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REVIEW ARTICLE

Creativity in Information Systems Research: A
Systematic Literature Review

Mojca Simonovič a,*, Aleš Popovič a,b, Matej Černe a

a University of Ljubljana, School of Economics and Business, Ljubljana, Slovenia
b University of Ljubljana, Faculty of Computer and Information Science, Ljubljana, Slovenia

Abstract

For more than six decades, creativity has been the cornerstone of diverse scienti�c disciplines, including psychology,
sociology, and organizational behavior (OB) studies. Its fundamental role in guiding business prospects, driving devel-
opment, and fueling economic growth has made it an essential research theme in many �elds. Yet, despite its importance,
scholars within the information systems (IS) discipline have highlighted the signi�cant lack of attention paid to this
concept in their research. The transformative role creativity plays in contemporary business environments, along with
the ever-present need to innovate, compete, and grow, sparked our curiosity. Is creativity still an understudied area in the
IS discipline, as it was 10 years ago? Our goal was not simply to examine the current state of creativity studies within the
IS �eld, but to chart its evolution from 2010 to the present day. Through a comprehensive systematic literature review, we
scrutinized papers from prestigious journals and proceedings of acclaimed conferences within the IS �eld. The �ndings
map out the trajectory of creativity studies, yet also point to an emerging research gap. Accordingly, the paper provides
invaluable insights into future research directions, emphasizing the need to �ll the creativity studies void within the
discipline of IS.

Keywords: Creativity, Information systems, Business analytics, Literature review, Academic research

JEL classi�cation: M15, O32

Introduction

T he increasingly dynamic and competitive busi-
ness landscape, marked by digitalization (Legner

et al., 2017; Parviainen et al., 2017; Tomat & Trkman,
2019) and shifting consumer needs and habits, means
the call for creativity today resonates stronger than
ever (Amabile, 1988; Woodman et al., 1993). This de-
mand for creativity has intensi�ed, with a view to
catalyzing the pursuit of innovation, competitiveness,
and growth (Amabile et al., 1996; Kaufman & Stern-
berg, 2010). As the engine that propels the generation
of novel and purposeful products or services (Wood-
man et al., 1993), creativity has become integral to
modern business practices (Amabile, 1998). This ex-
tends beyond creating unique goods or services to
cultivating competitive advantages that are dif�cult

to replicate (Müller-Wienbergen et al., 2011). As such,
understanding, identifying, and fostering creativity
(Schwarz et al., 2013; Siemon et al., 2016) have be-
come critical business imperatives and vital areas of
academic inquiry.

A decade ago, seminal works by Seidel et al. (2010)
and Muller and Ulrich (2013) presented extensive lit-
erature reviews, dissecting the concept of creativity
within the IS discipline. While other disciplines such
as psychology, sociology, and OB studies dedicate en-
tire journals to creativity studies, Seidel et al. (2010)
and Muller and Ulrich (2013) both echoed Couger
et al.’s (1993) observation that creativity continues
to be distinctly under researched within the disci-
pline of IS. Seidel et al. (2010) reviewed 27 papers
analyzing creativity from the Senior Scholars’ Ex-
tended Basket of Journals (published between 1977
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and 2009), which represented a mere 0.5 percent of all
papers in the journals considered. Muller and Ulrich’s
(2013) broader review incorporated the Association
for Information Systems (AIS) list of management
of information systems journal rankings and pro-
ceedings from the ACM Conference on Creativity
and Cognition, unearthing 88 creativity-related pa-
pers (published between 1998 and 2011).

These reviews spotlighted an enduring gap within
IS creativity studies, notwithstanding the recognized
in	uence of creativity on the development of IS and
information technology (IT) and its impact on the cre-
ative performance of individuals and groups (Muller
& Ulrich, 2013; Seidel et al., 2010). Both reviews
concluded by strongly pleading for future creativity
research within the IS discipline, in particular as re-
gards the 4Ps of creativity (person, product, process,
press; Rhodes, 1961), research dealing with person-
and press-related concepts (Seidel et al., 2010), and
understanding of the creative process (Muller & Ul-
rich, 2013) in different socio-technical contexts.

