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Abstract. This research aims to analyze digital literacy in primary schools 
after the pandemic. Studies from Scopus, ScienceDirect, and Eric were 
systematically reviewed. Findings revealed five main topics based on 
dominant keywords: (i) education; (ii) school, learning; (iii) primary, 
digital, online; (iv) literacy; and (v) evaluation, intelligence, teacher, and 
analysis. The dominant methodologies in digital literacy research in post-
pandemic were quantitative (65%). In implementing post-pandemic 
primary school digital literacy, there were four dominant strategies: the 
use of digital content, digital games, the use of hardware, and digital 
competency tests. Teachers had roles in post-pandemic primary school 
digital literacy, including facilitators, curriculum implementers, 
collaborators, and digital content creators. Implementing post-pandemic 
digital literacy still faces challenges from teachers and students. The 
obstacles regarding pupils included the need for assistance in using 
digital material, difficulty in evaluating the reliability of online 
information sources, insufficient levels of digital competence, and issues 
related to cyberbullying. The digital literacy challenges faced by 
educators included a teacher training curriculum that omits artificial 
intelligence (AI), insufficient information technology training, inadequate 
preparedness for instructing students, infrastructural obstacles, and a 
disparity between teacher readiness and technological advancement. The 
recommendations for future research are to explore the keywords 
“evaluation”, “intelligence”, “teachers”, and “analysis”. The research 
methods on digital literacy, combined with mixed methods, research and 
development, still need to be explored. Future research can examine 
digital literacy issues from the perspective of teachers and students and 
expand search keywords by including the keyword "post-COVID-19". 
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learning strategies, teachers’ role 

 
 

1. Introduction  
The COVID-19 epidemic has disrupted global life. Following its declaration as a 
pandemic by the World Health Organisation (WHO) on 11 March 2020, countries 
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adopted several measures such as lockdowns, work-from-home, school-from-
home, and restrictions in various sectors of life. To control the spread of COVID-
19, most countries' educational institutions closed their schools (Tarkar, 2021). 
Face-to-face school was not possible to prevent crowds and maintain physical 
distancing (Alismaiel et al., 2022). Learning that was initially carried out in schools 
was replaced with distance learning. Online distance learning technology was the 
best solution during the pandemic (Qazi et al., 2021). The online approach enables 
teachers and students to learn without physical meetings. Online learning became 
a demand/necessity? during the COVID-19 pandemic even though teachers and 
students were still not ready to face these changes (Ogbonnaya et al., 2020). 

Online education necessitates that educators and learners adopt many digital 
learning systems. In addition, online learning requires systematic planning to 
create an effective learning ecosystem (Bordoloi et al., 2021). Digital literacy is a 
professional requisite for facilitating technology-integrated learning (Li & Yu, 
2022). Digital literacy/It is the capacity to search, assess, organize, and execute 
activities using digital technologies and the Internet in educational, professional, 
and social contexts (Taskin & Ok, 2022). Good digital literacy can improve student 
achievement in online learning. Conversely, students with low levels of digital 
literacy and weak motivation will be less successful in online learning (Yu, 2022). 

The problem that arises almost worldwide is that there is still a digital divide 
(Zhao & Watterston, 2021). The digital divide is characterized by unequal ability 
to access technology, whereas people with adequate education and financial 
status have good access to information technology. Meanwhile, people who do 
not have access to technology will develop more slowly and have a low standard 
of living (Sydorenko et al., 2024). This digital divide is an important reason for 
developing digital literacy as a solution (Nogueira et al., 2022). Schools, as agents 
of change, have the opportunity to play an active role and network globally even 
though the pandemic has passed. In the post-pandemic period, schools remain 
responsible for providing effective learning to improve student achievement 
(Nwosu et al., 2022).  

Until now/Currently?, research trends on digital literacy continue to develop 
(Tabieh et al., 2021). Therefore, it is necessary to conduct a more focused study to 
obtain a complete picture related to digital literacy in elementary schools, 
especially after the pandemic. This study aims to analyze digital literacy in 
elementary schools after the pandemic. Studies were systematically reviewed to 
illustrate research trends, dominant methodologies, and subjects’ distribution. In 
addition, this systematic review also aimed to analyze the strategies used in post-
pandemic studies for digital literacy, the role of teachers in implementing digital 
literacy, and the challenges faced in implementing digital literacy in elementary 
schools.  
 
