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and iterative. This review contributes to academic discourse
by aligning practical strategies with theoretical models and
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technology.

INTRODUCTION

During some recent years, the educational environment has undergone significant
changes and the rapid development of digital technologies is one of the reasons why.
The traditional classroom paradigm has become very dynamic, flexible, and more
student-centred because of the integration of digital tools and platforms into the
educational practice. Such shift is not restricted to technology insertion into the
curriculum, but the redefinition of the pedagogical approach at a broader scale as
the roles of the teacher and learner are reallocated and learning processes are more
collaborative, interactive and individualised (McLoughlin & Lee, 2010; Ates &
Koéroglu, 2024).

The digital media has taken the central role in the delivery of learning and the
resources accessed in an instructional process can be heterogeneous, thus making
it possible to implement a differentiated instruction so as to fulfill the needs of given
students (Onyishi & Sefotho, 2020; Smets et al., 2022). Such media include
multimedia resources, learning management systems, interactive applications, and
simulation software applications which increase the cognitive engagement and
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promote the results of independent learning (Azis, 2019). However, just because tools
are available, this does not simply offer any higher learning outcomes. The success
of online media will depend on the intensive planning in the construction and use of
digital media. Without alignment of pedagogy, continuous improvement, and
systematic assessment, the use of digital tools can turn into a distraction instead of
a support of instructional outcomes (Pratiwi & Dewi, 2024). One of the recurrent
problems has been the lackluster amalgam of teaching models and theories of
instruction. Despite frequent use by practitioners and developers of visual aids,
animated teaching steps, and virtual tests, most of these applications are very
shallow and unmatched to the learning goals and needs and wants (Rachma et al.,
2023; Almohammadi, 2025). The studies focusing on the area are based mostly on
descriptive data, which describes tendencies or group lists of technologies rather
than synthesises their architectural concepts and modes of operation. Recent
debates have highlighted that there is a strong need to have frameworks that ensure
that technological innovation and pedagogical purpose are bridged (Alam & Mohanty,
2023; Lescrauwaet et al., 2022). Through paradigms of instructional design, namely,
ADDIE (Analysis, Design, Development, Implementation, Evaluation) and Successive
Approximation Model (SAM), as well as a concept of Technological Pedagogical
Content Knowledge (TPACK), systematic means of successful curricular creation can
be achieved (Sumardi et al., 2024). The models prepare the educators to design
learning environments that will be at once pedagogically, technologically as well as
content satisfactory. However, it is not unusual to find practitioners with training
gaps or institutional lack of support that leads to a sequence of ad hoc experiments
that may erode the media quality or teaching effectiveness (Schaffner et al., 2025;
Burke & Rau, 2010).

There is also evidence that student engagement is also one of the pivots of effective
digital learning. Modern students, especially those in the elementary and secondary
programs, require experiences that are educative and engaging and are congruent to
their empirical realities (Thiessen, 2007; Lampropoulos et al., 2022). In turn, the
socioculture of students, their digital literacy and cognitive development must be
regarded by educators when designing media. In a dense and fast changing an
educational environment, a homogeneous and standard strategy is no more
appropriate. In that way, logical study of the needs students have before making
media has shown to be the most essential way of maintaining relevance and
accessibility (Nurrita, 2018; Lasekan et al., 2024; Bettayeb te al., 2024).

In addition to the curricular design, the best implementation of digital platforms and
tools requires an assessment and continuous-improvement approach (Nikolic et al.,
2021; Haq, 2024; Damayanti et al., 2024). The technologies that are introduced to
the classrooms are eternally, becoming up-to-date, and the needs of students change
according to the changes in the curriculum, the familiarity with technology, and
alterations in the learning environment (e.g., the hybrid or remote learning mode).
Digital media, hence, should be understood as something that should be constantly
revised, formative assessed, and checked by the stakeholders. Continuous
evaluation not only enhances the quality of digital content but also ensures its
adaptability to emerging educational challenges (Purba et al., 2024; Ahmed & Sidiq,
2023).