Given this background, our literature review seeks
to explore whether creativity remains a neglected re-
search area (Couger et al., 1993) within the discipline
of IS and addresses two research questions: (1) How
is creativity conceptualized and understood in the
IS discipline; and (2) how has it been examined and
researched in the last decade? We aim to offer a com-
prehensive synthesis of the literature based on three
main points. First, by extending Seidel et al. (2010)
and Muller and Ulrich’s (2013) reviews with the re-
view of works published between 2010 and 2022.
Second, by adding the review of proceedings from
esteemed conferences in the IS discipline. Third, by
analyzing the understanding of creativity in the IS
discipline and detecting promising avenues for future
research as well as emerging gaps in the literature.

Our research contributes to studying �eld by com-
plementing earlier literature reviews with an analysis
of works published in the last decade and a review of
conference contributions from relevant conferences in
the research area. Finally, the results of the presented
analysis will allow us to con�rm or reject the claim
that creativity is a poorly researched phenomenon in
the IS discipline (Couger et al., 1993; Muller & Ulrich,
2013; Seidel et al., 2010).

1 The literature search and analysis process

1.1 Selection of relevant literature

To accomplish our research inquiries, the literature
search primarily focused on leading academic jour-
nals, an approach re	ecting the insights of Seidel et al.
(2010) that showed the signi�cant in	uence of such

journals on the formation of academic disciplines.
Our selection was guided by the Senior Scholars’ List
of Premier Journals, as determined by the AIS, which
in February 2023 constituted a well-curated, com-
prehensive, and impactful catalogue of 11 journals
(details in Table 1). This selection process parallels
that employed by Seidel et al. (2010) in their review,
which also consulted the Senior Scholars’ Extended
Basket of Journals.

Moreover, following vom Brocke et al.’s (2009) ad-
vice, our literature survey was not restricted to articles
published in academic journals, but included pro-
ceedings from reputable conferences as well (vom
Brocke et al., 2009). We focused on AIS conferences
(in alphabetical order: Americas Conference on In-
formation Systems—AMCIS, European Conference
on Information Systems—ECIS, International Con-
ference on Information Systems—ICIS, and Paci�c
Asia Conference on Information Systems—PACIS),
as the Association’s purpose is to promote the ad-
vance of knowledge and excellence in the practice
and study of IS. We also analyzed works presented
in the oldest and well-recognized conference in the
studied �eld—the Hawaii International Conference
on System Sciences (HICSS). These proceedings are
peer-reviewed and serve as accurate barometers of
current research trends, which means they add sub-
stantial value while exploring the literature in the IS
discipline.

To add to the insights from the literature reviews
detailed in the introduction, we conducted an ex-
pansive search using the term “creativity” in the
titles, keywords, and abstracts of journal and con-
ference papers published between 2010 and 2022.
We thereby identi�ed 40 papers of relevance in the
Senior Scholars’ List of Premier Journals, as shown
in Table 1, along with 66 papers from noteworthy
conferences in the IS �eld, sourced from the AIS eLi-
brary (with the following speci�c numbers from each
conference: 24 from ICIS, 11 from HICSS, 16 from AM-
CIS, 5 from ECIS, 9 from PACIS, and 1 from ACIS,
where the last one was included due to its topical
relevance).

The �ndings of our rigorous literature search sup-
port the observation that research focusing on cre-
ativity in the IS �eld remains underrepresented in
the academic canon. A mere 0.51 percent of the pa-
pers published in the selected journals in the period
under scrutiny deal with creativity (evaluated by
considering all relevant hits while searching in the
Senior Scholars’ List of Premier Journals—40—and
all items—7798—published in these journals in the
observed period between 2010 and 2022). Although
the representation of speci�c themes in the IS �eld is
known to be diverse and expansive, our �ndings give
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Table 1. Search results from the Senior Scholars’ List of Premier Journals.

Journal Journal items(a) Relevant hits Databases/websites searched

Decision Support Systems 1966 6 ScienceDirect
European Journal of Information Systems 603 4 Taylor & Francis Online
Information & Management 1135 9 ScienceDirect
Information and Organization 242 2 ScienceDirect
Information Systems Journal 511 2 Wiley Online Library
Information Systems Research 996 3 Informs PubsOnline
Journal of the AIS 537 4 AIS eLibrary
Journal of Information Technology 384 1 Sage Journals
Journal of MIS 606 6 Taylor & Francis Online
Journal of Strategic Information Systems 420 0 ScienceDirect
MIS Quarterly 398 3 JSTOR

Total 7798 40
(a)All items published between 2010 and 2022 (papers, editorial comments, etc.).

considerable weight to the claimed need for a more
concentrated, systematic exploration of creativity in
future IS research.

