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EXECUTIVE SUMMARY

This report includes a detailed and comparative analysis of a number of competence frameworks
developed by the European Commission (in addition to a number of others), which have been
included for the purposes of validating competences common to all frameworks. The study is
intended to yield the basis upon which an integrated framework is possible that incorporates all
the relevant competences that are required of learning, working, and thriving in a digital world.
The frameworks include those connecting the personal and transversal competences identified in
LifeComp and EntreComp, and their association with the digital competences identified in
DigComp. Additional frameworks include the Framework for Democratic Competencies, the
Canadian Government's Essential Skills Framework and the internationally recognized

competence framework known as the “6C’s (a term coincide by Michael Fullan).”

This report incorporates the results of desk research on the frameworks, the consideration and
analysis of previous integration experiences, successful examples of transversal competences for
the promotion of digital learning, and studies of the effective use of the SELFIE self-reflection tool
and ELVET. It also includes a discussion of where the frameworks converge and diverge, presents
a number of ways as to how they could be condensed and re- and co-worked, and provides a clear
rationale behind the proposal/s. Initial proposals are further tested and amended in light of
stakeholder engagement with experts, digital employees, educators and students to generate

further iterations, with a final report resulting from integration of these findings.

BANTANI has led this Activity, informed by desk research undertaken by project partners, to
create an initial framework design proposal. ACH, actively supported and co-ordinated. [-BOX,
AVETAE and VISC shared local good practice and research examples, representing their national

VET system’s needs, contributing to the design and validation.
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INTRODUCTION

2BDigital Competence Framework for life, learning and work in a
digital world

This proposed framework has been designed to upskill learners, at risk of disengagement and drop
out, 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, EntreComp and Competences for Democratic Culture
(as well as two additional frameworks), to bring together and harmonise the essential competences
required by learners to succeed in their learning and effectively prepare for life and work. 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.

WHAT IS COMPETENCY-BASED LEARNING?

Competency-based learning or competency-based education is a framework for teaching and
assessment of learning. It is also described as a type of education based on bundles or clusters of
knowledge and skills that emphasize the types of outcomes expected in work-based performance.
Competency-based learning is often considered an alternative to traditional methods of

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

The prevalence and widespread use of competence frameworks underscores the growing

importance of skills and competences in relation to:

e Nurturing the development of human capabilities in general, whereby the dissemination
of skills and competence frameworks illustrate this and make it transparent.
e Developing greater skills intelligence; and,

e More effectively matching supply and demand in the labour market.

As the authors of the 2021 report of the Capacity Development Programme point out, an emphasis
on competences has long marked vocational educational programming but are now squarely at the
heart of recent and broad educational reform, in the domains of work, personal development and
values (original in UNESCO, 2016). The EU, UNESCO (Asia Pacific) and the Council of Europe have

adopted competence frameworks targeting different domains, including:

e UNESCO Asia-Pacific (Network on Education Quality Monitoring in the Asia-Pacific);

e ERI-Net's framework on transversal competencies (UNESCO, 2016);

e Council of Europe: Reference Framework of Competences for Democratic Culture (CDC);
and,

e FEuropean Union (EU): Key competences for lifelong learning (LLL); DigComp; EntreComp.

(List derived from a 2021 report of the Africa-EU Partnership: Capacity Development Programme
(CDP)).

The emphasis on competence-based education is regarded as the key to the equitable distribution
of opportunity for all learners. Competency-based education, also referred to as mastery-based,
proficiency-based or performance-based education, is a system of education designed to ensure

all students -- regardless of barriers related to race, gender, geography, or social class -- can

* *
* *
- *
* *

* . x
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develop the success skills they will need for college, university, career and life. Competency-based
education has as its potential to offer a roadmap for personalized learning that supports learner
success (Casey, K., & Sturgis, C. (2018). Levers and Logic Models: A Framework to Guide Research
and Design of High-Quality Competency-Based Education Systems. Vienna, VA: iNACOL).

Some of the benefits of building a competency architecture or framework are as follows:

® Learners advance upon demonstrated 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.

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

® 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.

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

® 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).
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LEARNER NEEDS AND COMPETENCE-BASED
EDUCATION

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:

e do not participate in all areas of the school including academic, social and extracurricular
activities;
e do not feel included in, or have a sense of belonging to, the school; and,

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

Hancock and Zubrick suggest that disengagement can occur at different levels within education
(content, classroom, school, education in general), involve different dimensions (emotional,
behavioural or cognitive disengagement) and is shaped by wider influences (context beyond the
school such as family factors). For educators, the definition of ‘at risk of disengagement’ can blend
into ‘disengaged’, but usually students ‘at risk of disengagement’ are still attending school in some

form.

During the pandemic, the world’s population of students at risk of disengagement grew and the
likelihood of their disengagement grew: 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. UNESCO highlights a potential rise in

disengagement rates:

It is a challenge to ensure children and youth return and stay in school when schools reopen

after closures. This is especially true of protracted closures and when economic shocks

9
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place pressure on children to work and generate income for financially distressed families.
1

Prior to the pandemic, several countries have introduced bridge programmes that embrace career
management skills as one of their key features, in response to the EU commitment to reduce early
school leaving (ESL). These often give young people the chance to acquire or update key
competences. Together with basic skills training, work placements, coaching and mentoring, bridge
programmes form ‘packages’ aimed at reducing early leaving. They may also provide a link between
formal and non-formal/informal learning (validation). In addition, they may assess students’ skills

at the beginning of the programme itself and validate non-formal or informal learning.

A wide range of measures were introduced to support young people during the
pandemic. These included the reinforced European Youth Guarantee, national
initiatives to keep young people in education, and measures to reduce barriers to
existing financial support and social protection specifically for young people; however,
many of these policy responses were temporary. To ensure greater resilience in future
crises, it will be crucial for policymakers to prioritise long-term measures for young
people, such as permanent improvements in access to work and apprenticeships and

measures to increase job security.?

The development of this competence framework aims to support learners to be successful when
learning and working in a digital world by articulating and organising the competences in ways that
address the issues and challenges of working with this cohort, whilst promoting the potential

benefits to learners as articulated above.

Too many young people struggle to engage with formal and academic study, with insufficient
access to vocationally relevant learning and training. A focus on TC development, and its links to

the real world, creates purpose and meaning for young people and immersive practical experiential

L UNESCO, ‘Adverse Consequences of School Closures’, UNESCO, 10 March 2020,
https://en.unesco.org/covid19/educationresponse/consequences.

2 https://www.eurofound.europa.eu/publications/report/2021/impact-of-covid-19-on-young-people-in-
the-eu
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learning is more inclusive and relevant than traditional pen and paper methods. Many different
engaging and creative formats are emerging from lockdown, online learning practices, increasing
access to webinars, free MOOCs, expert key notes and fresh new formats like hackathons, sprints,
bootcamps and retreats. Learners with digital access and competence need to be supported to
access these resources and opportunities flexibly and freely according to their needs, interests,

experiences and aspirations.

To help young people choose suitable education and training and career paths, competence
development offers the opportunity to integrate work- tasters and career management skills in
learning experiences and reinforced guidance activities. The language of competence reflecting
workplace practices enables educators and employers to work together to deliver engaging and

authentic learning.

A holistic approach is required to anticipate and meet the needs of learners at risk of ESL in an
online environment. See below for an effectively integrated model addressing wellbeing cognitive

social and physical needs.

Wodonga Senior Secondary College’s remote learning timetable
focussed on wellbeing

WODONGA SENIOR SECONDARY COLLEGE

Every Student, Every Opportunity, Success for All

Remote Learning - Supporting our students
‘n The structure for Remote Learning ot Wodonga Senior Secondary College is designed to balance the

following student needs 1o ensure thot every student is supported 1o be successful,

° .