The following questions were addressed in the study: 
(1) What are the dominant keywords of digital literacy research in primary 

schools after the pandemic? 
(2) What research methods have been used in digital literacy research in primary 

schools after the pandemic? 
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(3) What research subjects have been used in digital literacy research in primary 
schools post-pandemic?  

(4) What are the digital literacy strategies for primary school students after the 
pandemic? 

(5) What is the role of teachers in primary school digital literacy after the 
pandemic? 

(6) What challenges have been faced in implementing digital literacy in primary 
schools since the pandemic? 

2. Methodology  
2.1 Research Design 
This study used a systematic review with a qualitative approach that followed the 
preferred reporting items for systematic reviews and meta-analyses (PRISMA) 
guidelines. PRISMA outlines the scope that should be included in a systematic 
review and is an excellent template for formatting the report (Moher et al., 2015). 
In general, the image of an article using the PRISMA method presents a clear 
flowchart of all studies found, excluded measures, exclusions, and studies 
included in the systematic review (Charrois, 2015). 

2.2 Search Criteria and Data Collection 
The literature search was conducted using Scopus, ScienceDirect, and Eric 
databases. The three databases were chosen because of their wide coverage, good 
data quality and accuracy, ease of access, and presenting the latest research trends. 
The literature search aimed to download all documents focusing on primary 
school digital literacy in the post-pandemic period. This systematic review, 
according to PRISMA guidelines, delineated essential phases: (i) eligibility and 
exclusion criteria, (ii) identification review, (iii) screening, (iv) eligibility 
assessment, and (v) data abstraction and analysis (Moher et al., 2015). 

Articles were collected on 20 August 2024 using four specific search criteria. First, 
a period restriction was made to search for articles published after the pandemic 
period, i.e., 2023, about the WHO’s declaration of the conclusion of the COVID-19 
pandemic on 5 May 2023. Second, the search used the keyword “digital literacy”. 
Third, the search used the phrase 'primary school digital literacy.' Fourth, the 
search used a scope restriction with the keywords' digital literacy of primary 
school students OR “digital literacy of primary school teachers”.' The article 
search in this study is depicted in  Table 1: 

Table 1: Search Keywords 

Keywords 
Database  

Total 
Scopus ScienceDirect ERIC 

“digital literacy” 2696 8076 1007 11.779 

"primary school" AND 
"digital literacy" 

37 183 27 247 

"primary school student" 
AND "digital literacy" OR 
"primary school teacher" 
AND "digital literacy" 

5 36 2 43 
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The search yielded 11,779 articles. Specifically, 2 696 articles were identified from 
Scopus, 8 076 from ScienceDirect, and 1 007 from ERIC. Articles that fulfilled the 
requirements and were pertinent to the study subject were subsequently 
downloaded and examined. These selected articles provided insights into primary 
school digital literacy, particularly in the post-pandemic period. They also 
comprehensively understood primary school digital literacy and contributed to 
the science in this area. 
 
2.3 Data Screening 
Data screening followed the four steps of the PRISMA guidelines: identification, 
screening, eligibility, and inclusion. These four steps are visualized/depicted in 
the Figure 1 PRISMA flowchart: 
 
 

 

 
 
 
 
 
 
 
 

 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Figure 1: PRISMA flow diagram of the study 
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The first search using the keyword “digital literacy” resulted in 11,779 articles: 2 
696 from Scopus, 8 076 from ScienceDirect, and 1 007 from ERIC. A screening 
process was conducted based on these identified articles. From the total number 
of documents obtained at the identification stage, the next step was to narrow 
down the search criteria with the keywords “primary school” AND “digital 
literacy:, limiting the search period to the range of 2023 to 2024. This search 
yielded 247 articles (37 Scopus, 183 ScienceDirect, and 27 ERIC). Subsequently, the 
search was further narrowed with the keywords “primary school student” AND 
“digital literacy” OR “primary school teacher” AND “digital literacy”, resulting 
in 43 articles (5 Scopus, 36 ScienceDirect, 2 ERIC). 
 
