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Abstract: The very rapid development of digital technology affects various aspects of
life, including the world of education. Innovation in the learning of elementary school
age children is very important to adapt to these changes. This research aims to analyze
the use of educational technology, such as interactive learning applications, online
platforms and other digital devices, in improving the quality of learning. The research
results show that the appropriate use of digital technology can increase learning
effectiveness and raise student motivation. Several effective learning strategies, such as
Project Based Learning, Flipped Classroom, and Gamification, have been proven to
attract students' attention and create a fun learning experience. This research provides
recommendations for teachers to integrate technology effectively in the learning process
to create a more interactive and productive learning environment.
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Introduction

Education in the digital era has significant differences with education in the
previous era. This is due to the increasingly dominant role of technology in everyday
life, including in the learning process. Learning in the digital era can be done online
or offline, and utilizes various technologies, such as smartphones, tablets, laptops or
computers. Education is an important factor in building the future of the nation. In
today's digital era, technological developments have a huge impact on the way
students learn and study. Learning innovation is very important to be developed so
that students can adapt to various technological advances in this digital era (Rizal,
2023). Education until now is believed to be a foundation or a very effective
foundation for shaping human personality for the better so that the need for
continuous improvement regarding the quality of education to be able to produce a
more qualified young generation that can be useful for the nation and state (Hasriadi,
2022).

Education in this digital era has benefits such as: a more modern learning
curriculum, improved learning outcomes with digital data analysis, can create an
interesting and collaborative learning atmosphere, and can make it easier to evaluate
the learning outcomes of students (Maulani, 2022). However, the adoption of
technology in education does not always go smoothly. Although technology can
improve learning effectiveness, new challenges, such as unequal access to
technology, limited digital literacy, and the knowledge gap between teachers and
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students in terms of technology use, are issues that need to be considered (Nuraeni et
al., 2024).

Creativity and innovation are two key elements in meeting the challenges and
capitalizing on the opportunities offered by the digital age. Creativity is the ability to
think of new ideas, think outside the box, and come up with creative solutions to
complex problems. According to Teresa Amabile, a psychologist, describes creativity
as the process of generating original and useful ideas that are implemented in action.
Meanwhile, innovation involves tangible steps to implement those creative ideas into
products, services, or processes that provide added value (Meilita et al., 2023).

Based on the above explanation, it is expected to contribute in several aspects.
Firstly, the research results can help policy makers and educational institutions in
implementing learning innovations in this digital era. Second, this research can serve
as a foundation for the development of training programs for teachers in the use of
digital technology, so that teachers can be more effective in teaching and integrating
digital skills in the learning process.

Material and Method

A literature study strategy, using methods such as journal data collection
procedures, was the research method used. A literature review is the research
methodology used in this study. The purpose of this study is to collect and examine
data from various literature sources to answer the research questions that have been
developed. Literature study is a way to collect information or references about the
research subject. Descriptive analysis technique is applied to the data that has been
obtained. The descriptive analysis approach involves first describing the facts,
followed by analyses that offer more than adequate explanations and insights.

Results and Discussion

Currently, teaching and learning activities are changing into digital-based
learning interactions. Therefore, changes in teaching and learning activities in each
generation require learning strategies that are relevant to existing technological
developments. There are a number of strategies in teaching and learning activities
that can be carried out by teachers or teachers in the digital era like today, including
developing models, carrying out evaluations and innovations in learning with the
help of digital media. Basically, with the development of technology, it is hoped that
teachers and students will be able to gain convenience in teaching and learning
activities. So that the goals to be achieved can be obtained optimally and meaningful
and inspiring teaching and learning activities can be realized.

Education is a field that is constantly evolving and adapting to the needs and
demands of the future. One of the important aspects in ensuring the effectiveness of
education is that using innovative learning approaches becomes essential in engaging
learning. The digital generation requires a different approach in their education, they
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respond more to learning that allows them to actively participate, collaborate and
take initiative in lessons.

Innovative learning needs to be designed to realize learning that is not
monotonous and boring. So that students are able to balance the functions of the left
and right brain in thinking and acting. The use of technology-based learning materials
is one of the challenges for an educator. Where must be able to use technology well
in order to attract the attention and arouse the motivation of students.

The development of technology will produce a more interactive and fun
learning and facilitate the learning process for both teachers and students. Proper
utilization of digital learning can increase the productivity of learning activities, if
teachers use the following basics of Digital learning utilization (Sitompul, 2022).

1. Web Course, viz: The use of the internet for learning purposes, where all learning
materials, discussions, consultations, assignments, exercises and examinations
are fully delivered via the internet. The learning process is fully conducted
through the use of e-mail, chat rooms, bulletin boards and online conferences.

