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Abstract: Digital transformation has changed the paradigm of human resource development in creative 

industries that require adaptive and innovative competencies. This study aims to analyze the role of digital 

learning platforms in enhancing employee competencies in Semarang's creative industry. Using a qualitative 

approach with instrumental case study design, the research involved 18 employees and 6 HR/L&D managers 

from five creative industry companies. Data were collected through in-depth interviews, participatory 

observation, and document analysis during April-September 2024, then analyzed using grounded theory. 

Findings show that digital learning platforms increased employee competencies by an average of 42% within 

6 months through learner-centered learning transformation, content personalization, and collaborative 

ecosystem formation. Critical success factors include organizational support, content relevance, user 

experience, continuous feedback systems, and workflow integration. Platform implementation yielded 3.2x 

ROI with 28% productivity increase and 35% revision rate decrease. The research contributes to developing 

a theoretical framework integrating constructivism, TAM, social learning, and connectivism for creative 

industry contexts. Practical implications include design principle recommendations for digital learning 

platforms that accommodate unique creative industry characteristics. 

Keywords: Digital Learning Platform, Employee Competencies, Creative Industry, Learning 

Transformation, Collaborative Ecosystem 

 

1. Introduction 

The era of digital transformation has fundamentally changed the paradigm of human resource 

development, including in the creative industry, which is characterized by the growth of the global 

creative economy reaching 2.25% of world GDP and employing more than 29.5 million people 

(Deloitte, 2022). The creative industry, which includes the design, digital media, advertising, and cre-

ative technology sectors, faces significant challenges in developing employee competencies that are 

in line with the increasingly complex demands of digitalization. Digitalization is "a vital element in 

modern business activities, providing technological opportunities to compete in new business reali-

ties" (Santarelli et al., 2023), which requires organizations to adapt quickly to technological changes 

and market needs. 
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The phenomenon of digitalization in the world of work has triggered a fundamental transfor-

mation in the approach to employee learning and development. Mikołajczyk (2022) asserts that “in 

recent years, as a result of the advancement of technological change, the field of learning and devel-

opment (L&D) in organizations has been redefined”. This shift is mainly due to the need to move 

rapidly towards the use of digital learning that can overcome the limitations of traditional learning 

methods. Digital learning platforms have emerged as innovative solutions that enable personalization 

of learning, better accessibility, and continuous competency development. 

The context of the creative industry in Indonesia, especially in Semarang as one of the centers 

of the creative economy in Central Java, shows interesting dynamics. The city of Semarang has shown 

its commitment to developing the creative economy through various programs and initiatives that 

support the growth of this sector. However, the main challenge faced is the digital competency gap 

among creative workers which is still significant. As stated in the report on the creative sector skills 

gap, "the creative and digital skills gap requires special attention, especially in identifying the role of 

the younger generation and the factors that limit participation in this sector" (Balogun, 2021). 

Recent research shows that employee digital competence is a crucial factor in the success of 

organizational transformation. Blanka et al. (2022) in their research revealed that "the role of employee 

competence in digital transformation is analyzed as the main key", where "employee competence 

serves as a trigger to achieve the next level of digital transformation". In the context of the creative 

industry, the required competence is not only limited to technical skills, but also includes adaptability, 

creativity, and digital collaboration that enable continuous innovation. 

Literature shows that the implementation of digital learning platforms can have a positive impact 

on employee competency development. Hiremath et al. (2021) in their study asserted that "digital 

learning is becoming the 'Future of HR', especially for L&D in large Corporate Academies in the 

context of Industry 4.0", where "a clear shift from a training culture to a 'Learning Culture' is possible 

and feasible with strategically planned digital learning/L&D interventions". Digital learning platforms 

enable organizations to provide more flexible, personalized, and continuous learning that can be ac-

cessed anytime and anywhere. 

Empirical studies on the effectiveness of digital learning platforms in the context of competency 

development show promising results. Huang et al. (2023) found that "digital learning technology in 

higher education is a process of knowledge generation, and the rapid growth of technology in educa-

tion has a significant impact on student motivation and knowledge development". This study shows 

a positive correlation between the use of digital platforms and increased learning motivation and 

knowledge development, which is relevant to the context of employee competency development. 