A total of 43 articles obtained at the screening stage were then downloaded for 
analysis. As many as 30 articles can be downloaded.  However, not all of these 
articles fulfilled the requirements. As can be seen in Figure 1, 13 articles did not 
meet the eligibility stage while 17 articles met the criteria for review. The next step 
was tabulation, which presented a summary of the articles to facilitate the analysis 
process. An overview of the analyzed studies is provided in Table 2 below: 
 

Table 2: Summary of the Reviewed Studies 

No Methodology Sample Strategies  References 

1 Qualitative 15 students and 2 
teachers 

The use of 
digital content  

(Jakavonytė-
Staškuvienė & 
Ponomariovienė, 2023) 

2 Qualitative 
(Case study) 

Primary school 
students 

The use of 
hardware 

(Philbin, 2024) 

3 Quantitative 
 

Primary school 
students 

The use of 
digital content  

(Anttonen et al., 2023) 
 

4 Quantitative Teachers of 
various levels 

Not mentioned  (Fundi et al., 2024) 
 

5 Quantitative  Primary school 
students 

Digital games (Murugiah et al., 2023) 

6 Research and 
Development 

Elementary 
middle school 
students, families, 
experts, 
representatives, 
education and 
law enforcement 

Digital games (Sripa et al., 2024) 

7 Quantitative Primary and 
lower secondary 
students 

Digital 
competency test 

(Pedaste et al., 2023) 

8 Quantitative Primary, 
preparatory, and 
secondary 
students 

Not mentioned  (Anwar et al., 2024) 

9 Quantitative 
(Quasi-
Experiment) 

Primary and 
secondary 
students 
 

Digital games (Zheng et al., 2024) 

10 Qualitative-
Exploratory 

Primary school 
students 

The use of 
digital content  

(Wennås Brante et al., 
2024) 
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No Methodology Sample Strategies  References 

11 Quantitative Elementary, 
junior high, and 
high school maths 
teachers 

Not mentioned  (Zulnaidi et al., 2024) 

12 Mix method Primary school 
students 

Not mentioned  (Tai & Chen, 2024) 

13 Quantitative  Primary school 
students 

Not mentioned  (Georgiou et al., 2023) 

14 Qualitative Elementary and 
junior high school 
teachers 

Not mentioned  (Seraji et al., 2023) 

15 Quantitative Elementary and 
junior high school 
students 

Not mentioned  (Vit, 2023) 

16 Quantitative Primary school 
students 

Digital 
competency test 

(Li et al., 2024) 

17 Quantitative  Year 2 students The use of 
hardware 

(Malpique et al., 2023) 

 
3. Results and Discussion 
3.1 Dominant Keywords in Primary School Digital Literacy after the Pandemic 
The word cloud visualization method was used to address the first study question 
on post-pandemic research patterns, revealing an increased frequency of 
recurrence. Keywords were extracted from 17 relevant publications, each 
typically containing between three to five keywords. Figure 2 displays a 
compilation of 69 keywords identified in this study:  

 
Figure 2. Keyword visualization 

Noteworthy among the most frequently encountered keywords in publications 
were education (9 occurrences), school (7 occurrences), learning (7 occurrences), 
primary (5 occurrences), digital (5 occurrences), and online (5 occurrences). The 
next group of frequently mentioned keywords included literacy (4 occurrences), 
evaluation (3 occurrences), intelligence (3 occurrences), teacher (3 occurrences), 
and analysis (3 occurrences). From the visualized keywords, the research trends 
in primary school digital literacy after the pandemic were grouped into five in the 
following order: The first trend was education; the second was school, learning; 
the third was primary, digital, online; the fourth was literacy; and the fifth was 
evaluation, intelligence, teacher, analysis. 

