Blog 1

Title: 
Critically evaluate the digital competence framework (Wales). Provide examples of how the DCF can support the progression of a learner’s development of digital literacy skills and how these can be applied to a wide range of subjects and situations in and beyond schools.






















How can the Digital Conference Framework (DCF) support a learner’s development?

[image: ]What is the definition of “Digital Competence”?
The word “digital” involves countless devices and aspects of those devices. However, the term is also used in reference to “using technology to make things better” (Walters, 2020) As it allows companies and organisations to run more efficiently or to even make new things. (Walters, 2020)                                                    
As well as this the meaning of the term ’competence’ is the ”State of having sufficient knowledge, judgment, skill, or strength” (Merrium-Webster, 2019) which in short refers to a person's capability.
After combining these 2 terms together to create the term ‘Digital Competence’. We then end up with the capability of an individual with digital devices. It also involves a person's confidence when using technology, how safe and responsible someone is when using it. As well as being able to use technology efficiently. (EU Science Hub, 2023)

What is it?
This framework is used to help improve a person’s ability to use technology, as well as outlining the specific areas in which a person should be capable in. 
There are 21 components that are outlined in 5 different areas. These include:
1. Information and Data Literacy
2. Communication and collaboration
3. Digital Content Creation
4. Safety
5. Problem Solving
· (EU Science Hub, 2023)

Information and Data Literacy
In the first area of the DCF, it highlights the ability to search and refine information and content when using technology. Being able to access what information has been collected as well as organizing the information. 

Communication and Collaboration
Next, we have the second area, where it discusses being able to interact with others and sharing by using technology. Participating in citizenship and being able –to collaborate with others through using technology. It also highlights being able to understand the behavioural norm when using technology and being able to manage your own digital identity on social media. 
Digital Content Creation
Thirdly, the DCF outlines the development of content on technology and social media. Being able to understand the integration of content, as well as using licenses and the concept of copyright which protects any original content by individuals and more. As well as the programming of the content. 

Safety
We then have the area of safety; this area is by far the most important as it ensures that people know how to keep themselves safe. It highlights the protection of technology, any confidential information and data, the health and well-being of individuals and the environment we live in. 

Problem Solving
The last area within the DCF is the problem-solving skill. This area includes being able to solve any problems that arise with technology, as well as recognising needs. Using creativity when using technology, as well as recognising any gaps within a person’s competence in technology. 
(EU Science Hub, 2023)

How does the Digital Competence Framework fit into the curriculum?
The DCF is rather useful within the curriculum as this framework can be used as guidance, as to what children and young people should be capable of doing with technology. It achieves this by setting out a list of the vital skills that children and young people should be able to achieve, sometimes with the help of support. (Hwb, 2018)
These skills are for learners between the ages of 3-16 years of age. The skills that are outlines in the DCF are shared over 4 areas. (Hwb, 2018)
These 4 areas include:
1. Citizenship
2. Interacting and Collaborating 
3. Producing
4. Data and Computational thinking
· (Hwb, 2018)

How can the DCF support a child’s development?
There are many different ways that the DCF can support the education of children and young people. One way that the DCF can support children and young people’s learning would be the “5 progression steps”. These include:
1. Gathering information
2. Designing your strategy
3. Getting started
4. Review
5. Sustaining momentum
· (DCF Implementation Strategy, 2022)
Gathering Information
The aim of stage 1 is to understand where the school stands in terms of digital competence, as well as considering what barriers can contribute to this.

Designing your strategy
Next, in stage 2 the aim is to recognise where the lowest line of experiences would be that the school gives to learners, whilst allowing them to develop within their ‘digital competence’. As well as helping the school to develop a plan that will help with implementation of digital competence.

Getting started 
The third stage is listed as ‘getting started’ the aim of this stage is to begin applying the chosen strategy, by starting with small aspects and working your way up. Another aim would be to set up a procedure and recognise and order the leadership to ensure the implementation of the plan. 

