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[image: ]Blog 1: Moving Away from the Traditional Classroom: Digital Competence
Digital competence has become an essential skill in modern life which shapes how individuals communicate, collaborate, access information, and solve problems. Estyn (2018) defines digital competence as “one of three cross-curricular responsibilities, alongside literacy and numeracy”. Specifically in Wales, this vision is embedded within the Digital Competence Framework (DCF), a national framework designed to ensure all learners develop the knowledge, understanding and digital literacy skills that are needed to be able to thrive in an increasingly digital society. This blog critically evaluates the DCF, looks at how it fits within the Curriculum for Wales (CfW), and examines how its progression steps support meaningful learner development both in school and beyond. 

What is Digital Competence?
Digital competence refers to an individual having the ability to use different digital tools and technologies confidently, safely, and creatively for learning, work, and general life. It extends beyond the technical skills and includes critical thinking, communication, ethical awareness, and the ability to evaluate digital content. In a world where technology shapes everything from employment to identity, developing these skills is not optional but essential. Digital competence empowers learners to navigate online spaces responsibly, understand risks and opportunities, and use technology to create, collaborate with others, and problem-solve.

What is the Digital Competence Framework (DCF)?
The DCF, was introduced in 2016 and updated alongside the CfW, portrays a structured, progressive approach to developing learners’ digital competence from early years through to Progression step 5. It outlines four key strands:

1. Citizenship
2. Interact and Collaborate
3. Producing
4. Data and Computational Thinking

Within each strand are elements that break down specific skills, such as “Identity, image and Reputation,” “Sources and Reliability,” “Communication” and “Data Literacy”. Each element is created from the inspiration of five different progression steps, explaining how learners should develop over time in line with the “learning continuum” of the CfW.

The DCF fits into the new CfW as one of three cross-curricular responsibilities. This means digital competence must be embedded across all Areas of Learning and Experiences (AoLEs), rather than taught as a single subject. Teachers must therefore plan purposeful opportunities for learners to have the opportunity to apply digital skills in a broad range of contexts.

Critically Evaluating the DCF
One of the biggest strengths of the DCF is its structure. The Progression Steps break down the complex digital literacy concepts to be simpler and age appropriate. This gives teachers a clear roadmap that shows what digital competence “looks like” at different points in a learner’s journey. For example, early progression steps emphasise the simple concepts such as identifying online dangers, while later progression steps will encourage learners to evaluate the reliability of online resources or manage digital identities across multiple platforms.

However, individuals argue that because the DCF is cross-curricular, its implementation can sometimes be inconsistent. Schools that have a limited digital resource availability or staff training may struggle to deliver the framework in an effective way. Additionally, due to technology evolving quickly, some educators feel that the DCF requires regular updates to keep the pace with the possible emerging risks, such as AI- generated misinformation, Furthermore, the DCF is widely viewed as a strong and forward-thinking framework that gets leaners to gain the essential skills for the 21st century.

Using the DCF to Support Learners: A Focus on the Citizenship Strand
To describe how the DCF works in practice, this blog focuses on the Citizenship strand, specifically the element “Identity, Image and Reputation.” This element explores how learners understand and manage their online identity, how the internet shapes perceptions and how digital behaviour influences reputation.
Progression Step 1 (Ages 3.5 years old)
Learners within this progression step will begin by recognising that information shred online can be seen by others. In early years, education staff might use role-play to demonstrate how posting a picture means others can view it. This will support children to understand privacy in an age-appropriate way.

Progression Step 2 (Ages 5-8 years old)
At this stage, pupils will learn to distinguish between what is appropriate or inappropriate to share online. In primary schools, teachers often link this to safeguarding lessons where they review examples of safe and unsafe sharing on the internet.
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Progression Step 3 (Ages 8-11 years old)
Learners explore how online actions affect how others see them and begin discussing concepts like digital footprint. For instance, learners might analyse fictional scenarios where a character posts something unkind and then discuss the consequences. This supports empathy, critical thinking and real-word situations and awareness.

Progression Step 4 (Ages 11-14 years old)
At this stage, learners will evaluate how online identities are constructed and how their digital footprints can impact future opportunities. Secondary schools often incorporate this into health and wellbeing lessons which will encourage their learners to reflect on how employers may view their digital presence.

Progression Step 5 (Ages 14-16)
Learners will critically analyse how digital platforms can tarnish identity, influence self-esteem, or present ethical challenges. Discussions might include influencers, AI generated dishonest personas, or risks of online manipulation. The focus is developing a mature, reflective understanding of identity.