A search for other systematic literature review articles in the field of education 
from 2023 to 2024 has found three keywords related to the research trends that 
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have been presented. The keyword “primary education” has been found in 
research on cyberbullying (Chicote-Beato et al., 2024), teacher-student 
relationship (García-Rodríguez et al., 2023), creativity development (Potters et al., 
2023), and game-based learning (Sun et al., 2023). Keyword “learning” is found in 
literature review articles that discuss AI in education (Chiu et al., 2023) and 
technology in learning (Oyetade et al., 2023). Furthermore, digital keywords 
include “digital games” (Esteban, 2024) and “digital literacy” (Qing & Jing, 2024).  

3.2 Dominant Research Methodologies Utilized to Investigate Digital Literacy 
Research in Primary Schools after the Pandemic 

After the pandemic, research on digital literacy in elementary schools used 
various research methods and approaches in data collection, including 
quantitative, qualitative, mixed methods, research and development. These 
diverse methodologies are presented visually in Figure 3: 
 

 
Figure 3: Method Visualization 

Figure 3 shows that of the 17 studies reviewed on primary school digital literacy 
after the pandemic, quantitative research methodologies dominated with 11 
articles (65%), and six ?researchers used qualitative methods (23%). The 
visualization of the research methodology presented in detail was helpful for 
prospective researchers to dig further into the quantitative research methods used 
dominantly. In addition, qualitative research methods, mixed methods, research 
and development were also alternatives for researchers who would research 
digital literacy in elementary schools after the pandemic period. 
 
3.3 Distribution of Research Subject of Digital Literacy in Post-Pandemic 

Primary School 
After the pandemic, research on digital literacy in elementary schools used 
various subjects, including teachers, students, and others. The distribution of 
subjects is presented visually in Figure 4: 

65%

23%

6%
6%

Quantitative Qualitative

Mix Method Research and Development



103 

 

http://ijlter.org/index.php/ijlter 

 
Figure 4: Distribution of Research Subject 

Figure 4 shows the distribution of subjects in the field of research digital literacy 
in post-pandemic. The dominant subject was students (12 articles). Teachers (3 
articles), and others were a combination of teacher and student research subjects 
(1 article), a combination of students, families, experts, education representatives, 
and law enforcement (1 article). An overview of the distribution of research 
subjects helps find gaps for future studies. Research subjects that are still rarely 
used may be able to increase their involvement in future studies.   
 
3.4 Digital Literacy Strategies for Primary School Students after the Pandemic 
Based on the studies reviewed, seven digital literacy strategies for primary schools 
after the pandemic were found: digital content, digital games, hardware use, 
digital competency tests, STEM, AI , and distance learning. Of these seven 
strategies, the first four were the most dominant. These four dominant strategies 
were further elaborated to obtain guidance on post-pandemic primary school 
digital literacy strategies. 
 
The first strategy was the use of digital content  (Anttonen et al., 2023; Jakavonytė-
Staškuvienė & Ponomariovienė, 2023; Wennås Brante et al., 2024). Given the high 
usage of digital content, digital content was worth considering as a digital literacy 
strategy for primary schools. Recent data indicated that the typical worldwide 
user consumes 3,230 hours of digital material yearly, including 730 hours of online 
surfing, 894 hours of social media, 833 hours of video streaming, 566 hours of 
music streaming, and 207 hours of video conferencing (Istrate et al., 2024). This 
high rate of technology use has increased digital literacy (Qing & Jing, 2024). 
Digital literacy enables individuals to interpret information from digital content 
and perform the functions of management, judgment, and communication 
required for various aspects of life. 
 
The second strategy was through digital games (Murugiah et al., 2023; Sripa et al., 
2024; Zheng et al., 2024). Digital games have increased rapidly in the past two 
decades owing to the number of personal computers (PCs) and mobile devices 
worldwide (Al-Obaydi et al., 2023). Digital games and educational technology are 
important elements in the education system. Digital games can enhance students' 
learning experiences and outcomes by providing engaging intrinsic motivation 
(Udeozor et al., 2023). Recent studies indicate that children's access to technology, 
including tablets and smartphones, is rising. Furthermore, the mobile industry 
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has refreshed many games and instructional applications. Understanding 
knowledge such as maths, science, and artistic creativity is offered differently 
(Behnamnia et al., 2023). Digital games have elements that distinguish them from 
traditional learning that relies on didactic approaches. These elements include the 
abstraction of concepts and reality, the presence of goals, and the incorporation of 
conflict, competition, or cooperation to encourage social interaction and 
collaboration. In addition, rewards can be a strong motivator for children 
(Esteban, 2024).  
 