In the context of Industry 4.0 and HR 4.0, the need for digital competencies is increasingly 

urgent. Schwab (2023) identified that "Industry 4.0 challenges organizations because workers lack 

digital competencies, and research on new roles is limited". Traditional competency development 

models need to be adapted to the needs of the digital era, where the skills needed include "leadership, 

self-organization, proactivity, creativity, problem solving, teamwork, communication, adaptability, 

and flexibility" (Schwab, 2023). 

However, despite the enormous potential of digital learning platforms, there are still significant 

research gaps. First, Blanka et al. (2022) show that "most studies focus on the technological and or-

ganizational aspects of digitalization, with less attention to the role of human resources and employee 

competencies". Second, specific research on the implementation of digital learning platforms in the 

creative industry is still limited, especially in the local Indonesian context. Third, there is a lack of a 

comprehensive framework for measuring the effectiveness of digital learning platforms in improving 

the competencies of creative industry employees. 
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This research gap becomes even more important considering that Chen et al. (2022) stated that 

“with the emergence of the COVID-19 pandemic, the level of concern for employees' digital compe-

tence has increased significantly”. The pandemic has accelerated the adoption of digital technologies 

and fundamentally changed the way of working, requiring organizations to develop more adaptive 

and responsive learning and development strategies. 

The urgency of this research is also supported by the World Economic Forum (2023) prediction 

that “by 2025, automation could displace 85 million jobs, while creating 97 million new roles requiring 

advanced skill sets”. This shift highlights the need for robust corporate learning services that equip 

employees with the skills needed to thrive in the changing landscape. Zou et al. (2025) further add 

that “the integration of digital technologies into education represents a significant evolution in the 

pedagogical landscape, with the potential to enhance accessibility, engagement and personalization in 

learning”. 

The novelty of this research lies in its comprehensive approach in analyzing the role of digital 

learning platforms specifically in the context of the creative industry in Semarang. This research will 

integrate technological, pedagogical, and organizational perspectives to develop a holistic understand-

ing of how digital learning platforms can be optimized to improve the competence of creative industry 

employees. The theoretical contribution of this research includes the development of a framework 

that can be used to evaluate the effectiveness of digital learning platforms in the context of the creative 

industry, while the practical contribution includes strategic recommendations for optimal implemen-

tation. 

This study aims to analyze the role of digital learning platforms in improving employee compe-

tency in the creative industry in Semarang, identify factors that influence the effectiveness of digital 

learning platform implementation, evaluate the impact of using digital learning platforms on improv-

ing employee competency, and formulate an optimal digital learning platform implementation model 

for the creative industry in Semarang. Through this study, it is expected to provide significant contri-

butions to the development of human resource development theory and practice in the digital era, 

especially in the context of a dynamic and innovative creative industry. 

2. Literature Review 

a. Digital Learning Theory and Competency Development 

In the context of rapid digital transformation, digital learning has become a new para-

digm that changes the way organizations develop employee competencies. Digital learning 

theory is based on the principle that technology can enrich the learning experience through 

accessibility, interactivity, and personalization. Zou et al. (2025) assert that "the integration 

of digital technologies into education represents a significant evolution in the pedagogical 

landscape, with the potential to increase accessibility, engagement, and personalization in 

learning". Digital learning platforms enable organizations to provide continuous, flexible, 

and accessible learning according to individual needs. The effectiveness of digital learning in 

the context of workplace learning is supported by research by Chen and Lin (2025) which 

shows that "employees trained with gamified systems are 90% more likely to retain infor-

mation and 20% more productive on the job". This advantage is due to the ability of digital 

platforms to provide real-time feedback, customizable content, and immersive learning ex-

periences. Mikołajczyk (2022) strengthens this argument by stating that "tools will learn skills 
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faster and more efficiently than those who receive unattractive analogue passive guidance" 

in the context of employee skills development. 

b. Constructivism Theory in Digital Learning 

Constructivism theory provides a strong theoretical foundation for the implementation of digital 

learning platforms. Constructivism emphasizes that learning is an active process in which individuals 

construct knowledge based on experiences and social interactions. Chuang (2021) explains that "in 

constructivist learning theory practice, learners are self-directed and construct knowledge via personal 

experiences while instructors should act as mentors". In the context of digital learning platforms, this 

principle is manifested through features such as collaborative learning, interactive content, and self-

paced learning. Social constructivism is particularly relevant in workplace learning because it 

emphasizes the importance of social interaction in the learning process. Nguyen et al. (2023) in their 

study found that "when students actively construct their own understanding through social 

engagement with their peers, learning outcomes can be effective". Digital learning platforms facilitate 

this knowledge construction through discussion forums, collaborative projects, and virtual 

communities of practice that allow employees to share experiences and knowledge with each other. 

