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Introduction

Changes to teaching processes are due to the fast-paced progress of the global digital
environment and how this affects CMT education (Creative Multimedia Technology).
Advanced tools and pedagogical methods are required to build student capabilities in order to
improve the effectiveness of learning (Adnan et al., 2021). Creative multimedia technology, or
CTM, is an interdisciplinary field of study that employs digital technology and an interactive
learning environment to improve the efficacy of education by applying multiple formats and
media in the creation of new and unique ideas (Plodkaew et al., 2025). CTM is another
interdisciplinary area of study that utilizes digital tools and interactive environments to enhance
learning efficiency and support creativity by using a variety of media formats (Alhulail and
Singh, 2023). This methodological approach allows the learner to develop the technical skills
required to be digitally competent (i.e., meet the needs of the workforce of tomorrow (DeWitt
and Alias, 2023).

The integration of Technology with national educational advances in Malaysia has positively
impacted the way teaching is delivered. The transformation from the traditional chalk-and-talk
approach to a digital learning environment is a result of the extensive use of information and
communication technologies (ICT) in the delivery of education. (Salsidu et al., 2017). Strategic
coordination is evidenced by the seventh initiative of the Ministry of Education, which
specifically targets the improvement of teaching in the classroom through the systematic use
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of technology (Jalel et al., 2023). The Ministry of Education has launched an ambitious
educational action plan aimed at improving the quality of Malaysian students to be comparable
to developed countries, by focusing on critical, creative, and innovative thinking skills (Hassan
et al., 2023).

The Malaysia Education Development Plan makes evident its commitment to this
transformation through the integration of Critical Thinking, Entrepreneurship, and ICT literacy
into the curriculum; thus creating people with technical and creative skills (Hoe et al., 2019).
While some progress has been made towards implementing digital pedagogy in practice,
Malaysian teachers often lack creative digital pedagogical skills, which hinders their ability to
effectively integrate digital technology and promote student creativity (DeWitt and Alias,
2023).

In order to meet the rapidly evolving digital technology environment and the growing demand
for digital creative skills in Malaysia, higher education institutions are focusing more on
improving Creative Multimedia Technology (CMT) programs. The goal is to develop graduates
who not only have the technical skills necessary to function in a digital workplace but also the
ability to think critically, innovate, and adapt to changing work environments. Student
development in this field is increasingly being recognised as a key priority in the national
agenda; thus, it is important to consider the methods through which students acquire technical
skills and how they apply those skills in complex, real-life situations ("Journal of Learning and
Teaching in Malaysia", 2021).

However, there is a growing focus on CMT education in Malaysia; there has yet to be a
meaningful methodology behind assessing the existing education quality and methods for
supporting student development and readiness for industry. Most current research looks at
either digital pedagogy or integration of technology independently without consideration for
how experiential learning, competency-based skills aligned with the industry, and their creation
overlap within Malaysian CMT programs (Adnan et al., 2021). In addition, there continues to
be a gap between the skills gained from higher education and the changing nature of the digital
creative industry, where businesses today have new expectations around practical skills,
teamwork, and adapting to the use of new technologies. Therefore, more research should be
conducted that examines the relationship between current teaching methods, national goals for
education, and preparing individuals for the workforce.

This disparity emphasizes the urgent need to investigate the obstacles that prevent educators
from effectively implementing mobile learning and multimedia activities produced by students,
which is important to bridge the gap between traditional pedagogy and the demands of the
digital economy (Ariffin et al., 2018). Consequently, this study aims to analyse the extent to
which current educational practices in Malaysian higher education institutions align with the
Malaysia Education Development Plan 2013-2025, specifically focusing on the integration of
creative multimedia technology to develop holistic, entrepreneurial, and balanced graduates
(Leow and Neo, 2023).

Objectives

1. To identify key pedagogical themes and industry-aligned competencies emerging from
the content analysis
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2. To examine the challenges and propose strategic improvements for enhancing student
development in CMT education
3. To examine the integration and effectiveness of key educational themes, specifically
project-based and experiential learning, industry-aligned competencies, and the role of
digital creativity in shaping student engagement.

