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What is the digital competence framework and how does it support learners development? 

What does it mean by digital competence? Digital competence referees to the ability to effectively use digital technologies to access, create, evaluate and communicate information using a variety of contexts. It includes skills such as digital literacy, problem-solving, critical thinking and communication in a digital environment. Digital competence allows individuals to confidently navigate the tools and information they have been provided with to make and improve their decisions of using technology (Rizza, 2013). This blog highlights what the digital competence framework is in Wales and how it supports learners in education develop the required skills for them to be applied to digital learning and other wide range of subjects and situations in and outside of school. 

What is the DCF? 

The digital competence framework (DCF) in Wales is a framework that outlines the digital skills and knowledge that learners should develop from and early age and continue to develop throughout their compulsory education. It provides schools a solid structure to follow to enable teachers to plan and deliver digital learning experiences to support the student's development in the digital world. The way the digital competence framework is designed is that it is organised into four strands which are:
· Interacting and Collaborating
· Citizenship
· Producing
· Data and computational thinking
This aims for students to acknowledge the skills that are going to be used and to start learning how to be confident and creative when using digital technologies (Welsh Government, 2018). Within the new curriculum for Wales, the DCF is used as one of the main cross-curricular responsibilities which means it should be brought into each area of learning and not taught as its own subject. Schools across Wales have been given the flexible opportunity to use digital competence within their own curriculum where they feel it fits best but also making sure that their student’s have accessed it enough throughout the academic year for their skills to be at the standards for their age (Hwb, 2022). This framework encourages teachers to promote digital competence within their classroom to their students by allowing them to access online discussions, be involved with online projects and to build effective communication skills in the digital environment. It can also provide positive understand for students on internet safety and grasping the ability to evaluate information found online. This also gives teachers the opportunity to use digital competence within their work and fit it to their classes age and needs (UNICEF, 2022). 






The DCF progression steps.
Within each strand of the digital competence framework, there are five progression steps which students will enter and achieve throughout their compulsory education. These progression steps are used more as a guidance of where children should be at certain ages but it is also made clear to teachers that they not all students are going to be at the same level as others and that they should plan their lessons appropriately to fit all their learners needs (Twinkl, no date). Broadly, the 5 progression stages are:
· Progression stage 1: this is the starting point where learners begin to explore and develop basic skills and knowledge.
· Progression stage 2: learners build upon their basic skills and start to develop a deeper understanding of digital technologies.
· Progression stage 3: students further develop their digital skills and knowledge, where they become more confident in using digital tools available. 
· Progression stage 4: the digital competence is applied in a range of contexts, showing their ability to effectively use the technology available to them.
· Progression stage 5: learners demonstrate advanced digital competence and take a leadership role in using technology to collaborate and make a positive impact in different areas of their lives. 
However, each of the four strands in the DCF have more specific and detailed versions of the five progression steps (B squared, 2022). For example, progression step 1 within the identity, image and reputation element of the citizenship strand is “I can distinguish between someone I know and someone I have never met” (Welsh Government, no date). 
Within my setting of working in a primary school, I have experienced how a class teacher has interpreted the first progression stage within my class where the students had to identify people they knew and people who they did not know. They were shown pictures of their friends and other teachers around the school as well as photos of people that they did not know and had to verbally communicate whether they knew them or not. Only some children were able to correctly identify who they knew and who they did not know, some children communicated that they did not know certain individuals from around the school as well as the photos from online and other children communicated that they knew both people from around the school and the pictures of people taken from online. This showed that not all children were at progression step one at this moment in time and demonstrates the importance of this being in the curriculum. The teacher's response to this was the children being introduced to the people around the school to show that we do know them and who they are and how they can help the children if they were stuck.
The progression steps at primary school level can be tracked by class teachers as they spend the entire day with the same set of pupils. As pupils move on to secondary school, they have multiple teachers who do not know what has been covered in other lessons. One school in Wales has implemented a department-based approach where each department has been allocated a strand to focus on. Class teachers are being asked to think about their allocated strand in their “medium term and weekly planning” and are not expected to achieve it in every single lesson as there is a focus on implementing DCF where it naturally fits. While it is clear that other strands may be hit in the department, this focus aims to ensure that all learners are progressing through each of the steps somewhere within the school (Ysgol Maesteg, no date).
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The digital world through children and young people’s minds. 
What effects does the digital world leave on our children and young people in today’s society. 