Review
We then have the review of the plan, and whether any progress has been made and whether it has been successful. The aim of this would be to verify that the strategies aims and whether those aims are practical and possible to achieve. As well as guaranteeing that the plan around implementing the strategy was successful and whether there are any changes that could have been made. 

Sustaining momentum
Lastly, in stage 5 the aim is to provide support to a variety of departments and practitioners, therefore allowing them to put the strategy in place. Another aim would be to guarantee the standard and stability of the ‘digital competence’ throughout the school.
(DCF Implementation Strategy, 2022)

Conclusion
As is shown from the research that I have gathered, the DCF plays a vital role in developing a learner’s development in digital literacy. There is also plenty of guidance for schools and practitioners that can be used in order to do our best to support this development. The DCF also allows for children to enhance and develop their own digital competence, as its technology holds a big place within life, and it will be needed for many aspects of a person's life. This includes jobs in the future, further education and when applying for different things.
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Blog 2

Title:
Critically analyse some effects of the digital world on children and young people (cyp) Choose a relevant theory and draw links between theory and practice. 























How can technology affect children?

There are various ways that technology can have an effect on children, whether those be solely on technological devices or with social media. Some effects could be considered positive or even negative.

Social media can have an effect on children and young people’s mental health. The positives of social media are:
· Allows children and young people to stay in touch with family or friends that have moved away.
· Allows them to meet new people that hold similar likes, disinterests and hobbies.
· For young people that may be struggling in silence there is support that is available 24/7, as well as allowing them to stay anonymous.
· Further develops children’s and young people’s communication skills as they are able to talk to people in different ways.
· Social media also allows children and young people to express themselves and their emotions

However, the negatives of social media on mental health include:
· Social media can cause people to feel like they are missing out, as they are able to see what others are up to.
· Children and young people tend to compare themselves to others online and it tends to make them feel insecure and can cause an unhealthy fixation on how they look.
· People that use a lot of social media have been proved to struggle more with sleep.
· There is specific content on social media that can cause emotions that can make young people feel that they may need to self-harm or commit suicide, as they are feeling strong emotions.
· On social media it is significantly easier to bully others online. Which can cause others to feel upset.

(Bristol CBT Clinic, 2021)

As well as the positives and negatives of social media, there are also positives and negatives with technology in general. Some of these positives include: 
· Children and young people being able to stay connected with family and friends that may not live closely.
· Teaching children to use technology in moderation
· Allows children and young people to practice their independence quicker
· They are able to learn why it is important to build communities and how they can communicate with others around them.
· Improves children’s digital literacy.
· Technology can also encourage hand eye co-ordination.

The negatives that are involved with technology includes:
· Technology can cause children and young people to experience a short attention span, possible negative behaviours, easy weight gain, lack of experiences as well as possible problems sleeping.
· The possibility of muskulosketel problems in the future.
· Risk of obesity as they are sat for long periods of time.
· Sleep being disrupted and struggle with sleep.
· Being able to see negative content online.
· Bullying online.
· Self-esteem being low and stronger anxiety.

(Maryville university, 2022)

Are there any theories in relation to technology?
There are a few theories in relation to technology, one of which would be Marshall McLuhan’s theory of media. Many people speculated that Marshall McLuhan danced along the idea of a theory based on communication, although he completely refused the suggestions.

Marshall’s theory of media contains 4 laws called the ‘4 laws of media’. The 4 laws of media include:
1. “Enhances some human function”
2. “Obsolesces a previous way of achieving that function”
3. “Retrieves something from the past that was obsolesced earlier”
4. “When pushed to the limits of it’s potential reverses or flips into an opposite or complementary form”
· (Robert, 2021)

The Medium is the Message
As well as this there is his theory of the ‘medium is the message’. This refers to the messages that people create are unimportant compared to the form that the message has been given through. Marshall’s theory also indicates that the technology that is used to create and receive messages changes a person in all aspects of their life (Staunton, 2016)