1.2 The analysis process and results

The identi�ed papers were meticulously evaluated
utilizing the parameters shown in Table 2, which were
partly derived from the methods employed by Seidel
et al. (2010). We were also interested in understanding
how the authors viewed creativity in order to more
robustly conceptualize creativity in the IS discipline.
Further, analyzing concrete constructs that had been
studied as creativity and identifying the tools, IT, or
IS observed drove us to distinguish different ways
of inquiring into creativity in the studied �eld. This
analytical framework was designed to ensure com-
prehensive and systematic scrutiny of the selected
literature.

The analysis was carried out in two rigorous
phases, each providing further depth in the

evaluation. Each paper was independently assessed
against all parameters during the �rst phase, to
establish a broad overview of the literature. In this
phase, we also excluded two journal papers and
four conference papers (bringing down the initial
112 items to the �nal 106 relevant items) from further
consideration since they did not treat creativity in
a visible and detailed manner. The second phase
involved analyzing each parameter by focusing on
the corresponding literature identi�ed in the initial
phase. We revisited each work according to the spe-
ci�c characteristics of the parameter and reevaluated
it if needed. This iterative approach ensured the
utmost accuracy and depth in our examination.

The 4Ps perspective of studying creativity allowed
us to better understand the view of creativity adopted
by authors while studying the phenomenon. The
analysis reveals that creativity is mostly studied
from the person and product perspectives, as em-
braced in two thirds of cases. We identi�ed some
studies employing the process perspective, whereas

Table 2. Overview of analytical parameters.

Parameter Component Description

The 4Ps perspective of
creativity(a)

person, process, product,
press

Identifying the appropriate perspective for studying creativity with
respect to Rhodes’ (1961) 4Ps model of creativity

The perspective of studying
creativity(b)

individual, group,
organization, market

Identifying the appropriate perspective from which the phenomenon
was studied and analyzed in the paper, understood as a broader view
on the entire work, vs. the level of analysis of the research conducted

The view on creativity adopted
by authors

outcome, process, a
required feature

Identifying the authors’ studying position by evaluating whether
creativity was understood as an outcome or process or a required
feature in the authors’ de�nition or explanation of the phenomenon

The speci�c construct or concept
that was studied as creativity

(transcribed from the
paper)

Identifying the main construct or concept representing the researched
phenomenon analyzed in the paper

The artefact analyzed (transcribed from the
paper)

Identifying the tool, IT, or IS analyzed in the paper

The role of the creativity
construct or variable (concept)
in the research(c)

dependent, independent Identifying the role of the analyzed construct or variable (concept)
studied or operationalized as creativity in the presented research in
the paper

The research method(d) qualitative, quantitative Identifying the method used in the presented research in the paper
(a, b, c, d)Parameters are taken partly from Seidel et al. (2010).
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creativity from an environmental perspective remains
under researched, as already noted by Seidel et al.
(2010).

In synthesizing literature, we distinguished
four different perspectives of researching the
phenomenon—individual, group, organizational,
and market. The most frequently identi�ed
perspective from which creativity was studied in
the analyzed works is the individual level, which
was used in over half the works. Studying creativity
from a group perspective is also well-established,
whereas only a few works explore the organizational
perspective (Fehrer et al., 2022; Li & Kettinger, 2021;
Mikalef & Gupta, 2021; Olszak et al., 2018; Roquilly,
2011) or investigate it through a multilevel approach
(Ding et al., 2019; Miao et al., 2020; Wang et al., 2021).
Moreover, we did not identify any paper analyzing
creativity through the market perspective, with this
de�ciency of the literature having already been
exposed in Seidel et al.’s (2010) review.

Evaluating a different study position is relevant
if the aim is to determine how creativity is under-
stood in the IS discipline. Our analysis was directed
to recognizing creativity as an outcome, a process or
a required feature, and reveals that creativity is most
often interpreted as an outcome.