Using scholarly research, teacher competence was also given a critical position in the
effectiveness of digital media implementation (Fernandez-Batanero et al., 2022).
Teachers cannot just be facilitators of technology as a side line role since they are
those who design and facilitate learning experiences. The task of maneuvering within
the complexities of digital leaning terrains requires a combination of content
knowledge, pedagogical and technological proficiency (Wei, 2024). In these
circumstances, the TPACK frame presents a model of critique and development of

2

Copyright © 2025 by Author, Published by Mauve Journal De Leardu. This is an open access article under
the CC BY-SA License (https://creativecommons.org/licenses/by-sa/4.0).



such competencies and argues that successful online teaching is an exercise of
connecting depth tools with the learning content and pedagogy. As such, professional
growth programs that increase the TPACK skills of teachers are essential to the
sustainability and scalability of digital learning strategies (Sumardi et al., 2024; Kong
et al., 2023).

Nonetheless, due to the respective factors discussed Mhlongo et al. (2023),
methodological challenges (poor infrastructure, spotty internet connection, and the
difficulties of changing) may always hamper the process of using the digital learning
media. Three issues that may contribute to the disparity in the acquisition of
knowledge between the schools in a rural or resource-deficient environment and the
schools in an urban area are fewer technological resources or professional
development opportunities or services that the schools in a rural setting or the
schools in a resource-scarce setting may get in relation to the acquisition of
knowledge level, which may further widen the gap in the acquisition of knowledge
between the schools in an urban setting and the schools in a rural setting or that
may exist between the schools in a resource-heavy setting and the schools in a
resource-scarce setting (Hossain, 2 Moreover, technologic development is exceedingly
fast and a teacher may be discomposed with the fact that he or she may not be in a
position to use new strategies. These contextual-related issues underscore the
necessity to possess their adaptable program response measures that can care about
site-specific contexts and feasibilities of a given institution (Pratiwi & Dewi, 2024).

The following paper challenges these intricate issues with the assistance of the
systematic literature review which is going to search the appropriate literature and
synthesize the effective strategies within the sphere of the development of digital
learning media. It is not really a list of technological devices, but it is a recipe of what
can actually be done based on educational theory, research and practice. It is found
that there are five essential steps that should be followed in the process of the
successful development of the digital learning materials: (1) a good analysis of the
needs of the students, (2) application of the design plan models such as the ADDIE,
(3) application of the digital tools and interactive websites, (4) setting up the continual
process of the assessment and elimination, and (5) competence of the teachers
through the professional development on the basis of the TPACK. This article
expands on the emerging discourse of innovation in education in digital era, relating
the theoretical concept with the practical implications of the same. It encourages an
iterative, context-sensitive and integrative approach to the construction of digital
media, that is, the empowering of educators, the engaging of students, and the
exploitation of system-level challenges of change in education. Finally, the aim is to
nurture a learning situation where digital media is not seen as an alternative to the
methods of teaching, but as a way of establishing a higher level of learning and
greater educational fairness.

METHODS

The conducted research employs a methodology of systematic literature review (SLR)
to reveal and synthesize successful strategies in the process of creating digital
learning media in the case of modern education. The SLR approach allows a thorough
and systematical analysis of already available scholarly sources, which forms a
strong basis to define the key concepts, theory bases as well as implementation
issues related to the digital instructional media. The researchers used scholarly
articles, books, and institutional reports that have been published within the past
decade to make the research relevant and valid. The inclusion criterion was based
on publications on key issues like the instructional design, online pedagogy,
professional development of teachers, online literacy and educational technology.
These literatures were retrieved using academic databases and journals on the
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Internet that were recognized to be credible sources of research on educational
backgrounds.