How important is the digital world today?
The digital world has become a key part of our lives. It has changed how we interact with people, how we find out information and how we share information. It has given us a quick and easier way to access everything we need in seconds. The digital world includes all parts of technology from using phones, tablets, and computers to using game consoles, and even smart watches to interact with people and the internet (Kerner 2023). Most children and young people have access to the digital world in their daily lives, this now includes within their education as well. This has become important to all children and young people’s education as there are more tools designed for them to access their work through technology which helps them gain an education and also be interactive and engaged in their work. This was also designed for students to have quicker access to their education from home and for their parents to also become more engaged in what their child/children are learning about in school (Kumar, 2023). In our personal lives, we use technology every day to keep up with what is going on in the world, to connect with friends and family through calls, texts and social media, and to access entertainment and online shopping. 

The argument of the digital world.
The digital world has a lot of positive effects on children and young people across the world. It has given a huge opportunity for learning and creativity. Some specific positive effects which have been identified include:
· Communication: it allows children and young people connect with friends and family in multiple ways whether they live close or far away. Softwares like FaceTime, social media platforms and games allow children and young people to talk to others and promotes more social interactions. 
· Skill development: children and young people having access to different digital tools can benefit their skills like problem-solving and decision making. Different interactive apps and games can challenge children and young people to push their abilities and help them develop and improve the skills which are required in every day life.
· Creativity: Children and young people can express their creative skills through multiple outlets which allow them to share music, videos, artwork and stories fostering their creativity and self-expression (Sam, 2022).

As much as we can identify the beneficial effects it has on children and young people, it also carries a lot of disadvantages and can effect the children and young people negatively. Specific points can be:
· Privacy and safety: young children especially may not have full understanding on the importance of keeping personal information private online and may share information which can put them in vulnerable situations.
· Cyberbullying: being able to remain anonymous online can cause children and young people to have hidden identities which can lead to them interacting with others in a negative and inappropriate way or have someone act inappropriately towards them. This can cause individuals upset and unnecessary emotional distress to people for no reason. 
· Distraction: digital content and entertainment can take away from what is useful for children and young people. If they have any work which needs to be completed, it can lead to them forgetting about completing it or becoming too involved with what they are doing that they miss important time doing other things (Erinfolami, 2021). 

There are theories that agree with both sides of the argument when it comes to the effects of technology on children and young people. One theorist, James Paul Gee, believes that children and young people using different technologies to play different games can enhance their problem-solving skills which will benefit their further education when this skill is used (Edutopia, 2012). This theory is applied into education by teachers using educational games in their lessons for children to play. In the writers setting, children are encouraged to play in different areas they can access independently, so allowing them to have the option to play educational games allows them to use their digital skills as well as using their decision making and problem-solving skills independently. This can enhance the learning provision and gives the teachers a beneficial way of incorporating their students interests as well as keeping them on track with the specific work they are doing (Harding, 2023). 
On the other hand, there is a theorist that argues that the internet can have a negative effect on cognition which reduces children and young people’s ability to concentrate and contemplate deeply; This person is known as Nicholas Carr. He believes that technology people use can eventually redirect the minds thinking and can adjust how young people use their skills they have developed (123HelpMe, no date). It is identified in the writers setting who has more of their time spent on technology playing games and watching videos so it is taken into deep consideration when it comes to using digital content in the classroom. This is where a balance is used between other work and different activities placed around the classroom for all children to access when they want to independently; it is also shown what children tend to use the technology available to them frequently and how they behave throughout the day so the teaching staff set a certain amount of time for each student to access every activity set up in the classroom. 
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The experience of digital literacy and how it has been adapted to the ways of teaching and learning in Wales. 
The writers experience and reflection of digital literacy in the classroom.

[bookmark: _Int_tUpA0Woi]Technology is so vital in today's society, and we did not really have a choice with how fast and how much it would be involved in our lives, jobs and learning. Whether it be face to face learning, blended learning or fully online learning due to the pandemic. I am a teaching assistant in a primary school where you would think digital learning is not that important as the children are young, but it is used more than ever and is considered to be such a vital skill children from the age of 3 and 4 are required to start learning (Giglets education, 2023). My role as a teaching assistant requires to help teach the children, who in my specific class are age 5 and 6, access the education and learn skills which are expected for them to develop and work on at their age. Skills like literacy, reading, writing, and mathematics are vital, but it also goes further in developing their fine and gross motor skills, problem solving, and helping become better children and people for their future. Alongside this, we teach digital literacy. My involvement within this area of learning is:
· To ensure all students understand the importance of internet safety by understanding that their log in and passwords are not shared to any of their classmates and only them and a member of staff can help them. 
· To assist them with work the class teacher has set on their Hwb accounts, this could involve using a creative tool called “jit2easy” which allows the students to write messages, create pictures using their digital literacy skills. This also allows them to become more engaged with the technology they are using (Jit2easy, no date). 
· To introduce a variety of different softwares and hardwares to the students which are targeted for their age of developing their digital learning skills. 