In the analyzed works, creativity was studied
through different constructs and concepts, and, de-
pending on the authors’ study position interpreting
creativity as an outcome, a process, or a required fea-
ture, we can place them in three groups. The �rst,
and also the most represented one, is the group where
creativity is understood as an outcome and authors
conceptualize creativity as creative ideas and their
originality, novelty, usefulness, number, etc. (Alnu-
aimi et al., 2010; Dennis et al., 2013; Siemon et al.,
2016; Wang & Nickerson, 2019); creative output, out-
come, or work (Goerzen, 2017; Seidel et al., 2019; vom
Brocke & Lippe, 2010; Wang & Holahan, 2017); or
individual (Binsawad et al., 2018; Klein et al., 2021;
Lin et al., 2022; Miao et al., 2020; Schwarz et al., 2013;
Shirish et al., 2014), employee (Ding et al., 2019; Ganye
& Salam, 2022; Nevo et al., 2020; Wang et al., 2021;
Yan et al., 2016), team (Qu et al., 2022; Yao et al.,
2017); group (Jalowski et al., 2020), collective (Literat,
2017; Sher et al., 2020), and organizational creativity
(Mikalef & Gupta, 2021). The second group of con-
structs views creativity as a process, which includes
concepts such as idea generation (Nevo et al., 2020);
creative use (Yu & Nickerson, 2011); creative task or
act (Bergener et al., 2012; Jenkin et al., 2011); and
knowledge acquisition, activation, or ideation (Ag-
garwal et al., 2021; Javadi et al., 2013). The third group
involves papers that analyzed creativity as a required
feature, that is, as organization, bounded, or com-

plementary creativity (Baskerville et al., 2016; Li &
Kettinger, 2021).

The artefacts studied in the analyzed works vary
from systems supporting creative processes in a dif-
ferent context, that is, creativity or group support sys-
tems (Alnuaimi et al., 2010; Althuizen & Reichel, 2016;
Althuizen et al., 2012; Minas & Dennis, 2019; Müller-
Wienbergen et al., 2011; Wang & Nickerson, 2019), to
artefacts allowing modern approaches and ways of
working, that is, electronic brainstorming, virtual re-
ality, crowdsourcing, innovation communities, social
networks (Aggarwal et al., 2021; Bhagwatwar et al.,
2018; Ding et al., 2019; Hildebrand et al., 2013; Javadi
et al., 2013; Kohler et al., 2011; Zhao & Oberoi, 2022),
as well as studying the development of software (Li &
Kettinger, 2021; Rose et al., 2016) or the use of IS or IT
(Baker & Mills, 2011; Schwarz et al., 2013; Tamm et al.,
2021) to endorse the creativity lens.

Observation of the role played by the construct,
concept, or variable of creativity in research and
applied methods bolsters the understanding of the
creativity being researched in the IS discipline. The
analysis of the identi�ed works shows creativity is
studied as a dependent variable and a dominance of
quantitative research methods. Despite the evidence,
it is worth noting the prominence of qualitative meth-
ods, especially in conference papers where the initial
stages of research, ideas, and initiatives are presented.

A comprehensive evaluation of all 106 papers is
provided in Appendix, Table A1. In the next chapter,
we elucidate the results of this rigorous evaluation
process. Distilling the evaluation results allowed us
to delineate how creativity has been conceptualized
in the IS discipline and discern �ve distinct streams
of research in the last decade.

2 Comprehension and exploration of creativity

2.1 Conceptualizing and interpreting creativity

Creativity is a dynamic and elusive phenomenon
that is at once tangible and intangible and can man-
ifest as a mental state, a talent, a product, a solution,
or a process (Ford, 1996; Pozzebon et al., 2011). It
is most frequently described in OB studies as either
a process culminating in the creation of something
or the outcome itself, characterized by novelty, orig-
inality, usefulness, or meaning (Althuizen & Reichel,
2016; Amabile, 1983; Dean et al., 2006; Lubart, 2001;
Mumford, 2003; Sternberg and Lubart, 1999). A key
emphasis of creativity analysis lies in the novelty and
utility of outputs (Pozzebon et al., 2011), with these
outputs often being transformative ideas that serve as
catalysts for problem solving and innovation (Brkovic
et al., 2022). Irrespective of the integral role that
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creativity plays in a myriad of disciplines and it hav-
ing been explored from multiple perspectives, the
IS �eld has thus far given it scant attention, par-
ticularly as regards how creativity unfolds within
socio-technical processes (Seidel et al., 2010).

