AI and creativity, we can consider two main aspect. Al systems that are designed to be creative and the use of Al systems to enhance human creativity, Al systems that are designed to be creative are often known as “Creative Al” or “generative Al” These systems use algorithms and data to generate new and original content, such as art, music, or test. In some cases, these systems can even learn and improve over time, becoming more creatives as they are exposed to more data. Firstly, we can consider the basic architecture of a creative Al System. These systems typically consist of three main parts; an input module, a generative module and a feedback module. The Input module takes in data, such as text or Images which is then processed by the generative module. This module uses algorithms and machine, learning to generative new content based on the input data. The feedback module evaluates the generated content and provides feedback to the generative modules, helping it to Improve overtime.

Artificial Intelligence and Problem-Solving SkillAl systems that are designed to solve problems can be broadly divided into two categories: supervised and unsupervised learning systems are given aset of labels or outcome and they learn to associate the data with the labels. This type of systems to make decision. In this type of rewarded or punished based on the outcomes of those action. This type of system is often used for lack such as classification prediction and patterns and recognition unsupervised learning systems on the other hand, are given a set of data but no label outcomes. They then look for patterns and structure in the data, without any human guidance. Few specific types of Al problem-solving systems. One example is reinforcement learning which is a type of machine learning that uses rewards and punishment to train Al Systems to make decision. This Feedback helps the agent learn how to make the best decisions to maximize rewards. An example of reinforcement learning system is AlphaGo, a computer program that learned to play the game of Go at a super human level. 
Human-AI Interaction in Creativity and Problem-Solving
Human-Al Interaction in creativity and problem-solving can take many forms In some cases, humans provide input and feedback to the Al-System, while the Al system generates creative solution or solve problems. This type of Interaction is often called “Co-Creative Al” An example of CO-creative Al is the Al-powered music composition Software Juke deck, which lets users provide musical Input and feedback to the AI systems, which the generates a full piece of music based on the input-Another type of human-Al Interaction in creativity and problem- solving is called “Collaborative Al”.

In collaborative Al, the human and the Al System work together as partners, with the Al System providing suggestions and Insights and the human making decision and providing feedback.
An example of this type of Interaction is IBM’s Watson for Oncology a system that helps doctors make decision about cancer treatment by analysing large amounts ofmedical data and providing Suggestions to the doctor. The doctor can-then considers the Al & suggestions and make the final decision.
The Ethical Implications of AI and Creativity.

There are a number of ethical Implication to consider When It comes to Al and creativity One key the question of ownership. If an Al system generates creative work, who owns that work? Is it the person who created the Al system, Or the person who provided the Input and feedback to the system?

Another Issue is the potential for bias in Al Systems since these systems are trained on large amount of data they can lead to issues of fairness and equity, especially when it comes to Al system that are used to make decisions that affect peoples live.
Another ethical issue to consider is the potential for Al systems to stifle human creativity. As Al systems became more advanced, there is arisk that people will rely on them to heavily and stop, Using their own creativity and Imagination. This could lead to a loss of creativity in the world couch could have far-reaching consequences for society.

A final ethical issue to consider is the potential for Al systems to change the nature of creative work. As Al systems Became more advanced. They may be able to creative work that is indistinguishable from human- created word.

The Societal Implications of Al And Creativity
There are number of societal Implications to consider as well. One key issue is the potential impact on the creative economy. As Al systems become more capable for generating creative work, they may threaten the livelihoods of human artists, musicians and writers.
Another issue is the impact of the creative process Itself if Al systems are able to generate creative work more quickly and cheaply than humans, this could change the way that people thinks abroad creativity. It could lead to a shift in the role of humans in the creative process from creators to curators or critic.
One big societal question rated art is ‘real’ art – This is a complex subjective question and there is no easy answer Some people argue that art must be created by a human to be considered “real” while others believes that Al-generated art can be just as meaningful and expressive as human created Art. This question is Important because of could have Implications for the way that we value art and for the way that we support artists and art institution It could also impact the way that we think about Creativity and human experiences more broadly

The Future of Al And Creativity
There are a lot of possibilities for the future of Al and creativity. One possibility is that Al system become increasingly sophisticated and they will be able to generate creative work that is indistinguishable from human created work.
This could lead to a blurring of the line between human and machine creativity and it could have profound Implications for the way that we think about what it means to be human.