The stages that were used to conduct the literature review are three. First, the major
concepts were identified within every source and focus was on clear strategies,
frameworks (including ADDIE, SAM, and TPACK), and situational variables as
determinants of media effectiveness. Second, the results were condensed down to
thematic groups according to pattern repetition, which included student-centered
design, technology integration, and evaluation methods. Third, the synthesis of the
themes provided a formulation of a coherent set of strategic recommendations in the
development of digital media.

As opposed to using the traditional narrative review, this analysis did not simply
describe the already made studies but highlighted where the studies pointed at in
accordance with the literature. The focus was laid on determining integrative and
actionable approaches which could not only be theoretically solid, but also be rapid
to address the ever-changing issues of digital learning transformation in education.
The rigor of the methodology applied to it makes it capable of contributing to the
academic nature of the problem and its actualization in the sphere of digital learning
media design.

RESULTS AND DISCUSSION

The design of efficient digital media of learning has come to be a very central concern
in the 21 st century educational context being propelled by high-speed uprising in
the world of technology and the paradigm orientation in the methodology of learning.
With renewed focus on education being more student-centered, interactive and
technology rich in the learning environment, there has been a great increase in the
demand of the design of digital media. With this development, most of the educational
programs are still coerced and superficial. Far too frequently, there are attempts to
resort to the incorporation of the tools or online platforms without being informed by
ideologically consistent and theoretically and pedagogically sound strategies.
Consequently, digital integration most often revolves around the what, namely the
technology itself, but not how and why, which puts its capabilities of fundamentally
changing learning into a very small range.

Needs Analysis of Learners Learning Centered

The premise on the bedrock to effective digital learning media by Pearl would be the
argument that learner-centered needs analysis is held in theory and supported in
the literature widely. Conceptualizing learner characteristics, which would involve
cognitive styles, sociocultural backgrounds, access to technology, and readiness to
engage with learning materials, may also be to a significant extent, a necessary driver
of relevance and effectiveness of the resulting media (Nurrita, 2018; Azis, 2019). This
argument is due to the notion that the media based on the proper perception of
learners has higher chances of enhancing engagement, motivation, and achievement
of better learning results. Nonetheless, this principle is often provided, however it is
not very evenly applied, especially in the education field since there is no time or
expertise or institutional aid to take a protracted look at a learner.

As a matter of fact, numerous educational technology projects are based on the
assumptions or uniform personality profiles instead of empirical and situation-
specific information. The task of carrying out a valid and all inclusive needs analysis
is usually underrated. Because of a wide variety in learning preferences and the
heterogeneity of classes, it is necessary to have fine grained instruments and
methodological rigor that is rarely put into consistent use in reality. Moreover, the
translation of these results into the design-decisions is a complex process that
requires not only a pedagogical knowledge but also a design expertise. Failing to have
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this data-design bridge, needs analysis can easily turn into an empty pursuite as
opposed to an actual basis of development.

More importantly, the fact that digital media content continues to be produced
according to a system of one-size-fits-all does show disregard of learner variability
within the system. Indeed, it has been observed that a lack of a proper needs analysis
tends to lead to media that does not appeal to its intended audience, thus hurting
the media in terms of educational efficacy (Huang et al., 2020). The problem is
especially sharp when it comes to under-resourced environments where developers
cannot appropriately modify content to local conditions because they do not have the
infrastructure and the capacity. When this is the case, standard solutions may be
preferred due to their ease of scaling, even though they have low adaptability
characteristics and also may not fit well in the context of the culture.

Although repetitive and unending evaluation has been recommended by some
academics to constantly perfect digital media (Jalinus et al., 2019; Wahyuni et al.,
2023), it necessitates prolonged institutional determination, technical skill, and
input with instructors, designers, and learners. Such conditions do not necessarily
happen at all times, particularly in the areas of mass tutelage where e-educational
drives tend to be top down and atomistic. Hence, because learner-centered needs
analysis is imperative in theory, in practice, it is useful as much as it is incorporated
into the design practice, institutions promote it, and it becomes an ongoing, not
singular, event. Absent such crucial coordination, aspirational is a better description
than accomplished of the potential of learner-centered media.

