Supplementary Material 2
Appendix A
Table 6: Details of 57 Articles Included in the Scoping Review – Alphabetical and Chronological by Year
	Author(s) and Publication Year
	Article Type
	Location
	Creative Domains
	Method
	Sample for Empirical Studies
	Summary of Key Findings

	Ardeliya et al. (2024)
	Peer-reviewed journal article
	Egypt
	Digital Art, Music Composition, Aesthetic Design
	Literature review
	Not applicable
	Reviews generative art, music, and design, and discusses algorithmic bias, authenticity questions, accessibility barriers, and the need for user-friendly tools, advanced data processing capabilities, and interdisciplinary collaboration.

	Atanacković (2024)
	Peer-reviewed journal article
	Serbia
	Music Composition
	Literature review
	Not applicable
	Reviews literature and concludes that GenAI for music production lacks authenticity and emotional depth. While assistive AI tools can enhance creativity through co-creation, shows ethical concerns about copyright violations, algorithmic bias, and potential job displacement for musicians.
 

	Bomba et al. (2024)
	Peer-reviewed journal article
	Italy
	Visual Arts
	Case study (retrospective analysis), interviews
	Visual artist, computer scientist, artistic director
	Studies human-AI interaction in an art project, proposing “entangled authorship” to de-individualise knowledge production. Argues art can expose relationships and challenge the idea of GenAI as merely a tool.

	Braccini et al. (2024)
	Conference proceeding
	Italy
	Dance Choreography
	Case Study
	Not applicable
	Proposes a methodological approach for automatic generation of dance choreographies for artificial agents driven by Swarm Intelligence mechanisms, and a case for artificial creativity in dance.

	Bryan-Kinns et al. (2024)
	Conference proceeding
	United Kingdom
	Music Composition
	First-person accounts, Observations, Case study
	2 musician-researchers, 3 practising musicians
	Explores how AI-generated content is used and appropriated in creative music practice by musicians from incongruous genres. Highlights issues of control, ambiguity, trust, and filtering AI generated content, and adaptations in musicians' practice.

	Carrera et al. (2025)
	Conference proceeding
	Canada
	Creative Writing
	User study, interviews, survey
	13 professional creative writers
	Introduces "Nabokov's Cards" to support prewriting by allowing writers to combine idea fragments using an LLM. The tool facilitated nonlinear interactions, divergent thinking, play, improvisation, and reflection, and encouraged innovative approaches beyond typical AI clichés.

	Chakrabarty et al. (2024a)
	Conference proceeding
	United States
	Creative Writing
	User study, comparative analysis
	10 creative writing expert assessors, 12 professional authors
	Proposes the Torrance Test of Creative Writing (TTCW) to evaluate creativity in LLM-generated stories. Found LLM-generated stories passed 3-10 times fewer TTCW tests than human-written stories, revealing a significant gap in evaluated creativity. Also explored LLMs as assessors, finding no positive correlation with expert assessments.

	Chakrabarty et al. (2024b)
	Conference proceeding
	United States
	Creative Writing
	User study, survey
	30 professional writers
	Investigates the effectiveness of LLMs in assisting professional writers across planning, translating, and reviewing stages. Found LLMs more helpful in translation and reviewing, but noted limitations like repetitive nature, over-reliance on clichés, and lack of nuance.

	Chandrasekera et al. (2025)
	Peer-reviewed journal article
	United States
	Urban Furniture Design
	Design task evaluation
	40 design students
	Finds that GenAI significantly influences the creative design process, enhancing the quality of design outcomes and reducing cognitive load. The AI group demonstrated better performance in both tasks.

	Choi et al. (2025)
	Conference proceeding
	South Korea
	Music Composition
	Music creation study
	17 participants with diverse musical backgrounds (experts, novices, non-professionals)
	Reveals that user experience with prompt-based music GenAI varies by expertise and creative goals. Experts used it to validate concepts, novices for reference samples, and non-professionals for transforming abstract ideas. Identified potential for efficiency but limitations in handling temporal/musical nuances via prompts.

