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Introduction
2BDigital Competence Framework for learning, working and living in a digital world has been 
designed to upskill VET learners, at risk of disengagement and drop out and early leaving, who need to 
develop the competences required to learn and work in an increasingly digital world. 

The Project Team has analysed and synthesised a number of existing competence frameworks, 
including LifeComp, DigComp and EntreComp (as well as four additional EC and international 
frameworks), to bring together and harmonise the essential competences required by learners to 
succeed in their learning in online environments and effectively prepare for life and work in the digital 
society.

This proposed integrated framework is designed to help teachers and learners to develop curricula, 
learning experiences and assessments, which support and promote the development of these 
competences in relevant, purposeful and meaningful ways, so that learners can create and add value to 
their own and others’ lives and communities.

We undertook wide-ranging research to take account of curriculum and competence definitions from 
around the world, tailoring them to the needs of young learners and teachers working to deliver 
learning online, whilst preparing young people for further learning, training and work. 

About the framework
2BDigital Competence Framework for learning, working and living in a digital world intends to 
yield the basis upon which an integrated framework is possible that incorporates all the relevant 
transversal competences that are required for learning, working, and thriving in a digital world.

The framework draws from EntreComp, LifeComp and DigComp frameworks developed by the European 
Commission, and is the result of the comparative analysis, synthesis and integration of the personal and 
transversal competences identified in LifeComp and EntreComp, and their association with the digital 
competences identified in DigComp. 

Additionally, this integration has been then further aligned conceptually with other relevant frameworks in 
use in Europe and internationally, to include: the Lifelong Learning Framework, the Framework of 
Competences for Democratic Culture, Michael Fullan’s ‘Six Cs,’ and the Essential Skills Framework of the 
Government of Canada. The latter four were used in order to further validate, reinforce or challenge the 
process of selecting the most commonly valued competences, while the latter two specifically were added 
in order to assess the alignment of different approaches globally. 

Initial proposals of integrated frameworks were further tested and amended in light of stakeholder 
engagement with experts, digital employees, educators and students to generate further iterations, with a 
final 2BD Competence Framework resulting from integration of these findings.

What is a competence?

	v The ability to exert 
control over one’s life, 
to cope with specific 
problems effectively, 
and to make changes 
to one’s behavior and 
one’s environment, as 
opposed to the mere 
ability to adjust or 
adapt to 
circumstances as they 
are. (APA dictionary of 
Psychology).

	v Bringing together 
knowledge, skills, 
attitudes and values 
to achieve a task/goal.

What is a competency-based learning?

	v Competency-based learning or competency-based education 
is a framework for teaching and assessing learning. It is a type 
of education based on bundles, or clusters, of knowledge and 
skills that emphasize the types of outcomes expected in 
work-based performance.

	v Competency-based assessment and learning is often 
considered as alternative to traditional methods of 
assessment and learning in the education context.

	v Competency frameworks are in widespread use in 
workplaces, as they are a way of grounding behaviours and 
actions in the context of the world of work. 

	v Competency-based learning is considered to be more 
practical and experiential as students are required to “get 
things done” as opposed to more traditional paradigms of 
learning, which focus on knowing and understanding.

2BDIGITAL Erasmus+ Project, aims at 
supporting the effective digital teaching and 
learning experience of VET teachers and 
learners, especially those at-risk of dropout 
and early leaving, by adapting to the digital 
transition magnified by COVID-19, in an 
attempt to avoid the increase of inequalities in 
education, and their consequent drift to youth 
unemployment and exclusion. 2BDigital will 
train teachers all over Europe to implement 
and mainstream an innovative online teaching 
and assessment methodology, based in the 
2BD Competence Framework, that will allow 
all VET students to promote their transversal 
and digital competences, boosting their 
engagement in online education and reducing 
dropouts.

https://2bdigitalproject.eu
https://2bdigitalproject.eu
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Aims and objectives
The prevalence and widespread use of competence frameworks emphasises the growing and universal 
importance of skills and competences in relation to learning, life and employment. The language of 
competence builds bridges between the worlds of learning and formal work as it spans both 
environments. The language of competence also supports a shared understanding of what an individual 
needs to do to succeed.

The 2BDigital competence framework aims to articulate what efficacy looks like – what a learner needs to 
be able to do to navigate and succeed in diverse online environments, including the agility to select and 
apply competences to tasks, which can be new, unfamiliar, complex and uncertain.

During the pandemic, the world’s population of students at risk of disengagement grew and the likelihood 
of their disengagement also increased: nearly 90 percent of the world’s 1.6 billion students were affected 
by school closures (Vallaincourt, T et al, 2021:6). UNESCO found education disruptions caused by the 
COVID-19 pandemic carry a high social and economic cost, particularly for students and families in the 
most vulnerable circumstances, with significant impacts on a pupil’s ability to find the space and motivation 
to engage with online learning. These disruptions create situational barriers for pupils in the form of lack 
of access to a device or Wi-Fi, and the lack of confidence, skills and experience to get the best from online 
learning. 

Additionally pupils can experience dispositional barriers to learning, in the form of lack of motivation, 
confidence and learning strategies appropriate to their needs and preferences.

The 2BDigital competence framework aims to engage pupils with real-life, experiential, creative and 
collaborative projects, creating solutions to address problems they themselves identify and care about, 
collaborating with wide-ranging external stakeholders, making best use of the opportunities online 
learning and working affords.

The framework is developed to be embedded in online learning experiences as a way of ensuring that the 
focus of learning is relevant, purposeful and meaningful to young people and supports them to learn 
successfully and develop competences which they can carry forward into the world of work.

Target
The 2BDigital Competence Framework has been designed to upskill VET learners, particularly those at risk 
of disengagement, disaffection, and drop out, and early leaving from education and training, who need to 
develop the competences required to learn and work in an increasingly digital world.

Students who disengage with their education are significantly disadvantaged with respect to their 
employment, health, wealth, and socio cultural relationships. Student disengagement from school is a 
continuum of experience that involves a set of interrelated factors, rather than a set state of being. 

The Victorian Department of Education and Training considers a student to be disengaged from education 
when they: 

	v do not participate in all areas of the school including academic, social and extracurricular 
activities; 

	v do not feel included in, or have a sense of belonging to, the school; and,

	v are not personally invested in and take ownership of their learning.

The 2BDigital Competence Framework has been designed to engage, enable and empower such, and all, 
learners to learn in ways, which are relevant, purposeful and meaningful, to their experiences, interests, 
needs and aspirations, promoting their transversal and digital competences and increasing their 
engagement in online education, in order to reduce dropouts, and boost their personal and professional 
development, and employability, in the new digital society.

https://2bdigitalproject.eu
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Development steps 
The development of the 2BDigital Competence Framework was iterative, drafting and testing developments with 
stakeholders throughout the process. The focus on digital technologies and the COVID-19 pandemic supported 
the use of a number of innovative approaches to promote engagement, including a business breakfast, educators’ 
cafes and student hackathons. The extended detail of this process can be found in the 2BDigital Competence 
Framework Development Journey Report.

5

The development steps followed were: 

1.	 Literature review / desk research and development

	v Desk research on the frameworks, and analysis of previous integration experiences, and 
successful examples of transversal competences for the promotion of digital learning. 

	v Integration and consolidation of all the competences of the three plus four frameworks, 
laying out all the competences puzzle pieces; identifying duplicates; simplifying and 
rebuilding the architecture, to produce the first 2BD competence framework iterations.

2.	 Engaging business stakeholders

	v An online European Business Breakfast with digital sector stakeholders, followed by an 
open consultation, to identify the most important transversal competences used in digital 
workplaces, and receive recommendations on the initial framework developed.

	v Incorporation of digital experts, companies and entrepreneurs’ feedback into the evolving 
model, and creation of a further iteration of the 2BD Competences Framework.

3.	 Engaging educators

	v An online consultation survey and a virtual Educators Café, to identify the competences 
that teacher consider students need and lack the most, to be successful in online learning, 
and educator’s own needs for teaching online, and to receive feedback on the last 
iteration of the 2BD transversal competences framework. 

	v Incorporation of educator’s feedback into the evolving model, and creation of a further 
iteration of the 2BD transversal Competences Framework.

4.	 Engaging students

	v Student engagement activity to obtain direct feedback from VET students through a 
virtual Competence Hackathon, and an online survey, to reflect on the characteristics of 
effective online learning, when students found learning easy/ difficult/ enjoyable, and 
the competences they identified as the most important, both in education and for work. 

	v Incorporation of student’s feedback into the evolving model, and creation of the final 
version of the 2BD transversal Competences Framework. 

Framework development
Methodology

Literature Review
All partners contributed desk 
research to build a review of 

international competence 
frameworks

Survey
Surveys were used to gather and collate responses 

from wide ranging stakeholders, promoted on social 
media and shared through professional networks

Student hackathon
Students were engaged online and face 
to foce to test our proposals and reflect 
on the competences they need to learn 

and work successfully online

Educators Cafe
Educators attended a cafe 

consultation event to go deeper into 
the proposals, reflecting on the most 
important competences for learning 

success and major student gaps

Business breakfast
Experts and employers in digital 
sectors reviewed our proposals, 
reflecting on the most important 
competences to their work and 

major workforce gaps

01 05
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Overview of the framework 
Structure
The framework has 5 broad competence areas, which are broken down 
into 3 constituent competences in each area. Each competence includes a 
definition, and several descriptors.

Progression model
Progression in the framework is set out with learning outcomes over 3 
broad levels of attainment to indicate a learner’s stage of journey with the 
framework and to support and guide goal setting progression and 
continuous competence development, and differentiated teaching and 
assessment.