Examples of his theory
There are many different examples of Marshall’s theory both in general life and within schools and education.
One example of his theory in general day to day life, would be twitter. Twitter is one example as the app has placed a limit not on words but on the characters within a post. This limitation has changed the way people communicate, as well as the way those messages can be taken by others.
There are also examples of visual logic within education, both new and old some examples of old visual logic include:
· Separating children and young people depending on their ages.
· Timetables of lesson times and the subject of the lesson.
· Layout of the classrooms are designed for the teaching of large groups of children.
· (Lynche, 2002)

New visual logic examples include:
· Teachers are now trained in specific areas of learning.
· Pupils are now able to learn in steps, allowing them to understand a subject fully.
· Children and young people are also able to work on their own or within a group.
· (Lynche, 2002)

As well as these, there are also examples of Global logic in history. These examples include:
· There was a time where many children with different ages were integrated within a classroom.
· Flexibility around the order of pupils and time.
· The layout of classes being designed for pupils' action.
· (Lynche, 2002)

New Global Logic examples:
· Both the educators and the pupils are classed as learners.
· The separation between educators and administrators has become rather unclear.
· Pupils within the school are now free to move around the school as they please.
· Pupils working better with one another.
· (Lynche, 2002)

Are there any policies or guidance that aid in keeping learners safe?
Yes! Due to the Digital Competence Framework also known as the DCF, children are taught how to keep themselves safe in this digital world as well as teaching children and young people how to use technology efficiently.

Conclusion
As has been discussed at the start of this blog there are many different aspects of technology. This includes the technological devices, as well as social media on technology. There are many different positives and negatives that comes alongside technology. In my own opinion, there is no one area that outweighs the other when it comes to the positives and the negatives of technology and social media. This is because although the positives of technology and social media are brilliant, many of the negatives are significantly worrying.
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Blog 3

Title:
Drawing on your experience:
· Benefits of digital teaching and learning
· Any barriers to digital inclusion and how these may be overcome.






















What does ‘Blended Learning’ mean?
The term ‘Blended Learning’ is where children and young people learn through a mixture of digital learning and face-to-face instruction with a teacher. (McGarry, 2019)

What are is ‘Blended Learning’? 
Teachers are able to modify lessons to suit children individually. Therefore, encouraging the development of all the children. This also allows teachers to provide a wide range of materials, pupils will no longer need to stay in one classroom to complete their work. ‘Blended Learning’ also encourages children and young people to take control of their own learning, as well as balancing everything between learning and personal hobbies and interests. Lastly, ‘Blended Learning’ allows teachers to be better prepared and equipped for lessons. (Philosophos, 2023)

Do teachers have a role within ‘Blended Learning’?
Although a big part of ‘Blended Learning’ involves digital devices, many children will still need support with instructions and to understand what exactly they should be doing. As well as this not everything will come to everyone naturally, where one child may excel with certain topics, another may need assistance in order to understand what they need to do. Therefore, teachers and support staff are still needed in order to help these children and young people. (EDTechLens, No Date) 

What are the roles of a teacher in ‘Blended Learning’?
The roles a teacher takes in ‘Blended Learning’ includes:
· A teacher must encourage the children and young people in their ‘Blended Learning’ and young people in their ‘Blended Learning’ and celebrate what success the children and young people achieve.
· Pupils will need assistance with how to navigate collaborative programs and guidance on how to work these different programs.
· It is also a teacher's role to provide children and young people on how to ask questions and research the answers.
· It is also important to introduce the content of a lesson and provide the base knowledge to complete it.
· Although it is much easier to view and scrutinizing the result of the work is made easier by using technology, a teacher must still provide feedback on it.
· Putting children and young people into groups in order to work together.
· Teachers must assign any work and resources that can be used for lessons and works.
· (EDTechLens, No Date)

