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Blog 1
More Than Just Laptops: Why the DCF is a Gamechanger for Welsh Schools
If you step into a classroom in Wales today, you’ll notice something different. We’ve moved far beyond the days of the "IT room" where students would trek down the hall once a week to learn how to change a font in Word. Today, digital competence is treated with the same weight as reading and writing. But what does that actually mean for our learners?
What exactly is ‘Digital Competence’?  [image: ]Image 1: (OpenAI, 2026)

Before we dive into the framework, let’s clear up the jargon. In simple terms, digital competence is the mix of skills, knowledge, and crucially, the attitude needed to use technology confidently and critically (Carroll et al., 2023). It isn't just about knowing which buttons to press; it’s about having the "digital street smarts" to navigate a world that is increasingly online. 
In Wales, this has been codified into the Digital Competence Framework. Rather than being a standalone subject, the Digital Competence Framework is a "cross-curricular responsibility," meaning it’s woven into everything from Art to Geography (Welsh Government, 2018). It’s designed to ensure that by the time a student leaves school, they aren’t just passive consumers of tech, but active, safe, and creative citizens.
Understanding the Journey: The Progression Steps
To make sure children learn the right things at the right time, the Digital Competence Framework is broken down into five Progression Steps. Think of these as milestones in a child's journey through school. To see how this works, we can look at the Citizenship strand, specifically the element of ‘Identity, Image and Reputation’.
Here is how a student typically progresses in their understanding of their "digital footprint":
· Progression Step 1 (Early Years/Age 5): The focus is on simple awareness. A child learns to recognise their own image on the school’s website and begins to understand that their actions online have consequences (Welsh Government, 2020).
· Progression Step 2 (Primary/Age 8): The focus shifts to privacy. Children learn the difference between "private" and "personal" information and start using strategies like secure passwords to protect their data (Welsh Government, 2020).
· Progression Step 3 (Late Primary/Age 11): There is a big jump into critical thinking. Students learn to spot "phishing" or scam websites and discuss the risks of sharing their location via mobile devices (Welsh Government, 2020).
· Progression Step 4 (Early Secondary/Age 14): Learners reflect on their digital habits, exploring how online behaviour affects their "digital reputation" and learning how to guard against identity theft (Welsh Government, 2020).
· Progression Step 5 (School Leavers/Age 16+): Students look toward the future. They learn how to build a positive online presence for employment and critically evaluate the ethics of data protection and encryption (Welsh Government, 2020).
This journey shows that the Digital Competence Framework covers a massive spectrum of literacies, moving from functional literacy (using the device) to critical literacy (questioning what we see) and finally ethical literacy (understanding our impact on the wider digital world).
Beyond Communication: Data and Problem Solving
It is easy to think digital literacy is just about social media, but the Digital Competence Framework also includes Data and Computational Thinking. This is where students learn to solve problems. The progression here is equally vital:
· At Step 1, a child might simply sort objects on a screen by colour.
· By Step 3, they are using spreadsheet formula (like SUM or AVERAGE) to find answers.
· By Step 5, they are analysing massive data sets to identify trends and using "models" like flowcharts to represent complex real-world problems (Welsh Government, 2020).
In a world full of complex statistics, being able to handle data is a vital survival skill that applies to everything from personal finance to science (Carroll et al., 2023).
Bringing it Home: Real Skills for the Real World
The beauty of the Digital Competence Framework is that it doesn't stay locked in the classroom. When a school encourages students to become "Digital Leaders" who help peers troubleshoot tech issues, they are practicing leadership and collaboration in a way that mirrors a modern office (Carroll et al., 2023). Think about a student using a shared cloud document to co-write a report with a classmate. They aren't just doing schoolwork; they are learning the exact collaborative workflows used by global companies. 
The Reality Check
Of course, no framework is perfect. Critically speaking, the Digital Competence Framework’s success relies heavily on teachers feeling confident enough to teach it. There is a real risk that if a school lacks resources or training, digital tasks can become "tokenistic", like using an iPad just for the sake of it, rather than to actually enhance learning (Gatley, 2020). Furthermore, for the Digital Competence Framework to truly work, it needs to be supported by a commitment to closing the "digital divide" between different areas to ensure every child has equal access to these skills (Hillman et al., 2023). 