My experience. 
Over the past 2 years I have worked as a teaching assistant where I missed gaining any experience of working in the setting during the pandemic, so I did not gain experience on blended and online learning with the students. With the rules being eased, face to face learning was allowed which allowed me to gain new relationships with the pupils as well as the members of staff around me. I was able to discover and understand the full routine of the class and learn each child’s learning and personal needs. This was beneficial for me as I gained a lot of hands-on experience and developed and improved key skills which I used in my setting daily. Prior to this, I was a full-time student studying my level 3 diploma in a college and continued to do this throughout the pandemic. So, my experience of learning was very different to others. Without any notice, advice and knowledge on the software I had to use to access my learning online, it was quickly introduced and used full time at home for me to gain access to my education. This caused a negative effect on my work as it was a completely different way, I had to access my education as it has always been face to face. As much as all the tools I could access online were a massive help with my learning, I felt it did not have an as big impact as it would have if I had learnt from a face to face experience. 



The impact. 
The benefits of digital learning, what are they? Digital learning gives students the opportunities to enhance their engagement with the technology they are able to use. Learning and discovering different tools to create work can really benefit the child’s learning as they are excited about what they can do to create the work they have been given; as well as this gives children the opportunity to be engaged in their learning, it also provides an interactive learning experience where they can be involved in this area of learning from an early age and personalise their own work and learning when they use the skills they have developed to create digital content (Kahn, 2023). In the 1900’s, a woman called Dr Maria Montessori was known for being an educator who developed a theory on how children learn and how they should approach learning. This theory was known as the Montessori theory. This is where she discovered that learning should be child-centred and using hands-on experiences with focused and self-directed activities in the learning environment (American Montessori society, 2023). This theory is used within the classroom by allowing children to learn through play and the curriculum for Wales being based around child-centred learning where the students can create their own way of learning in the prepared classroom environment. This can be adapted to digital learning by ensuring that the technology provided for the students to access will include a variety of digital tools for their age which provides a beneficial amount of interaction from each student by allowing them to explore what tools are available for them to use and at their own pace (BOOKRClass, 2022). I believe that allowing children to use their digital skills a their own pace allows them to connect with the technology more effectively and also gives a clear indication to the teaching staff who may need more guidance and who can use their skills more independently. 

Barriers of digital inclusion.
There are a few barriers when it comes to digital inclusion, especially in the foundation phase. I have experienced multiple children who struggle to understand the use of technology which leads to them not being engaged in their learning when using the digital content provided. This can be caused my multiple issues such as the children having learning difficulties; I have noticed some students have difficulties accessing the curriculum with basic areas of learning like reading, writing and mathematics, so when they are presented with technology which require digital literacy skills, they tend to lose confidence within themselves and their work and show no interest in completing the task. Another barrier is that not all young children have the same access to technology as others, this shows that some children’s digital skills may be more advanced or more delayed if they do not have access to technology outside of school (Consulting, 2018). Another issue can be the amount of screen time a child has in their day; if they are constantly using technology fir their entertainment both at home and at school, they are having access to longer screen time which can affect their physical well-being. For example, they are not getting the exercise they need, they are not using all skills they should and are losing vital time where they could be learning how to play, interact with their peers and disengaging from the world around them (National University, no date).





Reference list for blog 3 

American Montessori Society (2023) Dr. Maria Montessori. Available at: http://msmv.org/discover/dr-maria-montessori#:~:text=Montessori%20had%20discovered%20the%20natural,in%20a%20male%2Ddominated%20society. (Accessed: 2nd Jan 2024). 

BOOKRClass (2022) The Montessori method in the digital world. Available at: https://bookrclass.com/blog/the-montessori-method/ (Accessed: 2nd Jan 2024).

Consulting. S. (2018) Barriers and enablers to the embedding of learning technologies in the delivery of learning, teaching and assessment in the further education sector. Available at: https://www.et-foundation.co.uk/wp-content/uploads/2018/05/Sero-Report-for-ETF-on-TEL-Barriers-Enablers_Report-for-publication_Final_1.0-1.pdf (Accessed: 2nd Jan 2024).

Giglets Education (2023) The advantages of digital solutions in early years education. Available at: https://www.ilteducation.com/uk/blog/the-advantages-of-digital-solutions-in-early-years-education/#:~:text=The%20advantages%20of%20the%20use,the%20children%20have%20access%20to.  (Accessed: 2nd Jan 2024). 