The term level here relates to a conceptual hierarchy to describe 
competence. The levels here aim to encompass the levels aimed for by 
the majority of VET learners, offering sufficient differentiation to support 
progression across this phase of education in focus. The notion of 
progression in relation to competence describes two aspects, one being 
the development from operating with a lot of guidance and support to 
independence, and the other being the simplicity of the task progressing 
through tasks of increasingly complexity, unfamiliarity and challenge.

Discover/ Beginning – This level is a starting point for learners with little or 
no experience of the competences who rely on support from others to 
complete familiar tasks.

Experiment/ Developing – This level indicates increasing independence 
working alone and with peers on familiar and unfamiliar tasks.

Improve/ Mastering – This level indicates tasking responsibility for making 
decisions and working alone and with others to complete unfamiliar tasks.

The progression is designed to support learners and educators to map, 
plan, and validate competences as appropriate to individual learners. It is 
anticipated that learners will have spiky profiles. This means that learners 
will have different levels of competence in each competence. An individual 
learner profile will rarely present a uniform level across all competences.
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How it works 
	v Learners progress at their own pace from individual starting points as they demonstrate 
mastery. By advancing upon demonstrated mastery, rather than on prescribed fixed 
programmes of learning, students are more engaged and motivated, and educators can direct 
their efforts to where students need the most help.

	v Competences include explicit, measurable, transferable learning objectives that empower 
learners. With clear, transparent learning objectives, students have greater ownership over 
their education and achievements.

	v Assessment is authentic, meaningful and a positive learning experience for students. New 
systems of assessments give students real-time information on their progress and provide the 
opportunity to show evidence of higher order skills, whenever they are ready, rather than at set 
points in time during the school year.

	v Learners receive timely, differentiated support based on their individual learning needs.

	v Learning outcomes emphasize competencies that include application and creation of 
knowledge, along with the development of important skills and dispositions (Sturgis, C. & Casey, 
K. (2018). Quality principles for competency-based education. Vienna, VA: iNACOL).

7 8

How to use it 
The framework is designed to be used flexibly, as appropriate to different purposes and contexts:

	v Learners may use the framework to articulate and present their competence levels or to 
identify what they need to do to improve, setting learning goals for themselves. 

	v Educators may use the framework to plan, evaluate and assess learning.

	v The framework can be used as a shared reference point, with which to define and share 
understanding of competence in different contexts for different purposes.

	v The learning outcomes can be used as a library of learning outcomes which teachers and pupils 
can use to describe, improve and evaluate their learning.

	v The learning outcomes have been developed to apply universally to all contexts.

	v Learners need to have opportunities to practise selecting and applying different combinations 
of competences to achieve tasks, evaluating the impacts of the decisions they make.

https://2bdigitalproject.eu
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Competences 
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Competences 
Competence Definition Description

Co
m

m
un

ic
at

io
n

Reading and writing Read and write using digital tools Publish an email, on a blog, wiki, learning platform, personal website.
Identify the purpose of the digital information required.
Scope a search question clearly and in appropriate language in digital environments, and authenticate resources/quality/defining 
limits.
Structure digital documents in a recognised format depending on the digital channel, recipients, and objective.

Speaking and 
listening

Communicate orally and listen online using a 
range of digital tools adapting to the 
opportunities and challenges of online 
environments

Evaluate online audience requirements, and select online tools that better suit the communication.
Responsibly express and communicate with digital users using a range of appropriate platforms.
Participate in a sustained discourse on a variety of topic/s in a digital environment.
Listen and understand others online opinions - respond appropriately through online tools.

Content creation Contribute information to different digital 
media for a specified end-user/audience, in 
specific digital contexts

Demonstrate how digital resources can be manipulated with regard to a range of digital environments.
Synthesise and create new digital information/ content which is relevant to the audience and presented in an appropriate digital 
format to this audience.
Use a wide range of current digital creative applications and promote them on a range of platforms.
Select the best digital application and format to complete specific tasks.

Co
lla

bo
ra

tio
n

Cooperation Work together on agreed goals through a 
wide variety of digital tools and technologies

Participate in co-creation processes through web and video conferencing, seminars and meetings, document and file sharing and 
editing, calendar sharing, e-mail, wikis, blogs, social media, video and audio editing and sharing, forums, online pin boards, 
drawing boards and message boards, etc.
Engage in purposeful collaboration online, with a clear understanding and demonstration of empathy and netiquette.
Link, interact and work with others and contribute to a variety of online networks and communities (professional, peer, social).

Self development Identify and develop aspects of self in digital 
settings, including personal qualities and 
attributes 

Discover attitudes, talents, interests and motivations in digital settings and with digital technologies, and needs for improvement, 
and how these can contribute to my development.
Find and select digital resources to enhance personal, social skills, learning or employability.
Synthesise and select information interesting to aid your digital learning.
Create and manage responsibly your digital identity.

Diversity and 
inclusion

Recognise and value people’s differences in 
digital environments and use them to enable 
everyone to thrive

Be aware of accessibility issues. Assistive technology. 
Recognise and demonstrate empathy, compassion, tolerance and understanding of other people’s needs, interests and 
experiences in digital environments.
Promote active inclusion of everyone in digital contexts, developing use of inclusive and assistive approaches online.
Use software/digital applications and appropriate devices to develop, communicate/share information to meet diverse needs.

9
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Competence Definition Description

Cr
ea

tiv
ity

Value creation Identify and create different types of value 
through digital technologies 

Evaluate and use digital commerce platforms.
Use digital technology to explore the possibilities for wealth creation, enterprise, and entrepreneurship, to enhance online value 
creation opportunities.
Develop ideas and knowledge in digital environments.
Use digital technologies creatively to create value for yourself and others.

Problem solving Analyse a digital problem or problematic 
issue in online settings, to identify potential 
solutions

Demonstrate and apply technical understanding to identify and solve digital problems.
Apply technologies to solve/develop solutions to a problem in online settings.
Apply creative thinking to solve digital problems.
Identify and solve diverse problematic situations in digital settings when working alone or as part of a group.

Innovation Develop and introduce new ideas or 
processes to achieve improvement in digital 
environments

Undertake creative projects that involve selecting, using and combining multiple applications, preferably across a range of devices 
to achieve challenging goals, including collecting and analysing data and meeting the needs of known users in digital 
environments.
Use digital technologies creatively to improve a learning or working process, product or service.
Try and test new ways of doing things in online settings, to find the best possibility to meet your/ others goals.
Exchange information internally/externally to receive feedback from your audience, evaluate and develop your outcome to more 
appropriately meet the requirements of your audience.

Cr
iti

ca
l t

hi
nk

in
g

Planning and 
management

Plan, monitor and control activities in digital 
environments

Manage personal/professional digital files and folders through several digital tools and platforms.
Manage  and  use  bookmarks, search history, tags and folder structures to store and manage your search results.
Manage projects and/or learning using online tools.
Plan an online activity, stablish priorities, and monitor its evolution, through different digital tools.

Learning to learn Awareness of own digital learning process 
and needs, identifying available online tools 
and opportunities, and the ability to 
overcome obstacles in order to learn 
successfully in online environments

Identify abilities and gaps in knowledge relating to digital tools or content, and needs to improve to achieve your learning goals.
Critically reflect and refine your digital learning/work in light of formative feedback.
Apply existing skills and knowledge to new digital systems.
Definition of learning goals and interests, preferred digital learning tools and methodologies.

Reflection Review and evaluate past thinking and action 
in digital environments, to learn from it

Critically evaluate digital information to form an opinion.
Differentiate/evaluate digital collaboration approaches based on group/task/requirement.
Critically evaluate a creative digital solution developed.
Identify achievements and aspects to improve on your performance in an online activity.

9
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Competence Definition Description

Ci
tiz

en
sh

ip

Wellbeing Make a healthy use of technology, that 
protects me and others and promotes 
feeling good and functioning well, when 
operating through digital technologies

Digital security awareness particularly personal data and privacy protection, avoiding overexposure in digital settings. 
An awareness of using the internet safely (e-safety). Email protocol, phishing and security issues which may affect online security.
Recognise inappropriate online content, contact and conduct and know how to report concerns. 
Aware of the impact of not disengaging from digital technologies and addiction, and how to manage the risk for physical and 
mental health.

Ethical thinking and 
action

Identifying ideas and action and aligning 
them to shared values when interacting in 
digital environments

Understand a range of ways to use technology safely, respectfully, responsibly and securely, including protecting others online 
identity, privacy, and needs

Be aware of the impact of your online actions, and of the use of digital technologies at the service of others needs and 
of the society.
Demonstrate appropriate digital etiquette, an awareness of electronic standards of conduct or procedure.
Demonstrate an understanding of digital law and the potential consequences: electronic responsibility for actions and deeds.
An awareness of plagiarism, copyright and how to use citation methods correctly and online referencing tools.

Sustainability Plan, monitor and evaluate action in online 
settings and manage digital resources to 
meet current needs as well as provisioning 
for future needs

Knowledge of advantages of smart living, use technology to enhance your digital lifestyle, and reduce your environmental impact. 
Awareness of how the use of technology impacts the environment, and how to prevent it through environmentally responsible 
online behaviours.
Understand the potential of digital technologies for sustainability promotion.

9
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Learning 
outcomes and 
progression 
levels

10

writing
and

Reading 
listening and Speaking 

creation

Content 

COMMUNICATIO
N

Discover

Using digital tools 

and basic searching 

and filtering functions, I 

can find, read and write 

simple and short texts.

Experiment

I can select and evaluate 

appropriate information and 

use appropriate digital tools and 

methods to communicate in 

writing.

Improve

I can conduct online research and use 

diverse digital tools and methods to 

present data and information in engaging 

and efficient ways. 

Discover

I can listen actively 

and express my ideas 

clearly adapting to the 

different online tools and 

settings.

