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Abstract 
In recent years, there has been a phenomenon that the employment rate of 
digital media art specialty is high, the enrollment is hot, and the popularity of 
digital media art education has swept the country. With the increasing num-
ber of colleges and universities offering digital media art specialty, some 
problems in digital media art education have been gradually exposed. By 
analyzing the development status and main problems of digital media art 
specialty, this paper seeks the causes of the problems, and explores the specif-
ic measures and methods to solve the problems, in order to prevent the rapid 
and overheated development of digital media art specialty, making it develop 
orderly and healthily, and then provide more digital media art talents in line 
with the needs of social development for China’s creative industry. 
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1. Introduction 

With the development of the economy and the improvement of people’s living 
standards, people’s spiritual needs are increasing day by day, and their artistic 
pursuit and aesthetic appeal are also improving. The traditional single art cate-
gory (such as oil painting, sculpture, printmaking, music, film, etc.) has been 
unable to meet people’s diversified aesthetic needs. People began to pursue 
comprehensive and all-around artistic enjoyment such as hearing, taste, smell 
and touch [1]. With the development and improvement of computer technology 
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and communication technology, digital media art has emerged. It subverts the 
passive acceptance of traditional artworks, meets people’s artistic needs, and al-
lows viewers to change from passive to active and participate actively. Digital 
media art provides an unprecedented possibility: The audience can not only be a 
passive recipient of artistic activities, but also an active participant and active 
creator. At the same time, their experience can be recorded as a part of the work, 
which greatly mobilizes the enthusiasm and initiative of participants and meets 
people’s spiritual needs. In order to meet the diverse needs of society for art and 
cultivate more digital media art professionals, digital media art came into being 
[2]. 

2. The Development of Digital Media Art Specialty 

Digital media art is a new art form based on digital technology and modern me-
dia technology, which integrates people’s rational thinking and artistic percep-
tual thinking. It is a new interdisciplinary subject based on art, computer science 
and communication. It is also a new direction for the expansion of information 
science to the field of culture and art [3]. With the expansion of the field of digi-
tal media, digital media art has penetrated into all aspects of life. The market 
value of industries related to digital media art continues to expand. The lack of 
digital media talents has become a bottleneck restricting the rapid development 
of China’s creative industry. Digital media art has attracted extensive attention 
from China’s academic and educational circles [4]. In 2002, the Ministry of 
Education first approved Beijing Broadcasting Institute (now Communication 
University of China) to set up the specialty of “digital media art”, which opened 
a precedent for the digital media art specialty in China. Then in 2003, Beijing 
University of Posts and Telecommunications opened this major. In 2004, Dalian 
Institute of Light Industry (now Dalian University of Technology), Zhejiang In-
stitute of Media, Fuzhou University, Sun Yat-sen University successively set up 
the majors of digital media art. After that, digital media art majors have sprung 
up everywhere. By December 2019, 361 undergraduate colleges and universities 
in China have set up the specialty of digital media art (see Figure 1 below for 
specific data). According to statistics, in only 15 years, the number of undergra-
duate colleges and universities offering digital media art has increased from 6 
between 2002 and 2004 to 361 in 2019 [5]. There are four obvious growth peaks, 
namely 14 in 2005, 45 in 2012, 37 and 42 in 2015 and 2017. Art universities, 
comprehensive universities, normal universities, colleges of technology and even 
independent colleges have opened this major one after another, moving towards 
the fast lane of the development of digital media art specialty. According to the 
report on employment of Chinese college students released by Mycos Research 
Institute, digital media art was a green card major1 in employment in 2018, 2019 
and 2020. However, we should treat the development of digital media art with 
coldness. If colleges and universities do not think seriously, plan ahead, take the  

 

 

1It refers to the major with continuously high employment rate and low unemployment. 
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Figure 1. The number of undergraduate institutions setting up the major of digital media 
art (Data source: Higher Education Department of the Ministry of Education). 

 
road of differentiated development, and develop their own characteristics and 
influence, it is likely that, like the majors of law, English and animation in the 
past, there are too many students and serious homogenization. As a result, stu-
dents cannot find a job and enterprises cannot recruit usable talents. In the end, 
students, schools and enterprises have been adversely affected. 