Mental health @ Safety Physical

& wellbeing & security /‘ health
e@e Connectedness Student needs in Engagement
&B® 2 community remote |earning with learning
@\ Metacognition p ‘:::?:i':lc Aspirations
& self-regulation (=] & & pathways

& growth

More information on Wodonga Senior Secondary College’s approach to remote learning can be found
ACER's Teacher Magazine article entitled "Learning in lockdown - rural schools” by Michael Rosenbrocl

11
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Planning for learning to develop competence is an opportunity to provide free, easy, flexible and
differentiated access to all areas of school life, including academic, social and extracurricular
activities. The rigid timetable of the physical school environment needs to be transformed online
to become a rich menu of diverse multimodal options, from which to build personalised pathways

of interest, aspiration and competence development.

Competence development will need to enable and empower learners to have full access to online
environments and diverse opportunities for them to connect, contribute and participate, to feel

included in, and have a sense of belonging to, the school community.

The personalised profiles available in the use of a competence framework need to support and
empower learners to take greater ownership of their learning, using professional resources and
contacts beyond school walls, safely and easily. The flexibility that the online environment affords
can be used by learners to work in ways which suit them better. For example, it is well known that
the teenage brain does not learn optimally before 10am and different learners can learn more
easily in the morning or in the evening and having greater control over the nature and mode of
their learning can lead to greater investment in learning to build confidence, agency and aspiration.
Stakeholders. The frameworks examined are an integration of these frameworks, which are then
further aligned conceptually with other relevant frameworks in use in Europe and in Canada, to

test concepts for completeness and transversal application.

12
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SCOPING THE TASK

The purpose of this project is to design a common framework of transversal competences, key for
engagement in digital learning and employment, drawing from EntreComp, LifeComp and
DigComp in use across European jurisdictions, to test proposed integrated models with European
include: EntreComp, the Lifelong Learning Framework, DigComp, LifeComp, Competences for
Democratic Culture, Michael Fullan's ‘Six Cs,’ and the Essential Skills Framework of the
Government of Canada. The latter three 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.

WHAT IS A FRAMEWORK AND WHAT ARE ITS
CHARACTERISTICS?

All frameworks, including those cited above, have a similar organization: they include competences
-- or those qualities, skills, values and abilities we value or choose to emphasize — that are grouped
into categories or domains by theme. To some extent, the principal challenge of this exercise will
involve the identification of appropriate domains in a way that all the relevant key competences
(or ‘transversal’ competences, which are those emphasized by all the relevant frameworks) can be

accounted for.

Competences are grouped into domains that describe their functionality; skills and competencies
that capture the ability to frame problems and solutions and put ideas into action; the capacity to
comprehend data and information in critical ways, rendering the learner capable of sorting and

adjudicating information based on their source and value; capacities related to purposeful

13
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communication that include written, digital and oral modalities; and the capacity to reflect on

oneself and how one fits into the larger world.

Another characteristic of the frameworks is the inclusion of a learning progression model. In the
case of EntreComp, these levels broadly mirror the levels of British and European Qualifications
Frameworks. In EntreComp, there are four levels or degrees of proficiency, with two levels of
progression each. The demonstration of competences moves from “reliance on others”
(Foundation), to “building independence” (Intermediate), to “taking responsibility” (Advanced), and
concludes with “driving transformation, innovation and growth” (Expert). They signal the growing
independence of learners and their capacity to transform experience and knowledge for the
purposes of creating value and performing tasks with increasing autonomy and transformation.
Also, the progression across levels moves from simple and familiar tasks to increasingly unfamiliar

and increasingly complex tasks.

WHAT ARE THE FRAMEWORKS UNDER
CONSIDERATION FOR INTEGRATION?

EntreComp® was designed to establish a bridge between
education and work by fostering entrepreneurial
learning, while DigComp was developed to harness the
potential of digital technologies to innovate education
and training practices, improve access to lifelong learning

and to deal with the rise of new (digital) skills and

RESQURCE®

competences needed for employment, personal

development and social inclusion.

3 https://ec.europa.eu/social/main.jsp?catld=1317&langld=en
14
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The LifeComp framework* is described as a flexible tool
that can be adapted to different learning settings, and
target groups to support the development of the
“Personal, Social and Learning to Learn” competences in
context. It is not intended to be prescriptive; rather, it
provides a validated description of the components that

make up the key competences.

DigComp was designed to harness the potential of digital
technologies to innovate education and training
practices, improve access to lifelong learning and to deal
with the rise of new (digital) skills and competences
needed for employment, personal development and
social inclusion. By harnessing the potential of digital
technologies to innovate education and training
practices, improve access to lifelong learning and to deal
with the rise of new (digital) skills and competences
needed for employment, personal development and

social inclusion.
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DIGCOMP 2.0

THE DIGITAL COMPETENCE FRAMEWORK FOR CITIZENS
THE COMPETENCES

The additional frameworks, which were identified and selected to validate, reinforce and

challenge proposals are set out below.

The Lifelong Learning Framework® and the Competences for Democratic Culture are

conceptually broader, insofar as they identify the capacities that individuals should demonstrate

throughout their lives as active participants in diverse, democratic settings.

4 https://joint-research-

centre.ec.europa.eu/lifecomp_en#:~:text=LifeComp%20is%20a%20framework%20to,0f%20curricula%20a

nd%20learning%20activities.
5 https://joint-research-centre.ec.europa.eu/digcomp_en
15
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The additional frameworks selected include the “6Cs”
and the Canadian framework for Essential Skills, in order
to test the frequency of competences outside of
European use. The 6Cs were developed by Canadian
education researcher and former dean of the Ontario
Institute for Studies in Education of the University of
Toronto and intended to create an easy to remember
framework for a set of six global competencies that
ideally run throughout curricula, and which emphasize

competences running from entrepreneurial thinking to

-
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global citizenship. It has been used as a guide around the world for the purposes of executing

broad educational reform. The Canadian framework for Essential Skills was developed by the

Office of Literacy and Essential Skills and is regarded as the foundation for learning all other skills

and which enables people to better prepare for, get and keep a job, adapt to the labour market

and succeed at work.

EntreComp aims to align or establish a link between the competence language of education and

work. By producing a common definition of what entrepreneurship as a competence is, the

framework aims to establish a bridge between the worlds of education and work and to be taken

as a reference de facto by any initiative which aims to foster entrepreneurial learning. The
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framework is a flexible source of inspiration, to be used or adapted to support different contexts.
For instance, EntreComp could inspire the reform of curricula in the formal education and training
sector, the design of practical entrepreneurial experiences in non-formal learning contexts, or the

development of tools for citizens to self-assess their entrepreneurial proficiency.

ESCO - ESCOpedia

Within the ESCO skills pillar, transversal knowledge, skills and competences are organised in a
hierarchical structure under five domains. In total, there are 13,485 competences situated
underneath the domains. The ESCO framework is the most detailed and comprehensive
framework available and is readily translated to multiple and diverse contexts and purposes. A key
dimension of our integration work is the utility of the framework in practical, purposeful and
meaningful terms. Practitioners need to be able to easily apply the competences to local curricula,
purposes and contexts and the ESCO framework provides concepts and description that help users

to understand:

e What knowledge and skills are usually required
when working in a specific occupation

e What knowledge, skills and competences are

obtained as a result of a specific qualification

/qualr’ cations

e What qualifications are demanded or often

requested by employers from those searching for

skills

work in a specific occupation.