	Correia (2024)
	Conference Proceeding
	Finland
	Music Composition
	Literature review
	Not applicable
	Reviews challenges, opportunities, and strategies for human-centred GenAI in music compositional practice, emphasising the role of metaphorical design in shaping musicians' expectations. Advocates for culturally sensitive GenAI design and user-friendly interfaces.

	Davis et al. (2023)
	Conference Proceeding
	Switzerland
	Fashion Design
	Interviews, observations
	7 fashion design apprentices
	Shows how GenAI custom tool generative.fashion supported both divergent and convergent thinking. Highlights that current generative modelling tools often lack critical features for useful creativity support. Novel interfaces and interaction modalities, theoretically aligned with design space exploration, are crucial for unlocking GenAI's creative potential.

	De Filippo and Milano (2024)
	Conference Proceeding
	Italy
	Dance Choreography
	Experimental analysis, survey
	Audience of performance
	Assesses LLM effectiveness for robotic dance choreographies. Human feedback and collaboration (gradually introducing human knowledge through examples and natural language feedback) can improve the quality and artistic impact of LLM-generated choreographies. Highlights the importance of prompt engineering for creativity tasks.

	El Moussaoui (2025)
	Peer-reviewed journal article
	Italy
	Architecture
	Narrative review
	Not applicable
	Explores how GenAI in architecture enhances creativity and efficiency through automating repetitive tasks and proposing innovative solutions, but challenges exist in capturing the multisensory and experiential dimensions of space.

	Elrawy and Wagdy (2025)
	Peer-reviewed Journal Article
	Egypt
	Architecture
	Survey, Interviews
	59 architects
	Explores GenAI's potential to enhance design quality and project outcomes for architects despite concerns regarding job displacement and control over AI outputs. Small firms view AI as vital for optimising operations and attracting clients, with benefits in conceptualisation and visualisation, enhancing creativity and efficiency.

	Ford et al. (2024)
	Conference Proceeding
	United Kingdom
	Music Composition
	Autoethnography interviews, survey, case study
	6 artist-researcher composers
	Finds how music composers curated AI-generated content (AIGC) by relying on instincts for real-time synthesis. AI's ambiguity opens space for reflection, enabling responses to surprises and assigning meaning to outputs.

	Guo et al. (2025)
	Conference Proceeding
	United States
	Creative Writing
	Interviews and contextual inquiry
	18 creative writers
	Shows how creative writers intentionally incorporated GenAI, making deliberate decisions based on core values like authenticity and craftsmanship. Writers developed fluid relationships with AI (not just a tool or collaborator) and sophisticated workflows involving iterations and decision points to maintain creative control.

	Hong et al. (2024)
	Conference Proceeding
	France;Japan 
	Dance Performance and Choreography
	Case study, interviews
	Dancers, audience of performance
	Explores dynamic interplay and improvised co-creation between human beings and artificial entities (humanoid robot, evolving virtual ecosystem) in a dance performance. Highlights the significance of cross-temporal dialogues and autonomous interactive systems in fostering improvisational co-creation and dynamic human-machine interaction in live stage settings.

	Hu et al. (2025)
	Conference Proceeding
	United Kingdom 
	Digital Art and Creativity
	Literature review
	Not applicable
	Presents a systematic review and taxonomy of interactive GenAI system designs for art and creativity in HCI literature, mapping characteristics to creative domains, user interaction patterns, and GenAI technologies. Identifies four interaction paradigms: medium, tool, partner, and mediator. Highlights under-represented spaces and future directions.

	Ijiga et al. (2024)
	Peer-reviewed Journal Article
	Nigeria; United States
	Music, Creative Expression
	Literature review, case studies
	Not specified
	Reviews generative music models, voice cloning, and voice transfer technologies and how they enable unique compositions, voice replication, and vocal modulation. These tools challenge traditional boundaries, but also raise ethical and legal considerations regarding authorship and creativity.