Another or possibility is that Al systems will become more and they will be used to augment their own creative abilities by humans to in this scenario Al would not replace human creativity but would enhance it. 
One thing to consider is the potential for AIto democratize creativity in the past creating. art or music has referred expensive equipment and specialized training. But with the advent of Al, anyone with access to a computer or Smart- phone could potentially create professional art music.
This could a major impact on the creative landscape making It more accessible to a wider range of voices being represented in the creative world.

Summary of Literature Reviews
Artificial Intelligence (AI) and creativity
Al-generated art, music and writing

Al-assisted design, innovation, and Imagination.

Potential for new creative human creativity possibilities and augmenting

Al and Problem-solving skills
Al's ability to process Vast data and find solution

Al-assisted decision-making and critical thinking potential for Al to surpass human problem-solving abilities in certain domains

Human-Al interaction in creativity and problem-solving collaborative approaches and workflows.

Human- Al co-creation and iterative design 
Implications for human AI collaboration and communication.

Ethical implications of Al and creativity
Authorship and ownership of Alginate work
Accountability and transparency in AI-driven decision making

Potential biases and stereotypes in Al-generated content
Societal Implication of Al and creativity: 
Impact on jobs and industries (e.g. art design, music)

Preservation and evolution of cultural heritage
Implications for human identity and creativity

Future of Al and creativity:
Potential for augmented human creativity and new forms of art.
Unforeseen consequences and challenges.

Need for ongoing discussing and guidance on AI’s role in creative and problem-solvingendeavours.
This expanded summary covers the key points and highlights Important considerations at the intersection of AI and creativity.
CHAPTER THREE
Research Methodology
This chapter deals with the methods used in collecting data required in carrying out this research work. It explains the procedures that will be followed and the instrument used in collecting data.

This chapter will show the method of investigation employed by the researchers for the Study and is presented Under the Following sub-headings.

1. Research type
2. Population of the study

3. Sample and Sampling techniques
4. Research Instrument

5. Validity of the research instrument
6. Reliability of the Instrument

7. Administration of the instrument

8. Data analysis technique
Research Type
The research will be a description study. It aims to provide a general overview and description of how Alcan be used to enhance creativity and problem-solving skills, Including its applications techniques and benefits

Population of The Study
The study could also include a mixed-methods approach, combining quantitative and qualitative data from multiple populations. This study could explore the potential benefits, challenges, and ethical considerations associated with incorporating Al into teaching and learning practices. Investigating the Impact of Al on student engagement, critical thinking, and problem-solving Skills, as well as its, potential to enhance writing skills and provide personalized learning experiences.
Sample and Sampling Techniques.
Sample is the set of people or items which constitute part of a given population sampling. For the purpose of this study, a random sampling technique will be adopted Inkwarastate, there are about twenty-eight (28) Institutions in kwara state comprising of the federal, state and private owned Institutions. Therefore, Simple random Sampling technique is employed in a single institution in the state, thename of the institutions is;

Ekiti State University affiliated with kwara state college of education Ilorin.
Research Instrument.

Since the research focused on tertiary education student inkwarastate.

Then, the research instrument for this study. Is to make Use of Google form as an Instrument for proper and easy access to the respondent (i.e. the students in Ekiti State University).

The Google Form which will be created in different sections and it will be an open-ended questionnaire. The First section will be students Information such as name is the school, gender and level, while, the part will comp se of items relating to the study purpose

Validity of the Research Instrument
The research Instrument (google form) will be validated by the project Supervisor who used his Intellectual knowledge to critically analytically and logically examine the Instrument relevance of the contents and statements and then made the instrument valid for the study.

Reliability of The Instrument
The reliability of the instrument is the ability to show the degree to which measurement technique has the capability to produce consistently product

The reliability of the research Instrument will be determined by the person correlation co-efficient, using Test-re-test method.