Experiment

I am able to integrate others’ 

inputs and ideas into discussion 

and adapt my language to suit the 

needs of the audience, through 

digital tools.

Improve

I can actively encourage and listen to 

other people’s ideas in online 

environments, using empathy. I can 

present my own ideas in assertive and 

persuasive ways through digital tools. 

D
iscover

I can create

 sim
ple online m

edia 

content using text

 and im
ages.

Experim
ent

I can use digital tools to create 

and present different types of 

data and inform
ation to specific 

audiences taking account of their 

needs.
Im

prove

I can use different digital tools and 

techniques to develop and create 

content w
hich can be used across a variety 

of m
edia including digital, social m

edia, 

broadcast or in print. 

management

and 

Planning 

to learn
Learning

Reflection 

THINKING
CRITICAL

Discover
I can identify simple 

steps to plan an online 
activity.

Experiment

I understand how to organise, 

store, share, manipulate and 

protect digital information in an 

online activity.

Improve

I can adapt my plans to achieve my/ 

group goals in an online activity to 

manage changes that are outside of my 

control and manage risk. 

Discover
I can identify digital 

tools which support 

learning opportunities 
and provide digital evidence 

to show my progress.

Experiment
I can use feedback to identify 

next steps to improve my 
learning in digital environments 

through both successes and failures.

Improve
I can use digital evidence and feedback 

to reflect on and extend my learning  

goals in relation to my future 

opportunities and choices. 

Discover

I can identify what is 

good and what could 

be improved in a 

completed online 

activity.

Experiment

I can judge if and how I h
ave 

achieved my goals, so that I c
an 

evaluate my online performance 

and learn from it.

Improve

I can reflect on my (and others’) 

achievements and temporary failures as 

opportunities to develop, learn and im
prove 

my ability to operate in a digital environment. 
W

ellb
ein

g
and action
thinking
E

thical 
Sustainability

C
IT

IZ
E

N
SH

IP

D
iscover

I can identify sim
ple 

actions to take care of 
m

yself and others online 
to protect m

y personal 
inform

ation and safety.

E
xperim

en
t

I can identify risks and negative 
im

pacts of bad habits and behaviours in 
online w

orking, to take action to support 
care of m

y, and others’, online physical, 
m

ental and social health, safety and privacy.

Im
p

rove
I can plan and

 evaluate action
s to 

prom
ote a positive d

igital reputation and
 

footprint, taking care of m
y and

 others’ 
physical, m

ental an
d

 social h
ealth in m

y 
online activity. 

D
iscover

I can identify the 

difference betw
een ethical 

and unethical actions online, 

and of the use of technology 

to solve social needs.

Experim
ent

I can understand the 

im
portance of netiquette, 

integrity and ethical values in a 

digital environm
ent.

Im
prove

I can apply ethical thinking to 

contribute to a positive environm
ent 

online, and encourage it w
hen w

orking as 

part of a group. 

D
iscover

I can list examples of 

environm
entally friendly 

behaviour that benefits an 

online com
m

unity and use of 

digital technology.

Experim
ent

I can use digital tools and 

techniques to support 

environm
entally friendly online 

behaviour.Im
prove

I can assess im
pact and identify 

im
plications for the environment to 

select the m
ost sustainable digital tools 

and online habits, and prom
ote them in a 

group. 

cre
atio

n

Valu
e 

so
lv

in
g

P
ro

bl
em

 
In

n
o

va
ti

on

C
R

EA
T

IV
IT

Y

Discover

I c
an id

entif
y 

opportu
niti

es f
or 

onlin
e valu

e cr
eatio

n 

and fo
r g

enera
tio

n v
al

ue 

th
anks to

 d
ig

ita
l t

ools
.

Experim
ent

I c
an cre

ativ
ely

 u
se

 d
ig

ita
l 

technologies and d
evelo

p id
ea

s 

to
 bette

r m
eet m

y n
eeds o

r t
hose

 

of m
y peers

 and com
m

unity
.

Im
pro

ve

I c
an use digita

l t
echnolo

gy to
 d

esi
gn

, 

assemble te
st a

nd pro
gre

ss
iv

ely
 im

pro
ve

 

a proto
ty

pe to
 ill

ustra
te

 th
e valu

e I 
w

an
t t

o 

cre
ate

. 

D
is

co
ve

r
I c

an
 id

en
ti

fy
 a

 
co

m
m

on
 d

ig
it

al
 

pr
ob

le
m

, fi
nd

 a
nd

 a
pp

ly
 

a 
so

lu
ti

on
.

Ex
pe

ri
m

en
t

I c
an

 u
se

 d
ig

it
al

 te
ch

no
lo

gy
 t

o 

cr
ea

te
 a

nd
 e

va
lu

at
e 

m
ul

ti
pl

e 

op
tio

ns
 to

 r
es

ol
ve

 a
 p

ro
bl

em
 o

r 

is
su

e 
in

 d
ig

it
al

 e
nv

ir
on

m
en

ts
.

Im
pr

ov
e

I c
an

 id
en

ti
fy

 e
vi

de
nc

e 
to

 e
va

lu
at

e 

im
pa

ct
 o

f a
 p

ro
bl

em
at

ic
 s

it
ua

ti
on

 in
 a

n 

on
lin

e 
ac

tiv
it

y 
an

d 
pr

op
os

ed
 s

ol
ut

io
n 

us
in

g 

di
gi

ta
l t

ec
hn

ol
og

y.
 

D
is

co
ve

r

I c
an

 fi
nd

 e
xa

m
pl

es
 

of
 in

no
va

ti
ve

 d
ig

it
al

 

pr
od

uc
ts

, s
er

vi
ce

s 
an

d 

so
lu

ti
on

s.

E
xp

er
im

en
t

I c
an

 id
en

ti
fy

 h
ow

 a
 d

ig
it

al
 

so
lu

ti
on

 is
 d

ev
el

op
ed

 u
si

ng
 

d
ig

it
al

 c
re

at
iv

it
y 

an
d 

it
s 

po
te

nt
ia

l 

im
pa

ct
 o

n 
an

 a
ud

ie
nc

e.

Im
p

ro
ve

I c
an

 u
se

 d
ig

it
al

 t
ec

h
no

lo
gi

es
 to

 im
pr

ov
e 

an
 o

nl
in

e 
pr

oc
es

s,
 p

ro
du

ct
 o

r 
se

rv
ic

e,
 to

 

b
et

te
r 

m
ee

t 
th

e 
ne

ed
s 

of
 t

he
 in

te
nd

ed
 ta

sk
 

an
d

 a
u

d
ie

nc
e.

 

C
oo

pe
ra

tio
n 

development

Self 

inclusion

and

Diversity 

C
O

LLABORATION

D
is

co
ve

r

I c
an

 c
oo

pe
ra

te
 u

sin
g 

di
ff

er
en

t d
ig

ita
l 

co
lla

bo
ra

tiv
e 

to
ols 

to
 

su
pp

or
t t

ea
m

-w
ork

 

pr
oc

es
se

s.

Ex
pe

ri
m

en
t

I c
an

 c
oo

pe
ra

te
 d

em
onst

ra
tin

g 

to
le

ra
nc

e,
 e

m
pa

th
y 

to
w

ard
s 

ot
he

rs
, a

nd
 n

et
iq

ue
tt

e,
 to

 id
entif

y 

sh
ar

ed
 g

oa
ls

.

Im
pr

ov
e

I c
an

 c
on

tr
ib

ut
e 

to
 o

nlin
e 

gro
up 

de
ci

si
on

 m
ak

in
g,

 fl
ex

ib
ly

 a
nd 

co
ns

tr
uc

tiv
el

y,
 a

vo
id

in
g/

re
so

lv
in

g co
nfl

ict, 

an
d 

ta
ki

ng
 le

ad
in

g 
ro

le
s i

f a
ppro

pria
te

. 

Discover

I c

an id
entify

 my needs, 

wants, and interests 

onlin
e to

 develop personal 

digita
l le

arning goals, and 

incre
ase my motivation.

Experim
ent

I c

an proactiv
ely prioritise and 

ta
ke actio

n to address my 

needs, w
ants, in

terests and goals 

usin
g onlin

e to
ols and techniques.

Im
prove

I c
an use digita

l te
chnologies and digital 

com
pete

nces to
 fu

lfil m
y needs, w

ants, 

in

te
re

sts and goals id
entifying required 

next s
te

ps fo
r fu

rther im
provement. 

Discover I can identify the ways in which people can differ in digital settings, and how 
assistive technology can help 
people with different needs.

Experiment
I am open to the worth that others and different 

perspectives can bring, and can use 
software/digital applications and appropriate 

devices to develop, communicate/share information to 

include contributions from everyone in digital settings.

Improve
I can demonstrate empathy, compassion, tolerance and 

understanding of other people’s digital needs, interests and 

experiences, and identify the value of their contributions and 

perspectives, to promote active inclusion of everyone in digital 

settings, developing use of inclusive and assistive approaches online. 

https://2bdigitalproject.eu
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writing

and

Reading 

listening
and

Speaking 

creationContent 

COMMUNICATION

Discover
Using digital tools 

and basic searching 

and filtering functions, I 

can find, read and write 

simple and short texts.Experiment

I can select and evaluate 

appropriate information and 

use appropriate digital tools and 

methods to communicate in 
writing.

Improve

I can conduct online research and use 

diverse digital tools and methods to 

present data and information in engaging 

and efficient ways. 

Discover
I can listen actively 

and express my ideas 

clearly adapting to the 

different online tools and 

settings.

Experiment
I am able to integrate others’ 

inputs and ideas into discussion 

and adapt my language to suit the 

needs of the audience, through 

digital tools.

Improve
I can actively encourage and listen to 

other people’s ideas in online 
environments, using empathy. I can 

present my own ideas in assertive and 

persuasive ways through digital tools. 