Ultimately, the Digital Competence Framework is an ambitious, exciting map for the future. By focusing on the "why" and "how" of technology, not just the hardware, we are giving Welsh learners the tools to thrive in a digital world that hasn't even been fully invented yet.
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Blog 2
The Human Network: Why 'Connectivism' is the Secret Sauce for the Digital Age
If you’ve ever watched a teenager teach themselves how to edit a video by jumping between a YouTube tutorial, a Discord chat, and a Google search, you’ve seen a learning theory in action. It’s messy, it’s fast, and it’s not how most of us were taught in school.
In the "old days," we thought of learning like filling a bucket. The teacher had the knowledge, and they poured it into the student. But in 2025, the bucket has holes because information is changing so fast. This is where a theory called Connectivism comes in.
[image: ]The Theory: Learning as a "Web"
                                                          Image 1: (International Society for the Advancement of Cytometry, n.d.)

Developed by George Siemens and Stephen Downes, Connectivism is basically a "learning theory for the internet age." Siemens (2005) suggests that being "smart" isn't about how much you can memorise anymore. Instead, learning is about the connections you make.
Think of it like a giant spiderweb. In this theory, they talk about:
· Nodes: These are "spots" where information lives. A node could be a person, a website, a book, or even a social media feed (Siemens, 2005).
· The Network: This is the "web" itself—the way you connect those nodes together to solve a problem (Siemens, 2005).
For example, if a student wants to learn about climate change, they don't just read one textbook. they connect to a scientist’s blog (Node A), watch a documentary (Node B), and discuss it with classmates in a chat group (Node C). The learning happens in the journey between those spots.
The Digital World: A Critical Deep Dive
Because young people are always ‘connected,’ their world is full of both amazing opportunities and some heavy, complex risks. To think critically about this, we must look at both sides of the screen.
The Positive: The World at Their Fingertips.
The digital world offers limitless horizons. The Organisation for Economic Co-operation and Development (2025) recently reported that about 70% of 15-year-olds are now "producers," they don't just watch videos; they create them, edit them, and share them.
· Global Collaboration: A child in a small village in Wales can collaborate on a coding project with a peer in Tokyo.
· Democratised Knowledge: Information that used to be locked inside expensive encyclopaedias is now free. This allows children to follow their passions, whether it's astrophysics or ancient history, at a pace that suits them.
The Negative: The Price of Connection.
However, we must ask: what are we losing in this digital gold rush? UNICEF (2025) highlights that online bullying and the pressure of "perfection" on social media are linked to higher levels of anxiety.
· The "Always-On" Drain: If a child is connected to their "nodes" from the moment they wake up until they go to sleep, when do they rest? There is a rising concern about Information Overload, where the brain becomes so busy navigating the network that it loses the ability to focus deeply on one thing (Siemens, 2005). What’s more, the constant "ping" of social nodes can create a state of networked exhaustion, where the pressure to stay connected outweighs the benefits of the learning itself (Boyd, 2014).
· The Physical Cost: This is the big question for educators and parents. If children are using iPads in school from Reception class and then using smartphones, tablets and gaming consoles all evening, where is the outdoor play? Where is the exercise, the mud, and the fun times in nature with friends? UNICEF (2025) notes that while digital skills are vital, they cannot replace the developmental need for physical movement and face-to-face social cues. We risk raising a generation that is globally connected but physically isolated.
Connectivism in the Classroom: Two Real-World Examples
In Wales, the digital world starts on day one. From the moment children arrive, the Interactive Whiteboard is the heartbeat of the room, showing PowerPoints, the morning wakeup songs on YouTube, informative videos, and digital registers. When they go to their desks, the iPads and Chromebooks come out. All of this is powered by Hwb, the Welsh Government’s national digital platform that connects every student in the country. Here is how Connectivism works in that environment:
1. The 'Shared Inquiry' Whiteboard: Instead of a teacher just lecturing, they might display a live digital noticeboard on the big screen. Children use their individual devices to post questions or find "nodes" (images/facts) that appear instantly on the big screen. The teacher isn't the only source of truth; they are the "manager" of a live network where the children are teaching each other (Carroll et al., 2023).