Administration of The Instrument 
Is the way of way of administering the instrument to the selected institution undergraduate students The instrument will be administered through the use of social media platform specifically WhatsApp to answer the questionnaire for the purpose of the study?
Data Analysis Techniques
Using Google forms to gather data on the topic of ethical and legal Implication of using AI in education among Undergraduate Students is a great choice. The use of Quantitative Analysis and Qualitative analysis willbe employed.
Quantitative analysis: utilizing statistical analysis to identify trends, correlations and frequencies in the data collected through google forms.

This can include measure like percentage, average and correlations to quantify the prevalence and sign frequency of different perspectives of the topics

-Qualitative Analysis: analyse open-ended responses or comments in the google form to identify themes, patterns and nuances in participants perceptions of the ethical and legal Implications of AI in education.
CHAPTER FOUR
Results and Discussion
This chapter presents the results and discussion of findings-The questionnaire is administered with the use of Google form. A total number of 102 student responded to the questionnaire. Efforts made at this Stage is used to present, analyse and interprets the data collected during Google form Usage. This presentation is based on the responses from the Google form questionnaires.

The results of the questionnaire will be summarized in tabular forms for easy references and analysis. It also shows answers to questions relating to the research question for this research study. The research employs simple percentage in the analysis.Therefore, the responses of the students are presented in this Chapter

Data Analysis
TABLE 1: Gender Distribution of The Respondent Gender Distribution Of Respondents
	Respondent
	Gender
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	valid
	Male
	62
	60.8%
	60.8%
	60.8%

	
	Female
	40
	39.2%
	39.2%
	39.2%

	
	Total
	102
	100%
	100%
	100%


From the table above, it shows that 62 (60.8%) of the respondents are male, while 40 (39.2%) of the respondent are female -Thus Implies that male students constituted mostly in the study.
TABLE 2

Age Distribution of Respondents.
	Responses
	Age
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	15-20
	14
	13.7%
	13-7%
	13-7%

	
	21-30
	54
	52.9%
	52.9%
	52.9%

	
	31-40
	26
	25-5%
	25-6%
	25.5%

	
	41-50
	8
	7.8%
	7.8%
	7.8%

	
	Total
	102
	100%
	100%
	100%


The table above shows that (13.7%) of the respondents of 15-20, (52.9%) are in the are age of 21-30, (25-5%) are in the age range of 31-40 and (7.8%) is at the age range of 41-50
TABLE 3 Marital Status of Respondent.
	Response
	Marital status
	Frequency
	Percent
	Valid percent
	Cumulative Percent

	Valid
	Single
	54
	F2.9%
	52-9%
	52-9%.

	
	Married
	27
	26.5%
	26.6%
	26.5%

	
	Divorced
	15
	14.7%
	14-7%
	14.7%

	
	widowed
	7
	6.9%
	6.9%
	6-9%

	
	Total
	102
	100
	100
	100


The table above shows that 54 (62.9%) of the respondents are single, 27 (26-5%) of respondents are 15 (14.7%) of respondents of respondents are widowed. Divorced and are married 7(6-9%)
TABLE 4 Educational Qualification of Respondents
	Response 
	Education Qualification
	Frequency
	Percent
	Valid percent
	Cumulative percent

	Valid
	NCE
	13
	12.7%
	12.7%
	12.7%

	
	OND
	11
	10.8%
	10.8%
	10.8%

	
	HND
	12
	11.8%
	11.8%
	11.8%

	
	BSC
	61
	59.8%
	59.8%
	59.8%

	
	MSC
	6
	5.9%
	5.9%
	5.9%

	
	Total
	102
	100
	100
	100


The table above shows that 13 (12.7%) of the respondent who responded to the questions are NCE students, 11(10.8%) of the respondents are OND students, 12 (11.8%) of the respondents are’ HND students, 61(59.8% of the respondents are BSC students and 6 (5.9%) of the respondents are MSC students

Presentation of Results
Research Question 1
How often do you use AI tools or software for creative orproblem-solving task? 
TABLE 5

How often do you use AI tools or software for creative or problem- solving task?
	Response
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Daily
	52
	51%
	51%
	51%