	Kim and Oh (2025)
	Peer-reviewed Journal Article
	South Korea
	Creative Writing Evaluation
	Comparative experimental study
	8 human creative writers experts
	Finds that LLMs provided consistent and objective evaluations, achieving higher Inter-Annotator Agreement (IAA) compared to human evaluators. However, LLMs have limitations in recognising nuanced, culturally specific, and context-dependent aspects of creativity, hence requiring a hybrid evaluation approach combining LLM consistency with human judgment.

	Leong et al. (2025)
	Conference Proceeding
	Canada
	Visual Design (Character Design )
	Interviews, user study
	5 character designers (for formative interviews), 8 creators (for user study)
	Evaluates Paratrouper (a novel multi-modal system), a GenAI tool that facilitates broad exploration and rapid refinement of design intent, particularly for early-stage visual conceptualisation and rationalisation required for customisation of character cast design. Highlights the interplay between creative agency and serendipity, and the importance of visual interrelationships among characters. 

	Li et al. (2025)
	Peer-reviewed journal article
	China, United Kingdom, United States
	Architecture
	Literature review and meta-analysis
	Not applicable (review article)
	Explores how AI optimises architectural design, enhancing efficiency and fostering sustainability. AI is seen as a labour-saving tool, but architects must maintain responsibility. Legal uncertainty exists regarding intellectual property for AI-generated designs.

	Liu and Sra (2024a)
	Conference proceeding
	United States
	Dance Choreography
	Formative study, system usability evaluation
	7 choreographers (formative study), 6 choreographers (user study)
	Explores DanceGen, an AI system that helps choreographers generate and iteratively edit dance sequences from text descriptions, supporting ideation and digital prototyping in the choreography preparation stage.

	Liu and Sra (2024b)
	Conference proceeding
	United States
	Dance Choreography
	Formative study, system usability evaluation
	6 professional choreographers
	Presents work on developing an AI-assisted system for choreography creation that helps with both ideation (generating new dance ideas) and prototyping (digitally testing and refining dance movements).

	Loor Paredes (2025)
	Peer-reviewed journal article
	Australia
	Music Composition
	Visual ethnography, interviews, observations
	Music technologists (researchers, developers, professional and aspiring artists)
	Explores how music technologists valued mistakes, glitches, and uncertainty in the creative process. Criticism of AI’s replication of human emotions, with concerns about limited expressive qualities.

	Lovato et al. (2024)
	Conference proceeding
	United States
	Visual Arts
	Survey
	459 artists across various creative fields
	Discusses how the majority of artists believe creators should disclose art used in AI training, that AI outputs should not belong to model creators, and expresses concerns about AI's impact on the art workforce and who profits from their art.

	Marin-Bucio (2025)
	Peer-reviewed journal article
	Norway; Mexico; United Kingdom; Argentina
	Dance Performance
	Autoethnography, observations
	Dancer-choreographer, computational scientist, audiences
	Explores how AI-generated movements can evoke meaningful dance experiences, expanding the definition of dance to include non-human agents. Emphasises co-creativity and the role of human perception in completing the dance experience.

	Martin et al. (2024)
	Conference proceeding
	United States
	Dance Choreography
	Performance-as-research, survey, interviews, audience feedback
	Dancers, choreographers, 23 audience members
	Presents a human-robot teaming platform for live, improvisational choreography. It allows choreographers to specify real-time interactions, and insights were gathered on audience sentiment and performer experience regarding human-robot teams in close proximity.

	Messer (2024)
	Peer-reviewed journal article
	Germany
	Visual Arts
	Experimental design survey
	560 participants (general public)
	Explores how GenAI at different artistic creative processes affects the general perception of the resulting artwork. Co-created art is less liked and recognised when AI is used in implementation, although perceived as more novel. Artists who co-create are less admired and perceived as less authentic. Disclosure of artist involvement can mitigate negative effects, and the impact is diminished in commercially motivated art.