3. Main Problems in the Development of Digital Media Art  
Specialty 

3.1. Discipline Classification and Professional Positioning 

At the beginning of the establishment of digital media art specialty, there was a 
problem of unclear discipline classification and professional positioning, and its 
discipline classification has been controversial. Some colleges and universities 
grant engineering degrees, some colleges and universities grant literature de-
grees, and very few colleges and universities can grant both engineering and li-
terature degrees. For example, in 2002, Beijing Broadcasting Institute applied for 
the major of digital media art and was awarded a literature degree. In 2003, 
when Beijing University of Posts and Telecommunications applied for the major 
of digital media art, it was awarded an engineering degree but changed to a lite-
rature degree the next year. In 2004, the major of digital media art was added to 
the professional catalogue issued by the Ministry of Education, which belongs to 
the “electrical information” discipline under the engineering category. The pro-
fessional code is 080623w. Graduates can be awarded an engineering degree or a 
literature degree [6]. In 2004, four universities offered digital media art majors, 
among which Sun Yat-sen University and Dalian Institute of Light Industry 
awarded literature degrees, while Zhejiang Media College and Fuzhou University 
awarded engineering degrees. In 2005, the digital media art major of Century 
College of Beijing University of Posts and Telecommunications applied for an 
engineering degree. By 2006, the degree-granting category was adjusted from en-
gineering to engineering or literature [7]. Since then, colleges with strong science  
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and engineering background mostly awarded engineering degrees, and other 
colleges and universities mostly awarded literature degrees. The continuous ad-
justment of discipline classification reflects the confusion of society and univer-
sities on the professional understanding of digital media art. Digital media art 
was not uniformly awarded the degree of art until the new discipline of art was 
added in 2012. Nevertheless, there is still no consensus on its discipline posi-
tioning. Some colleges and universities position digital media art design in com-
puter application disciplines, and some colleges and universities position digital 
media art design in art design. The inconsistency of positioning reflects the in-
consistency of professional understanding. Colleges and universities positioned 
in the computer application discipline emphasize technology, pay attention to 
programming, focus on the learning of software knowledge and skills, and ig-
nore the learning of art and design knowledge, which stifles the diversity and 
originality of artistic creation. The result is that the trained students have the 
strong practical ability, but the artistic creativity is insufficient, rigid and sty-
lized. What they produce is technical products rather than works of art, which is 
difficult to meet the market demand for digital media art creation professionals 
[8]. Some colleges and universities that locate themselves in art, due to their own 
disadvantages in technology application, excessively exaggerate the role of art in 
digital media art, exclude the role of computer science and technology in digital 
media art, focus on the cultivation of students’ artistic quality, ignore the de-
pendence of digital media art on technology, split the relationship between art 
and technology, and set them against each other, The result is a certain artistic 
creation ability, but due to the backward creative technology, it cannot meet the 
social requirements for digital media art talents. 

3.2. Homogenization and Standardization of Talent Training 

Many domestic colleges and universities copy the training program and curri-
culum system of digital media art major of Communication University of China 
and Beijing University of Posts and Telecommunications. They did not scientif-
ically formulate the training plans and reasonably set the curriculum according 
to their own discipline advantages and professional characteristics. This way can 
not reflect the style and school running characteristics of various colleges and 
universities, highlight their own brand, and meet the development needs of the 
local economy and cultural and creative industries. In addition, due to the limi-
tations of their own teachers, they are suspected of imitating others. The courses 
of digital media art major in most colleges and universities have set up basic art 
design, computer and information technology-related courses and communica-
tion-related courses. Many teaching courses are very similar. They do not have 
their own unique directional courses, do not reflect their own characteristics, 
and do not reflect the diversity of talent training, resulting in serious talent ho-
mogenization. Some colleges and universities rely too much on computer tech-
nology, which virtually weakens the value and content of art itself. In fact, com-
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puter technology is only an auxiliary means to serve art, not an end. Without the 
root of art, it becomes passive water and a tree without roots. If we only pay at-
tention to the application of technology and ignore innovation, it is easy to have 
homogeneous and low-quality artistic creation, and it is difficult to cultivate tal-
ents with their own professional characteristics. As a result, most of the students 
trained are “instrumental” talents of digital media technology, with poor artistic 
literacy and lack creativity [9]. 

3.3. The Level of Teachers 

The level of teachers is an important index to measure the quality of talent 
training in a school. “The vitality of a school lies in a stable and high-quality 
teacher team, which can never be established in a day or two.” [10]. Digital me-
dia art requires teachers not only to have skilled computer operation technology 
but also to have solid artistic literacy and strong artistic creativity [11]. Accord-
ing to relevant data, many domestic colleges and universities offering digital 
media art have the problem of lack of teachers, which has become one of the 
important factors restricting the cultivation of digital media professionals [12]. 
Due to the lack of talents, it is impossible to fill the vacancy of teachers. Many 
colleges and universities have to allocate teachers from other majors such as 
computer, graphic design, photography, computer-aided design, film and other 
related majors to reinforce digital media art teaching. Many of these teachers 
have not been engaged in digital media art production and research. They hur-
riedly undertook important teaching tasks after a short period of professional 
training. Such teachers often can only teach relatively shallow technical know-
ledge of software operation. Most of them have no experience in operating actual 
projects and can only explain the subject according to the book and talk on pa-
per in class. They do not have the ability to plan core courses and help guide 
students to develop and complete creativity, which is not helpful to the devel-
opment of students’ comprehensive ability [10]. In order to enable the specialty 
to continue, some colleges and universities “set up courses according to what 
teacher they have”. For example, teachers of computer specialty set up courses 
related to computer operation technology directly, and teachers of art specialty 
undertake art courses. In this way, the digital media art specialty has become a 
patchwork of art department and computer department [11]. Teachers with dif-
ferent majors and different ways of thinking will have great differences in their 
professional understanding. In addition, there is a lack of communication and 
cooperation between teachers. Teaching is separate and not integrated has be-
come the main problem. 