	
	Weekly
	19
	18.6%
	18.6%
	18.6%

	
	Monthly
	20
	19.6%
	19.6%
	19.6%

	
	Rarely
	8
	7.8%
	7.8%
	7.8%

	
	Never
	3
	2.9%
	2.9%
	2.9%

	
	Total
	102
	100
	100
	100


In the table above, the researcher asks the respondents How often do you use AI tools or software for creative or problem-solving task? It can be seen that 52 respondent which represents 51% of the respondent are daily withthe use of Al tool in creative or problem solving task; 17 respondents which represent 18.6% of the respondents are weekly with the use of Al tool in creative un problem solving task; 20 respondents which represent 19.6% are Monthly to the use of Al tool in creative or Problem solving task,8respondent which represent 7.8% are Rarely to the use of Al tool in creative or Problem solving task; 3 respondent which represent 2.9% are Never to the use of AI tool in creative or problem solving task.
Research Question 2

Which of the following Al tools or software have you used for creative or problem-solving task?
Table 6

Which of the following Al tools or software have you used for creative or problem- solving task?
	Responses
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Generative 
	55
	53.9%
	53.9%
	53.9%

	
	Language models
	15
	14.7%
	14.7%
	14.7%

	
	Design assistants
	20
	19.6%
	19.6%
	19.6%

	
	Music Composition tools
	8
	7.8%
	7.8%
	7.8%

	
	Other
	4
	3.9%
	3.9%
	3.9%

	
	Total
	102
	100
	100
	100


In the table above, the researcher asks the respondents, which of the following Al tools or software have you Used for creative or problem-solving task’s? It can be observed that 55 respondent which represent 53.9% generative used for creative or problem-solving task; 15 respondent which represent 14.7% language models used for creative or problem-solving task; 20 respondents which represent 19.6% design assistants used for creative or problem-solving task;8 respondents which represents 7.8% music composition tools used for creative or problem-solving task;4 respondents which represents 3.9% other used for creative or problem-solving task.
Research Question Three
How has Al assistance Impacted your Creative Process?

Table 7

How has Al assistance impacted your creative process?
	Responses
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Increased efficiency
	38
	37.3%
	37.3%
	37.3%

	
	Improved Accuracy
	24
	23.5%
	23.5%
	23.5%

	
	Enhanced Imagination
	26
	25.5%
	25.5%
	25.%

	
	Simplified tasks
	7
	6.9%
	6.9%
	6.9%

	
	Others
	7
	6.9%
	6.9%
	6.9%

	
	Total
	102
	100
	100
	100


In the table above, the researcher asks the respondents “How has Al assistance Impacted your creative process? It can be observed that 38 (37.3%) which represent 38 respondents picks Increased efficiency that Al assist Impacted your creative process; 24 respondent which represent 23.5% Pick. Improved accuracy that Al assist Impacted your creative process: 26 respondents which represented 25.5% Pick: enhanced Imagination that Al assistance Impacted your creative Process, 7 respondents which represented 6.90% pick simplied taste that Al assistance impacted your creative process; 7 respondents which represented 6.97% Pick Other that Al assistance impacted your creative process.
Research Question 4
What motivate you to use Al tools or software for creative or problem-solving tasks?

Table 8

What motivates you to use Al tools or software for creative or problem-solving tasks?
	Responses
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Time Saving
	46
	45.1%
	45.1%
	45.1%

	
	Increase Productivity
	12
	11.8%
	11.8%
	11.8%

	
	New Idea and Inspiration
	21
	20.6%
	20.6%
	20.6%

	
	Improved quality of work
	15
	14.7%
	14.7%
	14.7%

	
	Curiosity and Experimentation
	8
	7.8%
	7.8%
	7.8%

	
	Total
	103
	100
	100
	100


In the table above, the researcher asks the respondents “what motivate you to use Al tools or software for creative or problem-solving tasks? It can be observed that 46 respondent which represent 45.17% picked Time – saving because it motivate the use of Al tools or soft ware for creative or problem solving task, 12 respondent which represent 11.87% pick increase productivity be- cause it motivate the use of Al tools or software for creative or problem-solving tastes 21 respondent which represent 20.6% Pick New Ideas and Inspiration because it motivate the use of Al took or software for creatives or problem solving tasks; 15 respondents