Literature Review

The educational sector has been significantly influenced by the new improvements in the digital
sector. This impact can be seen in the new methods of teaching and learning in fields of
education that involve digital creativity and multimedia. Malaysian educational policies, such
as the Malaysia Education Blueprint, address changes in the classroom with the use of
information and communication technologies (ICT) and the incorporation of new pedagogy
that requires the use of higher-order thinking, as well as the preparation of students to be
productive in the digital economy (Hoe et al., 2019; Jalel et al., 2023). These efforts
demonstrate the Malaysian government’s focus on producing technologically savvy graduates
capable of supporting knowledge-based industries. While these policies have been
implemented, structural and teaching challenges remain that hinder the proper integration of
digital technology in higher education. A notable challenge is the gap that remains between
what is expected in the policies and what is done in the classroom. Although the higher
education institutions in Malaysia have been encouraged to use new pedagogy that is
technology-based, most of the teaching staff have been seen to rely on teaching methods that
are traditional, such as lecturing and teaching with the aid of a textbook (Adnan et al., 2021).
This disparity tends to create a gap between what students want in terms of learning and what
teachers are willing to provide in terms of teaching. Current learners utilize mobile
technologies, multimedia channels, and interactive learning resources, while academia may not
replicate every aspect of these digital learning phenomena. This discrepancy may further
restrict the experiential and practice-oriented learning opportunities available in mainly
creative multimedia technology (CMT) disciplines, where digital tool usage is imperative
(Ariffin et al., 2018).

The challenge is further complicated by the willingness of educators to embrace innovative
digital pedagogies. CMT educators are not only expected to impart knowledge but also to
provide opportunities for students to interact in open and creative learning contexts to play and
work with various multimedia and digital collaboration technologies. Nevertheless, research
has shown that numerous educators still struggle to adapt to these changing circumstances
because of the insufficient digital pedagogical skills and the limited experience with the latest
technologies, such as interactive media, immersive environments, and virtual reality (DeWitt
& Alias, 2023). Therefore, the lack of technology-assisted learning practices is apparent in
educational institutions, potentially curtailing students’ creative and technical skills.

According to Kolb's (1984) Experiential Learning Theory (ELT), learning is more meaningful
through a cyclical learning process of: 1) Concrete Experience, 2) Reflective Observation, 3)
Abstract Conceptualization, and 4) Active Experimentation. The theory states that through
participating in engaged learning experiences, students create a better understanding through
active learning experiences than they do through passive learning experiences (theoretical
learning). In the area of Creative Multimedia Technology, experiential learning plays a
significant role in the production process and requires students to apply theoretical concepts
and design a project through practical application, such as digital design, video production, and
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collaborating with their peers across a variety of multimedia platforms. However, if the teacher
primarily teaches or presents lectures without providing a hands-on learning experience, it is
unlikely that the student will fully realize the benefits of experiential learning, particularly
concerning student creativity and technique mastery.

The second greatest concern, aside from the pedagogical-related issues, is the disconnect
between the training students receive and what the digital media industry expects from them.
Digital media industries expect their new hires to have sound technical knowledge/skills;
however, that is only part of what the digital media industry is looking for in their new hires.
They want employees who can work productively with other employees, and they want
individuals who are innovative and able to find solutions to problems. This concern falls within
the framework of human capital theory, which posits that education and training are a means
of increasing the economic value of an individual and ultimately the productivity of a nation
through the acquisition of skills that are relevant in the labour market (Becker, 1964). In this
regard, the higher education sector is fundamental in the process of creating and developing
human capital, and the degree to which higher education is able to do this is predicated on the
relevance of the curriculum with respect to the dominant skills and technologies of industry.
The relevance of this issue is evident in the collaboration of various institutions with the
industry in the Creative Multimedia Technology programs. The degree to which the
partnerships are sustainable and effective is determined by the state of the relevant
infrastructure, the extent of industry collaboration, and the availability of modern digital
technologies.

Given these challenges, there is a clear need to examine how current educational practices in
Malaysian creative multimedia technology programs support student development and align
with both pedagogical principles and industry expectations. By analyzing curriculum
documents, institutional guidelines, and relevant academic literature, this study seeks to
identify key pedagogical themes, evaluate existing challenges, and propose strategies to
strengthen the integration of experiential learning, industry-aligned competencies, and digital
creativity in CMT education. Such insights are essential to ensure that creative multimedia
technology programs effectively prepare graduates with the skills, creativity, and adaptability
required in the rapidly evolving digital economy.