Discover

I can create 

simple online media 

content using text 

and images.

Experiment

I can use digital tools to create 

and present different types of 

data and information to specific 

audiences taking account of their 

needs.

Improve

I can use different digital tools and 

techniques to develop and create 

content which can be used across a variety 

of media including digital, social m
edia, 

broadcast or in print. 

m
an

ag
em

ent
an

d 
P

la
nnin

g 

to le
arn

Learning

Reflection 

THIN
KING

CRIT
ICAL D

is
co

ve
r

I c
an

 id
en

tif
y 

si
m

ple
 

st
ep

s 
to

 p
la

n 
an

 o
nlin

e 

ac
tiv

ity
. Ex

pe
ri

m
en

t

I u
nd

er
st

an
d 

ho
w

 to
 o

rg
an

ise
, 

st
or

e,
 s

ha
re

, m
an

ip
ula

te
 a

nd 

pr
ot

ec
t d

ig
ita

l i
nf

or
m

at
io

n in
 an 

on
lin

e 
ac

tiv
ity

.

Im
pr

ov
e

I c
an

 a
da

pt
 m

y 
pl

an
s t

o a
ch

ie
ve

 m
y/

 

gr
ou

p 
go

al
s 

in
 a

n 
on

lin
e 

ac
tiv

ity
 to

 

m
an

ag
e 

ch
an

ge
s 

th
at

 a
re

 o
uts

id
e o

f m
y 

co
nt

ro
l a

nd
 m

an
ag

e 
ris

k.
 

Discover

I c
an id

entify
 digital 

to
ols which support 

learn
ing opportunities 

and pro
vide digital evidence 

to
 show m

y progress.
Experim

ent

I c
an use fe

edback to
 identify 

next s
teps to

 im
prove my 

learn
ing in

 digita
l environments 

th
ro

ugh both
 successes and failures.

Im
prove

I c

an use digita
l e

vidence and feedback 

to
 re
flect o

n and extend my learning  

goals in
 relatio

n to my fu
ture 

opportu
nitie

s and choices. 

Discover I can identify what is good and what could be improved in a completed online 
activity.

Experiment
I can judge if and how I have 

achieved my goals, so that I can 
evaluate my online performance and learn from it.

Improve
I can reflect on my (and others’) 

achievements and temporary failures as 

opportunities to develop, learn and improve 

my ability to operate in a digital environment. 

W

ellb
ein

g

an
d 

ac
ti

on

th
in

ki
ng

Et
hi

ca
l 

Su
st

ai
n

ab
ili

ty

C
IT

IZ
E

N
S

H
IP

Discover

I c
an id

entif
y si

m
ple

 

actio
ns to

 ta
ke

 ca
re

 o
f 

myself a

nd oth
ers

 o
nlin

e 

to
 pro

te

ct m
y pers

onal
 

info
rm

atio
n and sa

fe
ty

.

Experim
ent

I can id
entif

y ris
ks a

nd nega
tiv

e 

im
pacts of b

ad habits
 and behav

io
urs

 in
 

onlin
e working, to

 ta
ke act

ion to
 su

ppo
rt

 

care of m
y, and oth

ers’
, o

nlin
e phys

ica
l, 

mental and social h
ealth

, sa
fe

ty
 an

d priv
ac

y.

Im
pro

ve

I c
an plan and evalu

ate
 act

io
ns t

o 

promote
 a positi

ve d
ig

ita
l r

eputa
tio

n a
nd

 

footp
rint, t

akin
g care

 o
f m

y and o
th

er
s’ 

physical, m
enta

l a
nd so

cia
l h

ealth
 in

 m
y 

onlin
e activ

ity
. 

D
is

co
ve

r
I c

an
 id

en
tif

y 
th

e 
di

ffe
re

nc
e 

be
tw

ee
n 

et
hi

ca
l 

an
d 

un
et

hi
ca

l a
ct

io
ns

 o
nl

in
e,

 

an
d 

of
 th

e 
us

e 
of

 te
ch

no
lo

gy
 

to
 so

lv
e 

so
ci

al
 n

ee
ds

.

Ex
pe

ri
m

en
t

I c
an

 u
nd

er
st

an
d 

th
e 

im
po

rt
an

ce
 o

f n
et

iq
ue

tt
e,

 

in
te

gr
it

y 
an

d 
et

hi
ca

l v
al

ue
s 

in
 a

 

di
gi

ta
l e

nv
ir

on
m

en
t.

Im
pr

ov
e

I c
an

 a
pp

ly
 e

th
ic

al
 th

in
ki

ng
 to

 

co
nt

ri
bu

te
 to

 a
 p

os
it

iv
e 

en
vi

ro
nm

en
t 

on
lin

e,
 a

nd
 e

nc
ou

ra
ge

 it
 w

he
n 

w
or

ki
ng

 a
s 

pa
rt

 o
f a

 g
ro

up
. 

D
is

co
ve

r

I c
an

 li
st

 e
xa

m
pl

es
 o

f 

en
vi

ro
nm

en
ta

lly
 fr

ie
nd

ly
 

be
ha

vi
ou

r t
ha

t b
en

efi
ts

 a
n 

on
lin

e 
co

m
m

un
ity

 a
nd

 u
se

 o
f 

di
gi

ta
l t

ec
hn

ol
og

y.

E
xp

er
im

en
t

I c
an

 u
se

 d
ig

it
al

 t
oo

ls
 a

nd
 

te
ch

ni
q

ue
s 

to
 s

up
po

rt
 

en
vi

ro
nm

en
ta

lly
 fr

ie
nd

ly
 o

nl
in

e 

b
eh

av
io

ur
.

Im
p

ro
ve

I c
an

 a
ss

es
s 

im
p

ac
t 

an
d 

id
en

ti
fy

 

im
pl

ic
at

io
ns

 fo
r 

th
e 

en
vi

ro
nm

en
t t

o 

se
le

ct
 t

he
 m

o
st

 s
u

st
ai

na
b

le
 d

ig
it

al
 to

ol
s 

an
d

 o
nl

in
e 

ha
b

it
s,

 a
n

d
 p

ro
m

ot
e 

th
em

 in
 a

 

gr
o

up
. 

creation
Value 

solving
Problem

 

Innovation

CREATIVITY

Discover

I can identify 

opportunities for 

online value creation 

and for generation value 

thanks to digital tools.

Experiment

I can creatively use digital 

technologies and develop ideas 

to better meet my needs or those 

of my peers and community.

Improve

I can use digital technology to design, 

assemble test and progressively improve 

a prototype to illustrate the value I want to 

create. 

Discover

I can identify a 

common digital 

problem, find and apply 

a solution.

Experiment

I can use digital technology to 

create and evaluate multiple 

options to resolve a problem
 or 

issue in digital environments.

Improve

I can identify evidence to evaluate 

impact of a problematic situation in an 

online activity and proposed solution using 

digital technology. 

D
iscover

I can find exam
ples 

of innovative digital 

products, services and 

solutions.

Experim
ent

I can identify how
 a digital 

solution is developed using 

digital creativity and its potential 

im
pact on an audience.

Im
prove

I can use digital technologies to im
prove 

an online process, product or service, to 

better m
eet the needs of the intended task 

and audience. 

C
oo

p
eratio

n
 

developm
ent

Self 
inclusion

and
D

iversity 

C
O

LLA
B

O
R

A
TIO

N

D
iscover

I can coop
erate using 

differen
t digital 

collaborative tools to 
support team

-w
ork 

processes.

E
xperim

en
t

I can cooperate d
em

onstrating 
tolerance, em

pathy tow
ard

s 
others, and netiq

uette, to
 id

en
tify 

shared
 goals.

Im
p

rove
I can contribute to online group 

decision m
aking, fl

exib
ly and

 
constructively, avoid

ing/resolving confl
ict, 

and taking leading roles if appropriate. 

D
iscover

I can identify m
y needs, 

w
ants, and interests 

online to develop personal 

digital learning goals, and 

increase m
y m

otivation.

Experim
ent

I can proactively prioritise and 

take action to address m
y 

needs, w
ants, interests and goals 

using online tools and techniques.

Im
prove

I can use digital technologies and digital 

com
petences to fulfil m

y needs, w
ants, 

interests and goals identifying required 

n
ext steps for further im

provem
ent. 

D
iscover

I can identify the ways in 

w
hich people can differ in 

digital settings, and how 

assistive technology can help 

people with different needs.

Experim
ent

I am open to the worth that others and different 

perspectives can bring, and can use 

software/digital applications and appropriate 

devices to develop, communicate/share information to 

include contributions from everyone in digital settings.

Im
prove

I can demonstrate empathy, compassion, tolerance and 

understanding of other people’s digital needs, interests and 

experiences, and identify the value of their contributions and 

perspectives, to promote active inclusion of everyone in digital 

settings, developing use of inclusive and assistive approaches online. 

10
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writ
in

g

and

Readin
g 

lis
te

ni
ng

an
d

Sp
ea

ki
n

g 

cr
ea

ti
on

C
o

n
te

n
t 

CO
M

M
U

N
IC

A
T

IO
N

Discover

Using dig
ita

l t
ools 

and basic se
arc

hin
g 

and filte

rin
g fu

nct
io

ns, 
I 

can fin
d, re

ad and w
rit

e 

sim
ple and sh

ort
 te

xt
s.

Experim
ent

I c
an select a

nd evalu
at

e 

appropria

te
 in

fo
rm

atio
n a

nd 

use appro
pria

te
 d

ig
ita

l t
ools

 a
nd 

meth
ods to

 com
m

unic
at

e in
 

writ
in

g.
Im

pro
ve

I c
an conduct o

nlin
e re

se
arc

h a
nd u

se
 

diverse digita
l t

ools 
and m

eth
ods t

o 

present d
ata

 and in
fo

rm
atio

n in
 e

nga
gi

ng 

and effi
cie

nt w
ays. 