Which represent 14.27% Pick Improved quality of work because it motivates the use of Al tool or soft ware for creatives or problem-solving task, 8 respondents which represent 7.87% Picks Curiosity and Experimentation because at motivates the use of Al tool or Software for Creatives or problem-solving task
Therefore, the researcher concludes that Al motivade Student to use tool or software for creatives or Problem-Solving tasks.
Research Question 5

How Important is human oversight and controt in Al- assisted creative and problem-solving processes?
Table 9
	Responses
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Very Important
	59
	57.8%
	57.8%
	57.8%

	
	Somewhat important
	21
	20.6%
	20.6%
	20.6%

	
	Not Very Important
	14
	13.7%
	13.7%
	13.7%

	
	Not All Important
	8
	7.8%
	7.8%
	7.8%

	
	Total
	102
	100
	100
	100


In the table above, the researcher asks the respondents How Important is human oversight and control in Al assisted Creative and problem-solving processes? It can be observed that 59 respondents which represente 57.8% Picked very Important, 21 respondent which represents 20.6% picked somewhat important, 14 respon dertt’s which represent to 13.7% picked Not Very Important, & respondents which represent 7.8% Picked Not at all important”

Therefore, the researcher concludes that human oversight and Control in Al assisted creative and problem-solving processes Is Important
Research Question 6
How do you think Al can be support human creativity and problem-solving skill?
Table 10

	Responses
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Augmenting human abilities 
	35
	34.7%
	34.7%
	34.7%

	
	Providing new insight and ideas
	39
	38.6%
	38.6%
	38.6%

	
	Automating routine tasks
	9
	8.9%
	8.9%
	8.9%

	
	Enhancing collaboration 
	16
	15.8%
	15.8%
	15.8%

	
	Other
	2
	2%
	2%
	2%

	
	Total
	102
	100
	100
	100


In the table above, the researcher asks the respondent; “How do you think Al can be support human creativ and problem-solving skills? It can be asserved that 35 respondents which represent 34.7% pick Augmenting human abilities, 39 respondents which represent 38.5%? picked providing new insight and Ideas, 9 respondents which represent 8.9% picked Automating rouatine tasks, 16 respondents which represents 15.8% picked Enhancing collaboration; 2 respondents which represent 2% picked other.

Therefore, the researcher Concludes that Al Can Support human creativity and problem solving skille

Research Question 7

Have you experienced any challenges or limitation while Using Al tools or Software for creactive or problem- Solving tasks?
Table 11

	Responses
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Technical issue
	52
	51%
	51%
	51%

	
	Limited functionality
	23
	22.5%
	22.5%
	22.5%

	
	Lack of understanding AI output
	18
	17.6%
	17.6%
	17.6

	
	Ethical concerns
	9
	8.8%
	8.8%
	8.8%

	
	Total
	102
	100
	100
	100


In the table above the researcher ask the respondent. Have you experienced any challenges or limitation Lohile using Al tools or Software for creative or problem-solving tasks 7 It can be observed thad 52 respondent which represented 51% Picked Technical Issues, 23 respondents which represent 22.5% Picked limited Functionality, 18. respondent which represent 17.6% picked lack of understand ing Al Outputs, a respondent which represents 8.8% picked Ethical concerns?
Therefore, the researcher concludes, that there are Challenges or limitation while using Al tools or soffionne for creative or problem-solving tasks.

Research Question 8
What Potential risks on downsides do you associate Louth relying on Al for Creatives or problem-solving tasks?

Table 12

	Responses
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Bias and discrimination
	35
	34.5%
	34.5%
	34.5%

	
	Loss of human touch
	17
	16.7%
	16.7%
	16.7%

	
	Job displacement
	15
	14.7%
	14.7%
	14.7%

	
	Dependence on technology
	31
	30.4%
	30.4%
	30.4%

	
	Other
	4
	3.9%
	3.9%
	3.9%

	
	Total
	102
	100
	100
	100


In the table above, the researcher asks the respondent. What potential risks or downside do you associate with relying on Al for creativel or problem Solving tast? It can be observed that 35 respondentsWhich represent 34.8% picked Bias and discriminating 17 respondents, which represent 16.7% Pick loss of human touch, 15 responderits which represent 14.7% Picked Job displacement, 31 respondents which represent 30.4% picked dependence on technology, 4 respondents which represent 3.9% Picked others.
Research Question 9
How do you think Al will impacte the future of Creative Industries?