Application of Instructional Design Models

Models of instruction like the ADDIE and SAM have been regarded as blue prints in
the creation of digital learning media over a long period of time. They are also
commended on their systematic method that facilitates consistency between learning
outcome, learning requirements and content development (Rachma et al., 2023;
Branch, 2009). Specifically, the sequence of phases in ADDIE that include Analysis,
Design, Development, Implementation, and Evaluation provide a rational process
according to which every step should be considered carefully. Nevertheless, this kind
of praise deserves a more critical analysis. The fact is that these models have
assumed to ensure effective results but this comes with the lack of seeing the fact
that there is much reliance in their success depending on the flexibilities, contextual
needs and adaptability of the models when applied to practice.

Overall, ADDIE has been viewed in practice as rigid and linear, and therefore it has
been criticized as unresponsive to the iterative and fast user stimuli of modern digital
learning environments. Applying the model strictly will suppress the innovation, slow
down the revision process, and develop inefficiencies, at least in situations where
mid-developmental challenges emerge unexpectedly (Eryilmaz and Cigdem, 2021;
Morrison et al., 2019). Although its clarity serves well a novice designer, it may also
have constraining effects on creativity and the ability to find solutions in a rapidly
changing setting or a highly complex situation. SAM (Successive Approximation
Model) on the other hand overcomes most of these limitations by focusing on such
things as rapid prototyping, looped feedbacks, and continuous updates. However,
the flexibility that makes SAM rather easy to cope also may lead to insufficient depth
in the initial analysis stage that will challenge the pedagogical integrity of the end
product.

Additionally, much intellectual literature on the instructional design models
ordinarily fails to tap on the structural and individualistic components of their
deployment. As an example, the importance of interdisciplinary cooperation in order
to make the design process richer due to the introduction of different expertise is
often promoted (Seel, 2012). Nevertheless, the construction and maintenance of
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productive collaborative teams is not usually easy. The variations in the pedagogical
school of thought, communication patterns, and institutional expectations may
become a barrier to the progress without being controlled. Moreover, the same
institutions often do not equip the staff with the time, training, or leadership to
actually collaborate, or be iterative in their design practices. Such barriers have a
propensity to critically restrict the potential of even the strongest structure models.

After all, models such as ADDIE and SAM can and should still be used as guidance
but they cannot be seen in a prescriptive model formula. They would not be effective
because of their uniform use, but the extent to which they are keenly taken into
consideration within the confines of the education environment, complexity of the
material, and learner requirements. This can hinder creativity, slow down innovation
and diminish the effectiveness of the digital learning solutions due to excessive use
of structured models with little adaptation. In such a way, there is a necessity to
strike a balance between the structural robustness of the instructional design models
and the flexibility, contextual sensitivity that is required in responding to the
challenges of contemporary education.

Digital Technology Integration

Digital tools and platforms are often marketed as one of the cornerstones of
contemporary educational innovation, especially when it comes to informing the
processes of student interactivity, engagement and collaboration. Platforms that are
available and are popular including Google Classroom, Edmodo, Powtoon, Quizizz
and Kahoot, have the potential to bring dynamic learning to students (Jediut et al.,
2021; Azis, 2019). Nevertheless, the blind adoption of digital tools frequently creates
the issue of superficial integration, when the end goal is not on pedagogical
effectiveness, but on the technology as the new shiny thing. The habit of seeing
technology there as a synonym of learning good is a clear indication of a long-term
divide that something digital in a solo capacity will somehow be inherently
transformative.