The third strategy was the use of hardware. Research on hardware revolved around 
the topic of keyboard-based writing and the use of tablets. As a 21st-century skill 
prepared for academia and the world of work, keyboard-based writing has 
permeated various aspects of life and work (Gong et al., 2022;  Malpique et al., 
2023). Keyboard-based writing poses significant challenges for youngsters in the 
first stage of keyboard learning (Malpique et al., 2023). In the present educational 
landscape, keyboard-based writing was extensively integrated into curriculum 
performance criteria from the first year of schooling, and several nations have 
begun transitioning to online national examinations of students' reading 
competencies, including writing (Malpique et al., 2024). 

The use of tablets has emerged as a way to enhance the digital literacy of 
elementary school children. Following the COVID-19 epidemic, digital resources 
and virtual platforms have gained paramount significance in the educational 
process. The use of tablets is a prominent predictor that might affect digital 
competence development (Guillén-Gámez et al., 2024). Using tablets in 
elementary education has strengthened digital literacy instruction, markedly 
improving the learning experience and enabling students to engage actively in 
knowledge construction (Philbin, 2024).  
 
The fourth strategy was through digital competency tests. Digital competence is a 
fundamental competency in contemporary life. The COVID-19-induced remote 
education highlighted that digital competence for learning has yet to attain the 
anticipated standard. Consequently, it is essential to evaluate pupils' digital 
competency by means of  exams. Empirical data collected using Digitest has 
initiated a discussion on assessing students' digital competence holistically and 
generally (Pedaste et al., 2023). In addition to using Digitest, digital information 
and literacy can be mapped and developed by developing a digital intelligence 
quotient (DQ) scale. Digital competence (DQ) is fundamentally anchored in 
universal moral standards and has emerged as a vital talent for people to thrive 
in the digital age (Li et al., 2024).  

In addition to the four dominant strategies described, other strategies for 
implementing digital literacy for primary school students were found in the 
articles reviewed, namely STEM, AI, and distance learning. STEM, a holistic 
education system combines science, education, engineering, and mathematics, 
has garnered much focus in recent years owing to its critical role in equipping 
students for the workforce requirements of the 21st century (Anwar et al., 2024; 
González‐Pérez & Ramírez‐Montoya, 2022). The understanding of STEM is based 
on constructivism, in which students memorize information and interpret 



105 

 

http://ijlter.org/index.php/ijlter 

information and its relation to previous knowledge, experience, and values. In 
this case, teachers must create a meaningful learning environment and encourage 
students' thinking processes (Legvart et al., 2022). 
 
Artificial intelligence (AI) is becoming prevalent and a subject of study in 

Education. AI, as a machine-based system, can remember goals set by humans, 

predict, provide recommendations, and even provide decisions that affect the real 
or virtual environment (Vuorikari et al., 2022). AI systems can interact with 
humans, either directly or indirectly. The impact of AI has increased and 
penetrated more areas of life,  education being no exception (Aravantinos et al., 
2024). The students who belong to the digital native generation are familiar with 
digital technology, the Internet, and social media,  presenting a challenge for 
teachers (Sharma, 2019). They tend to be actively involved in intelligent learning 
by using AI. 
 
The last digital literacy technique examined in the analyzed research was remote 
education. Distance learning encompasses all educational methods that do not 
need the concurrent physical presence of instructors and learners in a classroom 
setting. Currently, remote learning is mainly facilitated by digital technologies 
that enable the exchange of knowledge between professors and students across 
many locations or time frames (Doz et al., 2023). Moving from conventional 
learning to online learning occurs rapidly and gives students, teachers, and 
parents little time to prepare for learning (Lerkkanen et al., 2023). Distance 
learning is described as learning that occurs at a distance between teachers and 
students. The media used to communicate with each other are technological 
instruments such as writing, audio, video, computer, and the Internet. Online 
learning has become mainstream nowadays (Sofi-Karim et al., 2023). The 
introduction of e-learning technology into education has fundamentally changed 
how students interact with learning materials and educational processes. E-
learning technology can provide students with the capabilities and mindset 
required for continuous self-directed learning (Oyetade et al., 2023). 