Table 13

	Responses
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Positive impact
	67
	65.7%
	65.7%
	65.7%

	
	Negative Impact
	12
	11.8%
	11.8%
	11.8%

	
	No impact
	11
	10.8%
	10.8%
	10.8%

	
	Uncertain
	6
	5.9%
	5.9%
	5.9%

	
	Other
	6
	5.9%
	5.9%
	5.9%

	
	Total
	102
	100
	100
	100


In the table above; the researcher asks the respondersts How do you think Al will impact the future of Creative Industries? It can be observed that 67 respondents which represent. 65.7% picked positive impact that Al voull Impact the future of Creative Industries 12 respondents which represent 11.8 oto picked Negative impact that Al will impact the future of Creative Industries,11 respondents which represents 10.8% Picked No Impact that Al will Impact the Future of Creative industries, 6 respondents which represent 5.9% picked uncertain, 6 respondents which represent 5.9%picked Other.

Therefore, the researcher conclude thuat Al has positive impact in the future of Creative industries

Research Question 10
Would you recommend Al tools on software to others for creative or problem-solving tastes?
Table 14

	Reponses
	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	Valid
	Yes
	75
	73.5%
	73.5%
	73.5%

	
	No
	8
	7.8%
	7.8%
	7.8%

	
	Maybe
	8
	7.8%
	7.8%
	7.8%

	
	Depend on the task
	11
	10.8%
	10.8%
	10.8%

	
	Other
	0
	0%
	0%
	0%

	
	Total
	102
	100
	100
	100


In the table above, the researcher asks the respondents ‘Would you recommend Al tools or software to other for creative of problem-solving tasks? It can be observed that 15 respondents which represents 73.5% picked yes, & respondents which represents 7.8% picked No, 8 respondents which represents 7.8% picked Maybe, 11 respondents which represents 10.8% Picked depend on the task, 0 respondent which represent 0% picked 0.
Therefore, the researcher concludes that that Al toots or software is been recommend for creative or problem-Solving task.

Discussion of Findings
Table 5 shows that AI tools or software is often use for creative or problem-solving task
The frequency of Al tool use among scholar for creative or problem-solving task can vary depending on their field of study, research goals, and personal preferences, however, here are some Insight into Al tool usage among scholars based on existing research.

Problem Solving scholars in field like business, engineer, and computer Science frequently use Al tool for problem em solving tasks Such as data analyses, predictive, modelling and decision making.

Creative task; Researchers in crective fields like art design, and writing may use Al tools for idea generation Content creation and collaboration.

Barnier to adoption: Some scholars may not use AI tool for frequently due to concerns about data Privacy, algorithmic bias and the need for technical expertise.
Table 6 Shows Which of the following Al tools on Software have you used for creative or problem-solving task. They Include:

Software for Problem solving

Excel
• Python libraries (mumpy, pandas, sukit- learn)
Software for Creativity

Muse

Blender

Software for both problem solving and creativity
• Mind master
Evernote

Table 7 showsthat How has Al assistance impacted your creative process. According to scholar, Al assistance has Impacted the creativity process in both positive and negative ways

Positive Impacts

1. Idea generation
2. Augmenting human abilities
3. Collaborations
4. Negative Impacts
5. Dependence on technology
6. Homogenization of ideas
7. lacks of human Intuition
Table 8 shows what motivate you to use Al tool or software for creative or problem-solving tasks According to scholars the following motivation drive the use of Al tool or software for creative or problem-solving task

1. Increased efficiency.
2. Improved accuracy


3. Scalability
4. Innovation
5. Collaboration
6. learning and development
7. Enhanced decision-making

Table 9 shows that how Important is human oversigtel and control in Al assisted creative and problem-solving processes, human Oversight and control are crucial In Al-assisted Creative and problem-solving processes for Several reasons

1. Ensuring relevance and appropriateness
2. Contextual Understanding

3. Ethical consideration

4. Creative direction

5. Error detection and correction

Table 10 show How do you think Al can be Support human creativety and problem-solving skille Al can support human creativity and problem-solving.