D
is

co
ve

r
I c

an
 li

st
en

 a
ct

iv
el

y 
an

d 
ex

pr
es

s 
m

y 
id

ea
s 

cl
ea

rl
y 

ad
ap

ti
ng

 to
 th

e 

di
ff

er
en

t o
nl

in
e 

to
ol

s 
an

d 
se

tt
in

gs
.

Ex
pe

ri
m

en
t

I a
m

 a
bl

e 
to

 in
te

gr
at

e 
ot

he
rs

’ 

in
pu

ts
 a

nd
 id

ea
s 

in
to

 d
is

cu
ss

io
n 

an
d 

ad
ap

t m
y 

la
ng

ua
ge

 to
 s

ui
t t

he
 

ne
ed

s 
of

 th
e 

au
di

en
ce

, t
hr

ou
gh

 
di

gi
ta

l t
oo

ls
.

Im
pr

ov
e

I c
an

 a
ct

iv
el

y 
en

co
ur

ag
e 

an
d 

lis
te

n 
to

 

ot
he

r 
pe

op
le

’s
 id

ea
s 

in
 o

nl
in

e 

en
vi

ro
nm

en
ts

, u
si

ng
 e

m
pa

th
y.

 I 
ca

n 

pr
es

en
t m

y 
ow

n 
id

ea
s 

in
 a

ss
er

ti
ve

 a
n

d 

pe
rs

ua
si

ve
 w

ay
s 

th
ro

ug
h 

di
gi

ta
l t

o
ol

s.
 

D
is

co
ve

r

I c
an

 li
st

 e
xa

m
pl

es
 o

f 

en
vi

ro
nm

en
ta

lly
 fr

ie
nd

ly
 

be
ha

vi
ou

r t
ha

t b
en

efi
ts

 

an
 o

nl
in

e 
co

m
m

un
ity

 a
nd

 

us
e 

of
 d

ig
ita

l t
ec

hn
ol

og
y.

E
xp

er
im

en
t

I c
an

 u
se

 d
ig

it
al

 t
oo

ls
 a

nd
 

te
ch

ni
q

ue
s 

to
 s

up
po

rt
 

en
vi

ro
nm

en
ta

lly
 fr

ie
nd

ly
 o

nl
in

e 

b
eh

av
io

ur
.

Im
p

ro
ve

I c
an

 u
se

 d
if

fe
re

n
t 

d
ig

it
al

 to
ol

s 
an

d 

te
ch

ni
q

ue
s 

to
 d

ev
el

op
 a

nd
 c

re
at

e 

co
nt

en
t 

w
hi

ch
 c

an
 b

e 
us

ed
 a

cr
os

s 
a 

va
ri

et
y 

of
 m

ed
ia

 in
cl

ud
in

g 
d

ig
it

al
, s

oc
ia

l m
ed

ia
, 

b
ro

ad
ca

st
 o

r 
in

 p
ri

nt
. 

management and 
Planning 

to learn
Learning

Reflection 

THINKIN
G

CRITICAL

Discover

I can identify simple 

steps to plan an online 

activity.

Experiment

I understand how to organise, 

store, share, manipulate and 

protect digital information in an 

online activity.

Improve

I can adapt my plans to achieve my/ 

group goals in an online activity to 

manage changes that are outside of my 

control and manage risk. 

Discover

I can identify digital 

tools which support 

learning opportunities 

and provide digital evidence 

to show my progress.

Experiment

I can use feedback to identify 

next steps to improve my 

learning in digital environments 

through both successes and failures.

Improve

I can use digital evidence and feedback 

to reflect on and extend my learning  

goals in relation to my future 

opportunities and choices. 

D
iscover

I can identify w
hat is 

good and w
hat could 

be im
proved in a 

com
pleted online 

activity.
Experim

ent

I can judge if and how
 I have 

achieved m
y goals, so that I can 

evaluate m
y online perform

ance 

and learn from
 it.

Im
prove

I can reflect on m
y (and others’) 

achievem
ents and tem

porary failures as 

opportunities to develop, learn and im
prove 

m
y ability to operate in a digital environm

ent. 

W
el

lb
ein

g

and action

thinking

Ethical 

Sustainability

CIT

IZ
ENSHIP

D
is

co
ve

r

I c
an

 id
en

tif
y s

im
ple

 

ac
tio

ns
 to

 ta
ke

 ca
re

 o
f 

m
ys

el
f a

nd
 o

th
er

s o
nlin

e 

to
 p

ro
te

ct
 m

y 
pe

rs
onal 

in
fo

rm
at

io
n 

an
d 

sa
fe

ty
.

Ex
pe

ri
m

en
t

I c
an

 id
en

tif
y r

isk
s a

nd
 neg

at
ive

 

im
pa

ct
s o

f b
ad

 h
ab

its
 an

d b
eh

av
iours

 in
 

on
lin

e 
w

or
ki

ng
, t

o 
ta

ke
 ac

tio
n to

 su
pport 

ca
re

 o
f m

y, 
an

d 
ot

he
rs

’, o
nl

in
e p

hys
ica

l, 

m
en

ta
l a

nd
 so

cia
l h

ea
lth

, s
af

et
y a

nd priv
acy

.

Im
pr

ov
e

I c
an

 p
la

n 
an

d 
ev

al
ua

te
 a

ct
io

ns t
o 

pr
om

ot
e 

a 
po

si
tiv

e 
di

gi
ta

l r
ep

uta
tio

n and 

fo
ot

pr
in

t, 
ta

ki
ng

 c
ar

e 
of

 m
y 

an
d o

th
ers

’ 

ph
ys

ic
al

, m
en

ta
l a

nd
 so

ci
al

 h
ea

lth
 in

 m
y 

on
lin

e 
ac

tiv
ity

. 

Discover

I c
an identify

 the 

diff
ere

nce betw
een ethical 

and unethical actio
ns online, 

and of th
e use of te

chnology 

to solve social needs.
Experim

ent

I c
an understand the 

im
portance of n

etiquette, 

in
te

grity
 and ethical values in a 

digita
l e

nvironment. Im
prove

I c
an apply eth

ical thinking to 

contribute
 to

 a positive environment 

onlin
e, a

nd encourage it when working as 

part o
f a

 group. 

Discover I can list examples of environmentally friendly behaviour that benefits an 
online community and use of digital technology.

Experiment I can use digital tools and techniques to support 
environmentally friendly online behaviour.

Improve
I can assess impact and identify 

implications for the environment to 

select the most sustainable digital tools 

and online habits, and promote them in a group. 

creatio
n

V
alu

e 
solving

P
roblem

 
Innovation

C
R

E
A

T
IV

ITY

D
iscover

I can id
entify 

opportu
nities for 

online valu
e creation 

and for generation
 value 

thanks to d
igital tools.

E
xperim

en
t

I can creatively use d
igital 

technologies an
d

 develop id
eas 

to better m
eet m

y need
s or those 

of m
y peers an

d
 com

m
unity.

Im
p

rove
I can use digital technology to d

esign, 
assem

ble test and progressively im
prove 

a prototype to illustrate the value I w
ant to 

create. 

D
iscover

I can identify a 

com
m

on digital 

problem
, find and apply 

a solution.

Experim
ent

I can use digital technology to 

create and evaluate m
ultiple 

options to resolve a problem
 or 

issue in digital environm
ents.

Im
prove

I can identify evidence to evaluate 

im
pact of a problem

atic situation in an 

online activity and proposed solution using 

digital technology. 

D
iscover

I can find exam
ples 

of innovative digital 

products, services and 

solutions.Experim
ent

I can identify how a digital 

solution is developed using 

digital creativity and its potential 

im
pact on an audience.

Im
prove

I can use digital technologies to improve 

an online process, product or service, to 

better m
eet the needs of the intended task 

and audience. 

Cooperation 

development
Self inclusionandDiversity 

COLLABORATION

Discover
I can cooperate using 

different digital 

collaborative tools to 

support team-work 
processes.

Experiment

I can cooperate demonstrating 

tolerance, empathy towards 

others, and netiquette, to identify 

shared goals.

Improve

I can contribute to online group 

decision making, flexibly and 

constructively, avoiding/resolving conflict, 

and taking leading roles if appropriate. 

Discover
I can identify my needs, 

wants, and interests 
online to develop personal 

digital learning goals, and 

increase my motivation.

Experiment
I can proactively prioritise and 

take action to address my 
needs, wants, interests and goals 

using online tools and techniques.

Improve
I can use digital technologies and digital 

competences to fulfil my needs, wants, 

interests and goals identifying required 

next steps for further improvement. 

Discover

I can identify the ways in 

which people can diffe
r in 

digital settings, and how 

assistive technology can help 

people with different needs.

Experiment

I am open to the worth that others and diffe
rent 

perspectives can bring, and can use 

software/digital applications and appropriate 

devices to develop, communicate/share information to 

include contributions from everyone in digital settin
gs.

Improve

I can demonstrate empathy, compassion, tolerance and 

understanding of other people’s digital needs, interests and 

experiences, and identify the value of their contributions and 

perspectives, to promote active inclusion of everyone in digital 

settings, developing use of inclusive and assistive approaches online. 
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w
ri

tin
g

an
d

R
ea

din
g 

lis
tening

and

Speaking 

creation

Content 

C
O

M
M

UNICATION

D
is

co
ve

r

U
si

ng
 d

ig
ita

l t
ools 

an
d 

ba
si

c 
se

ar
ch

in
g 

an
d 
fil

te
ri

ng
 fu

nc
tio

ns, 
I 

ca
n 
fin

d,
 re

ad
 a

nd
 w

rit
e 

si
m

pl
e 

an
d 

sh
or

t t
ex

ts
.