The use of ESCO concepts can also facilitate the transition

to this ever-growing digital labour market, by offering a common “language” on occupations and
skills that makes these digital tools communicate and work better together. This purpose aligns
with the project objective to build a bridge between online learning and work between school and

the workplace.

17
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The Current Landscape

2,942 Occupations ESCO 2020 Data Formats (3

13,485 skills APIs 2

27 Languages Online Fora 4

WHAT IS USER

INCLUDED B1410 skill torms Free of charge (0€ EXPERIENCE

350k Occupational terms Linked Open Data [ OO

500 Transversal skills Skills hierarchy 1

The ESCO domains include:

e Thinking

e Language

e Application of knowledge
e Social interaction

e Attitudes and values

These domains were considered to be sufficiently broad to accommodate the competencies
contained within the three transversal competence frameworks, offering the added value of

already being reasonably well understood.
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METHODOLOGY

The development process was iterative, drafting and testing developments with stakeholders
throughout the process. The focus on digital technologies and the pandemic supported the use of
a number of innovative approaches to promote engagement, including a business breakfast,

educators’ cafes and student hackathons.

Framework development ®

Methodology

Literature Review Student hackathon

All partners contributed desk research Students were engaged online and face to face to test

to build a review of international Survey

competence frameworks

our proposals and reflect on the competences they
need to learn and work successfully online
Surveys were used to gather and collate responses

from wide r stakeholders, promoted on social

media and shared through professional networks

Business breakfast Educator Cafe

Experts and employers in digital sectors reviewed our Educators attended a café consultation event to go deeper
proposals, reflecting on the most important into the proposals. reflecting on the most important

competences to their work and major workforce gaps competences for learning success and major student gaps

19
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LITERATURE REVIEW AND DEVELOPMENT

The reduction of duplication and experimenting with domain
architecture

The initial step in the integration process required a consolidation of all the competences of the
three plus three frameworks that are part of this exercise, and in which 102 competencies were
re-sorted. As part of the exercise of mapping the competences, we regarded it much like that of a
puzzle: all the pieces needed to be laid out in some thematic form -- somewhat arbitrarily but
grouped into like meanings or ‘shapes’ (like all the ‘cloud’ pieces together) -- in order to identify
the duplicates. To that end, we conceptualized an initial chart to sort out the competences,
characterized by identifying two ‘domain types,’ one with two sub domains and one with three sub
domains (see Table 1 below). The two domain types separated the competences by ‘states of
mind,’” and the other ‘states of action.” Under “Critical Awareness” (states of mind), we grouped
together those competences that related to “Self, society and environment,” and “Safety and well-
being.” Under “Knowledge and Action” (states of action), we grouped together competences
related to “Literacy and Numeracy,” “Communication” and “Problem-solving and value generation.”
Again, though this framework is very specific and complex, its construction was a necessary stage
in identifying and understanding the rationale behind the organization of domains, as well as the

process of identifying duplicate competences.

20
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INTEGRATED COMPETENCES -- SIX FRAMEWORKS
¢ - _I, Competences for Democratic culture (EC), DigiComp (EC), _ -

Skills,unrevised (CND)
DOMAIN TYPE CRITICAL AWARENESS KNOWLEDGE AND ACTION
DOMAIN Self, society and Safety and Literacy, numeracy and Communications Problem-solving and
environment well-being knowledge value generation
Competences | Managing digital identify | Protective devices | Browsing, searching and _
(framework) | (digiComp) (digiComp) filtering data, information _
and diaital fantant - . P

The next stage in our thinking required a considerable simplification of the possible frameworks,

and the elimination of duplicate competences. After coding the competences for overlap, we

identified two sorts: Type 1 and Type 2. Type 1 were those that were identical -- e.g., problem-

solving and problem-solving. Type 2 duplicates were competences that differed slightly in wording

but were identical or near identical in meaning (e.g., collaboration and co-operation; inspire and

mobilize others).

In Table 2 we will illustrate the deep dive approach taken to the clarification of the competence

constructs, drawing from pre-existing versions in use. Each domain or heading, according to which

framework you are using, comprises sub competences or subheadings. To fully capture and map

the competence constructs it was necessary to probe what was meant in each case, by way of

clarifying concepts and exploring the impact of different organising models.
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Table 2 - A comparison of digital competence approaches

Essential Digital £V Digcomp 2.2 (Austria) Digital Competence Skills for the digital era | Digital Literacy Curriculum Australia
Literacy Skills Wales Framework Wales OECD
Digital responsibility | information and Data Literacy | Citizenship: identity, Management and Practising digital safety and wellbeing:
Digital productivity Communication and image and reputation Communication Skills Manage digital wellbeing, Manage online
Digital information collaboration Health and well-being Accountancy and Selling | privacy and safety, Manage digital
literacy Digital content creation Safety | Digital rights, licensing Skills Identity
Digital collaboration | Problem solving and and ownership Online Advanced Numeracy Communicating and collaborating:
Digital creativity continuing learning behaviour and Skills Communicate, Collaborate and exchange
Digital learning cyberbullying Self-Organisation Skills Investigating: Locate information, Collect
Interacting and Readiness to Learn and collate data, Interpret data, Evaluate
Collaborating: Uteracy information
Communication Numeracy Creating: Plan and design, Create
Collaboration Storing and content, Respect intellectual property
sharing Managing and operating: Manage
Data and computational content, Protect content, Select and
thinking: Problem solving operate tools
and modelling, Data and
information literacy

Mapping and comparing the detail of different approaches, as demonstrated by the detail of a
range of digital frameworks included above in Table 2, sets out the complex nature of the decision
making about the organisation of definitions, concepts and constructs. The different frameworks

or definitions above include the same competences, albeit in different arrangements or clusters.

What is clear from this analysis is that the most important characteristics of any such framework,
beyond inclusion of all necessary competences, is their clarity, relevance or applicability and utility,
i.e., ease and consistency of use by the intended end users. Much like a toolkit, the competences
are set out to be selected and applied in different combinations and in different orders as
appropriate to the task in hand. Diverse examples collated during desk research illustrate the
application of different clusters, such as in the examples aimed at specific cohorts like learners or
teachers, office workers and remorse workers. Each of these examples could be said to be different

flavours or emphases of the same things.

For these reasons, the Project Team prioritised the inclusion of all necessary competence
descriptions and/or categories, followed by their ease of use, as tested through cross mapping
exercises. The far more important dimension of this work will be to negotiate and establish a clear
and shared understanding of the terminology in practice for users to establish the discourse and

promote greater focus and progression. What do these competences look like? What do we use
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them for? Where and when? How do we combine them for different purposes? What do | need to

be doing to be more effective?

This process led to this next iteration, as illustrated in Table 3, and is the version presented to
stakeholders and was at the heart of the discussion at the business breakfast. It was simplified
intentionally in order not to overly influence stakeholders and to allow for a free discussion and
true collaboration. As preparations for the business breakfast were underway, another iteration

was developed.

Table 3 - Experimenting with simplified architecture and
domains

2BDigital
Thinking Literacy and Application of Social Attitudes and
Numeracy Knowledge Interaction Values
Self-awareness | Communication | Problem solving | Working with | Citizenship
and self-efficacy others online
Critical thinking | Digital content Value creation | Collaborative Health and
and creativity problem solving | wellbeing
Learning and | Application  of | Planning and | Diversity Ethical and
reflection Number project accessibility and | sustainable
management inclusivity action

This potential model collapsed the categories of states of mind and states of action, and like other
frameworks, re-introduced domains that emphasize the importance of literacy and numeracy,
while preserving the importance of states of mind in the categories of “attitudes and values.” It
further retained the importance of learners’ capacities in their dealings with others -- as citizens,
co-learners and co-workers (“social interaction”), collaborating to live and work together in diverse

settings, solve problems collectively, both in person and in digital settings.