Research Methodology
Conceptual Framework

This study utilises both Experiential Learning Theory (Kolb, 1984) and Human Capital Theory
(Becker, 1964) as the basis of its conceptual framework, which serves as the roadmap for
examining how student development in CMT occurs and how the graduates are prepared for
the industry. Human Capital Theory posits that education and training are strategic facilitators
of productivity and enhance the skills and economic value of individuals involved in CMT
through student development and providing graduates with qualifications to be successful in
the workforce. Therefore, the framework delineates three independent variables (IVs), and
those variables will jointly influence the dependent variable (DV), which in this case is student
development in CMT. As stated in Figure 1, the model includes curriculum documents,
institutions, and published literature reviews to establish similarities between pedagogical
practices and documented challenges, as well as provide evidence that supports using a
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framework for improving student outcomes in student development within CMT and preparing
students for success in the workforce.

Pedagogical
Integration

Student Competency
Development Alignment

Student
Engagement

Dependent Variable Independent Variables

Figure 1: Conceptual Framework
Source: Author’s own work

Research Design

This study employed a qualitative content analysis approach to examine how curriculum
documents, institutional guidelines, and published literature reviews were used to identify the
common pedagogical patterns and challenges that contribute to student development in creative
multimedia. The idea behind selecting content analysis was to systematically code and interpret
the text-based data so that patterns and themes could be discovered. NVivo 11 software was
then utilised to group the data into clusters and generate insights from the data across multiple
documents.

Data Analysis Procedure

NVivo 11 software was used for qualitative thematic content analysis of the collected
documents. Curriculum documents, institutional guidelines and academic literature were
imported into NVivo and systematically coded. Open coding was completed first to identify
the recurring concepts, keywords and pedagogy practices associated with student development
in CMT education. Each code was grouped into a larger concept based on conceptual similarity
through the iterative process of comparison until three major themes emerged: 1) integration
of project-based experiential learning; 2) industry-related competencies; and 3) digital
creativity in student engagement.

To provide greater analytical consistency, data were triangulated across the three document
groups to identify recurring patterns and similarities across institutions. The themes were then
interpreted using the conceptual frameworks of Experiential Learning Theory and Human
Capital Theory to explain how educational practices facilitate student development and
workforce readiness in Malaysian CMT programs.
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Sample

The study's method consisted of qualitative document analysis in relation to educational
practices supporting the development of students in Creative Multimedia Technology (CMT)
programmes in Malaysia. The data collected came from three significant sources: the
Curriculum, Guidelines, and Published Academic Literature. A total of fourteen documents
dated from 1984 to 2025 were reviewed for this study, including Government Blueprints,
Institutional reports, and Academic Publications. The analysis was conducted using a peer-
reviewed method along with the attached literature review as evidence supporting the analysis.

Table 1: Sources of Data for Content Analysis

Data Category  Type of Documents Number Purpose

Curriculum Program structure, course syllabus, and 4 Identify

Documents learning outcomes from Multimedia pedagogical
University, 2023; Includes experiential practices
learning components, studio-based

production courses, and internship modules
(Universiti Teknologi MARA, 2023);
Strong digital media and interactive design
curriculum, industry collaboration
exposure (Universiti Malaysia Sarawak,
2023);  Industry-aligned  multimedia
production and digital tools integration
(Asia Pacific University of Technology &
Innovation, 2023).

Institutional Malaysian Qualifications Agency (MQA)— 4 Examine
Guidelines Programme Standards (Malaysian institutional
Qualifications Agency [MQA], 2020); alignment

Malaysia Education Blueprint 2015-2025
(Ministry of Higher Education Malaysia,
2015); Malaysia  Digital Economy
Corporation (MDEC) (Malaysia Digital
Economy Corporation, 2022); TalentCorp

Malaysia — Critical Occupations List

(Talent Corporation Malaysia, 2023);
Academic Peer-reviewed  journals such as 6 Triangulation
Literature (Peer- Experiential Learning by Kolb, D. A. and contextual
Reviewed — (1984), Human Capital Theory by Becker, support
Supporting G. S. (1964), Project-Based Learning by
Literature Thomas, J. W. (2000), Digital Creativity in
Review) Education by Henriksen, D., Mishra, P., &

Fisser, P. (2016) and Industry—Academia
Collaboration Perkmann, M., et al. (2013).

