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Abstract

This article aims to analyze the appropriateness of applying educational technologies
in the development of a website for cultural capital learning. The study employs a framework
based on 15 educational technology trends projected for 2025, encompassing concepts
related to digital learning, intelligent technologies, and holistic learner development. Data
were collected through documentary research and analyzed using content analysis and
synthesis to generate new knowledge.

The findings reveal that these technological trends are highly consistent with and
suitable for developing a website for cultural capital learning. The applications can be
categorized into four dimensions: (1) system infrastructure, including mobile learning, e-
learning, and microlearning; (2) enhancement of learning experiences, such as gamification and
immersive reality; (3) intelligent system development, including artificial intelligence (Al) and
big data; and (4) learner development, including holistic learning and social-emotional
learning. These technologies contribute to flexible, accessible, and personalized learning
experiences.

However, several limitations were identified, including technological costs, user
readiness, and the accuracy of cultural content. Therefore, a three-level development
framework is proposed: basic, developmental, and innovative levels, to ensure systematic and
sustainable implementation. In conclusion, the application of educational technologies
aligned with the 2025 trends demonstrates strong potential for developing cultural capital
learning websites, thereby promoting the preservation, transmission, and advancement of
cultural knowledge in modern forms that effectively respond to the needs of digital-age
learners.

Keywords : Educational Technology Application; Learning Management; Cultural Capital;
Office of Arts and Culture
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