Our analysis of the literature and proceedings
revealed that most authors view creativity as an out-
come de�ned by the novelty and usefulness of the
resultant ideas, products, services, or processes. A
smaller proportion of the literature (less than one �fth
of the works analyzed) treated creativity as a pro-
cess, emphasizing the actions and behaviors inherent
in creation, such as idea generation, the discovery
of new associations, or other production processes.
The differing perspectives on creativity, whether as
an outcome or a process, have a signi�cant in	u-
ence on the various research streams within the IS
discipline.

2.2 Five research streams on creativity

The literature analysis allowed us to discern �ve
distinct research streams on creativity, as shown in
Table 3. These streams arose from diverse perspec-
tives on creativity (interpretations of creativity as an
outcome or process), varying contexts of its applica-
tion (creativity in the use of IS or IT, the impact of IS
or IT usage on creativity), and the call for creativity in
IS research and theorization, including its role in the
development of IS or IT.

The streams identi�ed above align with and build
upon the �ndings of earlier literature reviews (Muller
& Ulrich, 2013; Seidel et al., 2010); this speci�cally ap-
plies to three streams: IS/IT as a Catalyst for Creative
Outcomes, Creativity as a Socio-Technical Process and
Creativity as a Catalyst for Research, Theorizing, and
IS/IT Development. Our analysis and synthesis of
the literature suggest a pivotal direction for future
research: a more rigorous exploration of creativity as
an independent variable, and a deeper understanding
of its role relative to the use of IS or IT, a cornerstone
of the IS discipline (DeLone & McLean, 1992).

3 Future research on creativity

The predominant research stream, as shown by
Muller and Ulrich (2013) and Seidel et al. (2010) a
decade ago and reaf�rmed by our review, delves into
the role of IS and IT in fostering creativity through
supportive systems. Despite the comprehensive na-
ture of these inquiries, an unequivocal need remains
for future research to trace the evolution of IS and IT
in cultivating creative outcomes and processes within
varying contexts. This endeavor will substantially en-
rich the knowledge pool within the IS discipline.

Several noteworthy directions for future research
surface as we re	ect upon the evaluation of the identi-
�ed papers. First, it would be valuable to investigate
the press or environmental perspective of creativity
study (Rhodes, 1961). As Seidel et al. (2010) sug-
gested, exploring the socio-technical contexts where
creativity unfolds promises to yield invaluable in-
sights. Second, the analysis reveals a conspicuous
absence of studies treating creativity as an indepen-
dent construct or concept. This means that explor-
ing its role within unique and de�nitive models or
frameworks within the IS discipline is a path worth
pursuing. In addition, qualitative research remains
conspicuously sparse, notably in analyzed papers
from the Senior Scholars’ List of Premier Journals, cor-
roborating Seidel et al.’s (2010) observation that the
market perspective in research in creativity studies is
underrepresented. Further, within the IS discipline,
the utilization of IS or IT is a fundamental concept
(Basadur et al., 2014), scrutinized by different theories
and models across various contexts. Technology in
and of itself neither augments nor diminishes work-
ers’ performance (Orlikowski, 2000); instead, its use
is paramount. Understanding the role of creativity in
utilizing IS or IT, as presented in the third and fourth
research streams, is consequently vital for enriching
�eld knowledge. We concur with Seidel et al.’s (2010)
recommendation to unravel the complex interplay of
creativity and related concepts within socio-technical
contexts.

Moreover, creativity, understood as the genera-
tion of diverse ideas, the exploration of alterna-
tives, and the identi�cation of business opportu-
nities, is a critical step in problem solving and
decision making (Perry-Smith & Mannucci, 2017;
Seeber et al., 2017; Seidel et al., 2019). As orga-
nizations continuously seek innovative solutions,
novel products, or improvements to existing offer-
ings, business analytics (BA) within the IS discipline
has emerged as an essential tool for facilitating in-
formed, evidence-based decisions (Seddon et al.,
2017). By drawing parallels between BA’s process of
transforming raw data into meaningful information
and creativity’s process of generating and creating
novel outcomes, a promising area for future research
surfaces.