The highlighted example of competences in the above chart best illustrates a prominent theme of

the challenges of integration. A near universally recognized competence identified by employers
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and educators alike is that of the capacity to collaborate -- collaborate with peers, collaborate
across culture, collaborate across difference writ large. However, the process of integrating
competences of a digital and non-digital nature provokes the question of whether collaboration is
a fundamentally different skill in digital form.® No doubt, there are requirements of digital skills in
using technology to best advantage when working with others, but to what extent are they

fundamentally -- or only partially -- different?

The next iteration required a model that was less reductive and more inclusive of all the
competences, and which demonstrates the capacity to incorporate competences that manifest in
both digital and in-person forms. The result is a framework comprising five domains and 28
competences, reduced and reconciled to eliminate Type 1 and Type 2 duplicates, but inclusive of

the competences of all frameworks under consideration.

¢ The differences in how people communicate online in contrast to a face-to-face context was noted by
the participants in the business breakfast and will be discussed in subsequent sections of this report.
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Table 4 - Proposed Integrated Transversal Competence
Framework

2BDigital -- INTEGRATED COMPETENCE FRAMEWORK

Multimodal

communication
skills

Writing

Oral
communication

Digital
expression

Knowledge &
critical
understanding of
language and
communications

Multi-lingual
capacities

Mobilizing
others

Cooperation +
Collaboration

Active listening
and observing

Interacting
through digital
technologies

Sharing,
operating
collaborating
through  digital
technologies

co-
and

Netiquette

Knowledge +
Critical thinking

Literacy
Numeracy

Financial and
economic

literacy

Browsing,
searching, &
evaluating data,
information and
digital content

Managing and
creating data,
information and
digital content

Creativity +
entrepreneurial
thinking

Initiative
Planning and
management
Coping with
ambiguity,
uncertainty and
risk

Tolerance of
ambiguity

Learning through
experience

Spotting
opportunities

Citizenship,
character and
self-
development
Knowledge and

critical
understanding of
the world

Conflict
resolution skills

Empathy

Civic
mindedness

Respect
Self-awareness

Self-efficacy

There are, of course, competences that are multi-faceted and therefore easily lend themselves to
inclusion in a number of domains. For example, knowledge and proper exercise of “netiquette” is
a set of behaviours and practices that could be housed in several domains. Strictly speaking, it
refers to a set of rules and guidelines relating to appropriate on-line communications. More
broadly, it is a set of ideal practices that govern how people deal and collaborate with one another,
and therefore could easily be housed in a number of domains. Currently, it is included in the

Cooperation + Collaboration domain, but as such could easily be included in the Communications
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domain as well as the Citizenship, character and self-development domain, for it speaks

fundamentally to how we are expected to relate and behave toward one another “digital citizens.”

ENGAGING BUSINESS STAKEHOLDERS

What was done?

On Tuesday 6th July the 2BD Consortium Partners held an online European business breakfast
to engage and consult with digital sector stakeholders, followed by a survey open from July to
September 2021.

Who participated?

During the session 44 people participated at peak attendance including 9 project partners. The
participants profiles were experts in digital education, educative innovation or education
technologies, and companies and entrepreneurs in highly digitalized sectors and working with

platforms.
Methodology carried out.

The breakfast lasted for 90 minutes, where stakeholders were invited to reflect upon the use of
competence frameworks in their workplaces. The session started with speed networking to allow
participants to get to know each other and their roles and contexts. This ice breaker supported
the participants to start speaking to each other and sharing views. An overview of the Project
objectives was presented and a “hive mind” exercise was undertaken to identify the most
important competences used in digital workplaces. The proposed 3™ framework iteration (Table
3) was shared for comment and feedback and a supporting survey was shared to record thoughts

and recommendations in relation to the framework development.
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Main feedback & conclusions for next framework iteration

Following the business breakfast, we compared what the participants found to be missing from
our third iteration of a potential integrated framework. Those competencies were as follows:

Identify problems and opportunities

e Empathy

e Resilience

e Perseverance

e Agency/co-agency

e Digital literacy and media literacy

e Communication online

e Adaptiveness

e Global and sustainable mindset

e Systems thinking (its placement is uncertain

These competences were compared against the last iteration of the framework, version n°4
(Table 4).

In the next, 5th iteration, the competencies in red (above, and in Table 4) were present, with
both Type 1 and Type 2 duplication. In those cases where the competence was entirely missing,

they were added in green (above, and in Table 5).
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_ 5th

EC frameworks)

Multimodal

communication
skills

Cooperation +
Collaboration

Framework
employer/stakeholder confirmation; green = new; black

Knowledge +
Critical thinking

iteration

2BDigital -- INTEGRATED COMPETENCE FRAMEWORK

Creativity +
entrepreneurial
thinking

-
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(red =

Citizenship,
character and
self-
development

Writing Active listening | Literacy Initiative Knowledge and
and observing critical
Oral Numeracy Planning and | understanding of
communication Interacting management the world
through digital | Financial and
Digital technologies economic Coping with | Conflict
communication literacy ambiguity, resolution skills
Sharing, co- uncertainty and
Knowledge & | operating  and | Browsing, risk Empathy
critical collaborating searching, &
understanding of | through  digital | evaluating data, | Learning through | Civic
language and | technologies and | information and | experience mindedness
communications | in person digital content
Spotting Agency + self-
Multi-lingual Netiquette Managing and | problems + | efficacy
capacities creating data, | opportunities
information and Self-awareness
Mobilizing digital content Agency
others Resilience +
Systems adaptiveness
thinking*
Global and
sustainable
orientation

With the addition of some new suggested competences now captured in the existing frameworks,
and stakeholder confirmation of a number of competences missing from the third iteration, what

emerges is the 5" framework iteration represented in Table 5.
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EVIDENCE COLLECTED ON TRANSVERSAL
COMPETENCES

Partners undertook local research’ and consultation to identify other attempts to integrate
competency frameworks, successful examples of transversal competences for the promotion of
digital learning, effective use of the SELFIE self-reflection tool and ELVET studies. This provide
evidence-based analysis on where the frameworks converge and diverge, to support the vision of

how they could be condensed and co-worked above.

Partners submitted a wide range of local, national and international examples of literature in policy
documents, working papers, tools and websites. It appears that there is significantly more evidence
and guidance around the definition and use of digital competence in different models, albeit less
about overt attempts to merge or integrate pre-defined competency frameworks, as is the

objective of this work.

Successful examples of the use of the SELFIE tool were not well represented in partner
submissions suggesting that these are not so easy to find. Whereas there was a large amount of
research and information available discussing online learning and supporting learners at risk of

disengagement.

To date the examples shared have been used to guide broad, high-level thinking. It was anticipated,
over time, that considerations of learning gained through this review, as evidenced by 2B Digital
framework iteration, will be used to develop success or quality criteria against which to evaluate

the success of the framework design.

"https://docs.google.com/document/d/105vfR10wYi4Q9A0GgkToOPzVMDa0x3AMEDt2pSwz1QM/edit
?usp=sharing
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Table 5 Table 6

Multimodal communication | Literacy and Numeracy Respondents struggled with
skills notion of application of
number definitions so using
digital tools to communicate
numeracy  and financial

elements is clearer

Cooperation + Collaboration | Social Interaction Respondents stressed
importance of diversity and
inclusion, so a broader
heading and meaning was

required.

Knowledge + Critical thinking | Application of Knowledge The term application of
knowledge is more congruent
with the concept of

competence development.

