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Abstract

Aiming at the needs of today's society, this paper explores the innovation of digital media
teaching system guided by social needs. By introducing digital media technology, more
possibilities can be brought to education and the diverse learning needs of students can
be met. The innovation of digital media teaching system not only involves the
improvement of teaching methods, but also requires thinking about the essence of
education, respecting individual differences of students and cultivating comprehensive
literacy and innovation ability. Under the guidance of social needs, we can better explore
and practice the innovation of digital media teaching system and contribute to the
cultivation of talents with adaptability in the future society.
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Introduction

With the progress of society and the development of science and technology, digital media
has penetrated into all areas of life and has had a profound impact on education. Facing
the needs of the new era, we need to be guided by social needs and explore the innovation
of the digital media teaching system to meet the challenges and needs of modern
education. The innovation of the digital media teaching system is not only about the
improvement of teaching methods, but also involves the transformation of educational
concepts. The traditional teaching model can no longer meet the diverse learning needs
of students, and the introduction of digital media has brought new possibilities to
education. Through the application of digital media, we can break the limitations of time
and space, provide students with a more autonomous and flexible learning environment,
and stimulate learning interest and creativity. Recent studies have emphasized the critical
role of digital media in transforming pedagogy by enhancing accessibility and fostering
pedagogical innovation while also highlighting the challenges of technological and
cultural adaptation in diverse educational contexts (Bitar & Davidovitch, 2024). Moreover,
social media platforms have been recognized as significant tools in higher education, not
only for communication but also for enhancing professional identity and promoting
lifelong learning, though their integration into formal learning and assessment practices
remains complex (Al-Hail, Zguir, & Kog, 2024).

2. Literature review
2.1 Explore the significance of innovation in the teaching system of digital media
majors based on social needs



The technology and demand of the digital media industry are changing rapidly, and
the traditional teaching system often cannot keep up. By innovating the teaching system
of digital media majors, we can better adapt to the needs of the industry, cultivate
graduates with practical ability and adaptability, and improve the employment
competitiveness of graduates (Ma, H., & Li,], 2021). Liu (2022) mentions that the digital
media industry pays more attention to the cultivation of practical ability, and the
traditional theoretical teaching model is difficult to meet this demand. The innovative
teaching system can enable students to have more contact with actual cases and projects,
improve their practical ability and problem-solving ability by increasing practical courses,
project training, workshops, etc.

The digital media industry involves a wide range of fields and skills, and requires a
comprehensive and multidisciplinary knowledge structure. The innovative teaching
system can help students fully master the required knowledge and skills by sorting out
the course system and offering diversified courses covering digital media production,
interactive design, data analysis and other fields. The digital media industry needs
practitioners with innovative ability, while traditional teaching often focuses more on the
transfer of knowledge. The innovative teaching system can cultivate students' creative
thinking and innovation ability by introducing innovative educational concepts and
methods, and improve students' competitive advantage in the industry. (Hero, L.-M., &
Lindfors, E., 2019)

Zhang, R., & Han, H. (2021) highlights that the digital media industry has increasingly
higher requirements for talent and needs graduates with practical work experience. The
innovative teaching system can establish close cooperative relationships with industry
enterprises, and through school-enterprise cooperative internships, industry-university-
research projects, etc., allow students to be exposed to real professional environments and
project requirements, and improve the employment quality of graduates.

2.2Courses included in the Digital Media major

Digital media basic courses, including digital media introduction, computer basics,
multimedia technology, user experience and other courses, aim to provide students with
basic knowledge and skills in the field of digital media. Image processing and design
courses, including digital image processing, graphics, design principles and other courses,
help students master the basic principles and techniques of image processing and design,
and cultivate their ability in digital media creation and editing. Interaction design and
interface design courses, including human-computer interaction principles, interaction
design, interface design, usability testing and other courses, aim to cultivate students'
ability to design and optimize user experience, such as web design, mobile application
interface design, etc. Multimedia production and programming courses, including
multimedia production, animation design, video editing and other courses, help students
understand the process and technology of multimedia production, and skillfully use
production tools and software for creation (Zhan, Wang, &Pan etl.al.,, 2022).
Giese, Wende, & Bulut etl.al. (2020) mentions that data analysis and visualization courses,
including data mining, data analysis, information visualization and other courses, help
students learn the basic methods of data processing and analysis, and cultivate their