Are there any benefits to ‘Blended Learning’?
When it comes to ‘Blended Learning’ there are many benefits that both teachers and students can experience. These benefits can include:
· The ability to tailor the work to the individual and provide personal feedback to children and young people.
· Brilliant accessibility to a wide variety of information and knowledge.
· Better and bigger methods for lessons to be delivered for the learning of pupils.
· Allows students to take accountability for their own education.
· Lessons are easily flexible in the delivery of the lesson.
· Lessons are now able to be recorded, which then allows students to repeat the classes if they are unsure of something.
· Students are able to have access to many different resources that are available all day and everyday.
· Students are able to be a part of a community when learning new things, as well as searching for help in the community on something they are not sure about.
· The progress of students is easy to track due it being mostly on technology.
· ‘Blended Learning’ also improves children and young people’s general written language.
· It is also available through newer technology.
· Teachers and parents are able to keep in tough much easier due to the programs that are available.
· Much easier to share knowledge and information with others.
· Provides more chances for children to be employed in the future.
· ‘Blended Learning’ is also rather exciting and fun for children and young people.
· (Jonathan, 2021)

Are there possible impacts on students and staff from ‘Blended Learning’?
There are some impacts that both staff and pupils may experience when it comes to ‘Blended Learning’. For example, there is a rather high risk for adults, children and young people to experience digital exclusion. 
Some of the factors that can contribute to digital exclusion includes:
· The age of an individual
· What income they have coming in.
· Whether the individual is employed or unemployed.
· Whether an individual is homeless.
· Whether an individual has a disability or not.
· The level of qualification an individual has achieved.
· (Tutin, 2020)

In some cases, people living in quieter places such as the countryside may not have access to technology or internet and sometimes if a person’s first language is not English, they may struggle to set internet and such things up. (Tutin, 2020)

Why would people be offline?
In addition to this there are some reasons as to why a person may be offline. For example, an older person that is living in a rather isolated way with possible health conditions. A child or young person that may be at risk of losing their home, and adults or young people that could be living with a disability. (Tutin, 2020)

What are the barriers to ‘Blended Learning’?
Some of the barriers that are in place for ‘Blended Learning’ include:
· Lack of access to technology or internet.
· Children, young people and adults with a lack of confidence in how to use technology.
· Lack of motivation or lack of trust in technology.

Are there any theories that link into this?
A theory that links in with ‘Blended Learning’ would be the ‘Connectivism’ theory. This theory was developed by George Siemens and Stephen Downes in 2005. It discusses how pupils in school need to learn how to merge their thoughts and information in a form that is useful. Due to technology, the speed with which we are able to access knowledge and information. With technology there is constant communication and access to others around you. Lastly, it also provides pupils with guidance to make their own choices about their education, who they work with. As well as “Learning from diverse sources, social media” (Terrel, 2022)
Conclusion
During this blog we have discussed many different factors of ‘Blended Learning’ and what it means. ‘Blended Learning’ has become something that is part of our world, due to the fact that it allows us to learn gradually how to be safe using technology as well as how to use it full stop. Without learning these vital skills, we would be useless in modern day life, because at the end of the day technology is now everywhere. There are also many people that face digital exclusion every day, because of factors that they cannot control.
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Blog 4

Title:
Choose an example of software or hardware from your practice and reflect on how effectively it meets the needs of a particular learner.























Mathletics

In this blog we will be discussing a form of software that we use within my setting and is also used in many other childcare settings.
The name of this software is ‘Mathletics’, in my setting we use this program for intervention for any children and young people that are struggling. These children and young people tend to have a maths age of 6 to 8 years old, even though they are in the age range of 11 to 16 years old. This program allows us to ensure that the children and young people are able to work on exactly what they are struggling with.
[image: ](St Joseph’s Catholic Primary, 2021)

Manufacturer
The manufacturer of this program is ‘3P Learning’. 3P Learning is essentially considered as a learning model. It follows 3 main elements, these include:
1. Personalization
2. Participation 
3. Knowledge-Pull
· (Chatti et al, 2010)
Mathletics is also considered as a support system that demonstrates the 3P Learning model being used.