 
3.5 Teachers' Role in Primary School Digital Literacy after the Pandemic 
Teachers have had an important role in implementing digital literacy in primary 
schools. Their roles included those of facilitator, curriculum implementer, 
collaborator, and digital content creator. Teachers, as facilitators, play a role in 
assisting when students experience difficulties. Although students work in 
groups, they tend to prefer asking teachers for help rather than their peers 
(Jakavonytė-Staškuvienė & Ponomariovienė, 2023). According to the criteria 
established by the International Society for Technology in Education (ISTE), 
educators use technology to enhance learning and promote attaining of ISTE 
standards for students. The teachers’ responsibilities encompass i) cultivating a 
culture of student ownership regarding learning objectives and results, (ii) 
overseeing students' engagement with technology and learning methodologies on 
digital platforms, (iii) designing rigorous learning experiences for students, 
and(iv) demonstrating and fostering creativity and creative expression 
(Theodoridis & Kraemer, 2019). 
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As curriculum implementers, teachers are pivotal in teaching and learning, 
mainly when introducing a new subject (Fundi et al., 2024). The curricula that 
evolved owing to the pandemic have provided significant changes in the post-
COVID-19 education sector, where the delivery of instruction utilizes the ability 
of both synchronous and asynchronous learning (Zhao & Watterston, 2021). 
Consequently, educators must possess digital literacy to facilitate online 
instruction and use contemporary and novel educational methods to cultivate 
digitally literate pupils (Falloon, 2020; Sánchez-Cruzado et al., 2021). 
 
Teachers, as collaborators, need to work together with colleagues and parents. The 
function of teachers may enhance the development of competitive human 
resources and augment the efficacy of learning processes and results. 
Collaboration among colleagues is essential for teachers' work satisfaction, self-
efficacy, and professional growth (Zulnaidi et al., 2024). Educators must also 
collaborate with parents to enhance digital literacy and raise knowledge of digital 
data protection (Akman et al., 2023). In this instance, principals must strive to 
ensure the sustainability of the relationship. Overall, teacher cooperation 
improves education outcomes and supports teacher and student well-being.  
 
Educators may exemplify their function as digital content producers by 
generating and distributing concepts by means of social media. Educators must 
possess the ability to evaluate ideas and communication across many media 
critically, juxtaposition them effectively, generate original material, and modify 
the organization and structure creatively to meet the requirements of their 
audience (Seraji et al., 2023). The production of digital material requires robust 
software and hardware capabilities, along with sufficient digital literacy. 
Educators must alter/adapt? their viewpoints and methodologies beyond the 
mere attainment of teaching and learning competencies to mitigate the digital gap 
and enhance extensive social inclusion, hence promoting a sustainable society (Sá 
et al., 2021). 
  
3.6 Digital Literacy Challenges for Primary Schools after the Pandemic 
The integration of digital literacy in elementary education has continued to 
encounter obstacles. The challenge in terms of students was that there were still 
difficulties faced by students, namely those who have difficulty in using digital 
content (Jakavonytė-Staškuvienė & Ponomariovienė, 2023). Nevertheless, 
individuals are more inclined to seek teacher assistance than that of their peers 
when confronted with challenges, even while collaborating in groups. A further 
difficulty is that the digital competence required for learning is below the 
anticipated standard (Pedaste et al., 2023). Educational institutions might tackle 
this problem by evaluating students' digital proficiency using the digital 
competence assessment test for learning (Digitest). The difficulty of assessing the 
credibility of sources and critically interpreting the information they find is also a 
challenge in implementing digital literacy in primary schools (Brante et al., 2024). 
Collaborative initiatives in the classroom are essential to cultivating students' 
digital reading competencies and their capacity to evaluate online sources 
critically, thereby reconciling technical competency with adequate digital literacy. 
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Cyberbullying is one of the important challenges (Sripa et al., 2024). Therefore, it 
is important to provide adolescents with an understanding of cyberbullying and 
develop learning innovations to combat cyberbullying, one of which is learning 
innovations in the form of interactive games. To achieve better results, teachers 
should facilitate independent learning for students. The significant prevalence of 
children and adolescents engaging with the Internet was also a concern. Not all 
children and adolescents use this resource judiciously (Zheng et al., 2024). Digital 
literacy and Internet protocols are essential for safeguarding children and 
adolescents from online threats; educating them on digital ethics and Internet 
standards of behaviour from an early age is crucial. Digital game-based learning 
(DGBL) can augment student learning, motivation, and engagement. 
 
