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1 Introduction

The sustainable establishment of digital bildung makes an important contribution to the 
development  of  the  digital  world.  A  key  argument  that  can  be  used  to  justify  the  
contribution of digital education is the proof of the quality of digital education. Proving 
that  education can  be  taught  with digital  media as  well  as  with traditional  media is 
therefore an important goal for current research in the field of digital education.

It is quite funny that this goal cannot be achieved. Clark's (1983) argument "that media 
are delivery vehicles for instruction and do not directly influence learning" (p. 453) and 
Russell's  (2001)  review  paper  published  under  the  apt  title  "The  no  Significant 
Difference Phenomenon" provide prominent evidence for the fact that so far neither an 
influence  of  media  on learning  processes  nor an  improvement  of  learning  processes 
through the use of media could be sustainably proven.

The fact that the goal cannot be achieved, but is nevertheless formulated, makes the goal 
a sustainable one. This is because a goal that cannot be achieved remains permanently. 
The  disadvantage,  however,  is  that  the  goal  assumes  that  digital  media  are  just  as 
suitable for learning processes as digital media, which suggests that it is more effective  
and efficient  to  avoid the costs  of  changing media  and stick with traditional  media. 
Therefore, there may well be wit in seeing the goal not as a goal but as a problem.

One  approach  to  the  problem  is  to  clarify  the  conceptual  confusion.  In  the  first  
paragraph, education and upbringing are confused, culture is falsely identified with the 
market, good and more are confused in a nonsensical way, and the distinction between 
teaching  methods  and  teaching  media  is  ignored.  The  fact  that  education  cannot  be 
digital  at  all  and  that  talk  of  digital  education  is  therefore  meaningless  is  almost 
irrelevant. 

However, the aim here is not to take the path of conceptual clarification. Instead, the 
problem is understood as a phenomenon. If the problem is understood as a phenomenon 
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in the sense of a relevant empirical observation, the investigation of the goal becomes a  
goal of research. The question then becomes: how can the observation that a research  
goal is formulated that is known not to be achievable be explained? 

A  well-established  method  for  investigating  such  phenomena  is  the  procedure  of 
ideology critique. An ideology-critical analysis shows that the intention to sustainably 
establish  digital  media  in  professional  pedagogical  intention  is  based  on  several 
ideologies.  The  intention  of  increasing  the  efficiency  and  effectiveness  of  learning 
processes goes back to the capitalist ideology in the versions of Smith (1776) and Hayek 
(2005). The intention to control learning processes with digital technologies is based on 
Wiener's (1965) cybernetic ideology. This was combined with the esoteric ideology of 
the New Age movement (Capra 1982) and the capitalist ideology to form the Californian 
ideology (Kurzweil 1992). This can explain the phenomenon. 

It is not possible to deduce what to do from the analysis. In order to determine what is to 
be done, there are two possibilities: The first possibility assumes that human beings are 
beings determined by history and the culture into which people are born. People are 
made what they are by circumstances in the course of subjectification processes. All the 
ideologies mentioned use this point of view. For example, in capitalist ideology, it is the 
market that determines how people should act. Whether a person's actions are good is 
not decided by the person, but by the market. 

With the second possibility it  is  assumed that  people are beings who can shape the  
history and culture into which they are born. As subjects, people can make themselves 
what they are.  An example of this approach is human rights, according to which the 
dignity of every human being is inviolable. Whether a person's actions are good is a 
person's  own  decision,  whereby  it  is  clear  that  people  who  claim  this  freedom  for 
themselves must also grant this freedom to other people.

Since these two alternatives have been discussed for at least 3000 years, it is plausible to  
assume that no systematic decision can be made between the alternatives. In this respect, 
choosing one of the alternatives is an inevitable ideological decision. I prefer the second 
alternative because the first alternative rejects the possibility of choice, which amounts 
to  denying  oneself  freedom.  But  because  this  is  an  expression  of  the  possibility  of 
choice,  the first  alternative  implies a self-contradiction and is to be rejected (Swertz 
2021b). 

This puts the focus on people's  ability to determine themselves.  People are educated 
when  they  can  determine  themselves,  they  educate  themselves  when  they  work  on 
determining themselves, and they are educated when they are offered opportunities for 
this  work.  The goal of  digital  education and the task of designing digital  media for 
education  should  therefore  be  to  offer  people  opportunities  for  self-determination 
(Swertz 2021a).

Digital technologies are certainly suitable for this purpose (Meder 1985). Reasons for 
this  include  the  fact  that  digital  technologies  are  suitable  for  playing  with  language 



(Meder 2004) or can be used to observe oneself (Swertz et al. 2017). It is clear that it  
must be possible for people to determine for themselves how they want to play and what 
they want to observe. Another reason is that digital technology is well suited for creating  
diverse  media  realities.  This  offers  people  the  possibility  to  move  between  media 
realities  and  to  create  media  realities  themselves.  It  is  precisely  this  productive 
movement between media realities that is an expression of the formation of the self and 
therefore a sustainable principle for the design of digital educational media.
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