ability to make data-driven decisions and visualized displays in the field of digital media.
Digital marketing and social media courses, including digital marketing strategies, social
media management, e-commerce and other courses, help students understand the
application of digital media in marketing and brand building, and cultivate their
professional knowledge and skills in the field of digital marketing. Media ethics and law
courses, including media law, media ethics, copyright protection and other courses, aim
to guide students to follow professional ethics and legal norms, and understand the
relevant laws, regulations and ethical requirements of the digital media industry (Cowley,
Humphrey, & Muiioz, 2020).

2.3Core Guiding Principles for Innovation of Digital Media Teaching System

Lu (2019) highlights that digital media is a highly comprehensive subject area,
involving knowledge from multiple disciplines such as computer science, art design, and
media studies. The teaching system should fully integrate this interdisciplinary
knowledge to enable students to develop comprehensively in theory and practice. The
digital media major focuses on students' practical application ability and creative ability.
The teaching system should be centered on practice and project-driven, cultivate
students' ability to solve practical problems, and allow students to learn and apply
knowledge in real scenarios through project practice (Hashimi, Muwali & Zaki,2019).
Meng (2019) points out that the digital media industry requires continuous innovation
and creativity, and the teaching system should cultivate students' innovative thinking and
creative ability. By providing creative courses and challenges, stimulate students’
imagination and creativity, and cultivate innovative spirit in the field of digital media. The
digital media industry is developing rapidly, and the teaching system should be closely
integrated with the industry to understand the latest needs and trends of the industry.
Through cooperation with enterprises and industry internships, students can truly
contact the industry, understand industry standards and actual working environment,
and improve their employment competitiveness.

2.4 Explore the problems of innovation in the teaching system of digital media
majors guided by social needs

2.4.1 Challenges of subject integration

Digital media majors cover multiple disciplines such as computer science, design
art, and communication, and each discipline has its own unique knowledge. The wide
range of disciplines leads to problems such as blurred knowledge boundaries and
overlapping concepts in subject integration. The digital media industry is in a state of
rapid change, with technologies and trends constantly updated. The development speed
of different disciplines is inconsistent, and the progress of some disciplines may lag
behind rapidly, leading to difficulties in integration (Wang, Charoenmuang & Knobloch
etl.al,,2020). Subject integration requires cooperation and coordination among teachers,
but there are often differences in thinking, teaching methods, and evaluation standards
among teachers of different disciplines. This requires teachers to cooperate and
communicate across disciplines and formulate unified teaching plans and evaluation
systems. Subject integration requires teachers to have interdisciplinary backgrounds and



knowledge reserves, but in reality not every teacher has such capabilities (Henry,
Hernalesteen & Collard, 2020). The professional ability and resources of individual
teachers will also impose certain restrictions on subject integration. Discipline
integration requires the setting of interdisciplinary courses and the design of teaching
models, but the existing course settings and teaching models are often restricted by the
education system, administrative management and evaluation mechanisms, and it is
difficult to flexibly meet the needs of discipline integration (Magen-Nagar, Shachar &
Argaman, 2019).

2.4.2 Rapidly changing technology and industry needs

The digital media industry is at the forefront of technological innovation, and
various new technologies are emerging in an endless stream, such as artificial intelligence,
virtual reality, augmented reality, etc. The emergence and development of these new
technologies have led to constant changes in industry needs, and put forward new
requirements for the teaching content and methods of digital media majors. The digital
media industry is a highly competitive and rapidly evolving industry, and market demand
changes at any time. The application of emerging technologies and changes in user needs
will have an important impact on the development of the industry. The digital media
professional teaching system must be able to keep up with these changes in a timely
manner and cultivate talents that adapt to the development of the industry.The digital
media major involves multiple disciplines, such as computer science, design art, and
communication. The development speed and trend of each discipline are different. The
cross-integration of different disciplines will bring about the complexity of technology
and industry needs, which increases the challenge of rapid changes. The constraints of the
education system, the old curriculum settings and the updating mechanism may not be
able to respond to the rapid changes in the industry in a timely manner. The limitations
of faculty training and teaching resource allocation will also cause the lag of innovation in
the education system, resulting in the inability to adapt to changes in technology and
industry needs in digital media professional teaching.