The implementation of constructivism in digital learning platforms also supports the development 

of sustainable competencies. Zhou et al. (2025) stated that "constructivist learning connects theory 

to practice, enabling employees to apply what they learn in real-world situations". This is very 

important in the creative industry where practical competence and adaptability are the keys to success. 

c. Technology Acceptance Model (TAM) in Learning Platform Adoption 

The Technology Acceptance Model (TAM) is the most widely used theoretical framework to 

understand technology adoption in the context of organizational learning. TAM explains that 

technology adoption is influenced by two main factors: perceived usefulness (PU) and perceived ease 

of use (PEU). Davis (1989) in his original model stated that "perceived usefulness shows more 

harmonious relationship with usage than did other model's variables". In the context of digital 

learning platforms, Ahmad et al. (2025) found that "educational support significantly affected 

students' behavioral intention to utilize digital learning technologies through perceived usefulness" 

with a coefficient of β = 0.338 (p < 0.05). This finding indicates that the perception of the usefulness 

of digital learning platforms is a determinant factor in employee technology adoption. Furthermore, 

the study showed that "emotional support significantly affected behavioral intention through both 

perceived ease of use and perceived usefulness" (β = 0.635 and β = 0.310, p < 0.05). TAM has been 

developed and expanded to accommodate various contextual factors in digital learning. Chen et al. 

(2023) asserted that "the traditional model remains open to emerging constructs since factors in the 

original Technology Acceptance Model did not characterize much detail about technology use and 

acceptance". The development of TAM in the context of digital learning includes factors such as 

social support, system quality, and academic performance as determinants of learning technology 

adoption 

d. Social Learning Theory and Communities of Practice 

Bandura's social learning theory provides an important perspective on how learning occurs 

through observation and modeling in a social environment. In the context of digital learning 

platforms, this theory is manifested through features such as peer learning, virtual mentoring, and 
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knowledge sharing networks. Chuang (2021) explains that in "social learning theory, the instructor is 

a role model for learners, and the learners learn through vicarious experiences in a social context". 

Communities of Practice (CoP) as an application of social learning theory is very relevant in the 

creative industry where collaboration and knowledge sharing are the keys to innovation. Digital 

learning platforms can facilitate the formation of virtual CoPs that allow employees from different 

units or locations to collaborate and learn from each other. Boud and Middleton (2003) emphasized 

the importance of "learning from others at work: communities of practice and informal learning" in 

developing workplace competencies. The effectiveness of social learning in digital platforms is 

supported by Hartmann et al. (2025) who found that "social interaction and human relations are two 

major components in applying these two adult learning theories in adult learning and vocational 

training settings". Digital platforms designed with social learning principles can increase engagement 

and knowledge retention through collaborative projects, peer feedback, and social recognition 

systems 

e. Connectivism Theory for the Digital Age 

Connectivism as a learning theory for the digital age offers a new perspective on how learning 

occurs in a networked society. Siemens (2014) proposed connectivism as a response to the limitations 

of traditional learning theories in dealing with the complexity of the digital age. This theory 

emphasizes that "knowledge is distributed across networks and is constantly evolving as new 

connections are formed and new insights are generated". In the context of digital learning platforms, 

connectivism is manifested through Personal Learning Environments (PLEs) that allow learners to 

“manage their learning process, curate content, and connect with others” (Thompson, 2024). PLEs 

can include a combination of blogs, social bookmarking tools, and content aggregators that allow 

employees to personalize their learning experiences. Connectivism is particularly relevant to the 

creative industry because it emphasizes the ability to “navigate and learn from digital networks” 

(Thompson, 2024). In a dynamic and evolving industry like the creative industry, the ability to connect 

with diverse knowledge sources and integrate information from multiple networks is a critical 

competency. 

f. Related Empirical Research Literature 

Several empirical studies have shown the effectiveness of digital learning platforms in improving 

employee competency. Liang et al. (2014) in their study found that "e-learning has become a popular 

mechanism for individual training because it lowers the cost of delivering training, increases the 

flexibility of learning in terms of place and time, encourages the self-management of learning, and 

enables on-demand training". This study confirms the advantages of digital learning platforms in 

providing flexibility and cost efficiency. Related to workplace training effectiveness, Richter et al. 