The extent to which these tools have educational value is dependent in real terms on
the ways that such tools are incorporated into the learning process. Studies always
prove that pedagogical intents are the real factors underlying the accomplishment of
learning independence, rather than the number of platforms or even their popularity
(Rahmawati et al., 2023). The most important element that a teacher has to
understand is not standard digital literacy, but deeper insight on how to match
available tool functionality with learning tasks, student requirements, and the
complexity of the text. Regrettably, this affinity is not so regularly present, specifically
when educators get meager professional growth or when they are compelled to
implement instruments very fast without proper tutorial. In digital circumstances,
the tools could be limited to nothing more than a digital version of conventional
procedures and will not support higher-order thinking or student independence.

Further, new issues may be generated because even the effective use of digital tools
can be abused or misused. Poorly built-in technology can lead to additional feelings
of cognitive overload, slicing focus, and a decrease in digesting abilities, especially in
students with limited self-control talents or an absence of a solid internet connection
(Adedoyin, Soykan, 2020). The tools which are aimed to enhance engagement are the
cause of disengaging in some settings because of its usability, fatigue in use, or
useless application. It is an emphasis on the need to consider not only the tools that
are employed, but how and why they are used within particular pedagogical schema.

Thus, serious and philosophical planning on digital tool integration is a necessity.
Online resources must not be overvalued as the supreme goal itself; however, it is an
appropriate tool to promote deeper, inquiry-based, and student-centered learning. It
involves a transition towards pedagogy-based design rather than the tool-focused
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innovation where technology only complements rather than substitutes the basics of
good teaching. Absent such a pivot, danger indeed exists that digital media will
become a veneer over less-than-altogether-relevant instructional frameworks,
providing the semblance of advancement with the mask of underlying structural
misalignments in curriculum, teacher training, and evaluation.

Ongoing Review and Press Edit

The facet of continuous evaluation constantly appears in discussions regarding
critical elements of helping the digital learning media to earn a passage of success
as pedagogy-oriented, user-centered, and goal-oriented. The purpose of both
formative and summative evaluations is independent yet supplementary
purposefully: the former will present timely insights throughout the development,
and the latter shall evaluate the overall effect that the development has after its
implementation (Purba et al., 2024; McKenney & Reeves, 2018). In the practice,
however, disproportionate dependence upon summative types of evaluation that take
place after the deployment is the characteristic feature of many digital media projects
despite this clear theoretical framing. This is a reactive way of thinking as the errors
in design, the technical shortcomings and the disconnect with the need of the
learners is mostly identified late and would have had earlier means of redress with a
more responsive feedback loop.

The remarkable criticism of the practice is that we fail to consider the evaluation as
an ongoing iterative process. Although literature suggests the inclusion of real time
feedback mechanisms, including learner analytics, usability testing, and educator
reflective feedback, it is not commonly done as work on it is unsteady and superficial
(Koehler et al., 2014). Evaluation is usually seen as a buck-passing exercise or end-
of-term activity and not as a formative decision technique of continuous betterment.
Such a perception constrains the possibility of a rapid prototyping, iterative design
and responsiveness to changing conditions in the classroom. By doing this, it negates
the flexibility that digital media was designed to provide when compared to traditional
learning materials that are static in nature.

In addition, the vast majority of evaluations are based erroneously on the scale of
cognitive outcomes, and the other two, which are equally important to the holistic
learning, affective and psychomotor aspects, are being overlooked (Wang & Hannafin,
2005; Alenezi, 2018). The short-sighted view of either test scores or satisfaction
surveys of users does not reflect on the subtle aspects of digital tools in terms of
changing motivational level of students, engaging them in behaviors, and in their
skills. Such a reductionist approach threatens to misrepresent the effectiveness of
the media, as well as create the ability to have poor design choices become
compounded during repeated iterations of development. Assessment ought to be a
wide-ranging range of learning indicators and it must be ingrained into the process
of the instructional design early on.

Finally, when evaluation is viewed as a settled or terminal activity, then there is
neglect regarding its possibilities as an innovation driver and quality assurance. To
develop the digital learning media in a meaningful way, evaluation has to be
rethought as a process integrated into design and both short and long term strategy.
It demands refinement since it not only takes methodological rigor but organizational
commitment as well: proper time, technical infrastructure, and receptiveness
towards an iterative change. Without such a paradigm change, assessment can easily
end up being an administrative addendum instead of an active instrument of
continuous educational advancement.

