An evidence-based digital literacy program should combine structured, multi-session instruction with active, behavior-focused learning (Walther et al., 2014; Jeong et al., 2012). For adolescents aged 12–18, effective digital media literacy programs combine guided, engaging formats—such as game-based inoculation interventions that teach common misinformation techniques and improve recognition skills (Roozenbeek & van der Linden, 2019; Basol et al., 2020)—with structured, teacher-led curricula that promote self-regulation and responsible digital use (Walther et al., 2014). These programs should emphasize foundational competencies, including critical evaluation of online content, understanding persuasive design, safe and ethical online behavior, and management of screen time and gaming habits, while incorporating interactive, scaffolded activities and social-emotional components (e.g., emotional regulation and peer dynamics). Together, this integrated approach has been shown to reduce problematic digital behaviors and support broader wellbeing outcomes among adolescents. For young adults ages 19-25, programs should emphasize applied, autonomous, and higher- order competencies, including advanced information verification, lateral reading, and source evaluation strategies (Guath & Nygren, 2022).  Effective programs also incorporate scalable prebunking interventions, such as short videos that enhance resistance to misinformation across contexts (Roozenbeek et al., 2022), alongside behavioral components like accuracy prompts that reduce misinformation sharing in real time (Guess et al., 2020). Across both age groups, the strongest programs integrate interactive practice, reflection, and discussion, with increasing emphasis on autonomy and real-world application for older learners, aligning with meta-analytic evidence that media literacy interventions produce consistent, moderate improvements in knowledge, attitudes, and behaviors when they are structured, participatory, and developmentally tailored (Jeong et al., 2012).
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