3.4. The Source of Students 

In recent years, the employment situation of graduates majoring in digital media 
art is very good, and the enrollment is very popular. However, careful study 
shows that there are still many problems behind the good source of students. 
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First, the major of digital media art belongs to the large range of art, but the re-
quirements for the candidate’s art level are lower than those of traditional art 
major, and the score requirements of cultural courses are usually lower than 
those of other non-art candidates, resulting in the candidates with unsatisfactory 
cultural performance and ordinary artistic performance applying for the major 
of digital media art [13]. As Mr. Li Dujin, director of the Admissions Office of 
the Chinese Academy of fine arts, said: “In many people’s view, students who 
have poor cultural courses and fail to pass the examination of a good university 
apply for art colleges.” [14]. The reason is that in the college entrance examina-
tion, candidates majoring in art generally have low scores in cultural subjects. In 
order to go to a more ideal university, students temporarily adjust their direc-
tion, study art and engage in surprise and intensive training. They lack artistic 
literacy, creative ability, and clear professional learning objectives and motiva-
tion [13]. Due to the wrong understanding and blind speculation of candidates, 
many art students admitted not only to have weak basic skills and low artistic 
quality, but also lack professional quality, and have a serious tendency to mix 
diplomas. Second, there are defects in the art entrance examination itself. The 
subjects of the entrance examination are too mechanized and stylized. Almost all 
art candidates take the same subjects, such as sketch and color, which limits the 
candidates to small ability fields and increases the candidates’ speculation and 
blindness, resulting in narrow knowledge, lack of creativity and weak compre-
hensive ability. As a result, many students who lack artistic literacy and interest 
joined the ranks of art candidates, inundating many candidates with real talents 
and learning [15]. 

4. Measures and Methods 
4.1. Improving Enrollment Channels and Controlling  

the Number of Students 

In terms of talent selection, digital media art majors should pay attention to the 
quality of students, appropriately adjust the traditional enrollment system of 
admission according to scores, change the traditional enrollment management 
system and mode of colleges and universities, lock the talent selection goal on 
the students with innovation and potential. The overall quality of students should 
be taken into account in enrollment. Students’ artistic and technical abilities should 
be comprehensively evaluated, not just according to the examination scores. The 
selection mechanism of digital media art professionals should be transformed 
into a new mechanism that meets the development needs of the times and the 
needs of the industry, and talents should be selected and trained according to the 
professional discipline development objectives of talent training. In a word, tal-
ents should be selected by using multiple ways [16]. The School of Animation 
and Digital Art of the Communication University of China has changed the 
enrollment mode in the enrollment process of digital media art specialty, in-
creased the autonomy of the school, increased the interview link in the enroll-
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ment, emphasized the candidates’ comprehensive quality, comprehensive ability 
and creativity, and made those talents suitable for learning digital media art spe-
cialty stand out. The “Trinity” enrollment method is adopted in the enrollment 
of digital media art major of China Academy of Fine Arts. After the comprehen-
sive scores are formed in a certain proportion based on the academic level test 
scores, college entrance examination scores and school comprehensive test scores, 
the admission form of selecting the best candidates, emphases the integration of 
art courses and cultural courses, eliminates the speculation of candidates and 
improves the quality of students [14]. Besides, because the high school students 
do not know much about the specialty, the universities should make full use of 
the advantages of modern media in developing the enrollment platform, streng-
then the construction of new media such as QQ, WeChat official account and 
micro-blog, and change passive propaganda into active publicity, so that the can-
didates can understand more about digital media art and enhance their under-
standing of digital media art. We can also further develop the source of students 
majoring in digital media, cancel the restrictions on secondary vocational colleges, 
and meet the requirements of students with talent and potential. In terms of 
enrollment scale, for those colleges and universities whose students are not ideal, 
the social response effect is not good, and the software and hardware conditions 
are unqualified, we should strictly control the enrollment indicators, and adopt 
the methods of reducing the enrollment indicators or stopping enrollment to 
promote the colleges and universities to improve the school running conditions. 