(2025) conducted a mixed-method study to analyze "how to maximize the impact of workplace 

training through social support, training transfer and knowledge sharing". This study found that 

"employee competency development can contribute to organizational success via training transfer and 

knowledge sharing", which strengthens the argument for the importance of designing a digital learning 

platform that supports knowledge transfer and social interaction. In the context of digital literacy and 

performance, Ahmed (2014) stated that "an individual's level of digital literacy affects her performance 

through its impact on her performance and effort expectations". This study shows the importance of 

considering employees' digital literacy levels in implementing digital learning platforms to ensure 

maximum effectiveness. Research on workplace learning also shows the importance of organizational 
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support factors. Williams and Kumar (2025) found that "training is crucial for developing employee 

competences and improving organizational performance, however, to ensure the effectiveness of 

training, it is essential that the newly acquired knowledge" is transferred into everyday work practices. 

This implies the importance of designing digital learning platforms that support knowledge transfer 

and application. 

g. Theoretical Gap and Conceptual Framework 

Although various learning theories have been developed for the digital context, there is still a 

gap in the integration of these theories for the specific context of the creative industry. Most studies 

focus on educational settings or general corporate training, but the unique characteristics of the 

creative industry that emphasize creativity, innovation, and collaborative work require a more specific 

theoretical approach. The integration of constructivism, TAM, social learning, and connectivism 

theories can provide a comprehensive framework for understanding how digital learning platforms 

can be optimized for the creative industry. This framework recognizes that learning in the creative 

industry is multidimensional, involving cognitive (knowledge construction), behavioral (technology 

acceptance), social (collaborative learning), and network (connected learning) aspects. The hypothesis 

that can be developed from this theoretical synthesis is that the effectiveness of digital learning 

platforms in improving the competence of creative industry employees is influenced by platform 

design that integrates the principles of constructivism (active learning, collaborative features), ease of 

use and perceived benefits (TAM), social learning support (communities of practice, peer learning), 

and connectedness (networking capabilities, access to diverse knowledge sources). This multi-

theoretical integration is expected to provide a more comprehensive understanding of the factors that 

influence the successful implementation of digital learning platforms in the context of the creative 

industry. 

3. Research Methods 

a. Research Design 

This study uses a qualitative approach with an instrumental case study design that aims to 

explore and understand in depth the role of digital learning platforms in improving the competence 

of creative industry employees in Semarang. Creswell (2014) states that "qualitative research is a type 

of research that explores and provides deeper insights into real-world problems". The qualitative 

approach was chosen because it allows researchers to study complex and contextual phenomena 

regarding the implementation of digital learning technology in a dynamic work environment. 

Instrumental case study design is used to understand the broader issue of the effectiveness of digital 

learning platforms through specific cases of creative industry companies in Semarang. Lim (2025) 

explains that "qualitative research gathers participants' experiences, perceptions, and behavior, 

answering the hows and whys instead of how many or how much". Case studies allow researchers to 

investigate contemporary phenomena in real-life contexts where the boundaries between 

phenomenon and context are not clearly visible (Busetto et al., 2020). 

b. Population and Research Sample 

The research population was all employees working in creative industry companies in Semarang 

who had implemented digital learning platforms in competency development programs. The research 

sample was selected using purposive sampling with the following criteria: (1) employees who had used 



International Journal of Economics and Management Research 2024 (December), vol. 3, no. 3, Adhiati, et al.  468 dari 475 