2.4.3 Disconnection between market demand and student quality

Gong (2021) highlights that the digital media industry is a rapidly developing and
innovative industry, and market demand is constantly changing with technology and
industry trends. However, the process of innovation in the teaching system is relatively
slow, and the teaching content and methods lag behind the development of the industry,
resulting in a gap between the professional knowledge and skills of graduates and market
demand. The mechanism and curriculum settings of the education system are often
relatively rigid and have a long update cycle. The development speed of the digital media
industry far exceeds the response speed of the education system, making it impossible for
the teaching system to adjust in time to adapt to market demand, resulting in a disconnect
between market demand and the teaching system (Holley and Hobbs, 2019).
With the development of the digital media industry, the market's requirements for the
capabilities of digital media professionals are also constantly increasing. The traditional
teaching system often focuses on basic theoretical knowledge and simple practical



operations, butlacks the training of innovation ability, teamwork, problem-solving ability,
etc. This results in a mismatch between the quality of graduates and market demand in
the job market. Traditional digital media professional teaching is often limited to
classroom lectures and static experiments, lacking practical opportunities combined with
actual industry projects (Mergen, Junga & Risse etl.al.,2023).

2.5 Innovation strategy of digital media professional teaching system oriented to
social needs

2. 5.1 Organically integrate multidisciplinary elements and explore digital media
discipline system

Zhang (2021)highlights that maintain good cooperative relations with industry
enterprises, professional associations and employers, understand the development
direction of the industry and the demand for talents through research and communication,
and timely adjust the curriculum setting and teaching content of digital media disciplines.
Organically integrate digital media disciplines with related disciplines, such as computer
science, design, and media, to cultivate graduates with interdisciplinary comprehensive
capabilities. Build interdisciplinary teaching teams and laboratories, offer
interdisciplinary courses, and encourage students to participate in interdisciplinary
project practices. Provide rich practical opportunities, such as internships, project
training, simulation exercises, etc., so that students can apply the knowledge and skills
they have learned in real scenarios (Zukarnain, Wan Husain, & Nik etl.al,, 2020). At the
same time, focus on cultivating students' practical ability, problem-solving ability and
innovation ability, so that they have the ability to adapt to the ever-changing industry
needs. Build laboratories and studios for digital media disciplines, equipped with
advanced equipment and software, and provide diversified learning resources, such as
online tutorials, open courses, workshops, etc., to meet the learning needs and interests
of different students (Petrova and Savadova, 2020).

2.5.2 Give full play to its own advantages and form a distinctive positioning

Establish close ties with the digital media industry and continue to track industry
trends and cutting-edge technologies. Timely adjust teaching content and curriculum
settings to ensure that the education system keeps pace with market demand. Cooperate
with the industry to provide students with real project practice opportunities. By
participating in actual projects, students can be exposed to the latest technologies and
working methods, and improve their ability to solve practical problems and practical
experience.In addition to imparting basic theoretical knowledge, we should also focus on
cultivating students' comprehensive qualities and innovative abilities. Through
innovative design, teamwork and other projects, stimulate students' creativity and
cooperative spirit, and enable them to have more comprehensive abilities. Strengthen the
construction of the teaching staff, introduce teachers and mentors with rich industry
experience, and improve the quality of the teaching staff. At the same time, strengthen
professional development training for teachers, keep teachers' subject knowledge
updated and professional skills improved.



Actively establish cooperative relations with industry enterprises, and carry out
joint R&D projects, internship employment bases and other forms of cooperation.
Through close cooperation with enterprises, timely understand market demand and
industry status, and provide more accurate guidance for teaching content and curriculum
settings. Encourage students to give full play to their personal strengths and interests,
provide a variety of elective courses and independent learning opportunities, and
cultivate students' personalized development. At the same time, provide students with
career planning guidance and employment services to help them better adapt to market
demand and expand their career development.