Across all five steps, the DCF clearly addresses multiple dimensions of digital literacy, including ethical use, critical thinking, self-awareness of being online, communication and personal safety. This comprehensive approach aligns closely with real-world digital scenarios, making the framework extremely relevant.

Links between school learning and real-life digital skills

Schools will frequently integrate the DCF Into everyday digital practices. For example:

· School policies often mirror DCF expectations by promoting safe-communication, respectful online behaviour, and responsible use of devices.
· Project-based learning in subjects like history or science may involve evaluating websites for reliability, linking to the citizenship element “Sources and Reliability.”
· Producing strand skills, such as using digital tools to create videos or presentations, prepare leaners for workplace expectations where digital communication is standard.
· Collaborative tools (for example- Teams and Google Classroom) reflect real-world digital collaboration seen in workplaces
· Data and Computational Thinking support problem-solving skills foundational to coding, logical reasoning, and STEM careers.
Because the DCF in contextual and practical, learners recognise how skills transfer beyond school- whether checking the credibility of online news, communicating safely on social media, or using digital apps for future employment.

Conclusion

The Digital Competence Framework is an essential part of developing 21st century leaners throughout Wales. Its progression-based structure ensures leaners grow their digital literacy in a meaningful, age-appropriate way. While challenges exist, particularly around consistency and the pace of technological change, the DCF provides a vast foundation for supporting digital citizenship, collaboration and creativity and critical thinking across the curriculum. By linking learning to real-life experiences, it will prepare learners for safe and confident participation in an increasingly digital world. This understanding of digital competence provides a foundation level for exploring how the digital world effects children and young people more broadly, which is examined in the following blog. 
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Blog 2: The Effects of the Digital World on Children and Young People
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Description automatically generated]Building on the policy context of the Digital Competence Framework, this blog explores how digital technologies affect children and young people’s education and wellbeing. The digital world is growing bigger each year, and      technology is becoming more relied on by society in general life, working life and education. There are various debates on whether the fact that the digital world is increasingly growing is a positive or negative and this blog will discuss these debates.




[image: ]The increasing expansion of the digital world has significantly shaped the lives, learning experiences and social skills of children and young people. Digital technologies can now influence how children and young people interact, learn, and communicate. Whilst these developments present meaningful opportunities for learning, they also can generate complex challenges which involve children’s safety and wellbeing. This blog critically examines the effects through the lens of Vygotsky’s theory of Social Constructivist, drawing links between theory, policy, and current educational practice.

Positive and Negative Effects of the Digital World

Digital technology offers a range of positive development benefits. Research consistently shows that digital platforms can raise motivation, engagement, and independent learning (Ofcom, 2023). Children and young people use technology to explore their interests, develop digital literacy, and collaborate with their peers. The internet offers opportunities for creativity- such as content creation and blogging- which supports individuals identity formation and self-expression.

On the other hand, the digital world can also present significant risks. Some of these concerns include exposure to harmful content, cyberbullying, online grooming, excessive screentime use and data privacy issues (Livingstone and Blum-Ross, 2020). Social pressures linked to image-based platforms such as Instagram can negatively affect self-esteem and mental health, particularly for children and young people. Additionally, digital divides based on socioeconomic inequalities may limit opportunities for come children and young people and exacerbate existing educational gaps (NESTA, 2021).

Children and young people experience a digital world rich full of opportunity but also risk the vast number of challenges that require careful mediation by adults and educators.

Theoretical Framework: Vygotsky’s Social Constructivism

Lev Vygotsky’s Social Constructivist Theory argues that learning only occurs primarily through social interaction, with knowledge constructed collaboratively. The key concepts include:

The Zone of Proximal Development (ZPD): The difference between what a leaner can do independently and what they can achieve with guidance.
More Knowledgeable Offer (MKO): Individuals (or sometimes tools) that support learning within the ZPD.
Language and Culture: Central to cognitive development, - learning is mediated through shared cultural tools.

Digital technologies can be understood as modern “cultural tools” that shape thinking, communication and problem-solving. Technology can act as a MKO by providing scaffolds such as interactive learning systems or AI supported feedback tools. This theory highlights the importances of guided learning- echoing the need for adults to support children and young people in navigating digital environments safely and effectively.