Ex
pe

ri
m

en
t

I c
an

 s
el

ec
t a

nd
 e

va
lu

at
e 

ap
pr

op
ri

at
e 

in
fo

rm
at

io
n a

nd 

us
e 

ap
pr

op
ri

at
e 

di
gi

ta
l t

ools 
and 

m
et

ho
ds

 to
 c

om
m

unic
at

e in
 

w
ri

tin
g.

Im
pr

ov
e

I c
an

 c
on

du
ct

 o
nl

in
e 

re
se

ar
ch

 a
nd u

se
 

di
ve

rs
e 

di
gi

ta
l t

oo
ls

 a
nd

 m
et

hods t
o 

pr
es

en
t d

at
a 

an
d 

in
fo

rm
at

io
n in

 e
ngagin

g 

an
d 

ef
fic

ie
nt

 w
ay

s. 

Discover

I c
an lis

ten actively 

and express my ideas 

clearly adapting to the 

diff
erent o

nlin
e tools and 

settings. Experim
ent

I a
m

 able to
 in

tegrate others’ 

in

puts and id
eas in

to discussion 

and adapt m
y la

nguage to suit the 

needs of t
he audience, through 

digita
l tools. Im

prove

I c
an activ

ely encourage and lis
ten to 

oth
er people’s id

eas in online 

enviro
nments, u

sing empathy. I c
an 

pre
sent m

y own id
eas in assertive and 

pers
uasive w

ays th
rough digital tools. 

Discover I can list examples of environmentally friendly behaviour that benefits an online community and use of digital technology.

Experiment I can use digital tools and techniques to support 
environmentally friendly online behaviour.

Improve
I can use different digital tools and 

techniques to develop and create 

content which can be used across a variety 

of media including digital, social media, 
broadcast or in print. 

m
anagem

en
t

an
d

 

P
lan

n
in

g 

to learn
Learning

Reflection 

T
H

IN
K

IN
G

C
R

IT
IC

A
L

D
iscover

I can iden
tify sim

ple 
steps to plan an online 

activity.

E
xperim

en
t

I understand h
ow

 to organ
ise, 

store, share, m
anipulate and

 
protect digital in

form
ation in an 

online activity.

Im
p

rove
I can adapt m

y plans to achieve m
y/ 

group goals in an
 online activity to 

m
anage changes th

at are outsid
e of m

y 
control and

 m
anage risk. 

D
iscover

I can identify digital 

tools w
hich support 

learning opportunities 

and provide digital evidence 

to show
 m

y progress.

Experim
ent

I can use feedback to identify 

next steps to im
prove m

y 

learning in digital environm
ents 

through both successes and failures.

Im
prove

I can use digital evidence and feedback 

to refl
ect on and extend m

y learning  

goals in relation to m
y future 

opportunities and choices. 

D
iscover

I can identify what is 

good and what could 

be im
proved in a 

com
pleted online 

activity.

Experim
ent

I can judge if and how I have 

achieved m
y goals, so that I can 

evaluate m
y online performance 

and learn from
 it.

Im
prove

I can reflect on m
y (and others’) 

achievem
ents and tem

porary failures as 

opportunities to develop, learn and improve 

m
y ability to operate in a digital environment. 

Wellbeingand action
thinking

Ethical 

Sustainability

CITIZENSH
IP

Discover

I can identify simple 

actions to take care of 

myself and others online 

to protect my personal 

information and safety.

Experiment

I can identify risks and negative 

impacts of bad habits and behaviours in 

online working, to take action to support 

care of my, and others’, online physical, 

mental and social health, safety and privacy.

Improve

I can plan and evaluate actions to 

promote a positive digital reputation and 

footprint, taking care of my and others’ 

physical, mental and social health in my 

online activity. 

Discover

I can identify the 

difference between ethical 

and unethical actions online, 

and of the use of technology 

to solve social needs.

Experiment

I can understand the 

importance of netiquette, 

integrity and ethical values in a 

digital environment.

Improve

I can apply ethical thinking to 

contribute to a positive environm
ent 

online, and encourage it when working as 

part of a group. 

D
iscover

I can list exam
ples of 

environm
entally friendly 

behaviour that benefits an 

online com
m

unity and use of 

digital technology.
Experim

ent

I can use digital tools and 

techniques to support 

environm
entally friendly online 

behaviour.

Im
prove

I can assess im
pact and identify 

im
plications for the environm

ent to 

select the m
ost sustainable digital tools 

and online habits, and prom
ote them

 in a 

group. 

creation

Value 

solving
Problem Innovation

CREATIVITY

DiscoverI can identify 
opportunities for 

online value creation 

and for generation value 

thanks to digital tools.Experiment

I can creatively use digital 

technologies and develop ideas 

to better meet my needs or those 

of my peers and community.
Improve

I can use digital technology to design, 

assemble test and progressively improve 

a prototype to illustrate the value I want to 

create. 

Discover
I can identify a 

common digital 
problem, find and apply 

a solution.

Experiment
I can use digital technology to 

create and evaluate multiple 

options to resolve a problem or 

issue in digital environments.

Improve
I can identify evidence to evaluate 

impact of a problematic situation in an 
online activity and proposed solution using 

digital technology. 

Discover

I can find examples 

of innovative digital 

products, services and 

solutions.

Experiment

I can identify how a digital 

solution is developed using 

digital creativity and its potential 

impact on an audience.

Improve

I can use digital technologies to im
prove 

an online process, product or service, to 

better meet the needs of the intended task 

and audience. 

Coopera
tio

n 

de
ve

lo
pm

en
t

Se
lf

 

in
cl

u
si

on
an

d
D

iv
er

si
ty

 

CO
LLA

B
O

R
A

T
IO

N

Discover

I c
an coopera

te
 u

si
ng 

diff
ere

nt d
ig

ita
l 

colla
bora

tiv
e to

ols 
to

 

support 
te

am
-w

ork
 

pro
cess

es.

Experim
ent

I c
an coopera

te
 d

em
onst

ra
tin

g 

to
lera

nce, e
m

path
y to

w
ar

ds 

oth
ers, a

nd netiq
uett

e, t
o id

en
tif

y 

share
d goals.

Im
pro

ve

I c
an contri

bute
 to

 o
nlin

e g
ro

up 

decision m
akin

g, fl
exib

ly
 a

nd 

constructiv
ely, a

void
in

g/r
eso

lv
in

g co
nfl

ic
t, 

and ta
king le

adin
g ro

le
s i

f a
ppro

pria
te

. 

D
is

co
ve

r
I c

an
 id

en
tif

y 
m

y 
ne

ed
s,

 
w

an
ts

, a
nd

 in
te

re
st

s 

on
lin

e 
to

 d
ev

el
op

 p
er

so
na

l 

di
gi

ta
l le

ar
ni

ng
 g

oa
ls

, a
nd

 

in
cr

ea
se

 m
y 

m
ot

iv
at

io
n.

Ex
pe

ri
m

en
t

I c
an

 p
ro

ac
ti

ve
ly

 p
ri

or
it

is
e 

an
d 

ta
ke

 a
ct

io
n 

to
 a

dd
re

ss
 m

y 

ne
ed

s,
 w

an
ts

, i
nt

er
es

ts
 a

nd
 g

oa
ls

 

us
in

g 
on

lin
e 

to
ol

s 
an

d 
te

ch
ni

qu
es

.

Im
pr

ov
e

I c
an

 u
se

 d
ig

it
al

 te
ch

no
lo

gi
es

 a
nd

 d
ig

it
al

 

co
m

pe
te

nc
es

 to
 fu

lfi
l m

y 
ne

ed
s,

 w
an

ts
, 

in
te

re
st

s 
an

d 
go

al
s 

id
en

ti
fy

in
g 

re
qu

ir
ed

 

ne
xt

 s
te

ps
 fo

r 
fu

rt
he

r 
im

pr
ov

em
en

t.
 

D
is

co
ve

r

I c
an

 id
en

tif
y 

th
e 

w
ay

s 
in

 

w
hi

ch
 p

eo
pl

e 
ca

n 
di

ff
er

 in
 

di
gi

ta
l s

et
tin

gs
, a

nd
 h

ow
 

as
si

st
iv

e 
te

ch
no

lo
gy

 c
an

 h
el

p 

pe
op

le
 w

ith
 d

iff
er

en
t n

ee
ds

.

E
xp

er
im

en
t

I a
m

 o
pe

n 
to

 th
e w

or
th

 th
at

 o
th

er
s a

nd
 d

iff
er

en
t 

pe
rs

pe
ct

iv
es

 ca
n 

br
in

g, 
an

d 
ca

n 
us

e 

so
ftw

ar
e/

di
gi

ta
l a

pp
lic

at
io

ns
 an

d 
ap

pr
op

ria
te

 

de
vi

ce
s t

o 
de

ve
lo

p,
 co

m
m

un
ica

te
/s

ha
re

 in
fo

rm
at

io
n 

to
 

in
clu

de
 co

nt
rib

ut
io

ns
 fr

om
 e

ve
ry

on
e i

n 
di

gi
ta

l s
et

tin
gs

.

Im
p

ro
ve

I c
an

 d
em

on
st

ra
te

 e
m

pa
th

y, 
co

m
pa

ss
io

n,
 to

le
ra

nc
e a

nd
 

un
de

rs
ta

nd
in

g 
of

 o
th

er
 p

eo
pl

e’s
 d

ig
ita

l n
ee

ds
, in

te
re

st
s a

nd
 

ex
pe

rie
nc

es
, a

nd
 id

en
tif

y t
he

 va
lu

e 
of

 th
ei

r c
on

tr
ib

ut
io

ns
 an

d 

pe
rs

pe
ct

iv
es

, t
o 

pr
om

ot
e 

ac
tiv

e 
in

clu
sio

n 
of

 ev
er

yo
ne

 in
 d

ig
ita

l 

se
tt

in
gs

, d
ev

el
op

in
g u

se
 o

f i
nc

lu
siv

e 
an

d 
as

sis
tiv

e a
pp

ro
ac

he
s o

nl
in

e. 
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writing
and

Reading 
listening and Speaking 

creation

Content 

COMMUNICATIO
N

Discover

Using digital tools 

and basic searching 

and filtering functions, I 

can find, read and write 

simple and short texts.