Creativity + entrepreneurial | Thinking Heading is selected to include
thinking critical thinking and reflection
as entrepreneurial thinking
could be argued to include the

whole of EntreComp.

Citizenship, character + self- | Attitudes and Values The heading was revised to
development more explicitly indicate

values, as stressed by

respondents
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ENGAGING EDUCATORS

The model presented in Table 5, emerging from the consultations with employers, offered
opportunities to further synthesise competences as occurring within, or as a part of, another
definition. Based on partner experience with other frameworks, it was believed that the model
needed to be simpler and clearer to effectively engage with stakeholders and obtain feedback. For
this reason, Table 6 was created as a fair representation, and yet simpler, version of Table 5, in

confidence that nothing would be “lost”, but referenced within the final model.

Table 6 Framework presented at educator cafe

2BDigital
Thinking Literacy and Application of Social Attitudes and
Numeracy Knowledge Interaction
Self-awareness | Communication | Problem solving Working  with | Citizenship
and self-efficacy others online
Digital content Value Health and
Critical thinking creation/creativity | Collaborative wellbeing
Numeracy data problem solving
Learning and | finance Planning and Ethical and
reflection project Diversity, sustainable
management accessibility and | action
inclusivity

In practice, the competence framework, rather than being a wholly scientific, theoretical and
abstract exercise, is intended to add value to competence learning and development in practical
and purposeful ways. Indeed, the value of this framework is how well people can understand it,
relate it to their practice and context, and apply it with learners to promote effective competence

development.

Two research and consultation methodologies were used to engage with educators, a survey and
a café. The café format was informal and therefore more attractive to busy professionals, many of

whom are currently spending a lot of time online. The sessions started with speed networking to
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allow participants to get to know each other and their roles and contexts. An overview of the
Project objectives was presented and a “hive mind” exercise undertaken to identify the most
important competences used in the educators’ practice. The proposed framework was shared for
comment and feedback and a supporting survey was shared to record thoughts and

recommendations.

IBBIGITAL m

Digital Educator Cafe
Tuesday 13th October 1600 CET

Agenda

16.00 Welcome and introduction

16.05 Educator speed networking

16.15 Introduction to 2BDigital Project and progress so far

16.25 Hive mind —response

16.40 Transversal competences for the 21st Century

17.00 Next steps—showcasing great tools and practice and survey

Figure 1 xxx

Across all partners, the café model engaged with 60 educators, ranging from VET teachers and
University lecturers to educators working with young people not in education or training. Educator
responses to the question session highlighted the competences that students need most to be
effective in online learning and which they currently lack the most, the most important
competences in participant’s area of learning and educator’s own needs for teaching online.
Educators mentioned the need to enhance student’s self-discipline, self-motivation, time
management and more autonomous learning, which was seen as a crucial factor affecting the
success of the distance learning. Digital skills and skills for collaboration and team working online
as well as the ability to select, use and meaningfully apply varied digital tools were mentioned as
important for improving online training. Educators stressed the importance of having collaborative
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skills, complex communication skills, tolerance, and resilience to change as priority competences
in their respective teaching areas. The following competences were listed as missing in the given
framework - Self-guided learning, Digital citizenship, Time management and prioritization, Socio-
emotional learning. In response to their own professional development needs, the teachers
mentioned the need for additional training on digital tools, online technologies, methods for

effective student engagement in online learning and equipment and technical support.

Nearly all educators recognised the 2BDigital framework as an all-encompassing framework,
noting that the competences included are relevant for today’s context. However, some of the
competences seemed too general while others too narrow. The educators also noted that they
would require some teaching guidelines on developing these competences for teaching in a digital

classroom.

SURVEY METHODOLOGY

Surveys were developed to gather insight from more diverse respondents as the survey links could
be shared amongst networks to reach a wider audience. The survey design enabled the project
team to identify respondent perception, priorities and needs. Whilst it was more important to
consider the qualitative responses to proposals and respondents’ evaluation of the proposals, it
was also useful to gather quantitative data to identify trends and preferences. The data from the

surveys was used at every stage to tailor and test the proposals.

Educator feedback was analysed with particular focus on priorities and needs, as the purpose of
the framework is primarily to address these to support effective learning and working online.
Responses were then quantified and ranked by number of mentions as illustrated below. Many
respondents’ suggestions provided detailed, very specific competences and the priority in this
exercise was to present a clear, relevant and practical structure, within which more specific,

narrower suggestions could be fitted.
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Partner Priorities Needs
results
VISC Communication 10 digital competence 8
Collaboration 8 Communication 5
Problem solving 6 Creativity and innovation 4
Critical thinking 6 Planning 3
Planning 6 critical thinking 2
Project management 5 problem solving 2
Digital skills 4 Language skills 2
Teamwork 2 leadership, adaptation skills, ability to
coordinate work in non-standard

Creativity 2 situations, emotional endurance,

collaboration
Organisational skills 2

language skills,decision making, finding
innovative solutions, stress, resilience,
self-understanding, time
management,  numerical  activities,
strategic, entrepreneurship, initiative,
leadership, Flexibility, adaptation, stress
resilience, responsiveness, foreign
language skills, presentation skills,
organizational skills, responsibility

e = Teamwork 11 Communication 8
IBOX

communication 10 Teamwork 3
creativity and innovation 7 initiative 3
problem solving 5 decision making 2
Planning and management 4 digital skills 2
Resilience 3, responsibility 2
learning to learn, 3 adaptability 2
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Partner
results

Bantani
Education

Priorities
managing diversity,
Leadership 3
Resilience 3
Decision making 3
Entrepreneurship 2
Willingness to learn 2
Responsibility 2
Self-confidence 2
Conflict resolution 2

flexibility, digital competence, vision,
tolerance for uncertainty, proactivity,

identifying  opportunities, financial
education, initiative, customer
orientation, analytical skills, active
listening, group cohesion, initiative,

responsibility, commitment,
entrepreneurship, empathy, negotiation,

Organization, Detection of
opportunities, motivation,
perseverance, self-knowledge,

mobilization of resources, managing
uncertainty, Continuous improvement,
Mathematical competence, Social, civic,
working  with individuals,  social
economy, circular economy, etc.
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Needs
self-knowledge 2

social and civic competences,
entrepreneurial  spirit,  sustainable
awareness, critical thinking, personal
leadership, learning to learn, continuous

improvement, planning, efficiency,
management, self-esteem, numerical
control, tolerance to failure,

assertiveness, Customer orientation

creativity and innovation 4
Communication 3

Teamwork 3,

independent thinking, applying practical

skills to visual commercial opportunities,
critical thinking, planning, organising and

Planning and organisation 3

goal setting, self-knowledge, self-belief,
self-confidence,  vision, creativity,
critical thinking, resilience, self-efficacy,
digital skills, collaborative problem
solving, organising and managing,
problem solving, teamwork, learning
through experience, working with
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Partner Priorities Needs
results

managing, problem solving, learning | others,  motivation, perseverance,
through experience, digital | digital/face to face balance
competences, empathy, learning by
oneself, active participation, cultural
awareness, empathy

NSRS teamwork, teamwork,
organization, organization,
communication, communication,
interaction, interaction,
personal professional development, personal professional development
self-management, creativity,
metacognition, empathy,
problem solving, tolerance,
decision making, consistency,
creativity, problem solving
empathy
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Educator contributions were entered into a word cloud creation tool, within which higher value
was assigned to those words that were cited more frequently, creating a larger word and
immediately recognisable priorities and preferences. As illustrated below the most common
competences included communication, collaboration, creativity, organisation, management,

problem solving and learning.
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Educators were also asked which competences learners need to improve. As illustrated below,
educators believed that the competences in most need of improvement were communication,

learning skills, collaboration, understanding, digital skills and management.