Surprisingly, the study of creativity within the BA
context, as per our literature search and analysis,
is distinctly under researched. A solitary paper by
Tamm et al. (2021) explores “creative analytics” and
its role in decision making within the creative process
of developing video games. By more deeply consider-
ing the role of creativity as an independent construct
within the BA context, we can discover intriguing
insights and identify emerging gaps. We believe this
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Table 3. The �ve identi�ed research streams on creativity.

Stream topic Description Representative papers

IS/IT as a catalyst for
creative outcomes

A central focus of this research stream is to investigate how IS or IT,
particularly that expressly designed to catalyze, amplify, and facilitate
creativity (like creativity support systems, group support systems,
electronic brainstorming mechanisms, virtual worlds, and
crowdsourcing platforms), can be used to generate creative outcomes.
Here, creativity is treated as a dependent variable and is quantitatively
gauged by evaluating individual or group creative performance. This
assessment is usually conducted based on several dimensions, including
the number of ideas generated, their novelty (i.e., the proportion of
original or unique ideas), workability (i.e., the number of practical or
implementable ideas), relevance, breadth (variety or divergence of ideas),
and depth (detail or elaboration of ideas), among others. This approach
to studying creativity thus emphasizes the crucial role IS/IT plays as a
tool for the activation, expression, and enhancement of creativity.

Alnuaimi et al., 2010; Althuizen &
Reichel, 2016; Althuizen et al.,
2012; Althuizen & Wierenga,
2014; Bhagwatwar et al., 2018;
Dennis et al., 2013; Javadi et al.,
2013; Lee & Chau, 2019; Minas
& Dennis, 2019; Nevo et al.,
2020; Olszak et al., 2018

Creativity as a
socio-technical
process

This research vein emphasizes understanding creativity as a dynamic
process that unfolds within a socio-technical environment. It delves into
the underpinnings of the creative process, considering components like
creative labor, knowledge activation, the act of creation, and the nature of
creative tasks. The research also explores the factors and determinants
that govern this process, drawing extensively from theories rooted in OB
studies. Notably, within this framework, creativity is largely treated as a
dependent variable. However, a small, yet signi�cant body of work also
conceptualizes creativity as an independent variable, underscoring the
complexity and multi-dimensionality of creativity in the IS/IT context.

Aggarwal et al., 2021; Bergener
et al., 2012; Javadi et al., 2013;
Jenkin et al., 2011;
Müller-Wienbergen et al., 2011;
Wang & Nickerson, 2019; Yu &
Nickerson, 2011

The intersection of
creativity and the
usage of IS/IT

This research perspective highlights the interface between creativity and
the practical application of IS/IT. The investigative emphasis is on
understanding how individuals exercise creativity while using IS/IT
solutions that may not have been designed to support creative tasks. This
intricate relationship is explored through the analysis of “creative use”
and “creative IT self-ef�cacy” (analyzed as dependent variables). The
approach also investigates “individual creativity with IT” as an
independent variable. This dual focus allows for a comprehensive
examination of the role and impact of creativity in IS/IT utilization.

Baker & Mills, 2011; Schwarz
et al., 2013; Tams & Dulipovici,
2022

The Impact of IS/IT
Utilization on
Creativity

This research perspective mostly concerns creativity evaluated from an
individual- or process-oriented standpoint. The focal point of this strand
of investigation is understanding how the utilization of IS/IT in	uences
the ultimate creative performance. This analysis is undertaken
independent of the individual’s characteristics or the process’s speci�c
attributes. The overarching objective is to illuminate the symbiotic
relationship between IS/IT utilization and creativity, stressing how the
former can potentiate or modulate the latter in diverse contexts.

Bunjak et al., 2021; Ding et al.,
2019; Hildebrand et al., 2013;
Tamm et al., 2021; Thatcher &
Brown, 2010; Wang et al., 2021

Creativity as a catalyst
for research,
theorizing, and
IS/IT development

This research trajectory foregrounds creativity not merely as an output or a
process but as a seminal element that underpins IS research and
theorizing. The perspective shifts from a normative view of creativity as
an end product or process to a comprehensive understanding of
creativity as an inherent and indispensable component of the scholarly
landscape. The premise here is that creativity acts as a catalyst, driving
the generation of novel hypotheses and theoretical frameworks and the
development and enhancement of IS/IT. This view transcends traditional
paradigms, underscoring the importance of creativity as a seminal factor
in the evolution and progression of the IS discipline itself.