	Mirwais et al. (2025)
	Peer-reviewed journal article
	Afghanistan; China
	Architecture (3D Concrete Printing)
	Literature review
	Not applicable
	Reviews how GenAI tools (ChatGPT, GANs, RL, Digital Twins) integrate into 3D concrete printing to address challenges in material efficiency, structural robustness, and ecological impact. Explains how the tools support ideation, validates designs, and optimises printing parameters, contributing to sustainable and adaptive construction.

	Muehlhaus and Steimle (2024)
	Preprint
	Germany
	Interaction Design
	Empirical Study, User Study
	10 graduate-level human-computer interaction designers
	Shows how GenAI effectively supports designers across all phases of user-centred design (requirements elicitation, conceptual design, physical design, and evaluation) for creating, refining, and gathering feedback on artefacts. Discussed challenges around stereotypical representations and difficulty generating functional designs.

	Mycka and Mańdziuk (2025)
	Peer-reviewed journal article
	Poland
	Music
	Literature Review
	Not applicable
	Reviews music generation and music recommendation by AI, with key challenges including generating long, expressive music that imitates human performance, copyright concerns, and the lack of objective tools for performance evaluation. 

	Naqvi et al. (2025)
	Conference Proceeding
	United States
	Graphic Design
	Artifact-based Interviews
	28 designers (undergraduates/graduate students and design professionals).
	Explores the rift in designers' value systems regarding GenAI, with experienced designers circumspect about the loss of traditional creativity and foundational skills, compared with the enthusiasm of junior designers. Juniors advocate for early AI integration, while senior students and professionals stress foundational skills first. Debates about ownership, originality, marketability of AI skills, and the limited affordances of AI-generated outputs for meaningful designs.

	Naseri (2024)
	Peer-reviewed journal article
	Italy
	Architecture, Urban Design, Urban Planning, Interior Design
	Case study, comparative analysis, tool evaluation

	Not applicable
	Examines the impact of AI in architecture and urban design, highlighting tools like PlanFinder, TestFit, and Luma for enhancing sustainability, efficiency, and innovation. Discusses benefits (time-saving, cost reduction, experimentation) and drawbacks (data dependency, limited modification, compatibility issues, ethical concerns, job displacement).

	Onatayo et al. (2024)
	Peer-reviewed journal article
	United States; South Africa; Nigeria; Australia
	Architecture, Engineering, Construction
	Literature review
	Not applicable
	Explores AI in AEC sector for enhancing learning, productivity, and efficiency. Applications include rapid conceptualisation and visualisation in architecture, swift generation of technical specifications and simulations in engineering, and optimisation of project management workflows. Identifies the need for continuous professional development, formal education, and practical training for effective integration.

	Pataranutaporn et al. (2024)
	Conference Proceeding
	United States; Thailand
	Dance Performance
	Performance-as-research, observiations

	Dancers, choreographers, multidisciplinary researchers
	Introduces “co-dancing" by computationally formalising traditional Thai dance knowledge into an interactive model. This model allows human dancers to improvise with virtual partners in real-time, resulting in hybrid movement aesthetics and expanding artistic expression while preserving cultural heritage.

	Pike et al. (2025)
	Peer-reviewed journal article
	Australia
	Theatre
	Reflective case study, survey
	Writer/ director, animator, choreographer, dramaturg, and digital scenographer, audience
	Explores the challenges of integrating communal augmented reality (AR) effects in live theatre, highlighting tensions between technology, traditional practices, and artistic vision. AI-powered technology is posited as a solution to alleviate these tensions, streamline development, and improve creative outcomes while preserving human involvement.