Skill in the following. 
1. Augmenting human abilities

2. Providing new tool and mediums
3. Assisting in research and analysis
4. Generating new ideas and inspiration
5. Collaborating problem-solving
Table 11 shows, have you experience any challenger or limitation while using Al toole or software for Creative or problem-solving task. Some challenges and Remitations of using Al tools or software for creative o problem solving tastes include

1. Lack of Understanding of Al capabilities

2. Data quality Issues

3. Dependence on data

4. Lack of human intuition

5. Ethical Concerns.

Table 12 shows what potential risks or davanside do you associate with relying on Al for Creative or problem-solving tasks. The potential risks or downsides of relying on Al for creative or problem-solving task Include 
1. Loss of human Creativity and stille

2. Bias and discrimination

3. Lack of accountability and transparency
4  Unintended consequences

5 Security and privacy ristes

6 Job displacement.

Table 13 show How do you think Al will impact the future of Creative Industries. Al will impact the future of Creative Industries in the following ways

• Al will augment human creativity and increase productivity in creative Industries

1. Al will create new job opportunities in field that do not exist yet.
2. Al will change the way we consume creative content.
3. The use of Al in creative Industries will raise ethical concerns.
4. Al can assist and support humans, but it is unlikely to replace them.
Table 14 showe would you recommend Al tool on software to covers for creative or problem-solving task Scholar recommend Al tools for Creative and Problem-solving tasks the Include

1. Support customer service and HR processer 
2. Analyse data and provide insights
3. Generate text, Images, Videos and code.

4. Augment Luman Capabilities and Increase productivity
5. Automate repetitive tasks and enhance Custuma experience.

CHAPTER FIVE

Summary Conclusion and Recommendation
This Chapter Presents the summary of finding conclusion, recommendation, limitations of the study and suggestion for further studies.

Summary
This study examines the use of AI in enhancing creativity on the purpose of the study, research questionis formulated. The study adopts a descriptive research survey type method. Simple random sampling technique is adopted in selecting just one institution in kwara State i.e. Eksu (COED).
The Study make use of Google form as the instrument in admin is tering the questionnaire to the Students. The Google form is created in different sections. The first Section is the Student information such as age, gender marital status and educational qualification, while the remaining Part comprisedof items relating to the study purpose. Data is analysed using descriptive statistics of frequency and simple percentage.

Based on the findings it is revealed that the Project aims to Provide insights into the effective use of Artificial intelligence (49) in creative and Problem-solving tasks. Fostering innovation and efficiency while addressing Potential risks and limitations.

It also explores the roles of AI in enhancing humancreativity and Problem-solving skills, investigating benefits, challenges, and best practices for integrating AI tools and software into creative and Problem-solving tasks. It also increases productivity and improved accuracy to enhance human abilities.
Conclusion
In conclusion, the integration of Artifical intelligence (AI) in creative and Problem-solving skills has the potential to revolutionize various industries and aspects of our lives. AI’s ability to augment human Capabilities, produce new insights and automate routine tasks can significantly enhance creativity and Problem-solving Skills

While Challenges and limitations exist, the benefits of AI integration outweigh the drawbacks. By acknowledging these challenges and developing Strategies to address them, we can harness the full Potential of AI to enhance human Creativity and problem-solving skills.

Ultimately, the future of creativity and problem-solving skills lies in the harmonious collaboration between humans and AI. By enhancing synergy, we can unlock new possibilities, drive innovation and solve complex problems more efficiently and effectively.
The Project’s findings and recommendations aims to inspire and guide individuals and organizations in leveraging AI to enhance creativity and problem-solving skills paving way for a brighter, more innovative future.
Implications of the Study

The use of AI in education has important ethical and legal implications that need to be considered. These include ensuring that AI systems are transparent, unbiased, and respectful of student privacy. Additionally, there are legal concerns around data protection, intellectual property, and accountability for decisions made by AI systems. To address these concerns, it's important to develop clear guidelines and regulations for the use of AI in education and to prioritize inclusivity, accessibility, and human oversight.