Educational Reform Through Industry

Collaboration by Sah et al., 2026
Total 14
Source: Author’s own work
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Sample Curriculum Documents

The selected Malaysian higher education institutions that provide either Creative Multimedia
Technology or a similar course were examined in detail to find any of the available course
curriculum documents about them (i.e., program structure, course descriptions, expected
student knowledge/skills, and assessment rubrics) that have been through official
publication/publicity channels, which ensured their reliability and transparency for use in
teacher-training programs. Only documents determined as having relevance to the same
teaching methodologies, relation to industry expectations, and components of digital creativity
were selected.

Institutional Guidelines

We collected institutional-level documents, including teaching/learning policies; frameworks
for industry collaboration; guidelines for internships; and digital learning strategies, that
illustrate the institutional priorities with respect to experiential learning, engagement with
industry, and the use of technology in CMT education.

Academic Literature (Peer-Reviewed — Supporting Literature Review)

In order to provide context and triangulate results, multimedia learning, project-based learning,
industry-aligned competencies, and digital creativity were investigated using an integrated
database of peer-reviewed papers and policy reports. The materials in Table 1 reflect literature
within defined theoretical constructions published between 1984 and 2016; additionally, we
prioritised new literature published since then to better align with technological changes.

Result
The results are drawn from document analysis of curriculum documents, institutional
guidelines, and academic literature, which is supported by a literature review, complemented

by NVivo-assisted clustering of key themes.

Pedagogical Integration

understanding

improvement "
. studies

applications |5

lled concepts
competency , €Nro )
activities teamwork adopting solve

reform pedagogica| processes

work involved team i owledge

approach practical apply easy
material provide hands skills based sldn

. o . academic using
apprenticeship jnnovation deep philosophy

extensive experiences ofer
problems education gyccess
programme

strength
emphasise

Figure 2: NVivo Word Cloud Analysis of Pedagogical Integration

Source: Author’s own work
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The word frequency analysis generated through NVivo 11 reveals a strong emphasis on
experiential and practice-oriented pedagogical approaches within CMT education in Malaysia.
Predominantly used, "pedagogical," "practical," "hands-on," and "apply" refer to a central
focus for learning activities to be structured primarily as applied/hands-on experiences;
therefore, the implication is that CMT program learning activities utilise active strategies that
follow the principles of experiential education because knowledge is constructed through direct
involvement and reflective practice (Kolb, 1984).

In support of this theory, the prevalence of words like "teamwork," "innovation," "skills," and
"experience" points to the collaborative and creative nature of the curriculum. These patterns
indicate that multimedia education emphasizes problem-solving, working on cooperative
projects, and completing innovative tasks, which are all necessary skill sets within the digital
creative industry. Supportive of this concept is research that finds that project-based and
collaborative learning environments provide students with increased levels of engagement and
help them acquire more skills in technology-intensive fields (Thomas, 2000).

Moreover, using many words that contain the terms "competency," "knowledge," and
"program," indicates that the institution prioritizes molding capabilities that relate to industry.
This supports the theoretical assumption that postsecondary education will serve to create
human capital in order to develop curricula that enable students to gain the necessary skills
needed to meet the qualifications for jobs in the workforce (Becker, 1964).

The research indicates that CMT in Malaysia is continuing to develop from content-centred
instruction toward learner-centred and practice-oriented pedagogies. Nevertheless, the
effectiveness of experiential learning depends on the degree to which institutions are able to
accommodate experiential learning, notably educator skill level and level of technology
infrastructure support. Without continuous institutional support, experiential learning may
continue to be integrated in an inconsistent manner for the various institutions.