	Qin et al. (2024)
	Conference Proceeding
	China; Hong Kong
	Creative Writing
	User Study, Online Survey
	14 creative writers (user study); Participants for online survey (number not specified).
	Evaluates LLM-powered chatbot avatar system CharacterMeet for creative writing through iterative character construction by allowing conversation and customisation of context, appearance, voice, and background. It facilitates ideation and exposition, with visuals and audio enhancing immersion. Describes how the tool supports the entire character construction process, not just early stages, demonstrating the potential of personalisable GenAI creativity support tools.

	Rane et al. (2023)
	Peer-reviewed journal article
	India
	Architectural Design, Architectural Engineering, Interior Design, Urban Design and Planning
	Literature review 
	Not applicable
	Reviews how GenAI models are transforming architectural design (theory, process, visualisation, interior, urban, cultural/social factors) and engineering (structural, building systems, construction management, building codes, materials, sustainability). Challenges include ethical considerations and the evolving role of architects.

	Ren (2024)
	Conference proceeding
	United States
	Theatre, Playwriting
	Analysis of works and experimental script creation
	Not applicable
	Explores AI's role in theatre, focusing on AI-generated stage plays. Highlights AI's capability to generate scripts, characters, and narratives, as well as its limitations regarding emotional depth and cultural understanding. Emphasises the need to balance AI-generated content with human qualities.

	Roncoroni et al. (2024)
	Peer-reviewed journal article
	Peru
	Industrial Design, Sculpture, Architecture
	Art-based experimental research
	Not applicable
	Explores computational creativity issues in generative design and digital fabrication. Proposes programmable meshes and hybrid fabrication processes combined with ethno-computation as solutions to foster artistic creativity and address digital fabrication issues, arguing against the limitations of current AI models.

	Saliu and Elezi (2025)
	Peer-reviewed journal article
	North Macedonia
	Architectural Design, Urban Planning
	Literature review
	Not applicable
	Reviews how AI (machine learning, generative algorithms, evolutionary algorithms) is impacting architectural practices by enhancing creativity, efficiency, and sustainability. Findings show how it aids in optimising spatial layouts, energy efficiency, and structural durability, and automates repetitive tasks.

	Sanchez et al. (2024)
	Peer-reviewed journal article
	United States; New Zealand; Australia
	Urban Planning, Urban and Architectural Design
	Literature review, topic modelling analysis
	744 research publications on AI in urban planning
	Identifies key themes in AI in urban planning, highlighting applications for public services, optimising transportation, and managing urban development.

	Tan and Luhrs (2024)
	Peer-reviewed journal article
	Australia
	Architectural Design
	Textual analysis, reflective practice, tools evaluation
	Architects
	Demonstrates how Midjourney can enhance divergent and convergent thinking in an architect's creative design process, accelerating user persona development and ideation for desirable spaces.

	Thamma (2025)
	Peer-reviewed journal article
	United States
	Architecture, Urban Planning, Spatial Design
	Critical review of methods and cases
	Not applicable
	Argues how AI-driven generative design improves design performance, inventiveness, and sustainability in architecture and urban planning. Discusses applications like optimising spatial layouts, assessing environmental effects, and suggesting eco-friendly designs. Addresses ethical issues, data privacy, and algorithmic bias.

	Uusitalo et al. (2024)
	Conference proceeding
	Finland
	User Experience (UX) Design, Industrial Design
	Interviews
	10 specialists in UX and industrial design
	Reveals wide variation in attitudes toward GAI tools (threat-oriented to empowerment opportunities) depending on agency and perceived control. Explores GAI's role in design sensemaking and its impact on creative work, connecting findings to the Coping Model of User Adaptation and metacognitive skills.

	Vainikka et al. (2025)
	Peer-reviewed journal article
	Finland
	Screenwriting (Film and Television)
	Interviews
	13 screenwriters, 4 commissioners
	Explores the impact of GenAI on screenwriting. Identifies three stances towards AI (functional, critical, curious). Highlights prompt engineering as a new skill and discusses concerns about original script ideas, income, and intellectual property rights due to unregulated AI use.