Intended audience
As mentioned above the intended audience for this software would be the school and any pupils that struggle with their maths. This program allows them to practice in the areas that they struggle in. Again the age range of the children and young people between the ages of 11 to 16 years old.

What are the key features of Mathletics?
There are countless key features that are involved in the program called ‘Mathletics’.
These key features include:
· In this program we are able to focus on rewarding children and young people, this then provides the students with motivation. As well as encouraging the children and young people to log in regularly. This is supported by the student center.
· The more children learn on Mathletics, the more they are able to customize their own avatar on Mathletics. Which allows them to be creative.
· Mathletics allows for teachers to plan lessons rather easily by using “Bench-marking assessments, grouping, and curriculum-aligned and defined activities” (Mathletics, 2024) which then allows a teacher to plan for every student.
· Children and young people are able to practice their problem-solving skills with activities. This allows teachers to encourage and challenge students.
· This software allows us to track children and young people’s progress as they complete activities and such. Which allows us to view things instantly.
· Mathletics was built so that children and young people are able to practice in the sections that they struggle in with math.
· Allows teachers to help children and young people to prepare for any assessments that may be coming up.
· In this program the activities are aligned with the schools curriculum.
· Lastly, Mathletics provides an aspect of fun for children and young people. As they are able to play maths game on the program.
· (Mathletics, 2024)

The learner that use this program
This program is used by many different learners. In my setting we have children with needs such as autism and ADHD. 3 of which are female students and many others that are male students. These children respond brilliantly to this program as they are able to take their own pace and have fun at the same time.
As well as this we have many other students that use the program with no specific learning difficulties and a mixture of genders. These children and young people enjoy the competitive aspect of Mathletics as they are able to play against each other, once they have completed a few activities.

Operant Conditioning
When conducting my research, I found that Mathletics linked into Skinner's theory called ‘Operant Conditioning’. This theory believes that the behavior of children and young people can be influenced by consequences. For example, it is believed that if positive behaviors are rewarded, it is more likely to be repeated. Whereas if negative behavior has a punishment the behavior is less likely to be repeated.

What are the key concepts of ‘Operant Conditioning’?
The key concept of ‘Operant Conditioning’ include:
· A positive consequence – Will boost the likelihood that a behavior will be repeated.
· A negative consequence – May also boost the likelihood of the same behavior happening more in that situation.
· Having a punishment for negative behavior will lessen the likelihood of the undesired behavior.

What are the benefits of Mathletics?
There are many different benefits from using Mathletics. These benefits include:
· Better results in the subject.
· Children and young people tend to love Mathletics.
· Children and young people are more interested and much more motivated to learn maths.
· Mathletics is rather easy for both students and teachers to use.
· Constant access to Mathletics is available for children and young people.
· Mathletics allows teachers to answer to the strengths and weaknesses of the children and young people.
· A center for parents is available for free.
· (Mathletics, No date)

What are the disadvantages of Mathletics?
Like, almost everything Mathletics also has its own disadvantages. The disadvantages include:
· The worksheets on Mathletics do not tend to have enough of an explanation for children and young people.
· For some Mathletics has been considered difficult to navigate between the different resources it contains.
· There are no videos to explain what is needed to be done for the children and young people.
· Having a video would improve the understanding of the work.
· (Blogger, 2014) 

How does this program support the development of children and young people in the 21st century?
Currently, it is important that children and young people are competent to use technology. Due to the fact that technology is a part of our day-to-day life.
Mathletics enforces children and young people to develop their digital competence, through using technology.
The Digital Competence Framework also links into this. This framework ensures that children and young people are provided with the education to support this skill.

Conclusion
In my opinion, I believe that the program called ‘Mathletics’ is a very effective resource. That allows us to tailor the work to individual children and young people and we are better able to support the individual's needs. I especially believe that this program works better than most for intervention as it allows us to aid a child or young person in an area that they particularly struggle in.
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