Competency Alignment

programmes
univclrsity instafil(?tions positively
researchers' €Mmbrace confidence economy ;o riforce
connections resourc.e competency
players teaching 3cademics relevant media
income | collaboration faculty

created 'eéa projects products

CXV[;](;IS?JUNSE fostering Innovation career grants produce

comics needs industry digital advanced towards

creative driven . B subbort design
culture agendas Interactive PP led

adoption
systems direction order engage meet ““°""°

mtegratlr'\g attitudes encourages np'pllcahons ‘
provide current . different shifts
linked technologies involve
expectations partners

requirements

module

Figure 3: NVivo Word Cloud Analysis of Competency Alignment

Source: Author’s own work
The second frequency analysis of words indicates that CMT education in Malaysia is highly

focused on industry, with four of the most frequently used words being collaboration,
innovative, industry, and interactive, which have all been established as defining features of
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participatory modes of learning. The second frequency analysis of the term collaborative also
shows that institutional practices have an industry focus and support the establishment of
partnerships with academic institutions to develop collective knowledge and provide students
with exposure to industry experiences. This finding matches the literature that supports the
increasing use of university-industry partnerships to promote a curriculum that is responsive to
the changing nature of business and to enhance the employment prospects of graduates
(Perkmann et al., 2013).

The number of times industry, project, real, and technologies were found in the analysis
corresponds to the practical focus of educational programs and their alignment with current
market expectations. All four words point to an educational environment that tries to replicate
a real-life learning environment with a strong emphasis on using interactive digital devices and
new technology. Thus, their inclusion demonstrates the institutions' commitment to producing
students who can meet the needs of the workforce, as well as the theories supporting human
capital in that post-secondary institutions are a form of long-term investment in training and
developing the skills needed for employment (Becker, 1964).

Furthermore, each of the words "innovation," "interactive," "support," and "engage" is
indicative of a framework for teaching and learning of dynamic (vs static) technology-
enhanced learning environments. The patterns found within this data set indicate that
“innovation” is a component of the skill-based outcome and is also a pedagogical method for
encouraging student engagement through digital interactivity. Previous studies have also shown
that implementing technology-based and innovative teaching models helps improve student
engagement and creative capacity in a digital education environment (Henriksen et al., 2016).
In total, the findings from this study support the overall theme of ongoing industry partnerships
and innovation-based pedagogy within the CMT programs. The results of the analysis indicate
that Malaysian institutions are proactively developing an interactive, collaborative learning
environment in response to the rapidly changing digital industry landscape.

nn

Moreover, while there is a growing recognition among Malaysian institutions of the necessity
to develop competencies in an industry-aligned competencies, the continuing challenge lies
with maintaining the long-term relevance of the curriculum due to the continued rapid change
of digital technology, as well as the expectations of the workforce. This would suggest that
there is an overall structural issue in balancing the long-term academic curriculum consistency
with the need for it to respond to industry.

Student Engagement

With regards to the shifts in the types of learning environments towards more immersive and
technology-enhanced environments, it reflects a broader transformation in the preferences that
students have for how they learn in the digital environment. At the same time, there may be an
effect of unequal digital infrastructure between different institutions and varying levels of
educator readiness on the levels of engagement for students between different institutions.

Research on thesaurus frequencies would indicate a structure of Malaysian Creative
Multimedia Technology (CMT) education as being experiential, collaborative, and integrated
with the industry. The number of occurrences for words (such as "hands", "practical", "apply",
"experience") suggests that learning is primarily through practice, which parallels the
principles of experiential learning for active participation and reflection (Kolb, 1984).
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Conversely, the number of occurrences for "collaboration", "innovation", "industry", and
"interactive" indicates that universities in Malaysia have made long-term efforts to integrate
actual industry practices into their programs and thus increase the relevance of their curriculum
to the workforce in Malaysia (Perkmann et al., 2013).

The implications of the above patterns in pedagogical and institutional practices have
significance for student engagement. Project-based, active, and technology-enhanced learning
environments are widely regarded as major predictors for cognitive and behavioural
engagement, especially in creative and digital disciplines (Henriksen et al., 2016). By
incorporating hands-on multimedia production, collaborative projects, and interactive
technologies, the CMT program creates immersive learning experiences that enhance
motivation, engagement, and creative problem-solving. Compared to the traditional lecture-
based approach, immersive learning environments encourage greater engagement.

According to Becker (1964), programs with strong alignment to industry and employability
outcomes will appeal to prospective students who are looking for credentials to support their
future careers. The confidence of students in the value of a program will also improve when an
institution has provided the appropriate (visible) support structures, including partnerships with
industry, opportunities for internships, and access to current-day digital technologies; this may
also enhance the trends of students who enroll in a program. Studies have suggested that
perceived relevance of programs in terms of academics as well as institutional support are key
determinants in a student’s ability to persist and subsequently make an enrollment decision
regarding post-secondary education (Tinto, 1993).