Overall, there were high levels of agreement with both the structure and content of the proposed
model with the majority of responses identified as 4 and 5. The majority of respondents did not
work with a competence framework, and it was clear that the framework needed to be simple and

readily recognised, understood and applied in local contexts, as adding value to existing curricula.
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Sample of educator café participant comments:

“The proposed structure looks good”

“Can students and stakeholders understand it?”

“It covers the competences very important these days”

“Perhaps virtues and values should be separate in another extra column”
“They are broad enough to combine other competences”

“it’s simple”

As we can see from the analysis of the café and surveys, feedback from educators was very varied
and, in places, contradictory, in terms of personal preferences of respondents or differences in
experience and priorities. For this reason, a focus of the analysis was to develop broad principles
or success criteria for the design, against which to evaluate the final framework design. The

following criteria emerged as priorities in relation to the framework model and were used to

further evaluate and refine the next iteration of the model.
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e Simple

e Clear

e Relevant

e Easy to apply in practice

e Assessable

Another significant feature of this framework development journey and results from educators’
engagement activity have shown that the terminology that educators use is important. Response
analysis showed that very many different words were in use referring to the same or very similar
competences and attributes. What emerged was the predomination of simple and high-level terms
for the competences domains, referencing 5 of the 6 C’s, i.e., Communication, Collaboration,

Creativity, Critical thinking and Citizenship.

Based on this feedback, a, a simpler and clearer collection of headings for competence domains
was agreed to closely reflect the most common combinations of competences internationally, i.e.,
Communication, Collaboration, Creativity, Critical Thinking and Citizenship as closely relating to
headings in the 6™ Framework iteration (Table 6). Respondents to educators’ engagement used
different words to refer to the same competences and simple broad headings were chosen to more

easily and readily apply to specific terms used locally.

Further refinement of the subheadings or categories clarified broad organizational purposes and
features. Using the new headings or competence domains, subcategories were revisited drawing
from the additional priorities and needs identified by stakeholders to reorganise and synthesise
suggestions into a logical and coherent structure, leading to the 7" Framework iteration (Table 7)
as developed in line with the criteria above and in discussion with partners. Partners worked to
further refine the model in light of the feedback received so far. This 7" Framework version was

finally tested in the student’s engagement activity.

Due to the high number of multi-stakeholder consultations, and COVID restrictions in some
countries, completion of the educators engagement activity was more staggered than hoped; this
gave the opportunity to develop this last version of the framework in a collaborative working
session during Madrid TPM meeting.
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In response to the frequency of use of the “C” headings or categories, the framework headings

2B

were amended as below to become more recognisable and familiar terms.

Thinking became Critical Thinking
Literacy and numeracy became Communication
Application of knowledge became Creativity
Social interaction became Collaboration
Attitudes and values became Citizenship

IGITAL

Using the new headings, subcategories were revisited drawing from the additional priorities and

needs identified by stakeholders to reorganise and synthesise suggestions into a logical and

coherent structure as presented in Table 7.

Table 7 - Proposed Framework amended in

Madrid

Communication

Collaboration

2BDigital
Creativity

Critical Thinking

Meeting in

Citizenship

Reading and
writing

Speaking and
listening
Content creation

Cooperation

Self-
development

Diversity
inclusion

and

Value creation
Problem solving

Innovation

Planning and

management
Learning to learn

Reflection

Wellbeing

Ethical thinking
and action

Sustainability

The feedback was very varied and, in places, contradictory, in terms of personal preferences of

respondents or differences in experience and priorities. For this reason,, a focus of the analysis

was to develop broad principles or success criteria for the design, against which to evaluate the

final framework design. The following criteria emerged as priorities in relation to the framework

model and were used to further evaluate and refine the model.
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e Simple

o Clear

e Relevant

e Easy to apply in practice

e Assessable

ENGAGING STUDENTS

It is fitting that the report concludes with student contributions and students easily recognised the

importance of these competences.

"Competences are the basis of any person. Whether in professional or daily life. Therefore,

it is necessary to know how to apply them in the digital age.”

“New technologies have taken us into a world that is sometimes a little unfamiliar and in
which we need to be part of. Hence the importance of its learning and its practical

application”

“l think these competences are important because they can develop our skills for the future.

| think it is necessary to have and develop those competencies in our age”
“I believe that all students are aware that these competencies are necessary for life.”

Whilst over half of students were not aware of working with competence frameworks, suggestions
as to additional competences, demonstrated a clear grasp of the purpose and content required of
framework implementation. Students reported that in general they prefer being taught by an
educator rather than learn alone online. The students do not think that school subjects fully
develop transversal competences. In the majority of subjects transversal competence

development is not a priority and depends on the interest and competence of the educator. The
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main findings from the student engagement were that they would like to have more time to focus
on organizational skills, teamworking, communication and problem-solving skills and the
opportunity to use tools which are accessible and creative. The categories made sense to the
respondents and listed competencies were seen as appropriate for learning in the digital age with

high levels of agreement with proposals.

The most commonly featured competences aligned very well with our chosen headings, i.e.,

Communication, Collaboration (Teamwork), Creativity, Critical Thinking and Citizenship.

Students were also clear about how we might improve presentation of the framework with
multimodal approaches. They would like the framework to be more attractive, visual and digital,

suggesting that the framework should be presented as an interactive game
“Making an entertaining video, a song”
“Putting images or different examples in everyday life of each frame”
“Adding images on what is going to make it more visual.”

“With various animations, through pictures, presentations and that we can apply it in

everyday life”

“By having teachers do some projects using all of these skills and then take us through those

projects and explain to us what skills they used and how they came up with them”

Illustration of student response analysis to question of priorities and needs
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Priorities Needs

How to find the solution to a problem in my
daily life 47

How to work with other people in groups 29
How to research facts 26

How to communicate with others on the
Internet 14

How to find out that what | read on the
Internet is true 10

How to express my opinions in a respectful
way 4

How to put into daily practice what has been
studied in the training centre 1

Co-funded by the
Erasmus+ Programme
of the European Union

Communication 20

Collaborate with others/group 13
Teamwork 10

Critical thinking 6

Digital competence 4

Empathy, understanding and humanity 3
Problem solving 2

Attitude towards others, Reading, researching,
analysing, Understanding and interpersonal
relationships, active listening, decision-making,
try harder in your work, understanding
towards those for whom something is going
weaker, Your knowledge, independence,
knowledge of general culture, written
expression, leadership skills, learning abilities,
teamwork, appreciation of diversity, diligence,
perseverance, we respect everyone and their
opinion, adaptations, have more
understanding, Complex social skills, Self-
employment finance, motivation for
achievement

problem solving, keep learning

Personal and social skills such as emotional
intelligence, tolerance, self-confidence,

the world of work
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SUMMARY DISCUSSION

2BDigital

Communication Collaboration Creativity Critical Thinking Citizenship
Reading and | Cooperation Value creation Planning and | Wellbeing
writing management

Self- Problem solving Ethical thinking
Speaking and | development Learning to learn | and action
listening Innovation

Diversity and Reflection Sustainability
Content creation | inclusion

As the project approaches the development of assessment and training tools to support
implementation of the framework, attention must turn to ‘bringing the framework to life”.
Research, surveys and engagement have harvested literally hundreds of competences and tens of
models which express alignment in scope, purpose and range with the objectives of the project.
What is particular and specific about this project are the broad purposes and target audiences of
its aims. The framework is designed for use with 14-18-year-olds at risk of dropping out. Analysis
of responses showed that over half of the respondents do not use competence frameworks and

are not familiar with them.