	Wallace et al. (2024)
	Peer-reviewed journal article
	Norway; Australia
	Dance Composition and Improvisation
	Case study
	1 professional dancer and choreographer
	Explores the potential of "glitches" (physics-breaking mistakes) in AI-generated dance as a creative catalyst. Found that GenAI, particularly through glitches, can engage dancers by surprise, inspiring transformation from abstract to physical movements and encouraging a break from ingrained patterns. Challenges the importance of realism in dance generation models.

	Wan et al. (2024)
	Conference Proceeding
	Hong Kong; Macau
	Creative Writing (story prewriting, slogan writing)
	Qualitative study
	15 creative writers
	Identifies a three-stage iterative Human-AI Co-creativity process (Ideation, Illumination, Implementation) in prewriting, where humans play a dominant role with shifting levels of AI initiative. Highlighted collaboration breakdowns and workarounds, and provided design implications for future LLMs in creativity support.

	T. Wang et al. (2024)
	Conference Proceeding
	China
	Architecture Design
	Case study
	6 architecture professors and 8 students
	Finds how GenAI increases the creativity of architecture design concepts, primarily through better visual presentation for junior students. However, AI does not seem to comprehend basic architectural design principles. Aims to evaluate if AI-generated images are more “creative” than physical models.

	Y. Wang, et al. (2024)
	Preprint 
	India
	Content Creation, Creative Writing
	Technical report
	Not applicable
	Evaluates WEAVER, a family of LLMs specifically pre-trained and fine-tuned for content creation. Claims to outperform generalist LLMs (including GPT-4) in writing scenarios, producing more human-like texts and following diverse instructions. Emphasises the advantage of specialised LLMs for writing purposes.

	Wang, Bao, et al. (2025)
	Preprint 
	China
	Graphic Design, Advertising
	User and performance studies
	Not applicable
	Presents DesignDiffusion, a framework for high-quality text-to-design image generation. Addresses challenges in generating accurate and style-consistent textual and visual content. Employs character embedding, character localisation loss, and Self-Play Direct Preference Optimisation for improved quality and accuracy.

	Wang, Zerkowski, et al. (2025)
	Preprint
	United States; Netherlands
	Contemporary Dance
	Video analysis, Case study
	Dancers
	Proposes an AI method to model complex interactions between pairs of dancers, specifically for generating choreographic partners— emphasises artist-centric development and co-creation with artistic stakeholders. 

	Xiong et al. (2025)
	Peer-reviewed journal artlce
	United States
	Architecture, Engineering, and Construction
	Survey
	162 professionals across 12 AEC occupations
	Assesses GenAI integration in AEC workflows across three dimensions: Technical (capability readiness), Social (risks and harms), and Socio-Technical Systems (adoption barriers and support needs). Found moderate GenAI use in design tasks but limited in manual roles, high risks (AI hallucinations, data privacy, IP issues), and major barriers (lack of technical expertise, uncertain ROI).

	Zhang et al. (2023)
	Conference Proceeding
	United States
	Architectural Design
	Design task, interview
	11 architecture graduate students (2 years of work experience)
	Explores how designers use GenAI images in design sketches to inform early-stage 3D design. Findings suggest image AI is valuable for generating inspiration and developing concepts in early-stage design, helping explore more design directions. Also identified perceived limitations of text-to-image models.

	Zhou and Lee (2023)
	Preprint
	United States
	Visual Digital Arts
	Large-scale data analysis, event study
	Over 4 million artworks from more than 50,000 unique users (artists)
	Found that AI-assisted artists produce 25% more artworks and the value (favorites per view) increases by 25%. Peak content novelty increases, but average content novelty declines. Both peak and average visual novelty consistently decrease. Artists who produce more novel content ideas receive more favorable peer evaluations, suggesting ideation and filtering are necessary skills.