The findings suggest that supporting experiential learning, collaborating with industry, and
developing a strong technological infrastructure will enhance opportunities for students to be
engaged and, therefore, will enhance both the attractiveness and competitiveness of CMT. The
necessary continued investment in digital resources, educator training, or skill upgrade, and
long-term partnerships with industry are essential if enrollment trends are going to continue to
grow and programs are to remain viable as Malaysia continues to adapt to the growing needs
of the digital economy.

Conclusion

This research looks at the role of various educational practices in student development within
Creative Multimedia Technology (CMT) programs, by assessing curriculum documents from
these programs as well as institutional guidelines and peer-reviewed articles. The results of this
study show that Malaysian institutions of higher education are increasingly incorporating
activities from industry that are related to the field of study within the curriculum of CMT,
using experiential learning theory (Kolb's 1984) and human capital theory (Becker's 1964). The
key themes mentioned previously are twofold: they help graduates gain experience and
collaborative skill development as well as innovative thinking processes in a digital context.

This report addresses the challenges of the physical environment as well as a lack of adequate
educator training in digital pedagogy, along with the level of long-term partnerships with the
industry, and the slow adoption rates of future technology applications such as virtual reality
and interactive media. These limitations can hinder the realization of experiential learning
cycles and undermine human capital development, with CMT education as a targeted area of
investment. Our findings show that consistent investment in digital infrastructure and
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professional development for educators and systematic long-term industry engagement is
significant for achieving student development targets. All these issues need to be addressed
proactively. Thus, Malaysian higher education institutions can strengthen and enhance the
effectiveness of CMT programs in terms of quality, relevance, and growth, producing graduates
who are prepared for the digital business needs of the future environment and to improve their
quality of life, being proactive, innovative, and efficient to meet the needs of our society and
the new world.

Integrating the human capital framework with the experiential learning perspective is one of
the contributions of this study to previous research about student development in Malaysian
CMT programmes. In addition to the theoretical implications, the findings provide directions
on sustainable industry partnerships, ongoing educator development, and investment in digital
infrastructure, which are critical aspects of curriculum relevance in a changing digital economy.

Acknowledgements: The authors would like to express their sincere gratitude to
Universiti Teknologi MARA (UiTM) for providing the necessary
resources and support throughout the course of this research.
Special appreciation is extended to colleagues and peers who
contributed valuable insights and constructive feedback, which
greatly enhanced the quality of this paper.

Funding Statement:  This research received financial support from Universiti Teknologi
MARA (UiTM) under Grant Number 600-UiTMCJ (PJIA.5/1). The
funding body had no role in the design of the study, data collection,
analysis, interpretation of results, or the decision to publish this
manuscript.

Conflict of Interest The authors declare that there is no conflict of interest regarding

Statement: the publication of this paper. All authors have contributed to this
work and approved the final version of the manuscript for
submission to the International Journal of Modern Education
(IIMOE).

Ethics Statement: This study did not involve any human participants, animals, or
sensitive data requiring ethical approval. The authors confirm that
the research was conducted in accordance with accepted academic
integrity and ethical publishing standards.

Author Contribution All authors contributed significantly to the development of this

Statement: manuscript. Suguna Olakanathan was responsible for the
conceptualization, analysis, and interpretation of the study results.
Siti Nur Shahira Dahari handled the methodology and data
collection. Rabiatul Adawiyah Kamarulzaman and Rohayu Ahmad
contributed to the literature review, drafting, and critical revision of
the manuscript. Siti Hasma Hajar Mat Zin provided overall
supervision of the study. Nur Sherina Zainal Abidin proofread the
manuscript. All authors read and approved the final version of the
manuscript prior to submission.