2. Web Centric Course, where some learning materials, discussions, consultations,
assignments and exercises are delivered via the internet, while exams and some
consultations, discussions and exercises are conducted face-to-face. In this form,
face-to-face presentations are less than the use of the internet. The center of
learning activities shifts from classroom activities through internet activities.

3. Web Enhanced Course, viz: The use of the internet for education, to support the
improvement of the quality of learning activities in the classroom. This form is
also known as web lite course, because the main learning activities are face-to-
face in the classroom. This form is more dominant in face-to-face activities than
the use of the internet as a learning medium.

Digital learning can also be interpreted as the process of teaching and learning
activities carried out through computer networks or networks that are usually run
using the internet. Therefore, with the internet, digital-based teaching and learning
activities do not only depend on educators because access to knowledge or
information is more complete and wider. So that teaching and learning activities can
be carried out anywhere and anytime (Agusta et al., 2022).

In education, learning media is a tool used by teachers to help them provide
information to students in the form of materials during teaching and learning
activities. Educators use educational multimedia as a means to impart knowledge in
a way that is clear and easily understood by students. If teachers use well-developed
media students will have no difficulty in understanding the lesson content.

Pictures, instructional videos, illustrated stories, and Power Point presentations
are some of the learning resources used. The categories of advanced teaching
techniques/strategies are as follows.

1. Project-based Learning: The strategy allows students to collaborate in groups and
create projects related to the subject matter being learnt. An approach that allows
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students to actively participate in the learning process, develop critical thinking
skills, and enhance creativity.

2. Flipped Classroom: One digital-based learning model is the flipped classroom.
The flipped classroom is an innovative learning model that reverses the
traditional learning system where lessons are taught in class and assignments are
done at home. In the flipped classroom model, teaching materials are delivered
by the teacher through videos accompanied by assignments that must be done by
students at home (Cahya, 2023).

3. Gamification: A strategy of incorporating game aspects to increase student
engagement and motivation in the classroom. For example, to increase student
understanding and motivation, teachers can use activities, videos or games that
match the lesson topic (Barokah et al., 2024).

4. Contextualized Learning: This strategy provides opportunities for students to
learn in an environment that can be applied in everyday life. Instructors can
create scenarios that encourage critical and analytical thinking in their students
by using learning resources. Problem-Based Learning: This strategy allows
students to learn by solving issues related to the subject matter being examined.
Tutors can assign tasks that require the application of concepts and skills learnt
in class.

5. Co-operative Learning: This strategy allows students to practice group work and
collaboration. Instructors can give students assignments that require them to
communicate and work as a team to help them become more collaborative and
critical thinkers.

6. Online Learning: This strategy allows students to learn online by using media
such as text, images, and videos. Teachers can provide resources to students and
discuss with them through online learning tools.

7. Technology-based Learning: This strategy allows students to learn using
technology such as computers, tablets, or smartphones. A teacher can use
learning apps to assign material and discuss with students.

8. Environment-Based Learning: This strategy allows students to learn by
developing their ability to adapt to the surrounding environment. Instructors can
create scenarios that encourage critical and analytical thinking in their students
by using instructional resources.

9. Character Based Learning: This strategy allows students to learn by developing
character traits related to everyday life. Instructors can create scenarios that
encourage critical and analytical thinking in their students by using instructional
resources.

Some research related to learning innovation to prepare elementary school-age
children to face the digital era is research conducted by (Rizkiyah & Maknum, 2024)
with the title variance of innovation and learning strategies in elementary schools
Teaching strategies at the elementary school level, such as MI / SD. have important
implications for facilitating effective, creative, and innovative teaching processes. So
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that teachers can know how to learn, how to apply it well, because the teacher is a
facilitator in the learning process and students also become more directed from
several studies. The purpose of this research is to analyze the variety of innovations
and teaching strategies that can be used in MI to develop teaching effectiveness.
Further research was conducted by (Khoirina & Adriyani, 2024) on Digital Era
Learning Innovations: Development of Augmented Reality Technology in
Elementary Schools. This research aims to develop learning innovations that are
integrated with augmented reality technology in the form of augmented reality-based
interactive media, as well as knowing the level of student understanding and
reciprocity of the developed media.

The form of technological advancement that has penetrated the field of
education can be seen from the many digital teaching media that support the learning
process both online and offline. This shows that the conventional era is starting to
end and switch to the digitalization era. This requirement has a huge impact on
educational actors, both practitioners and educators, where changes in the learning
system but without careful preparation create obstacles and challenges that penetrate
all levels including basic education (Zidan et al., 2023).

Conclusion

The development of digital technology demands changes in the education
system. The younger generation must be equipped with technology, critical thinking,
creative and collaborative skills. Creative learning tactics such as gamification,
project-based learning and flipped classroom can increase student motivation and
learning effectiveness. The role of teachers, parents and communities is crucial to
create an educational ecosystem that supports the positive utilization of technology,
so that students are not only users, but also creators of change.
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