The innovative and iterative development of the framework, which was ultimately co-created with
employers, educators and students, was a largely abstract discussion and thus is and was often at
risk of being wordy, excessively theoretical and educator focused. The invaluable input of experts,
educators and students informed the development of principles or success criteria to inform the

final framework in light of the needs identified through this engagement.
° Simple

The target audience of 14-18-year-olds at risk of disengagement and drop out are generally
accepted to have lower levels of literacy skills and less interest and success in learning in this way.
Also, as a project goal is to prepare young people for life and work in a digital world, increasingly

digital communication is multimodal, and this is a much more relevant mode of communication to
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explore for learning. Multimodal communication is more relevant to their needs, interests and
experiences. A priority of the design was to avoid overcomplication or overly academic

terminology, which might be less recognizable and engaging to young people.

° Clear

The purpose of the framework is to be used by many actors across diverse purposes and contexts,
to build bridges and continuous competence development between learning and the workplace
beyond formal learning. The design of the framework aims to be manageable for users, both as a
whole and in its constituent parts. The final framework terminology aligns closely with the

priorities identified by stakeholders through engagement.

° Relevant

Engagement with stakeholders garnered mostly high levels of agreement with all iterations of the
framework model, in recognition of the fact that the framework acts as an organizational tool and
reference point and it is possible to make different cases for different organisations. There was

clear recognition and agreement on the final headings or organisational features of the framework.

° Easy to apply in practice

Clear broad headings/ competence domains, and the three initial differentiated levels support
planning for learning and embedding through different contexts. Assessment judgements are

supported by the illustration of progression of three level descriptors.

The final language decision making has prioritized language which aims to add value to all purposes
and contexts in a truly transversal sense. Educators need to be supported to identify and recognize
and increasingly highlight and promote these competences as they inherently occur in existing
practice, whilst enabling them to identify how to continue to improve and develop these
competences across their practice. This can often mean developing educators’ own personal

competences.

° Assessable

* *
* *
- *
* *
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The framework only exists in words currently and needs diverse examples of what the framework
looks like when being used by different groups, at different levels, for different purposes and in
different contexts. The framework language needs to be applied to practical experiences for it to
be purposeful and meaningful to the intended audience. The framework needs to be actively
applied to diverse purposes and tasks as an important way of learning about the competences it
contains, reflecting real life instances of competence combination, application and continuous

development.
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Communication

Collaboration

Competence
Reading and
writing

Definition
Read and write using digital tools

Description
Publish 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
and authenticate resources/quality/defining limits
Structure digital documents in a recognised format

Speaking and
listening

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

Select and evaluate audience requirements

Responsibly communicate with digital users using a range of
appropriate platforms

Participate in a sustained discourse on a variety of topics
Understand others online opinions - respond appropriately

Content
creation

Contribute information to digital media
for a specified end-user/audience in
specific contexts.

Demonstrate how digital resources can be manipulated with
regard to a range of digital environments

Synthesise and create new digital information which is
relevant to the audience and presented in an appropriate
format to this audience

Use a wide range of current creative applications and
promote them on a range of platforms

Select the best application and format to complete specific
tasks

Cooperation

Work together on agreed goals using
Web and video conferencing
document and file sharing, document
annotation and highlighting, calendar
sharing, e-mail, instant messaging,
wikis, blogs, social media, video and
audio editing and sharing, forums,
online pin boards, drawing boards and
message boards, video and web

Aware of the risks of online collaboration and visual
communication, saving work online, public profiles and
security settings.

Identify and use the Virtual/Gaming
responsibly in a range of situations.

Engage in purposeful collaboration with a
understanding and demonstration of online etiquette.

environment

clear
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Creativity

Competence

Definition
conferencing seminars and meetings
etc.

Description
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-
including personal qualities and
attributes

Digital security awareness particularly personal protection
Find and select resources to enhance social skills, learning or
employability

Synthesise and select information to aid learning

Diversity and
inclusion

Recognise and value people's
differences and use them to enable
everyone to thrive

Awareness of accessibility issues. Assistive technology.
Demonstrate empathy, compassion, tolerance and
understanding of other people’s needs, interests and
experiences to promote active inclusion of everyone,
developing use of inclusive and assistive approaches online.
Use software/digital applications and appropriate devices to
develop, communicate/share information to meet diverse
needs

Value
creation

Identify and create different types of
value

Evaluate and use digital commerce platforms.

Apply creative thinking to solve digital problems

Using technology explore the possibilities for wealth
creation, enterprise, and entrepreneurship to enhance value
creation opportunities

Problem
solving

Analysing a problem or issue to identify
potential solutions

Demonstrate and apply technical understanding to solve
digital problems

Apply technologies to solve/develop solutions

Evaluate the use of technology to problem solve

Innovation

Develop and introduce new ideas or
processes to create value or achieve
improvement

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

Exchange information internally/externally to receive
feedback from your audience, evaluate and develop your
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Description

Critical Thinking

Citizenship

Competence

outcome to more appropriately meet the requirements of
your audience.

Consider the entrepreneurial potential of a creative digital
solution you have created

Planning and
management

Plan, monitor and control activities

Manage personal/professional files and folders

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

Learning to
learn

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

Identify gaps in knowledge relating to digital tools or content
Critically reflect and refine your digital learning/work in light
of formative feedback

Record learning using the most effective platform. e.g.,
scribbles, word processing, video, audio, blogs no limitation
Learning through 2D or 3D visualisation

Apply existing skills and knowledge to new digital systems

Reflection Review and evaluate past thinking and | Critically evaluate information
action to learn from it Differentiate/evaluate collaboration approaches based on
group/task/requirement
Critically evaluate a creative digital solution you have
developed
Identify limitations of different digital devices
Wellbeing Use experience of life; and comparison | Digital security awareness particularly personal protection

of life circumstances with social norms
and values to promote feeling good
and functioning well

An awareness of using the internet safely. Email protocol,
phishing and security issues which may affect online
security.

Recognise inappropriate content, contact and conduct and
know how to report concerns

Aware of the impact of gambling and addiction and how to
manage the risk.
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Competence
Ethical
thinking and
action

Definition
Identifying ideas and action and
aligning them to shared values

Description
Apply E-safety consistently and thoroughly - to include
email, VOIP (Voice over IP) understand a range of ways to
use technology safely, respectfully, responsibly and securely,
including protecting their online identity and privacy
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.
Aware of Age restrictions, the law and its impact.
An awareness of plagiarism, copyright and how to use
citation methods correctly and online referencing tools

Sustainability

Plan, monitor and evaluate action and
manage resources to meet current
needs as well as provisioning for future
needs

Learners should know that once something is placed online
it can be difficult to remove and can potentially affect them
in the long term. Digital rights, responsibilities and freedoms
are extended to all.