311



International Journal of
Modern Education IJMOE

EISSN: 2637-0905
Volume: 8 Issue: 30 (June 2026) PP. 300-313
References

Adnan, A. H. M., Karim, R. A., Shah, D. S. M., Tahir, M. H. M., & Shak, M. S. Y. (2021).
Higher Education 4.0 Technologies: Survey of Immersive, Interactive Content
Development and Materials Deployment Within A Developing Nation. Journal of
Physics  Conference  Series, 1793(1), 12002. https://doi.org/10.1088/1742-
6596/1793/1/012002

Alhulail, H. N., & Singh, H. P. (2023). Impact of multimedia technology on university students
learning agility and creativity. Revista Amazonia Investiga, 12(70), 189.
https://doi.org/10.34069/2i/2023.70.10.17

Ariffin, A., Bush, T., & Nordin, H. (2018). Framing the roles and responsibilities of excellent
teachers: Evidence from Malaysia. Teaching and Teacher Education, 73, 14-23.
https://doi.org/10.1016/j.tate.2018.03.005

Ariffin, S. A., Sidek, S. F., & Mutalib, M. F. H. (2018). A Preliminary Investigation of
Malaysian Student’s Daily Use of Mobile Devices as Potential Tools for STEM in a
Local University Context. International Journal of Interactive Mobile Technologies
(1JIM), 12(2), 80. https://doi.org/10.3991/ijim.v12i2.8015

Asia Pacific University of Technology & Innovation. (2023). BA (Hons.) in digital media
design programme specification. https://www.apu.edu.my/

Becker, G. S. (1964). Human capital: A theoretical and empirical analysis, with special
reference to education. University of Chicago Press.
http://www.nber.org/chapters/c3730

DeWitt, D., & Alias, N. (2023). Creative Digital Pedagogies for Student Engagement. In
Routledge eBooks (p. 112). Informa. https://doi.org/10.4324/9781003367093-7

Hassan, N. N., Hamzah, S. S., Jalaluddin, N. F. M, Idris, M. Z., & Said, C. S. (2023). Mediation
of Motivated Strategies For Learning For Thinking Maps Involvement Towards
Metacognitive Awareness. Asian Journal of University Education, 19(2).
https://doi.org/10.24191/ajue.v19i2.22235

Henriksen, D., Mishra, P., & Fisser, P. (2016). Infusing creativity and technology in 21st
century education. Educational Technology &  Society, 19(3), 27-37.
https://www.jstor.org/stable/jeductechsoci.19.3.27

Hoe, L. S., Chuan, T. C., Hussin, H., & Jiea, P. Y. (2019). Enhancing Student Competencies
Through Digital Video Production: A Project-based Learning Framework. Journal of
Business  and  Social  Review in  Emerging  Economies, 5(1), 51.
https://doi.org/10.26710/jbsee.v511.508

Jalel, J. A., Zaini, S. H., & Idris, N. (2023). Digital Storytelling Video Analysis for Improving
Digital Material Reading Practices (NILAM): A Case Study. Journal of Higher
Education Theory and Practice, 23(17). https://doi.org/10.33423/jhetp.v23117.6533

Kolb, D. A. (1984). Experiential learning: Experience as the source of learning and
development. Prentice Hall [Google Scholar]

Leow, F.-T., & Neo, M. (2023). Critical Factors for Enhancing Students’ Collaborative
Learning Experiences in a Project-based Connectivism Learning Environment.
International Journal of Learning Teaching and Educational Research, 22(7), 388.
https://doi.org/10.26803/ijlter.22.7.21

Malaysia Digital Economy Corporation. (2022). Malaysia digital economy blueprint
(MyDIGITAL). https://mdec.my/

Malaysian Journal of Learning and Instruction. (2021). Malaysian Journal of Learning and
Instruction. https://doi.org/10.32890/mjli