TPACK enhances Teacher Competence
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The aspect of teacher competence is not about being an enabling attribute but one
that is front and center in shaping success in how digital learning media are achieved
and accomplished. The Technological Pedagogical Content Knowledge (TPACK) model
is mentioned many times as an integrative one that combines technological expertise
with effective pedagogical and content knowledge (Mishra & Koehler, 2006; Sumardi
et al., 2024). Theoretically, TPACK offers an excellent prism through which the
readiness of teachers can be evaluated and trained. But even though this theoretical
beauty is understood very well, it is very difficult to transfer this framework into
practice formulating teacher competencies. The expectation that teachers can just
as easily or consistently incorporate technology into instruction does not account
adequately for the diversity in the level of demonstrating interest, access to
professional learning opportunities as well as their motivation.

Although most agree on the necessity of a professional development process of
transition to digital tools and resources, much of the teaching force is not ready to
face working with digital tools in an engaging way. The challenges like low levels of
digital literacy, change fear, time, and poor institutional incentives remain on the
way of progress (Purba et al., 2024b). Also, more often than not, conventional training
frameworks do not support the experiential and reflective practices required to
manage sustainable change in digital pedagogy. The unfavorable characteristics
attributed to disconnected or more tool-centered workshops imply shallow adoption
that does not lead to a profound pedagogical integration (Tondeur et al., 2017;
Kirkwood & Price, 2014). In simple terms, unless the capacity-building forces are in
place to be sustainable, contextual and practice-focused, teacher training is an
exercise in compliance instead of real empowerment.

Moreover, the structural inequalities aggrevate the issues of building competence
among teachers. Teachers in rural or less fortunate settings are often left without
any stable internet, sufficient hardware, or domestic material, giving them a
considerably poorer chance off the bat than their urban colleagues. Such inequalities
not only exacerbate the digital divide between students but also between teachers
which strengthens the systemic inequality in the outcome thereof. Policy, funding
and leadership support on a institutional level are thus essential to target the sources
of problem of under-preparedness in teachers. It would not be enough that teachers
and educators should be left to alone adapt to change of technology without further
infrastructure and pedagogical support to enable them to do so easily. Here,
equitable improvement of teacher competence is a structural, not a voluntary
measure simply because it should be a priority in case digital learning efforts are to
become scalable rather than a collection of individual success stories.

CONCLUSION

In the twenty-first century, digital learning media development is not only an
enhancement in pedagogy but is a necessary part of education. The current literature
review outlines the five key strategies synthesized through published research,
namely, student needs analysis, instruction design, digital technology usage,
sustained assessment and revisions, and teacher competency enhancement as those
that, when embedded in learning model, e.g., ADDIE and TPACK, can support the
increased levels of engagement and learning that students experience. However,
some hindrances have continued to hinder the practical execution of these models
especially failed infrastructure, unequal opportunity to technology, low teacher
preparedness and institutional inequality. These constraints, which are not usually
present in generalised discussion of educational innovation, explain why the wide
gap between strategic intent and ground-level implementation is so frequently
observed.
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In this regard, efficient digital media projects should be developed in a manner that
is integrative and contextual as being iterative. Integrative approaches associate the
pedagogical theory and the technological tool; contextual approaches admit to local
realities like geographic and socioeconomic differences; iterative techniques provide
their way to constant improvement through evaluation and feedback. Without this
cross-dimensional orientation, the digital media projects might turn irrelevant or
unsustainable. Future studies ought consequently to consider the main beneficial
investigations of these strategies in particular learning contexts and examine the
methods through which the cycles of models of design can be instituted into the
institutional practice to guarantee long-term versatility and sustainability.
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