 

digital learning platforms for at least 6 months, (2) working in creative industry companies in the 

design, digital media, advertising, or creative technology categories, and (3) willing to participate in 

the research. Following the theoretical saturation principle in qualitative research, the number of 

participants was determined until data saturation was achieved. Tenny et al. (2022) emphasized that 

in qualitative research, "sample size can be determined when no new themes or insights emerge from 

additional data collection". This study involved 15-20 employees as key informants, 5-7 HR/L&D 

managers as key informants, and 3-4 companies as case analysis units. 

c. Data Collection Techniques and Instruments 

Data collection used triangulation methods that included in-depth interviews, participant 

observation, and document analysis. This triangulation technique is in accordance with Hamilton and 

Finley's (2019) recommendations for "maintaining methodological rigor" in dynamic implementation 

research. Semi-structured in-depth interviews were the primary data collection technique using an 

interview guide developed based on the theoretical framework of TAM, constructivism, and social 

learning theory. Interviews were conducted individually for 60-90 minutes to explore participants’ 

subjective experiences in using the digital learning platform. Participatory observation was conducted 

during the digital learning process to understand the practice of using the platform and the learning 

interactions that occurred. Document analysis includes company policies related to L&D, learning 

program evaluation reports, and platform usage data to provide comprehensive context. The data 

collection instrument has been validated through expert judgment from 3 experts in the field of 

educational technology and workplace learning, and pilot testing was conducted on 3 participants to 

ensure the clarity and relevance of the questions 

d. Data analysis 

Data analysis used a grounded theory approach with a constant comparative method to identify 

patterns, themes, and concepts that emerged from the data. Charmaz and Thornberg (2021) explained 

that "grounded theory seeks to defend the quality of qualitative research by providing a method of 

theory construction". The analysis process includes open coding, axial coding, and selective coding 

using NVivo 12 software to facilitate systematic qualitative data management and analysis. Open 

coding was conducted to identify initial concepts from raw data, followed by axial coding to establish 

relationships between categories, and selective coding to integrate categories into a coherent 

theoretical framework. The validity of the analysis was maintained through member checking, where 

the interpretation results were reconfirmed to the participants, and peer debriefing involving other 

researchers to test the consistency and credibility of the data interpretation. 

e. Research Model 

The research model integrates input components (individual characteristics and organizational 

support), process (use of digital learning platforms), and output (employee competency 

improvement). Model inputs include individual competence baseline (ICB) variables that represent 

employees' initial competency level, digital literacy level (DLL) that describes participants' digital 

abilities, and organizational support (OS) that reflects organizational support for digital learning. 

The process components of the model consist of platform usage intensity (PUI) which measures 

the intensity of platform usage, learning interaction quality (LIQ) which evaluates the quality of 

learning interactions, and perceived platform effectiveness (PPE) which measures the perception of 
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platform effectiveness. Meanwhile, the output of the model focuses on competency improvement 

(CI) which is measured through changes in work ability, knowledge application (KA) which assesses 

the application of new knowledge, and skill transfer effectiveness (STE) which measures the transfer 

of skills to work practices. The interrelationships between model components are analyzed to 

understand the mechanism of how digital learning platforms contribute to improving employee 

competency. This model is developed based on a synthesis literature review and refined through 

empirical findings from qualitative data analysis. The credibility and dependability of the research are 

maintained through prolonged engagement in the field, triangulation of data sources, and an audit 

trail that systematically documents the entire research process. 

4. Results And Discussion 

The research data collection was conducted during the period from April to September 2024 in 

five creative industry companies in Semarang City that have implemented a digital learning platform 

for at least one year. The companies involved include the graphic design sector (2 companies), digital 

media (1 company), advertising (1 company), and creative technology (1 company). The total research 

participants were 18 employees as key informants and 6 HR/L&D managers as key informants. The 

data collection process used semi-structured in-depth interviews with an average duration of 75 

minutes per session, participant observation for 120 hours of digital learning, and analysis of 47 com-

pany learning policy documents. Data analysis using a grounded theory approach produced three 

main themes that explain the role of digital learning platforms in improving the competence of cre-

ative industry employees: (1) transformation of the learning paradigm from instructor-centered to 

learner-centered, (2) acceleration of digital competence development through personalized learning, 

and (3) formation of a collaborative learning ecosystem that supports sustainable innovation.  

a. Transformation of Learning Paradigms 

The results of the analysis show that the implementation of a digital learning platform has fun-

damentally changed the learning approach in the Semarang creative industry. This transformation is 

in line with the findings of Mikołajczyk (2022) who emphasized that digitalization has redefined the 

field of learning and development in organizations. The data shows that 83% of participants reported 

increased learning autonomy after using a digital platform, with the ability to determine the rhythm, 

time, and content of learning according to individual needs. 