Applying Vygotsky’s Theory to Digital Practice

Using Technology as a Collaborative Learning Tool
Digital technologies facilitate communication and shared meaning-making which aligns perfectly with Vygotsky’s emphasis on social learning. Platforms such as Google Classroom, online forums or collaborative documents allow children and young people to work together, negotiate roles and co-construct knowledge. These interactions extend learning beyond the classroom walls, enabling educators to scaffold understanding in new ways.

The importance of Social Mediation in Managing Risks

Vygotsky’s theory extremely emphasises the role of social context. Children and young people require mediated guidance to deal with issues such as cyberbullying. For example, discussing online interactions or teaching emotional regulation strategies when encountering harmful content are forms of social mediation that align directly with Vygotsky’s theory.

Policies and Organisational Support to keep children and young people safe

UK policy vastly recognises digital safety as a core aspect of safeguarding. Some of the key frameworks include:

1. Statutory Guidance
Keeping Children, Safe in Education (KCSIE) (DfE, 2024) requires schools to deliver robust online safety education, monitor online activity and ensure staff training.
The Childrens Code (ICO,2021) places legal obligations on online services to design age-appropriate digital experiences with privacy by default.
The Online Safety Act (2023) makes sure tech companies prevent exposure to illegal and harmful content and provides greater accountability for digital platforms.

These policies reflect a positive step in the right direction to regulating digital environments and emphasises the preventive approaches- ensuring children and young people are not left to deal with issues alone.

2. Educational Organisations and Online Monitoring
Schools use software is such as Smoothwall or Impero to detect concerning online behaviour and protect their learners from accessing harmful content digitally. While monitoring is sometimes debated when it comes to privacy, it provides a protective layer of care aligned with safeguarding.

3. Digital Skills Education
The computing Curriculum (DfE, 2014) integrates coding, digital literacy, and responsible online behaviour. This policy positions children and young people not just as being consumers but as creators too- which aligns strongly with constructivist ideas about tool-mediated learning.

4. Training Professionals and Educating Parents
Organisations such as NSPCC and Childnet offer training for educators and guidance for parents. This support the MKO role by enduring adults possess the knowledge needed to scaffold safe digital engagement.


Critical Reflection: The Balance of Opportunity and Risk

While policies and practices increasingly promote online safety, challenges remain. The digital world evolves faster than policy and children and young people is often pick up modern technologies before adults fully understand them. Furthermore. Socioeconomic inequalities mean that not all children and young people have equal access to digital learning opportunities.

Vygotsky’s theory emphasises that learning is shaped by social context and access to cultural tools. Meaning that, ensuring equitable access to digital resources and high-quality guidance is essential. Policymakers and educators must continue adapting to the emerging technologies such as AI, VR, and social algorithms, which shape children and young people’s experiences in powerful and sometimes unpredictable ways.

Children and young people not only need protection, but empowerment: the ability to understand, critique and shape their digital environments with confidence.
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Blog 3: Digital Teaching and Learning- The Benefits, Barriers and Moving Towards Inclusion

In my role as a teaching assistant, I have supported activities both face-to-face and digital learning encouraged, particularly since the progress made towards blended provision accelerated during and after the COVID 19 pandemic. My involvement has included supporting learners with online platforms/technologies such as Seesaw, using digital tools to differentiate learning and helping colleagues develop confidence with new digital tools and technologies. These experience that I have had have shaped my understanding of how digital learning can enhance education- but also brought to my attention the persistent barriers that prevent full digital inclusion.

Benefits of Digital Teaching and Learning

1. Enhancing engagement and personalisation
Digital learning offers a vast number of opportunities for interactivity and personalisation. Research shows that digital tools can support differentiated learning by allowing pupils to work at their own pace, revisit content, and access multimodal resources (EEF, 2021). Specifically in my practice, learners who previously found long written tasks difficult often became more engaged when able to demonstrate their understanding through audio recordings, PowerPoint presentations, or quizzes. Digital platforms also enable instant feedback, which Hattie and Timperley (2007) identity as one of the most powerful influences on learning. Tools such as quizzes, automated marking or comment features help learners to understand their progress quickly and respond in accordance.

2. Supporting accessibility and inclusion
Digital learning can play a huge role in supporting individuals with additional learning needs. Technologies such as text- to- speech, subtitles and screen readers support learners by removing the barriers that exist within traditional learning environments. In accordance with the Department for Education (DfE, 2019), assistive technologies can significantly improve outcomes for learners with SEND by increasing independence and enabling participation in learning tasks that may otherwise be inaccessible. In my setting, using speech-to text tools has empowered learners that have dyslexia to produce extended written work with confidence. The ability to revisit instructional videos has also supported the learners with processing difficulties.