4.2. Having a Clear Orientation of Talent Training, Exploiting the  
Existing Advantages and Forming More Characteristic Majors 

With the rapid development of digital media art and the large scale of graduates, 
it is worth pondering how colleges and universities integrate with the market, 
highlight their school running characteristics and advantages and stand out. 
When setting up majors, colleges and universities must make full use of their ex-
isting advantages according to their own years of school running experience, 
combined with the professional characteristics and comprehensive ability of the 
school, and determine the focus according to the strength of teachers. They 
should not blindly follow the trend and follow the trend but should develop their 
strengths and avoid weaknesses and develop their own characteristics. Scientifi-
cally and reasonably formulate characteristic talent training methods that can 
meet the needs of the development of cultural and creative industries training 
objectives, and integrate their own advantages into the development of digital 
media art, so as to create the professional characteristics of digital media art in 
our school. For example, art colleges and universities should set the direction in 
design in combination with their own art advantages and creative expertise [17]. 
Comprehensive universities should combine their advantages of interdiscipli-
nary and advantageous disciplines to determine the training direction. Polytech-
nic colleges should combine their own advantages in science and engineering to 
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make more articles in the fields of game design, video transportation and so on. 
Normal universities should combine the “technology” of educational technology 
with the “art” of digital media to highlight their professional advantages. Colleg-
es and universities in minority areas can organically combine the professional 
art of digital media with national characteristics according to the local unique 
national characteristics, vigorously develop ethnology, and make the profession-
al art of digital media have a strong local flavor [17]. In short, colleges and uni-
versities should carry out curriculum and teaching arrangements in combination 
with their own characteristics. They should make full use of their own advanta-
geous resources and discipline characteristics, rather than copy others. As for 
Beijing University of Posts and Telecommunications, the digital media art spe-
cialty is based on the technological superiority of information technology, and 
takes “Internet + digital content” as its characteristic to cultivate the compound 
talents of “digital creativity × information technology”. The digital media art 
major of Jiangnan University takes the ability of digital art, animation and in-
teractive design as an important direction for talent output and training accord-
ing to its own discipline characteristics [18]. Northwest University has achieved 
good results in combining regional advantages, highlighting the cultivation of 
“mass entrepreneurship and innovation” ability, leveraging the advantages of 
Shaanxi cultural relics and Shaanxi higher education resources, combining digi-
tal media art with cultural and creative industries, and combining applied art 
design with the shaping of urban cultural business cards. The social demand for 
digital media art talents is diversified, and the cultivation of talents cannot be a 
model, but should develop in the direction of diversification. All colleges and 
universities offering digital media art specialty combine their own characteristics 
and discipline advantages to cultivate digital media art professionals with their 
own characteristics according to the local economic and cultural needs. 

4.3. Strengthening the Construction of Teaching Staff 

As an emerging specialty, most colleges and universities in China are short of 
teachers to varying degrees. Whether we can cultivate a group of digital media 
art talents with excellent professional quality and meet the market demand de-
pends on whether there is a high-quality teacher team with excellent professional 
quality and whether it can support this specialty. Only high-level teachers can 
cultivate high-level talents. In view of the current situation of the shortage of 
teachers majoring in digital media art in colleges and universities, colleges and 
universities should use a variety of methods to open up channels and improve 
the strength of teachers [19]. First, for those young and potential teachers in the 
existing teaching team, send them to foreign famous schools and colleges with 
high professional level of digital media art for further study. The second is to 
send them to universities with better domestic conditions, such as Beijing Film 
Academy or Communication University of China, to study for a short time and 
improve the level of education and teaching. Qualified colleges and universities 
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should also actively undertake the task of training teachers. Another is to hire 
experts with practical experience in the digital media industry to enrich the 
teaching team, guide students’ practical training and improve teachers’ practical 
ability [13]. In view of the shortage of teachers in a single school, teachers in a 
region can be united, resources can be shared, and multi-school teachers can 
complement each other and teach together, so as to make up for the shortage of 
teachers and promote the common prosperity of digital media art education. 

5. Conclusion 

The major of digital media art has developed rapidly in recent years. In the spe-
cific development process, there may appear different problems. Colleges and 
universities should formulate training plans, determine curriculum systems, de-
velop their own characteristics, take the road of combining technology and art, 
and cultivate more usable talents for society. In view of the current situation of 
the development of digital media art specialty, this paper points out and dis-
cusses the main problems existing in the development of digital media art spe-
cialty, and puts forward some corresponding solutions and methods for specific 
problems, but the effectiveness of these measures and methods can only be shown 
with the cooperation of relevant departments. 
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