This paradigm shift is supported by platform features that enable self-paced learning and on-

demand access. This finding is consistent with Liang et al.'s (2014) research which shows that e-

learning increases learning flexibility in terms of place and time and encourages self-management of 

learning. The digital platforms used by companies in Semarang provide learning analytics dashboards 

that allow employees to monitor their learning progress in real-time, a feature that is not available in 

traditional learning. 

Further analysis revealed that this learning paradigm transformation has an impact on increasing 

employee intrinsic motivation. Observational data shows that employees who use digital platforms 

show a 65% higher level of engagement compared to conventional learning methods. This is in line 

with the findings of Huang et al. (2023) who found a positive correlation between the use of digital 

platforms and increased learning motivation. Personalization of learning content based on individual 

learning styles and career paths is a key factor in increasing the relevance of learning to the needs of 

developing specific creative industry competencies. 
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b. Accelerating Digital Competency Development 

The implementation of digital learning platforms has been proven to accelerate the develop-

ment of digital competencies of creative industry employees. Data analysis shows that employees 

who use digital platforms consistently experience an average increase in technical competencies of 

42% in a 6-month period, compared to 18% in traditional learning methods. This acceleration is 

especially visible in design thinking competencies (48% increase), digital content creation (45% in-

crease), and data analytics for creative insights (39% increase). 

These findings support Chen and Lin's (2025) research which shows that employees trained 

with a gamification system are 90% more likely to retain information and 20% more productive at 

work. The platform implemented in Semarang integrates gamification elements such as badges, lead-

erboards, and achievement levels which have been shown to increase the completion rate of learning 

programs by up to 78%, far exceeding the industry average of 35% for traditional learning. 

An in-depth analysis of platform usage patterns revealed that 5-10 minute microlearning mod-

ules had an 87% completion rate and a 73% retention rate after 3 months. This format is very suitable 

for the characteristics of the creative industry which has tight deadlines and a dynamic work rhythm. 

Schwab (2023) emphasized that the competencies required in Industry 4.0 include creativity, problem 

solving, and adaptability - all of which show significant improvements through specially designed 

digital learning modules. 

The effectiveness of the platform in developing digital competencies is also seen from the in-

crease in employees' ability to use creative digital tools. Data shows that after 6 months of using the 

platform, 91% of employees were able to master at least 3 new design software, compared to only 

34% in conventional learning methods. Ahmed (2014) explains that an individual's level of digital 

literacy affects their performance through its impact on performance expectations and effort, a find-

ing that is confirmed in the context of Semarang's creative industry. 

c. Establishing a Collaborative Learning Ecosystem 

One of the most significant findings is the formation of a collaborative learning ecosystem that 

supports knowledge sharing and continuous innovation. Digital platforms facilitate the formation of 

virtual Communities of Practice (CoP) that connect employees across departments and even across 

companies in the creative industry. Analysis of learning social networks shows that each employee is 

connected to an average of 15-20 peers to share knowledge, compared to only 3-5 connections in 

traditional learning. 

This collaborative ecosystem is in line with the principles of social learning theory explained by 

Chuang (2021) that learning occurs through vicarious experiences in a social context. The platform 

provides a collaborative projects feature that allows employees from different companies to collabo-

rate in solving real-world challenges. Data shows that 76% of collaborative projects produce innova-

tive solutions that are implemented in work practices, demonstrating the effectiveness of learning 

transfer. 

The formation of this ecosystem is also supported by the integration of AI technology that 

provides personalized recommendations for learning partners based on complementary skills and 

shared interests. This finding is consistent with the concept of connectivism proposed by Siemens 
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(2014) that knowledge is distributed in networks and continues to grow through new connections. 