2. Collaborative Digital Portfolios: Using tools like 'SeeSaw' or 'Google Classroom,' even a Reception child starts "producing." They might take a photo of a physical block tower they built, record their voice explaining it, and upload it. Parents and teachers can then "connect" by leaving feedback. This turns a simple classroom task into a node in a wider network of communication between school and home, a practice that is now a core expectation of the Digital Competence Framework (Welsh Government, 2020).
Who is Keeping the Guardrails Up?
We can't just leave children to figure this out alone. There is a safety net of rules working behind the scenes:
· The Online Safety Act (2025) & Ofcom: This new law forces big tech companies to shield children from harmful content. Ofcom (2025) acts as the referee, ensuring platforms like TikTok aren't pushing kids toward dangerous content.
· CEOP (ThinkUKnow): Part of the National Crime Agency, they provide the training that helps children spot "grooming" and online abuse before it happens.
· Wales Safeguarding Procedures: These rules remind us that "safeguarding is everyone's responsibility" (Wales Safeguarding Procedures, 2021). It means teachers must monitor not just what kids are learning on those Chromebooks, but how they are feeling while they use them.
Beyond the Classroom Walls
Connectivism reminds us that we are all part of a giant, shifting web. But as we embrace the ‘know-where’ of the digital age, we must be careful not to lose the ‘know-how’ of the physical world. Digital literacy is a superpower, but it shouldn't cost us our connection to nature, exercise, and the simple joy of playing outside.
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Blog 3
Beyond the Pen and Paper: Inclusion in the Age of iPads and Hwb 
If you walked into my classroom at 8:35 AM, you’d see a digital whiteboard already glowing with a logo guessing game, children scribbling on mini-whiteboards, and a hum of energy. As a 1:1 Learning Support Assistant (LSA) for a child with Down Syndrome, my day is a constant dance between physical play and digital tools.
Working in a school in Pembrokeshire, I see first-hand that technology isn't just a "bonus" anymore—it’s the lifeline that helps my student stay connected to her mainstream peers.
The "Lightbulb" Moments: Why We Power On
In my role, technology is the "Scaffolding" that supports the Zone of Proximal Development (Vygotsky, 1978). For my 1:1 student, there is a gap between what she can do alone and what she can do with help. Digital tools bridge that gap:
· Giving Voice to Ideas: Instead of struggling with the physical act of writing, she records herself acting out a story. By "doing" and then "reflecting" on her recording, she moves through Kolb’s Experiential Learning Cycle (1984), turning a concrete experience into meaningful knowledge.
· The Power of Hwb: Because every child has a Hwb account, her work is saved in the cloud. It doesn’t matter if she’s using an iPad or a Chromebook; her progress follows her wherever she goes.
· Gamified Learning: She will happily tackle Mathletics because it rewards her effort with a game. She as learned far more about Numeracy and Maths by using this digital tool, then any in class lesson has in the past 3 years.
I’m also very open with the children about my own dyslexia. When I use "speech-to-text" or Google Mic to help with a tricky spelling, I let them see and explain why. I want them to understand that having a learning difference isn't a dead end; it’s just a reason to find a different "node" or tool to get the job done (Siemens, 2005).
The Reality Check: When the Wi-Fi Wins
It’s not all sleek tablets and seamless lessons. We face significant barriers that disrupt what Bronfenbrenner (1979) calls the "Microsystem", the immediate environment (like the classroom) that shapes a child's development.
1. The Resource Gap 
Our school is in a tough spot financially. With only 10-15 iPads per class and shared Chromebook trolleys, we are often negotiating for devices. When you add in slow Wi-Fi, uncharged batteries, and cracked screens, the digital revolution can feel like a bit of a struggle. Shared trolleys and cracked screens mean the "Digital Microsystem" is often broken.