Avital et al., 2012; Baskerville
et al., 2016; Kohler et al., 2011;
Li & Kettinger, 2021; Miranda
et al., 2015; Tjørnehøj &
Mathiassen, 2010; Trauth et al.,
2012; Williams & Wynn, 2018

could add immensely to our understanding of cre-
ativity within the IS discipline.

4 Conclusion with implications

Despite the persistent underrepresentation of cre-
ativity research within the discipline of IS (Muller

& Ulrich, 2013; Seidel et al., 2010), the symbiotic
link between creativity and IS is stressed in many
of the analyzed contributions. Our work serves as a
substantial extension of the literature reviews con-
ducted by Seidel et al. (2010) and Muller and Ulrich
(2013), broadening the scope to include papers from
the Senior Scholars’ List of Premier Journals and
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proceedings from renowned IS conferences published
between 2010 and 2022. The results of our exhaustive
literature search and subsequent analysis reinforce
the long-held assertions that creativity is minimally
represented in the IS discipline.

Meticulous analysis and evaluation of 40 identi-
�ed journal papers and 66 conference papers across
selected analytical parameters permitted us to dis-
cern �ve distinct streams of creativity research within
the mentioned discipline. These streams encapsu-
late varied research perspectives, including viewing
creativity as an outcome or a process, exploring cre-
ativity in the utilization of IS or IT, probing the
in	uence of IS or IT usage on creativity, and ad-
vocating for increased creativity in researching and
theorizing within the IS discipline and its implications
for IS or IT development.

The presented literature review makes three con-
tributions. First, we can claim that, after a decade
of researching and notwithstanding the strong calls
for future creativity research in the IS discipline
underlined in previous literature reviews, creativity
continues to be an under researched area. Our �nding
that 0.51 percent of papers published in the selected
journals in the period under scrutiny deal with cre-
ativity con�rms the mentioned concerns of Couger
et al. (1993), Seidel et al. (2010), and Muller and Ulrich
(2013).

Second, our analysis corroborates the �nding that
the dominant pattern of researching creativity in the
IS discipline remains the stream where an IS or IT
is analyzed as a catalyst for creative outcomes. Ac-
cordingly, focusing on the impact of IS or IT use on
the creative performance of individuals and groups
(Muller & Ulrich, 2013; Seidel et al., 2010), even after
years of researching, remains an important topic and
an established stream of researching creativity in the
discipline of IS.

Complementing earlier literature reviews, the anal-
ysis of works published in the last decade and
contributions from renowned conferences led to two
new streams of research being identi�ed (the third
contribution), which re	ects the growing importance
of creativity in business practices today. Further,
these streams of research, studying the intersec-
tion of creativity and the usage of IS or IT and
impact of IS or IT utilization on creativity, re	ect
the call made by Seidel et al. (2010) to study the
socio-technical contexts where creativity unfolds. We
may thus claim that the last decade of research-
ing creativity in the IS discipline has, at least in
terms of content, given support to the recommenda-
tions made in past literature reviews. Two identi�ed
research streams, empowered with future research
studies and contributions, will de�nitely bring sig-

ni�cant insights and theoretically contribute to the IS
discipline.

In conclusion, we draw noteworthy parallels be-
tween creativity and BA. Creativity, conceptualized as
the process of generating meaningful and novel out-
comes, mirrors the essence of BA, wherein the trans-
formation and analysis of raw data generate valuable
insights for problem solving and decision making.
We posit that creativity must serve as a catalyst for
BA, supplementing the transformation of data, fos-
tering the development of new knowledge, inform-
ing decision-making processes, and enabling excep-
tional business actions. The potentially profound role
played by creativity in BA, as evinced by our �ndings,
deserves a more rigorous examination. We anticipate
that our future research efforts will not only provide a
more comprehensive understanding of this dynamic,
but also signi�cantly contribute to the existing body
of knowledge on creativity within the IS discipline.
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