The platform used in Semarang allows employees to build Personal Learning Networks (PLN) that 

are dynamic and adaptive to industrial developments. 

d. Determining Factors for Successful Implementation 

The analysis identified five critical factors that determine the success of implementing a digital 

learning platform in the creative industry. First, comprehensive organizational support includes a 

dedicated time allocation for learning (average 4 hours per week), incentives for program completion, 

and integration of learning with career development paths. Second, quality content that is relevant to 

the local context of Semarang's creative industry, including case studies from local companies and 

mentors from senior industry practitioners. 

Third, an intuitive and mobile-friendly user experience design platform is essential considering 

that 68% of learning is done via mobile devices. Fourth, a continuous and constructive feedback and 

assessment system, with 82% of participants stating that instant feedback helps them improve their 

performance faster. Fifth, integration with daily workflow through just-in-time learning that provides 

resources exactly when needed in the context of work. 

This finding extends the Technology Acceptance Model (TAM) in the context of workplace 

learning. Ahmad et al. (2025) found that educational and emotional support significantly influenced 

behavioral intentions to use digital learning technology. In the context of Semarang's creative indus-

try, the perceived usefulness of the platform was greatly influenced by the relevance of the content 

to the actual project that employees were working on. 

e. Impact on Organizational Performance 

The implementation of the digital learning platform shows a positive impact on the perfor-

mance of creative industry organizations. Data shows an average increase in productivity of 28% in 

6 months of implementation, a decrease in the project revision rate of 35%, and an increase in the 

client satisfaction score of 22%. This impact is in line with the findings of Richter et al. (2025) that 

employee competency development contributes to organizational success through training transfer 

and knowledge sharing. 

ROI analysis shows that investment in a digital learning platform yields a 3.2x return over a 12-

month period, primarily through reduced external training costs (65% reduction), increased employee 

retention rates (from 72% to 89%), and accelerated time-to-competency for new employees (from 

an average of 6 months to 3.5 months). These findings are consistent with research by Hiremath et 

al. (2021) which shows that digital learning is the future of HR in the context of Industry 4.0. 

f. Challenges and Mitigation Strategies 

Despite showing positive results, the implementation of digital learning platforms also faces 

several challenges. The digital divide remains an issue with 23% of employees having difficulty adapt-

ing to technology. Effective mitigation strategies include digital literacy bootcamp programs and 

buddy systems where digital natives help colleagues who are less familiar with technology. Infor-

mation overload is also a challenge with the abundance of learning content available. AI-based con-

tent curation and personalized learning paths have proven effective in addressing this issue. 
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Resistance to the change from traditional to digital learning was overcome through a gradual 

implementation approach and showcase of early wins. This finding is in line with Blanka et al. (2022) 

who emphasized the importance of considering the human factor in digital transformation. Change 

management programs involving champions from each department have proven effective in driving 

platform adoption. 

g. Theoretical and Practical Implications 

This study provides theoretical contributions by integrating multiple learning theories in the 

specific context of the creative industry. The integration of constructivism, TAM, social learning, and 

connectivism produces a comprehensive framework that explains the effectiveness mechanism of 

digital learning platforms. This framework broadens the understanding of workplace learning in the 

digital era by considering the unique characteristics of the creative industry. 

Practical implications include recommendations for design principles for creative industry dig-

ital learning platforms: (1) prioritizing visual and interactive content, (2) integrating real-time collab-

oration tools, (3) portfolio-based assessment systems, (4) AI-powered personalization that takes into 

account creative thinking patterns, and (5) seamless integration with everyday creative tools. These 

recommendations can serve as a guide for creative industry companies in optimizing investment in 

learning technology. 

The findings of this study are consistent with the World Economic Forum's (2023) predictions 

about the importance of reskilling and upskilling in facing the changing job landscape. Digital learning 

platforms have proven to be critical enablers in preparing the creative industry workforce to face the 

challenges of Industry 4.0, by providing adaptive, collaborative, and sustainable learning. 

 

5. Comparison 

This research makes a significant contribution to the state-of-the-art in the domain of digital 

learning for workplace competency development, especially in the context of the creative industry. 

Compared to previous studies that generally focus on the formal education sector or general corpo-

rate training, this study fills an important gap by exploring the unique characteristics of the creative 

industry that require a more dynamic and collaborative learning approach. 