2. The Supervision Struggle 
In a class of 30+ children, if there isn't an LSA assigned to the room, it is incredibly easy for a child to slip away from their IDL (Individualised Discovery Learning) and onto a game. For some, the temptation is just too strong, and they fall behind because the "human" monitoring can't keep up with the digital lure.
3. The Home-School Divide: The "Digital Exile"
This is the most heartbreaking barrier. We have a diverse classroom, including many Muslim families who do not allow access to devices or internet at home. I’ve seen children who don’t even know how to turn a Chromebook on in Year 4, while their classmates have been "swiping" since they were toddlers. This creates what researchers call "Digital Inequality" (DiMaggio and Hargittai, 2001).
The impact of this divide is profound:
· Lack of "Digital Intuition": Children with tech at home develop an intuition for it, they know where the settings are and how to troubleshoot. Children without it spend their limited school time learning the tool rather than the content.
· The Confidence Gap: Imagine being the only one who doesn't know how to turn on a device. According to Maslow’s Hierarchy of Needs (1943), a child cannot reach "Self-Actualisation" or even "Learning" if their basic need for belonging is threatened by being the odd one out.
· The Connectivity Gap: In the world of Connectivism, if you aren't connected, you don't exist in the network. These children lose out on the "community learning" that happens via Hwb outside of school hours, effectively cutting them off from their peers’ social and academic web (Livingstone and Third, 2017).
Overcoming the Hurdles: Can We Bridge the Gap?
So, how do we fix it when the budget is zero?
· Communication over Cash: Currently, our teachers survive by communicating, scheduling device use so we don't all crash the Wi-Fi at once and to make sure there is enough devices to go around.
· Modelling Resilience: By using my own tools (like speech-to-text), I’m showing children that "inclusion" means using whatever tools are available to succeed.
· Closing the Gap: Looking ahead, we must stop viewing IT as a luxury item and start treating it as an essential right. While we wait for grants or fundraising, our focus must remain on the Digital Competence Framework (Welsh Government, 2020). This policy reminds us that digital inclusion isn't just about the gadgets; it's about ensuring every learner, regardless of their background, has the skills to navigate the modern world.
Building a Supportive Digital Microsystem
As Bronfenbrenner suggested, for a child to recover and re-engage with learning, their environment must be supportive. Digital tools allow my 1:1 student to be part of the conversation, not just a bystander. However, until every child has the same access at home as they do in school, the "web" of Connectivism will always have holes in it. We don't just need more iPads; we need to make sure no child is left in the dark when the screen turns off.
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Blog 4
Points, Prizes, and Progress: A Critical Look at Mathletics
In the modern classroom, the challenge for any educator is finding a single tool that can stretch a high achiever while simultaneously supporting a student with complex learning needs. Mathletics, developed by 3P Learning, is designed to meet this "universal" challenge. It is a global, cloud-based platform used by millions of students to develop numeracy fluency through a blend of mental math challenges, curriculum-aligned tasks, and gamified rewards.
What makes Mathletics effective for a general school population is its ability to adapt. For the majority of learners, it provides a competitive, fast-paced environment, particularly through "Live Mathletics," where they can race against peers globally. It effectively leverages Social Constructivism, as students learn through interaction and competition within a digital community. However, the software’s true strength lies in its “hidden" accessibility features, which allow it to be stripped back for learners who find a traditional Year 6 classroom environment overwhelming. To see this software in its most impactful form, we must look at how it bridges the gap for Learner A.
[image: ]
The Profile: Learner AImage 1: (Mathletics, 2026)

Learner A is an 11-year-old girl in Year 6 with Down Syndrome and significant learning differences. In a traditional mainstream setting, she works at a Foundation Phase level. Her physical and cognitive profile includes:
· Visual and Motor Needs: Weak eyesight and a struggle with fine motor skills mean she cannot use a standard mouse or keyboard. Instead, she uses a touchscreen or a high-visibility, large-key keyboard.
· Cognitive Profile: She has poor short-term memory and finds it difficult to transfer abstract concepts from a textbook into real-life application.
· Motivation: She is highly driven by visual rewards and social connection.