Recommendation
Researcher recommends that educators AI helps in the enhancement of creativity and Problem-solving skills. Researcher also recommands Some recommendations for future research, Policy recommendation, educational institution and industry and developers.

Devolopment of A1-Powered tools which creates Software that can assist human.in Music, writing and design. creative tasks such as arts, music, writing and design.

Also, integration of AI in education there by incorporating AI into educational curricula to enhance Problem solving skill creativity in students. Encourage human-AI Collaboration, design Systems that facilitate collaboration between humans and AI to Leverage the strengths of both
Limitation of the Study
The study is only limited to furo institu-fron in kwara state out of twenty-eight institutions established in the state.

Suggestion for Further Studies
Based on the findings, the researcher implores that

The following fopics could be cancred out: 
1. Investigate AI’s impact on specific creative domains; Exploring how AI influences creativity in areas like music, writing art or design.

2. Analyze the row of human Al collaboration: Study the effectiveness of Collaborative systems where human and AI work together to generate creative solution.

3. Develop New AI – Powered creative tools: createinnovative AI tools that assist humans in Creative tasks, Such as idea generation or constant creation.

4. Examine AI impact on Problem-sowing in various industries investigate how AI enhances Problem-solving Skills in freld like health care, finance, or education.

5. Investigate the ethical implications of AI-generated creative content explore the ethical concerns surrounding AI-generated content, such as authorship and ownership

These Suggestions offer opportunities for further exploration and research, providing valuable insights into the dynamic relationship between. AI, creativity and problem-solving skills.
REFERENCES

• Alharbi, S.M. Elfeky, A. I, & Ahmed, E’S. (2003) The Effect of E-Collaborative Learning Environment on Development of Critical Thinking and Higher Order Thinking Skills. Journal of Positive Schol Psychology, - 6848-6854.

• Googe, 7. (2021), An Introduction to Mixed Martuseds Research. Scribbrow

• Muthmainnan, U., IbnaSeraj, P. M., &Oter, I. (2023). Playing with u AI to Investigate Human-Computer Interaction Technology and Improving Critical Thinking Skills to Pursule 21st Century Age. Education Research International, 2002, 06468995

• Zhu, J., & Ren, C. (2012). Anally sus of the Effect of Artificial Intalugence on Rate Cognition in the Edura tom system. O Ceapatronal Therapy International, 2003, 01781662.

• Principles of Creative Problem Solving on AD Systems? By Dr. Ana-Maria Olteteanu, a book that Provides a framework to understand the theoretical an of Emperical Cognitive Processes involved in Creative Problem Soluing by Computational Systems.

• “Unleashing Innovation; The Power of AI in creative problem-solving” a blog that explores the intersection of AI and creative thinking, including real-world examples of human – AT Collaboration on creative Problem-Solving

• “The application of AI technologies in 57Em education” a Systematic review from 2011 to 2021” a Study
Published in the international journal of Stem Education that examines the offoots of AI in STEM education and Proposes educational and technological Empireactions for applying AI techniques in STEM education.

•Hare, S. (2022). Technology is not neutrafi A Short Jurde to technology ethics. London Publishing Partnership.

• Broussard, M. (2018). Artificial intelligence: how computers misunderstand the world MIT Press.

•Roose, K. (2022 October 21), AI-generated art & already fram siforming Creative work. The New York Times.

• Salles, A., Evers, K., & faris co, M. (2020). Anthro- Pomorphism in AI. AJOB Neuroscience, 11(2), 88-95.

• Runco, M. A., & Jaeger, GG. J. (2021). The Standard definition of creativity, Creatwity Research Journal, 24(1), 92-96.

Soe, K., Tang, J., Roil, I, felt, S., & Yoon, D. (2021). The impact of artificial intelligence on learner instructor interaction in online learning. Internatinal journal of education technology in Higher Education. 18(1).54.

• Creely, E., Henrikson, D., & Henderson, M.Q021). Three modas of Creativity. Journal of Creative Behaviour, (55) (2), 306-318

• de Sant kaurants C. (2018). In defense of Machine Learnmy Debunking the Mytus of artificial intelligence. Europe’s Journal of Psychology, 14 (4), 734.
6