Jit2easy (no date) overview. Available at: https://just2easy.com/tools/overview/index.html (Accessed: 2nd Jan 2024) 

Kahn. R. (2023) Engaging minds: The interactive learning experience of eLearning. Available at: https://elearningindustry.com/engaging-minds-the-interactive-learning-experience-of-elearning (Accessed: 2nd Jan 2024). 

National University (no date) The negative effects of technology on children. Available at: https://www.nu.edu/blog/negative-effects-of-technology-on-children-what-can-you-do/#:~:text=In%20general%2C%20technology%20use%20can,games%20they%27re%20playing%20online. (Accessed: 2nd Jan 2024). 
















How laptops are used in a mixed ability environment. 
What are the advantages and disadvantages of my setting using laptops in a foundation phase classroom. 

The Purpose.
Working in a foundation phase environment, there is a huge amount of mixed ability children in the class with a range of different skills and needs. As digital learning being an area of learning for the children, this is shown throughout the academic year. One type of digital hardware we use in my setting are laptops. The purpose for these is for the children to be able to have access to any educational softwares the schools offer such as their Hwb accounts, reading eggs and Numbots. Using laptops allow the children to access all their work and educational games provided, it can help them access information about a topic they are studying as well as use their fine motor skills and eye co-ordination by finding and pressing the keys to type. Some key features the laptops we use are, having a username and password which the whole class shares; this has helped the children identify that only their class are allowed to use that log in and password and it is teaching them that their work is safe and gaining better understanding with internet safety. 

Technologies support for children.
The number of needs within my setting are a significant amount which include language barriers, learning difficulties and physical needs. This causes the plan of teaching to change slightly to meet those needs for those children. Every child has a preference of what they choose to do within the classroom, this can be down to them having a favourite area they want to play in and also not having enough confidence to go to another area and use different skills; so, to support them, we allow them to rotate within the classroom and give extra support and guidance with areas and skills they may find more difficult. Work which is set to complete on the laptops can be quite challenging for some students who have additional needs, with this in mind, I know to adapt the work and what I want them to do to their needs and give extra support if needed. The laptops have been introduced to the class twice a week for creating pictures and writing about what they have done. Differentiating between the abilities in the classroom, I can identify what students are able to independently complete the work, what students need some assistance and what students need more help which may require being on a 1 to 1 level. This benefits the learners as it is working at their own pace and with the support they need, it also allows them to not feel pressured about their work and know that there are staff who are willing to help them develop those skills. 

The argument. 
Although laptops and other digital devices are used often within the classroom, there can be arguments on wether they benefit all students from a young age. A theorist known as George Siemens introduced the connectivism theory in 2005 where he believed that technology could enhance learning of students by them being able to make different connections to gain information which supports their learning in the connected world. He also believes that if children are given the opportunities to use technology, it can allow them to develop more skills but them being able to make their own connections of information and learn more on the direct subject which can lead them to share more opinions with their peers (WGU, 2021). This theory can be used within the classroom as teachers can give more opportunities for children to learn and explore on laptops and find out more information about the topics they are studying. This can then also lead to more group discussions where what they found, and their opinions can be shared which also shows their understanding on the specific topic (Pappas, 2023). 
On the other hand, there many disadvantages to having laptops in the classroom and that they do not support every child’s academic needs. Depending on the number of children who need additional support in the classroom, there may not be enough members of staff to support all the children in the time they have been given to complete the work; this can lead to other lesson time being taken up to finish and the routine falling behind on what was planned (Acevedo, 2019). Giving children too much screen time can be a disadvantage as it can impact their development such as affecting their attention span, social skills and their language. If a child is engaged in the laptop for a long period of time, they have missed vital play and social time with their friends and have not had other opportunities to develop other important skills (Simply Sunshine, no date). Teaching staff may also find it difficult to give the correct help and guidance when it comes to using laptops in the classroom; if they have not had support and training themselves, the wrong support could be used to help the children and that the overall result in the child’s work may not be to the standards wanted (Petkovski, 2023). 

From my experience of using laptops, they have developed some digital skills in most children but it is also very difficult to keep some children engaged when they do not know how to use them. With some student's abilities being very low, it is difficult for them to even type and find the letters needed, especially when they are shown as capital letters. It is also difficult to find a beneficial way to help the children with their digital work whilst also allowing them to complete it independently; this is because helping them with other work can involve using practice equipment like numicons or allowing them to practicing writing their letters by going over yellow pen. With digital work and using laptops, I find it harder to show that they have done the work with little to no support. I have either shown them fully and spoke through step by step of what the task is or I have asked them to verbally tell me answers whilst I have typed it out for them. 
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