Experiment

I can select and evaluate 

appropriate information and 

use appropriate digital tools and 

methods to communicate in 

writing.

Improve

I can conduct online research and use 

diverse digital tools and methods to 

present data and information in engaging 

and efficient ways. 

Discover

I can listen actively 

and express my ideas 

clearly adapting to the 

different online tools and 

settings.

Experiment

I am able to integrate others’ 

inputs and ideas into discussion 

and adapt my language to suit the 

needs of the audience, through 

digital tools.

Improve

I can actively encourage and listen to 

other people’s ideas in online 

environments, using empathy. I can 

present my own ideas in assertive and 

persuasive ways through digital tools. 

D
iscover

I can list exam
ples of 

environm
entally friendly 

behaviour that benefits 

an online com
m

unity and 

use of digital technology.
Experim

ent

I can use digital tools and 

techniques to support 

environm
entally friendly online 

behaviour.

Im
prove

I can use different digital tools and 

techniques to develop and create 

content w
hich can be used across a variety 

of m
edia including digital, social m

edia, 

broadcast or in print. 

management

and 

Planning 

to learn
Learning

Reflection 

THINKING
CRITICAL

Discover
I can identify simple 

steps to plan an online 
activity.

Experiment

I understand how to organise, 

store, share, manipulate and 

protect digital information in an 

online activity.

Improve

I can adapt my plans to achieve my/ 

group goals in an online activity to 

manage changes that are outside of my 

control and manage risk. 

Discover
I can identify digital 

tools which support 

learning opportunities 
and provide digital evidence 

to show my progress.

Experiment
I can use feedback to identify 

next steps to improve my 
learning in digital environments 

through both successes and failures.

Improve
I can use digital evidence and feedback 

to reflect on and extend my learning  

goals in relation to my future 

opportunities and choices. 

Discover

I can identify what is 

good and what could 

be improved in a 

completed online 

activity.

Experiment

I can judge if and how I h
ave 

achieved my goals, so that I c
an 

evaluate my online performance 

and learn from it.

Improve

I can reflect on my (and others’) 

achievements and temporary failures as 

opportunities to develop, learn and im
prove 

my ability to operate in a digital environment. 

W
ellb

ein
g

and action
thinking
E

thical 
Sustainability

C
IT

IZ
E

N
SH

IP

D
iscover

I can identify sim
ple 

actions to take care of 
m

yself and others online 
to protect m

y personal 
inform

ation and safety.

E
xperim

en
t

I can identify risks and negative 
im

pacts of bad habits and behaviours in 
online w

orking, to take action to support 
care of m

y, and others’, online physical, 
m

ental and social health, safety and privacy.

Im
p

rove
I can plan and

 evaluate action
s to 

prom
ote a positive d

igital reputation and
 

footprint, taking care of m
y and

 others’ 
physical, m

ental an
d

 social h
ealth in m

y 
online activity. 

D
iscover

I can identify the 

difference betw
een ethical 

and unethical actions online, 

and of the use of technology 

to solve social needs.

Experim
ent

I can understand the 

im
portance of netiquette, 

integrity and ethical values in a 

digital environm
ent.

Im
prove

I can apply ethical thinking to 

contribute to a positive environm
ent 

online, and encourage it w
hen w

orking as 

part of a group. 

D
iscover

I can list examples of 

environm
entally friendly 

behaviour that benefits an 

online com
m

unity and use of 

digital technology.

Experim
ent

I can use digital tools and 

techniques to support 

environm
entally friendly online 

behaviour.Im
prove

I can assess im
pact and identify 

im
plications for the environment to 

select the m
ost sustainable digital tools 

and online habits, and prom
ote them in a 

group. 

cre
atio

n

Valu
e 

so
lv

in
g

P
ro

bl
em

 
In

n
o

va
ti

on

C
R

EA
T

IV
IT

Y

Discover

I c
an id

entif
y 

opportu
niti

es f
or 

onlin
e valu

e cr
eatio

n 

and fo
r g

enera
tio

n v
al

ue 

th
anks to

 d
ig

ita
l t

ools
.

Experim
ent

I c
an cre

ativ
ely

 u
se

 d
ig

ita
l 

technologies and d
evelo

p id
ea

s 

to
 bette

r m
eet m

y n
eeds o

r t
hose

 

of m
y peers

 and com
m

unity
.

Im
pro

ve

I c
an use digita

l t
echnolo

gy to
 d

esi
gn

, 

assemble te
st a

nd pro
gre

ss
iv

ely
 im

pro
ve

 

a proto
ty

pe to
 ill

ustra
te

 th
e valu

e I 
w

an
t t

o 

cre
ate

. 

D
is

co
ve

r
I c

an
 id

en
ti

fy
 a

 
co

m
m

on
 d

ig
it

al
 

pr
ob

le
m

, fi
nd

 a
nd

 a
pp

ly
 

a 
so

lu
ti

on
.

Ex
pe

ri
m

en
t

I c
an

 u
se

 d
ig

it
al

 te
ch

no
lo

gy
 t

o 

cr
ea

te
 a

nd
 e

va
lu

at
e 

m
ul

ti
pl

e 

op
tio

ns
 to

 r
es

ol
ve

 a
 p

ro
bl

em
 o

r 

is
su

e 
in

 d
ig

it
al

 e
nv

ir
on

m
en

ts
.

Im
pr

ov
e

I c
an

 id
en

ti
fy

 e
vi

de
nc

e 
to

 e
va

lu
at

e 

im
pa

ct
 o

f a
 p

ro
bl

em
at

ic
 s

it
ua

ti
on

 in
 a

n 

on
lin

e 
ac

tiv
it

y 
an

d 
pr

op
os

ed
 s

ol
ut

io
n 

us
in

g 

di
gi

ta
l t

ec
hn

ol
og

y.
 

D
is

co
ve

r

I c
an

 fi
nd

 e
xa

m
pl

es
 

of
 in

no
va

ti
ve

 d
ig

it
al

 

pr
od

uc
ts

, s
er

vi
ce

s 
an

d 

so
lu

ti
on

s.

E
xp

er
im

en
t

I c
an

 id
en

ti
fy

 h
ow

 a
 d

ig
it

al
 

so
lu

ti
on

 is
 d

ev
el

op
ed

 u
si

ng
 

d
ig

it
al

 c
re

at
iv

it
y 

an
d 

it
s 

po
te

nt
ia

l 

im
pa

ct
 o

n 
an

 a
ud

ie
nc

e.

Im
p

ro
ve

I c
an

 u
se

 d
ig

it
al

 t
ec

h
no

lo
gi

es
 to

 im
pr

ov
e 

an
 o

nl
in

e 
pr

oc
es

s,
 p

ro
du

ct
 o

r 
se

rv
ic

e,
 to

 

b
et

te
r 

m
ee

t 
th

e 
ne

ed
s 

of
 t

he
 in

te
nd

ed
 ta

sk
 

an
d

 a
u

d
ie

nc
e.

 

C
oo

pe
ra

tio
n 

development

Self 

inclusion

and

Diversity 

C
O

LLABORATION

D
is

co
ve

r

I c
an

 c
oo

pe
ra

te
 u

sin
g 

di
ff

er
en

t d
ig

ita
l 

co
lla

bo
ra

tiv
e 

to
ols 

to
 

su
pp

or
t t

ea
m

-w
ork

 

pr
oc

es
se

s.

Ex
pe

ri
m

en
t

I c
an

 c
oo

pe
ra

te
 d

em
onst

ra
tin

g 

to
le

ra
nc

e,
 e

m
pa

th
y 

to
w

ard
s 

ot
he

rs
, a

nd
 n

et
iq

ue
tt

e,
 to

 id
entif

y 

sh
ar

ed
 g

oa
ls

.

Im
pr

ov
e

I c
an

 c
on

tr
ib

ut
e 

to
 o

nlin
e 

gro
up 

de
ci

si
on

 m
ak

in
g,

 fl
ex

ib
ly

 a
nd 

co
ns

tr
uc

tiv
el

y,
 a

vo
id

in
g/

re
so

lv
in

g co
nfl

ict, 

an
d 

ta
ki

ng
 le

ad
in

g 
ro

le
s i

f a
ppro

pria
te

. 

Discover

I c

an id
entify

 my needs, 

wants, and interests 

onlin
e to

 develop personal 

digita
l le

arning goals, and 

incre
ase my motivation.

Experim
ent

I c

an proactiv
ely prioritise and 

ta
ke actio

n to address my 

needs, w
ants, in

terests and goals 

usin
g onlin

e to
ols and techniques.

Im
prove

I c
an use digita

l te
chnologies and digital 

com
pete

nces to
 fu

lfil m
y needs, w

ants, 

in

te
re

sts and goals id
entifying required 

next s
te

ps fo
r fu

rther im
provement. 

Discover I can identify the ways in which people can differ in digital settings, and how 
assistive technology can help 
people with different needs.

Experiment
I am open to the worth that others and different 

perspectives can bring, and can use 
software/digital applications and appropriate 

devices to develop, communicate/share information to 

include contributions from everyone in digital settings.