312


https://doi.org/10.1088/1742-6596/1793/1/012002
https://doi.org/10.1088/1742-6596/1793/1/012002
https://doi.org/10.34069/ai/2023.70.10.17
https://doi.org/10.1016/j.tate.2018.03.005
https://doi.org/10.3991/ijim.v12i2.8015
https://www.apu.edu.my/
https://www.apu.edu.my/
http://www.nber.org/chapters/c3730
http://www.nber.org/chapters/c3730
http://www.nber.org/chapters/c3730
https://doi.org/10.4324/9781003367093-7
https://doi.org/10.24191/ajue.v19i2.22235
https://www.jstor.org/stable/jeductechsoci.19.3.27
https://www.jstor.org/stable/jeductechsoci.19.3.27
https://www.jstor.org/stable/jeductechsoci.19.3.27
https://doi.org/10.26710/jbsee.v5i1.508
https://doi.org/10.33423/jhetp.v23i17.6533
https://books.google.com.my/books?hl=en&lr=&id=jpbeBQAAQBAJ&oi=fnd&pg=PR7&dq=Kolb,+D.+A.+(1984).+Experiential+learning:+Experience+as+the+source+of+learning+and+development.+Prentice+Hall.&ots=Vp9NtVYWKd&sig=h-gOmdJHgMFjxZW3xC64XCVqv38&redir_esc=y#v=onepage&q&f=false
https://doi.org/10.26803/ijlter.22.7.21
https://mdec.my/
https://mdec.my/
https://doi.org/10.32890/mjli

International Journal of
~ Modern Education IJMOE

EISSN: 2637-0905
Volume: 8 Issue: 30 (June 2026) PP. 300-313

Malaysian Qualifications Agency. (2020). Malaysian qualifications framework (MQF) 2.0.
https://www.mqa.gov.my/

Ministry of Higher Education Malaysia. (2015). Malaysia education blueprint 2015-2025
(Higher education). Ministry of Higher Education Malaysia.
https://jpt.mohe.gov.my/portal/index.php/en/

Multimedia University. (2023). Bachelor of multimedia (Hons.) programme structure.
https://www.mmu.edu.my/

Perkmann, M., et al. (2013). Academic engagement and commercialisation: A review of the
literature. Research Policy, 42(2), 423-442.
https://doi.org/10.1016/j.respol.2012.09.007

Plodkaew, K., Pankaew, K., Suwanreung, C., & Komat, C. (2025). Development of Interactive
Multimedia to Enhance National Educational Test Results at the Basic Level in
Mathematics for Educational Opportunity Expansion Schools in Lampang Province.
Higher Education Studies, 15(4), 154. https://doi.org/10.5539/hes.v15n4p154

Sah, N., Hassan, M. S., Singh, R., Yahaya, F. Y., Zuliani Mohd Azni, & Noor. (2026).
Educational Reform Through Industry Collaboration: Enhancing Student
Competencies in Publishing Course. E- Journal of Media and Society, 9(1), 40-54.
https://doi.org/10.24191/ejoms.v9i1.9900

Salsidu, S. Z., Azman, M. N. A., & Abdullah, M. S. (2017). Tren Pembelajaran Menggunakan
Multimedia Interaktif dalam Bidang Pendidikan Teknikal: Satu Sorotan Literatur. Sains
Humanika, 9. https://doi.org/10.11113/sh.vOn1-5.1187

Talent  Corporation  Malaysia.  (2023).  Critical ~ occupations  list  report.
https://www.talentcorp.com.my/

Thomas, J. W. (2000). 4 review of research on project-based learning. Autodesk Foundation
[Google Scholar].

Universiti Malaysia Sarawak. (2023). New media technology programme handbook.
https://www.unimas.my/

Universiti Teknologi MARA. (2023). Bachelor of creative technology (Hons.) programme
curriculum. https://www.uitm.edu.my/

313


https://www.mqa.gov.my/
https://www.mqa.gov.my/
https://www.mqa.gov.my/
https://jpt.mohe.gov.my/portal/index.php/en/
https://www.mmu.edu.my/
https://www.mmu.edu.my/
https://www.mmu.edu.my/
https://doi.org/10.1016/j.respol.2012.09.007
https://doi.org/10.1016/j.respol.2012.09.007
https://doi.org/10.1016/j.respol.2012.09.007
https://doi.org/10.5539/hes.v15n4p154
https://doi.org/10.24191/ejoms.v9i1.9900
https://doi.org/10.11113/sh.v9n1-5.1187
https://www.talentcorp.com.my/
https://www.talentcorp.com.my/
https://www.talentcorp.com.my/
chrome-extension://efaidnbmnnnibpcajpcglclefindmkaj/https:/tecfa.unige.ch/proj/eteach-net/Thomas_researchreview_PBL.pdf
https://www.unimas.my/
https://www.unimas.my/
https://www.unimas.my/
https://www.uitm.edu.my/
https://www.uitm.edu.my/