2.5.3 Clarify student training goals and build a reasonable curriculum system

Xu and Ramli (2023) points out that cultivate students to master core skills in digital
media design, production and management, and have the practical ability to use various
digital media tools and software for creation and production. Li (2021) mentions that
cultivate students with a good computer science foundation and design thinking, and be
able to cooperate across fields and use multidisciplinary knowledge and methods to solve
complex problems in the field of digital media. Cultivate students' ability to think
independently and innovate, encourage students to participate in innovative projects and
entrepreneurial activities, and cultivate innovative awareness and entrepreneurial spirit.
Cultivate students to have effective communication and collaboration skills in teamwork,
and be able to cooperate with people from different backgrounds in digital media projects
to solve problems and complete tasks.

Set up basic courses, such as digital media principles, data visualization, etc., to help
students build a solid subject foundation. At the same time, set up professional direction
courses covering different fields such as digital media design, interactive design, user
experience, etc., to meet students' personalized development needs. Focus on practical
teaching, provide a large number of practical opportunities such as case analysis, project
training and simulation experiments, so that students can apply theoretical knowledge to
the process of solving practical problems (Zeng and Wei, 2019).

2.5.4 Introduce new technologies and tools
The introduction of VR and AR technologies can provide a more realistic virtual
experience and interactive environment, helping students better understand and apply
the relevant concepts and skills of digital media. For example, using VR technology to
allow students to participate in the production and experience of virtual scenes in an
immersive way, or using AR technology to add virtual content to actual scenes. The field
of digital media involves the analysis and presentation of a large amount of data, and the
introduction of data visualization tools can help students better understand and display
data. By using popular data visualization software and tools such as Tableau, D3.js, etc.,
students can turn complex data into visual works that are easy to understand and
communicate (Huang, Ball & Ratan, 2019).
Fu (2021) mentions that the digital media major is closely related to creativity, so the
introduction of creative software and tools can stimulate students' creativity and design
ability. The education system can provide commonly used creative software, such as



Adobe Creative Suite (including Photoshop, Illustrator, Premiere, etc.), Sketch, etc., so that
students can use these tools proficiently for digital media creation and design. Social
media and mobile applications are currently hot trends in the field of digital media, and
corresponding technologies and tools are also indispensable. Introducing teaching
content on social media management and mobile application development, and providing
corresponding development tools and platforms, can help students understand and
practice social media strategies and mobile application development technologies
(Nguyen, Ha, & Vu etl.al,, 2021).

3.Methodology

In the Methodology section of this study, the literature review method was used to
systematically organize and analyze the existing research results in related fields. As an
important research method, literature review can provide researchers with a panoramic
perspective, so that they can identify the trends, hot spots and possible research gaps in
current research on the basis of a comprehensive understanding of the current research
status. Through the systematic analysis of existing literature, this study was able to
construct a theoretical framework and provide an important reference for subsequent
research. The literature review not only helps to understand the evolution of relevant
concepts and theories, but also reveals the connections and differences between different
studies. By summarizing the achievements and shortcomings of different studies, this
paper lays a solid foundation for further empirical research and clarifies the innovative
contribution of this study. In addition, more scientific and reasonable decisions were
made when selecting research methods and designing research frameworks. By
comparing and evaluating different research methods in various types of literature, we
can better understand their applicability and limitations, so as to select the most
appropriate method in this study. In summary, the literature review not only provides
support for the theoretical construction and method selection of this study, but also
provides rich background and materials for in-depth exploration of research issues.

4.Conclusion

The innovation of digital media teaching system can also better meet the needs of
society and cultivate talents that meet the needs of reality. Modern society has higher and
higher requirements for talents, and they need to have good information literacy, critical
thinking, teamwork and innovative spirit. Through the innovation of digital media
teaching system, we can better cultivate and improve students' comprehensive quality
and social adaptability. Only by closely combining with the needs of real society and
continuously promoting the innovation of digital media teaching system can we lead the
progress of education, cultivate a new generation of talents with comprehensive quality
and innovative ability, and make positive contributions to social development.
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