Improve
I can demonstrate empathy, compassion, tolerance and 

understanding of other people’s digital needs, interests and 

experiences, and identify the value of their contributions and 

perspectives, to promote active inclusion of everyone in digital 

settings, developing use of inclusive and assistive approaches online. 
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w
ritin

g
an

d

R
ead

in
g 

listening
and

Sp
eaking 

creation

Content 

C
O

M
M

U
N

IC
A

TIO

N

D
iscover

U
sing digital tools 

and basic searching 
and filtering functions, I 
can find, read and w

rite 
sim

ple and short texts.

E
xperim

en
t

I can select and
 evaluate 

appropriate in
form

ation and
 

use appropriate d
igital tools and

 
m

ethods to co
m

m
unicate in 

w
riting.

Im
p

rove
I can conduct onlin

e research and
 use 

diverse digital too
ls and

 m
etho

d
s to 

present data and inform
ation

 in engagin
g 

and efficient w
ays. 

D
iscover

I can listen actively 

and express m
y ideas 

clearly adapting to the 

different online tools and 

settings.

Experim
ent

I am
 able to integrate others’ 

inputs and ideas into discussion 

and adapt m
y language to suit the 

needs of the audience, through 

digital tools.

Im
prove

I can actively enco
urage and listen to 

other people’s ideas in online 

environm
ents, using em

pathy. I can 

present m
y ow

n ideas in assertive and 

p
ersuasive w

ays through digital tools. 

D
iscover

I can list examples of 

environm
entally friendly 

behaviour that benefits 

an online community and 

use of digital technology.

Experim
ent

I can use digital tools and 

techniques to support 

environm
entally friendly online 

behaviour.Im
prove

I can use different digital tools and 

techniques to develop and create 

content w
hich can be used across a variety 

of m
edia including digital, social media, 

broadcast or in print. 

managem
ent

and 

Pla
nnin

g 

to
 le

ar
n

Le
ar

ni
ng

R
efl

ec
ti

on
 

TH
IN

K
IN

G

C
R

IT
IC

A
L

Discover

I c
an id

entif
y si

m
ple

 

ste
ps to

 pla
n an o

nlin
e 

activ
ity

.

Experim
ent

I u
ndersta

nd h
ow

 to
 o

rg
an

is
e,

 

sto
re, s

hare
, m

anip
ula

te
 a

nd 

prote
ct d

igita
l in

fo
rm

atio
n in

 a
n 

onlin
e activ

ity
.

Im
pro

ve

I c
an adapt m

y pla
ns t

o ach
ie

ve
 m

y/
 

group goals in
 an o

nlin
e act

iv
ity

 to
 

manage changes th
at a

re
 o

uts
id

e o
f m

y 

contro

l a
nd m

anage ri
sk

. 

D
is

co
ve

r
I c

an
 id

en
tif

y 
di

gi
ta

l 
to

ol
s w

hi
ch

 su
pp

or
t 

le
ar

ni
ng

 o
pp

or
tu

ni
tie

s 

an
d 

pr
ov

id
e 

di
gi

ta
l e

vi
de

nc
e 

to
 sh

ow
 m

y 
pr

og
re

ss
.

Ex
pe

ri
m

en
t

I c
an

 u
se

 fe
ed

ba
ck

 to
 id

en
ti

fy
 

ne
xt

 st
ep

s 
to

 im
pr

ov
e 

m
y 

le
ar

ni
ng

 in
 d

ig
it

al
 e

nv
ir

on
m

en
ts

 

th
ro

ug
h 

bo
th

 s
uc

ce
ss

es
 a

nd
 fa

ilu
re

s.

Im
pr

ov
e

I c
an

 u
se

 d
ig

it
al

 e
vi

de
nc

e 
an

d 
fe

ed
ba

ck
 

to
 re
fle

ct
 o

n 
an

d 
ex

te
nd

 m
y 

le
ar

ni
ng

  

go
al

s 
in

 r
el

at
io

n 
to

 m
y 

fu
tu

re
 

op
po

rt
un

it
ie

s 
an

d 
ch

oi
ce

s.
 

D
is

co
ve

r

I c
an

 id
en

ti
fy

 w
ha

t i
s 

go
od

 a
nd

 w
ha

t c
ou

ld
 

b
e 

im
pr

ov
ed

 in
 a

 

co
m

pl
et

ed
 o

nl
in

e 

ac
ti

vi
ty

.

E
xp

er
im

en
t

I c
an

 ju
d

ge
 if

 a
nd

 h
ow

 I 
ha

ve
 

ac
hi

ev
ed

 m
y 

go
al

s,
 s

o 
th

at
 I 

ca
n 

ev
al

ua
te

 m
y 

on
lin

e 
pe

rf
or

m
an

ce
 

an
d

 le
ar

n 
fr

om
 it

.

Im
p

ro
ve

I c
an

 r
efl

ec
t o

n 
m

y 
(a

nd
 o

th
er

s’
) 

ac
hi

ev
em

en
ts

 a
nd

 t
em

po
ra

ry
 fa

ilu
re

s 
as

 

op
po

rt
un

it
ie

s 
to

 d
ev

el
op

, l
ea

rn
 a

nd
 im

pr
ov

e 

m
y 

ab
ili

ty
 to

 o
pe

ra
te

 in
 a

 d
ig

it
al

 e
nv

ir
on

m
en

t. 

Wellbeing

and action
thinking
Ethical 

Sustainabilit
y

CITIZENSHIP

Discover
I can identify simple 

actions to take care of 

myself and others online 

to protect my personal 

information and safety.Experiment

I can identify risks and negative 

impacts of bad habits and behaviours in 

online working, to take action to support 

care of my, and others’, online physical, 

mental and social health, safety and privacy.
Improve

I can plan and evaluate actions to 

promote a positive digital reputation and 

footprint, taking care of my and others’ 

physical, mental and social health in my 

online activity. 

Discover
I can identify the 

difference between ethical 

and unethical actions online, 

and of the use of technology 

to solve social needs.

Experiment
I can understand the 

importance of netiquette, 
integrity and ethical values in a 

digital environment.

Improve
I can apply ethical thinking to 

contribute to a positive environment 
online, and encourage it when working as 

part of a group. 

Discover

I can list examples of 

environmentally friendly 

behaviour that benefits an 

online community and use of 

digital technology.

Experiment

I can use digital tools and 

techniques to support 

environmentally friendly online 

behaviour.

Improve

I can assess impact and identify
 

implications for the environment to 

select the most sustainable digital tools 

and online habits, and promote them in a 

group. 

cr
ea

tio
n

V
al

ue 

solving

Problem 
Innovation

C
REATIVITY

D
is

co
ve

r

I c
an

 id
en

tif
y 

op
po

rt
un

iti
es

 fo
r 

on
lin

e 
va

lu
e 

cr
ea

tio
n 

an
d 

fo
r g

en
er

at
io

n v
alu

e 

th
an

ks
 to

 d
ig

ita
l t

ools.

Ex
pe

ri
m

en
t

I c
an

 c
re

at
iv

el
y 

us
e 

dig
ita

l 

te
ch

no
lo

gi
es

 a
nd

 d
ev

el
op id

eas 

to
 b

et
te

r m
ee

t m
y 

ne
ed

s o
r t

hose
 

of
 m

y 
pe

er
s 

an
d 

co
m

m
unity

.

Im
pr

ov
e

I c
an

 u
se

 d
ig

ita
l t

ec
hn

ol
ogy

 to
 d

esig
n, 

as
se

m
bl

e 
te

st
 a

nd
 p

ro
gr

es
si

ve
ly

 im
pro

ve 

a 
pr

ot
ot

yp
e 

to
 il

lu
st

ra
te

 th
e 

va
lu

e I 
w

ant t
o 

cr
ea

te
. 

Discover

I c
an id

entify
 a 

common digital 

pro
blem, fi

nd and apply 

a solution.
Experim

ent

I c

an use digita
l te

chnology to 

cre
ate

 and evaluate multiple 

optio
ns to

 resolve a problem or 

issue in
 digita

l e
nvironments.

Im
prove

I c
an id

entif
y evidence to evaluate 

im

pact o
f a

 problematic situation in an 

onlin
e activ

ity
 and proposed solution using 

digita
l te

chnology. 

Discover I can find examples of innovative digital products, services and solutions.

Experiment I can identify how a digital 
solution is developed using 

digital creativity and its potential 
impact on an audience.

Improve
I can use digital technologies to improve 

an online process, product or service, to 

better meet the needs of the intended task and audience. 

Cooperation development
Self 

inclusion

and

D
iversity 

COLLABORATIO
N

Discover

I can cooperate using 

different digital 

collaborative tools to 

support team-work 

processes.

Experiment

I can cooperate demonstrating 

tolerance, empathy towards 

others, and netiquette, to identify 

shared goals.

Improve

I can contribute to online group 

decision making, flexibly and 

constructively, avoiding/resolving conflict, 

and taking leading roles if appropriate. 

Discover

I can identify my needs, 

wants, and interests 

online to develop personal 

digital learning goals, and 

increase my motivation.

Experiment

I can proactively prioritise and 

take action to address my 

needs, wants, interests and goals 

using online tools and techniques.

Improve

I can use digital technologies and digital 

competences to fulfil my needs, wants, 

interests and goals identifying required 

next steps for further improvement. 

D
iscover

I can identify the w
ays in 

which people can differ in 

digital settings, and how
 

assistive technology can help 

people w
ith different needs.

Experim
ent

I am open to the worth that others and different 

perspectives can bring, and can use 

software/digital applications and appropriate 

devices to develop, communicate/share inform
ation to 

include contributions from everyone in digital settings.

Im
prove

I can demonstrate empathy, com
passion, tolerance and 

understanding of other people’s digital needs, interests and 

experiences, and identify the value of their contributions and 

perspectives, to promote active inclusion of everyone in digital 

settings, developing use of inclusive and assistive approaches online. 
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