How Mathletics Meets Her Needs: The Theory
Mathletics isn't just "playing on a screen,” it is a digital environment built on proven psychological principles.
1. Operant Conditioning and Immediate Feedback (Skinner, 1957) 
The software is a masterpiece of positive reinforcement. For every correct answer, Learner A receives instant feedback. When she hits 10/10, she gets a digital certificate. If she earns enough points, she unlocks a 5-minute game window. As Skinner argued, immediate rewards reinforce behaviour. For Learner A, this "reward loop" keeps her focused for much longer than a paper worksheet ever could.
2. Scaffolding the Zone of Proximal Development (Vygotsky, 1978) One of the most inclusive features is the "read-to-me" function. By clicking a button, the software reads the task details aloud. This removes the "reading barrier," allowing her to access the math directly. It places her firmly in her Zone of Proximal Development, where she can achieve success independently without needing me to "hover" over her.
3. Maslow and the Need for Belonging (1943)
In "Live Mathletics" mode, Learner A competes against classmates or students worldwide. For a child who is often seen as different in a mainstream setting, being able to participate in the same mental Maths quiz as everyone else creates a deep sense of belonging and pride.

Critical Reflection: The "Transfer" Trap
While the benefits are clear, increased engagement, pride, and digital literacy, there is a notable disadvantage. Learner A can be a Maths Master on the software but often fails to apply those same numeracy skills to a physical setting (like a shop) or a classroom activity.
This suggests that while digital tools are excellent for fluency, they can sometimes lead to 'siloed' learning if the tasks are not properly contextualised (Herrington, Reeves and Oliver, 2010). To overcome this, we must work on 'bridging' her digital success into the real world, ensuring the software acts as a springboard into authentic practice, not just a final destination.

Developing 21st Century Citizens
Mathletics aligns perfectly with the Four Purposes of the Curriculum for Wales (Welsh Government, 2022). By allowing Learner A to manage her own tasks, troubleshoot her colourful keyboard, and track her own progress, she is becoming an "Ambitious, capable learner" and a "Healthy, confident individual." It also hits the Digital Competence Framework (Welsh Government, 2020) "Data and Computational Thinking" strand. She isn't just doing sums; she is navigating a complex digital interface, managing a time-limited game window, and engaging in a global digital community.
Scaling the Impact: Beyond the Case Study
While the success of Learner A provides a powerful testament to the software’s accessibility, the overall impact of Mathletics on the wider classroom is a study in differentiation in action, embodying the principles of Universal Design for Learning (Rose and Meyer, 2002). For the high-achieving student, the software serves as an engine for "fluency and grit," pushing them to increase their mental processing speed through global competition. For the neurodivergent learner or the student with English as an Additional Language, the visual consistency and the "read-to-me" support act as a safety net, ensuring that language or processing speed does not become a barrier to mathematical reasoning.
This dual-purpose design is a practical application of Universal Design for Learning. Instead of creating a separate, "special" task for Learner A, Mathletics allows the entire class to work within the same digital ecosystem, just at different entry points. This fosters a classroom culture where "levelling up" is a collective goal, reducing the stigma often associated with one-to-one support.
Final Thoughts
However, as my reflection on Learner A’s transferred skills suggests, software like Mathletics is most effective when viewed as a tool, not a teacher. It is excellent for fluency, the rapid recall of facts, but the deep, conceptual understanding required for 21st-century citizenship must still be nurtured through human interaction and real-world application. To avoid "siloed" learning (Herrington, Reeves and Oliver, 2010), we as educators must consciously bridge the gap between the screen and the street, ensuring that the "gold bar" earned in the app translates into confidence at the shop counter. 
Ultimately, Mathletics proves that inclusive software isn't just about "easier" math; it’s about equitable access. By removing physical and literacy barriers, it allows every child, regardless of their starting point, to see themselves as a mathematician. It aligns with the Four Purposes of the Curriculum for Wales by empowering students to become "Ambitious, capable learners" who are ready to navigate an increasingly digital world (Welsh Government, 2022). We don't just need more technology in schools; we need technology that, like Mathletics, widens the circle of who is allowed to succeed.
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