Smart living, use technology to enhance your digital lifestyle.
- Accessing ATM, paying, online bills, comparing, selecting
and buying relevant products and services

50




Co-funded by the
Erasmus+ Programme
of the European Union

ANNEX 2

- 2BDIGITAL TRANSVERSAL COMPETENCE

FRAMEWORK

Communication

Collaboration

2BDigital
Creativity

Critical Thinking

Citizenship

Reading and writing Cooperation Value creation Planning and | Wellbeing
management

Speaking and listening Self-development Problem solving Ethical thinking and
Learning to learn action

Content creation Diversity and inclusion Innovation
Reflection Sustainability
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ANNEX 3 - FRAMEWORK PROGRESSION

Area

-

2B IGITAL

Communication

Collaboration

Competence
Reading and
writing

Discover
Using digital tools and basic
searching and filtering

functions, | can read and
write simple and short texts

Experiment
| can select and evaluate appropriate

appropriate
methods to

information and use
digital tools and
communicate in writing

Improve
| can conduct online research and use
diverse digital tools and methods to
present data and information in
engaging and efficient ways

Speaking and

| can listen actively and

| am able to encourage and integrate

| can actively encourage and listen to

listening adapt my language to suit | others’ inputs and ideas into | other people’s ideas, using body
the needs of the audience | discussion and present my ideas in | language and empathy. | can present
and the different online | engaging ways my own ideas in assertive and
tools and settings. persuasive ways

Content | can create simple online | | can use digital tools to create and | | can use different digital tools and

creation media content using text | present different types of data and | techniques to develop and create

and images

information to specific audiences
taking account of their needs

content which can be used across a
variety of media including digital,
social media, broadcast or in print

Cooperation

| can cooperate using online
tools, demonstrating
tolerance  and empathy
towards others to identify
shared goals.

| can identify safe digital methods and
potential dangers when collaborating
with an online team.

| can contribute to online group
decision  making flexibly and
constructively, taking leading roles if
appropriate.

Self-
development

| can identify my needs,
wants, and interests online
to develop personal digital
learning goals

| can proactively prioritise and take
action to address my needs, wants,
interests and goals using online tools
and techniques.

| can use digital learning technologies
to fulfil my needs, wants, interests and
goals identifying required next steps
for further improvement.

Diversity and
inclusion

| can identify the ways in
which assistive technology

| can use software/digital applications
and appropriate devices to develop,

| can demonstrate  empathy,
compassion, tolerance and
understanding of other people’s
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Area

Creativity

Critical Thinking

Competence

Discover
can help people
different needs

with

Experiment
communicate/share information to
include contributions from everyone

Improve
needs, interests and experiences to
promote active inclusion of everyone,
developing use of inclusive and
assistive approaches online

Value | can identify different types | | can improve existing digital products, | | can use digital technology to design,

creation of value that | can create for | services and processes so that they | assemble test and progressively
myself and others in an | better meet my needs or those of my | improve a prototype to illustrate the
online environment peers and community value | want to create

Problem | can identify a common | | can use digital technology to create | | can identify evidence to evaluate

solving digital problem, find and | and evaluate multiple options to | impact of project activity and
apply a solution resolve a problem or issue proposed solution wusing digital

technology

Innovation | can find examples of | | can identify how a digital solutionis | | can find examples of innovative
innovative digital products, | developed using digital creativity and | digital  products, services and
services and solutions its potential impact on an audience solutions

Planning and

| can identify simple steps to

| understand how to organise, store,

| can adapt my plans to achieve my

management | plan an online activity share, manipulate and protect digital | goals in an online activity to manage
information in an online activity changes that are outside of my control
and manage risk
Learning to | | can identify digital tools | | can use feedback to identify next || can use digital evidence and
learn which  support learning | steps to grow my digital competence | feedback to reflect on and extend my
opportunities and provide | through both successes and failures learning goals in relation to my future
digital evidence to show my opportunities and choices.
progress
Reflection | can identify what is good | | can judge if and how | have achieved | | can reflect on my (and others’)

and what could be improved
in a completed online
activity

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

achievements and temporary failures
as opportunities to develop, learn and
improve my ability to operate in a
digital environment.
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Area

Citizenship

Competence

Discover

Experiment

Improve

Wellbeing | can identify simple actions | | can identify risks and negative || can plan and evaluate actions to
to take care of myself and | impacts of online working to take | promote a positive digital reputation
others online to protect my | action to support care of my, and | and footprint, taking care of my and
personal information and | others’, online physical, mental and | others’ physical, mental and social
safety social health, safety and privacy health in my online activity

Ethical | can identify the difference | | can describe in my own words the | | can apply ethical thinking to

thinking and | between ethical and | importance of netiquette, integrity | contribute to a positive environment

action unethical actions online and ethical values in a digital | online.

environment.

Sustainability

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

| can use digital tools and techniques
to support environmentally friendly
online behaviour

| can assess impact and identify
implications for the environment to
select the most sustainable digital
tools and techniques
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ANNEX 4 FRAMEWORK DEVELOPMENT
OVER TIME

Thinking

Literacy and

2BDigital
Application of

Social

Attitudes and

Numeracy

Knowledge

Interaction

Values

Self-awareness | Communication | Problem solving | Working with | Citizenship

and self-efficacy others online

Critical thinking | Digital content Value creation | Collaborative Health and
and creativity problem solving | wellbeing

Learning and | Application  of | Planning and | Diversity Ethical and

reflection Number project accessibility and | sustainable
management inclusivity action
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Multimodal

communication
skills

Writing

Oral
communication

Digital
expression

Knowledge &
critical
understanding of
language and
communications

Multi-lingual
capacities

Mobilizing
others

2BDigital -- INTEGRATED COMPETENCE FRAMEWORK

Cooperation +
Collaboration

Active listening
and observing

Interacting
through  digital
technologies

co-
and

Sharing,
operating
collaborating
through digital
technologies

Netiquette

Knowledge +
Critical thinking

Literacy
Numeracy

Financial and
economic

literacy

Browsing,
searching, &
evaluating data,
information and
digital content

Managing and
creating data,
information and
digital content

Creativity +
entrepreneurial
thinking

Initiative
Planning and
management
Coping with
ambiguity,
uncertainty and
risk
Tolerance of
ambiguity

Learning through
experience

Spotting
opportunities

Citizenship,
character and
self-
development
Knowledge and

critical
understanding of
the world

Conflict
resolution skills

Empathy

Civic
mindedness

Respect
Self-awareness

Self-efficacy
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Multimodal

communication
skills

Writing

Oral
communication

Digital
communication

Knowledge &
critical
understanding of
language and
communications

Multi-lingual
capacities

Mobilizing
others

2BDigital -- INTEGRATED COMPETENCE FRAMEWORK

Cooperation +
Collaboration

Active listening
and observing

Interacting
through  digital
technologies

co-
and

Sharing,
operating
collaborating
through digital
technologies and
in person

Netiquette

Knowledge +
Critical thinking

Literacy
Numeracy
Financial and

economic
literacy

Browsing,
searching, &
evaluating data,
information and
digital content

Managing and
creating  data,
information and
digital content

Creativity +
entrepreneurial
thinking

Initiative
Planning and
management
Coping with
ambiguity,
uncertainty and
risk

Learning through
experience

Spotting
problems +
opportunities

Agency

Systems
thinking*
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Citizenship,
character and
self-
development
Knowledge and

critical
understanding of
the world

Conflict
resolution skills

Empathy

Civic
mindedness

Agency + self-
efficacy

Self-awareness

Resilience +
adaptiveness
Global and
sustainable
orientation
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Thinking Literacy and Application of Social Attitudes and
Numeracy Knowledge Interaction Values
Self-awareness | Communication | Problem solving Working  with | Citizenship
and self-efficacy others online
Digital content Value Health and
Critical thinking creation/creativity | Collaborative wellbeing
Numeracy data problem solving
Learning and | finance Planning and Ethical and
reflection project Diversity, sustainable
management accessibility and | action
inclusivity

2BDigital

Communication

Reading and
writing

Speaking and
listening

Content creation

Collaboration
Cooperation

Self-
development

Diversity and

inclusion

Creativity
Value creation

Problem solving

Innovation

Critical Thinking
Planning and
management

Learning to learn

Reflection

Citizenship
Wellbeing

Ethical thinking
and action

Sustainability
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