3. Extending learning beyond the classroom
One of the most notable benefits of digital teaching is its capacity to extend learning opportunities outside school. Blended learning models allow learners to consolidate learning at home and engage in revision tasks. Laurillard (2013) argues that digital technologies allow pupils to take more active control of their learning journey, supporting deeper understanding. I have seen the positive impact of this particularly with older learners who appreciate the flexibility of accessing materials on demand.

4. Supporting professional collaboration and development
Digital tools not only benefit learners but also staff within educational settings. Platforms such as Teams, Google Workspace or online CPD portals make collaborating easier and reduce administrative tasks. Teachers can share resources, co-plan lessons, and access training more flexibly. Research suggests that digital professional development can be as effective as face-to-face when it is interactive and sustained (Cordingley et al., 2015). In my personal experience, access to online training has enabled colleagues to develop confidence in teaching strategies and become more reflective practitioners.

Barriers to Digital Inclusion

Despite the benefits, digital teaching and learning is not equally accessible to all. Several barriers exist, affecting learners and staff in diverse ways.

1. The digital divide: access to devices and connectivity
A primary barrier remains inconsistent access to reliable devices and internet. According to Ofcom (2022), around one million children within the UK still lack access to a device for home learning, in my setting, I have seen learners attempting to complete homework tasks on mobile phones, sharing devices with siblings or struggling to access reliable Wi-Fi. This inconsistent access leads to significant inequality, with disadvantaged learners missing opportunities available to their peers. The digital divide is not limited to learners- some staff also lack up to date devices at home too, making preparation more difficult.

                                       Overcoming the challenge!

Schools and local authorities can address this through device-lending schemes, investment in infrastructure and partnerships with community organisations. The DfE (2021) laptop scheme during the pandemic demonstrated that large scale provision is possible but must be sustained long-term. Additionally, ensuring schoolwork remains accessible in offline formats can help prevent exclusion.

2. Digital literacy and confidence
Access to digital resources alone does not ensure inclusion. Both learners and staff require digital skills and confidence to engage fully in online learning. Research highlights that lack of digital literacy contributes to disengagement and limits effective use of technology (JISC, 2020). I have observed pupils struggling to navigate platforms, upload files or use digital tools independently. For staff, particularly those less familiar with technologies, adapting new digital skills can feel overwhelming without adequate training and support.

3. Pedagogical challenges and workload
The shift to digital teaching requires rethinking pedagogy rather than simply replicating existing methods online. Without careful and thought through design, digital activities risk becoming passive, which leads to reduced engagement. Bates (2019) notes that effective digital teaching requires intentional planning, interactivity, and opportunities for collaboration. For many staff, the initial transition increased workload, monitoring online engagement and providing feedback were more time consuming.

4. Socio-emotional barriers
Digital learning can impact motivation, wellbeing, and social connection. During periods of remote learning, many learners reported feeling isolated or less motivated (EEF,2020). In my experience, some learners thrive in digital environments while others disengage without the social structure of in-person learning, Staff also reported “screen fatigue” and missed informal interactions thar strengthen professional relationships.





Overcoming the challenge!

Blended learning approaches that combine digital tools with in-person interaction can maintain social connection, regular check-ins, structured collaboration tasks, and digital wellbeing education can also help tackle these challenges.
	


Conclusion

Digital teaching and learning offer powerful opportunities to increase engagement, personalise learning, improve accessibility and strengthen professional practice. However, the benefits are only realised when barriers to digital inclusion-such as unequal access, lack of skills, increased workload, and socio-emotional challenges- are addressed proactively. My experiences have shown that effective digital inclusion requires a whole-school approach: investment in infrastructure, sustained professional development and thought-through pedagogy grounded in evidence. When these conditions are met, digital learning can contribute significantly to a more inclusive, flexible, and empowering education system. While these benefits and barriers highlight the complexity of including digital technologies, examining a specific digital tool such as Kahoot! Allows for a more focused evaluation of how technology can support engagement in practice. 
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Blog 4: The Effectiveness of Kahoot! For Supporting Learner Engagement and Inclusion

Introduction

Digital technologies play an increasingly significant role in contemporary educational practice, offering opportunities to personalise learning, increase engagement, and support diverse learner needs. This blog reflects on the effectiveness of Kahoot! a game-based learning platform, and how it meets the needs of a specific group of learners within my practice. The reflection targets educational theory and research evidence to critically evaluate its benefits, limitations, and its contribution to the development of skills needed for 21st century individuals.