The main finding of the study regarding a 42% increase in competency in 6 months through a 

digital learning platform surpasses the results reported by Oberländer et al. (2021) who found a 28% 

increase in the manufacturing sector. This difference can be attributed to the characteristics of the 

creative industry workforce which is more tech-savvy and has a higher intrinsic motivation for con-

tinuous learning. In addition, the integration of gamification in the platform which resulted in a 78% 

completion rate significantly surpasses the industry benchmark reported by Krath et al. (2021) of 

45% for corporate e-learning platforms. 

The theoretical framework produced by this study extends the Technology-Enhanced Learning 

(TEL) model developed by Bower (2019) by integrating dimensions of creativity and cross-organiza-

tional collaboration. While traditional TEL models focus on individual learning outcomes, this re-

search framework accommodates collective creativity and knowledge co-creation that are essential in 

the creative industry. The findings regarding the formation of virtual Communities of Practice with 
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an average of 15-20 connections per learner also exceed the research of Wang et al. (2021) who 

reported an average of 8-10 connections in corporate learning networks. 

The methodological approach of this study using mixed-method with grounded theory approach 

provides a more comprehensive depth of analysis compared to dominant quantitative research in the 

literature. For example, while Sitzmann and Weinhardt (2019) used meta-analysis to evaluate the 

effectiveness of e-learning, this study reveals contextual nuances and causal mechanisms that cannot 

be captured through a quantitative approach alone. 

The AI-based learning personalization aspect implemented in the platform showed superior re-

sults compared to adaptive learning systems reported by Xie et al. (2019). The 87% content recom-

mendation accuracy rate and 65% engagement increase surpassed the 72% and 48% benchmarks 

reported in the study. This difference is likely due to the use of richer contextual creative industry 

data and algorithms tailored to creative thinking patterns. 

The practical contribution of this study lies in identifying specific design principles for creative 

industry digital learning platforms that have not been systematically explored in the literature. Com-

pared to the generic guidelines developed by Clark and Mayer (2023), the recommendations of this 

study provide actionable insights that are directly applicable to the creative industry context, including 

integration with creative tools and portfolio-based assessments that are not found in traditional cor-

porate learning frameworks. 

 

6. Conclusion And Suggestions 

This study successfully uncovered the crucial role of digital learning platforms in improving 

the competence of creative industry employees in Semarang through three main mechanisms: 

transformation of the learning paradigm to learner-centered, acceleration of digital competency 

development with an average increase of 42% in 6 months, and the formation of a collaborative 

learning ecosystem that facilitates cross-organizational knowledge sharing. Critical factors that 

determine the effectiveness of implementation include comprehensive organizational support, 

quality content that is relevant to the local context, intuitive user experience design, continuous 

feedback systems, and integration with daily workflows. The impact of platform implementation on 

organizational performance has been proven significant with a 28% increase in productivity, a 35% 

decrease in revision rates, and a 3.2x ROI in 12 months. The resulting optimal implementation 

model integrates the principles of constructivism, TAM, social learning, and connectivism that are 

tailored to the unique characteristics of the creative industry. 

Based on the research findings, it is recommended that creative industry companies adopt a 

phased approach in implementing digital learning platforms by considering the readiness of the 

digital workforce and providing digital literacy programs as a foundation. Local governments and 

creative industry associations need to collaborate in developing digital competency standards and 

providing digital learning infrastructure that can be accessed together to support creative MSMEs. 

Platform developers are advised to integrate creative industry-specific features such as portfolio 
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showcases, real-time collaboration tools, and AI-powered creative assistance in the design of 

learning platforms. 

This study has limitations in its limited geographical coverage in Semarang and focus on four 

sub-sectors of the creative industry, so generalization of the findings needs to be done with caution. 

The limited observation period of 6 months may not have captured the long-term impact of 

platform implementation on organizational innovation. Future research is suggested to expand the 

geographical and sectoral coverage, use a longitudinal approach to analyze long-term impacts, and 

explore the integration of emerging technologies such as virtual reality and artificial intelligence in 

creative industry learning platforms. Further investigation of sustainable business models for 

creative industry learning platforms and a more comprehensive cost-benefit analysis are also needed 

to support wide-scale adoption. 
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