The challenge for educators in digital literacy is the need for more training they 
have received on AI. Moreover, there must be professional development 
opportunities in AI for both pre-service and in-service educators since AI is not 
integrated into the curriculum (Fundi et al., 2024). First, the government must be 
addressed by assessing teachers' beliefs, attitudes, ethics, and subjective norms 
toward AI. Other significant challenges regarding teachers are the need for proper 
IT training, being underprepared to teach students, and infrastructure barriers 
(Georgiou et al., 2023). Moreover, more research on elementary school teachers' 
preparedness to incorporate technology is needed. Investigating the correlation 
between primary school teachers' ideas, attitudes, and intentions regarding self-
efficacy in integrating computer-based technology into learning is essential. 
 

4. Conclusion 
This article presented a comprehensive systematic review of primary school 
digital literacy focused after the pandemic. This research was guided by the 
PRISMA model, which has been widely used. A total of 17 articles has undergone  
a rigorous review process. Research trends in primary school digital literacy 
during the pandemic revolved around five main topics based on dominant 
keywords, namely (i) education; (ii) school, learning; (iii) primary, digital, online; 
(iv) literacy; and (v) evaluation, intelligence, teacher, analysis. The dominant 
research methodology used in this study was the quantitative research method 
(65%). Other techniques used in the reviewed research were qualitative (23%), 
mixed method (6%), and research and development (6%). In post-pandemic 
primary school digital literacy implementation, there were four dominant 
strategies: digital content, digital games, use of hardware, and digital competency 
tests. Moreover, teachers' roles in post-pandemic primary school digital literacy 
implementation included those of facilitator, curriculum implementer, 
collaborator, and digital content creator.  
 
Implementing digital literacy after the pandemic faces ongoing challenges from 
teachers and students. The challenge for students is that there are still difficulties 
in using digital content and assessing the credibility of sources and information. 
In addition, students’ digital competence is at various levels, and there are still 
problems with cyberbullying. Digital literacy issues for educators include the 
absence of AI in teacher training curricula, insufficient information technology 
training, underpreparedness to instruct pupils, and infrastructural obstacles. 
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Furthermore, a disparity persists between the preparedness of primary school 
educators and the incorporation of technology in educational activities.  
 
The theoretical implications of this literature study are to offer new insights into 
digital literacy, especially in elementary schools after the pandemic. Furthermore, 
this study's practical implications are expected to guide the government in 
formulating public policies. The priority of AI and ICT in the teacher training 
curriculum needs to be improved. In addition, the equitable distribution of 
learning facilities that support digital literacy also needs to be provided 
adequately. The practical implication for teachers from this study is that they can 
choose one or more of the four strategies offered in implementing digital literacy: 
digital content, digital games, use of hardware, and digital competency tests. 
 
This research has limitations in the article search period, which needed longer. 
The year 2023 to 2024 time frame was applied in article searches based on the 
announcement from the WHO about the end of the pandemic period on May 5, 
2023. The absence of the terms “post-COVID-19” or “post-pandemic” keywords 
is also a shortcoming in this literature review. Based on the findings that have 
been presented and the weaknesses of this study,  recommendations are provided 
for future studies. The first recommendation is to explore the topic of digital 
literacy with a few keywords, namely “evaluation”, “intelligence”, “teacher”, and 
“analysis”. The second recommendation is to review research on digital literacy 
with methodologies that still need to be carried out, namely mixed method, 
research, and development. The third recommendation is to explore the issue of 
digital literacy from the perspective of teachers and students. The fourth 
recommendation for literature searches is to increase the search period and 
include the keyword "post-COVID-19". 
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