Identification of the Software

Kahoot! Is an interactive, web-based learning platform developed by Kahoot ASA and it launched in 2013. Its main purpose is to support formative assessment and reinforce learning through fun quizzes, polls, and challenges presented in a game-like format. Kahoot! Is designed for a large age range, starting from early primary leaners to adults and is widely used in schools, higher education, and professional learning.

Key features;
· Multiple-choice quizzes with time limits
· Immediate feedback and visual scoring
· Use on multiple devices (tablets, laptops, and smartphones)
· Teacher-generated or shared content libraries

The platform is particularly suited to classroom environments where learner engagement and participation Is key.

Learner Needs and Context

The group of learners considered in this reflection consists of lower secondary pupils aged 11-13 within a mixed-ability classroom. The leaners present an enormous range of needs, including;

· Varied literacy levels
· Learners with attention and concentration difficulties
· Learners from diverse socio-economic backgrounds
· Several bilingual learners developing academic language proficiency

Some learners lack confidence in traditional written tasks and are hesitant to participate verbally in whole-class discussions. There is also a noticeable gap in access to educational support outside school for some pupils, increasing the importance of inclusive, engaging classroom strategies.

How Kahoot! Meets Learner Needs: Links to Theory

Kahoot! Aligns strongly with the social constructivist principles of Lev Vygotsky, particularly the concept of the Zone of Proximal Development (ZPD). Through peer interaction and shared participation, learners can construct understanding collaboratively. The immediate feedback provided by Kahoot! Supports scaffolding, enabling leaners to identify misconceptions and build knowledge.

In addition to this, Kahoot! Reflects aspects of behaviourism, particularly as associated with B.F Skinner. The use of points, rankings and positive reinforcement will motivate leaners and encourages repeated engagement. For leaners who struggle with sustained attention, the fast-paced and visually stimulating appearance helps maintain focus.

From a motivational perspective, Kahoot! Also supports elements of Maslow’s hierarchy of needs, particularly with sense of belonging and esteem. The shared classroom experience and non-threatening nature of game-based learning can reduce anxiety and increase learners’ willingness to participate.

Benefits, Disadvantages and Evidence of Impact

One of the main benefits of Kahoot! Is its ability to increase learner engagement. Research indicates that game-based learning platforms can improve motivation, enjoyment, and participation, particularly for leaners who may disengage from traditional teaching methods (Wang and Tahir, 2020). In my practice, reluctant learners are more willing to attempt questions, as incorrect answers are not publicly highlighted, which reduces the fear of failure.

Kahoot! Also supports formative assessment by providing instant data on leaner understanding. This allows educators to adapt instruction in real time and address misconceptions promptly. For bilingual learners, the combination of visuals and repetition supports language development and comprehension.

However, there are limitations, the competitive nature of Kahoot! Can disadvantage some leaners, particularly those with slower processing speeds or anxiety related to performance. If not carefully managed, leaderboards may reinforce negative self-perceptions. Additionally, access to devices and reliable internet can be a barrier particularly for learners from lower socio-economic backgrounds.

Critically, Kahoot is most effective when used as part of a balanced pedagogical approach rather than as a standalone teaching method. Overuse may reduce its novelty and impact, and the platform is less suited to accessing higher order thinking skills unless questions are carefully designed.

Supporting 21st Century Skills

Kahoot! Contributes to the development of key skills required for 21st century citizenship. In line with the Digital Competence Framework (DCF), it supports;

Digital literacy and responsible technology use
Communication and collaboration
Problem-solving and critical thinking

Learners engage with digital tools in a purposeful way, developing confidence and competence in navigating online programmes. The collaborate and interactive nature of Kahoot! Also aligns with the four purposes of the curriculum, particularly in fostering confident individuals and effective contributors.

Adding on to this, by encouraging active participation and immediate reflection, Kahoot! Supports metacognitive skills and learner autonomy, both of which are essential for lifelong learning.

Conclusion

In conclusion, Kahoot! Is an effective digital resource that meets the needs of diverse leaners by increasing engagement, supporting formative assessment, and promoting inclusive participation. When used thoughtfully and in relation with pedagogical principles, it can enhance learning experiences and outcomes. While there are limitations related to competition and access, these can be lowered through careful planning and differentiation. Overall, Kahoot! Demonstrates strong potential as a tool for supporting both learner needs and the development of essential 21st century skills.
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