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Learning to be human in a digital world 



Education for a Digital Age 

• No tabula rasa exists. We are like sailors who 
must rebuild their ship on the open sea, never 
able to dismantle it in dry-dock and to 
reconstruct it there out of the best materials 
           (Neurath, 1959, p.201) 

• We are building the raft while swimming   
                                                   (Floridi, 2015, p.23). 

 





1. Information and data literacy  

2. Communication & collaboration 

3. Digital content creation 

4. Safety  

5. Problem solving 

 



USING DESIGN THINKING TO  
DEFINE THE PROBLEM AND, THEN, 
DEVELOP A SOLUTION? 



Harvard Business Review October 2018 



Iterative Design Thinking  
(adapted from Goligorsky, 2012) 





Description: John is 14. Generation Z. Gets bored 
easily. Plays or watches sport. Thinks school is okay 
but not that exciting. 
Needs: To be engaged in school. To understand if, 
when and how to take risks. To connect safely with 
friends in real or virtual time. To be liked by peers. 
Insight: Unsure of himself, his appearance, his 
opinions, his masculinity. Only concerned with 
present. Does not think of future. 





DUPLICATION OF SPACE 



IDENTITY 



FUSION 



FLOW 



Connectivism 
  



Connections 
 Reflexivity 
  Empathetic 
   Adherence 
    Transparency 
     Empowerment 
 

 





Data Collection Design 

DEVELOPMENT 
2D Modeling 

IDEATION 
1. Anchor Questions 2. Through the Eyes 3. Provocations 

Clarification [EMPATHY] 
Persona Development   



16 Secondary School Teachers  
 
4 CPD Providers 
 
April 2017 



Centre for Recovery and Social Inclusion 
 
100 service providers 
 
May 2017 
 



State of Mind Ireland Industry Forum 
 
IBM, Bank of Ireland, KPMG 
 
30 participants 
 
September 2017 



2017 EERA Specialist Seminar 
 
9 Countries 
 
30 participants [Young People, Principals, Researchers, Teachers] 



Data Analysis 

Coding 

Reflection 

Socratic 
Discussion 

Thematic 
Analysis 



KEY FINDING 1 
 
RETURN TO THE PURPOSE OF EDUCATION I.E. 
GLOBAL AND CONNECTED CITIZENS WHO 
ENACT PRO-SOCIAL VALUES 



 



The focus of education is to move 
citizens toward eudaimonia  

i.e. human thriving and flourishing  
(Chatfield, 2012)  



KEY FINDING 2: 
 
The Praxis of Digital Wellbeing must comprise 
BOTH ‘values fluency education’ and ‘digital 
fluency education’ 
 



Components of Digital Wellbeing 

Digital 
Literacy 

and 
fluency 

Values 
literacy 

and 
fluency 

Digital 
Wellbeing 



Digital Literacy and Fluency 

Digital literacy – A digitally literate person knows how to 
use digital technologies and what to do with them. 

 

Digital fluency – A digitally fluent person can 
decide when to use specific digital technologies to 
achieve their desired outcome. They can 
articulate why the tools they are using will provide their 
desired outcome. 

       (The New Zealand Curriculum, 2016) 

 



• Values  literacy – A values literate person can 
to read a situation (real or virtual), make a 
value judgment on it and then enact that 
value judgment (Chambers & Sandford, 2016). 

 
• Values fluency – A values fluent person can 

articulate why they enact particular values in 
real and virtual settings and gauge the 
consequences of such actions (Chambers & 
Sandford, 2017). 
 

Values Literacy and Values Fluency 



Figure 1: Values Literacy & Fluency  
(adapted from 'Digital literacy and fluency', Briggs & Makice, 2012) 
 



Digital Wellbeing 

Digital Wellbeing is the powerful combination of 
being digitally fluent and values fluent in real 
and virtual settings. A citizen who enjoys digital 
wellbeing will thrive and flourish as s/he is 
empowered to be compassionate, connected, 
curious, creative and critically reflexive in a 
digital society. 



KEY FINDING 3: 
 
THE PRAXIS OF DIGITAL WELLBEING 
 



Critical Prosumer of Knowledge 



DEVELOPING THE PERSONAL VALUES COMPASS: 
RELATIONSHIPS AND REFLECTION 

Strategy One 



Developing the Personal Values 
Compass: Component parts 



Personal Values Compass:  
Where are you located? 

 

(Circular motivational continuum of 10 values in the refined value theory, Schwartz et al., 2012) 



IMPLEMENTING THE PERSONAL VALUES COMPASS: 
APPLICATION TO VALUES DILEMMAS 

Strategy Two 



What is a Values Dilemma? 

• A values dilemma is a real-life value-centred 
problem.  
 

• An authentic case study highlighting one of 
the five DigComp 2.1 digital competencies.  
 
 



The Values Dilemma  
(Competency 2. Communication & Collaboration) 

Joanie is 12 and going to a co-educational school and 
has lots of friends.  When in PE class, Barry took a video 
of her performing a gymnastics routine and uploaded it 
to Instagram. Schoolmates are commenting on this and 
making fun of Joanie and her body shape. She told her 
parents what happened and they contacted the school 
principal.  He asked Barry to remove video from 
Instagram, which he did while sitting in the school 
principal’s office. Tim and Mike still have the video saved 
on their phones. 

 



Ecology Map for Central Character 
and all Stakeholders  



Empathy Map Template 

 

(adapted from Hasso-Plattner Institute, 2016)  



Problem Statement for each Stakeholder 

 



Journey Map of Case 

 



Personal Values Compass:  
Locate Central Character? 

 

(Circular motivational continuum of 10 values in the refined value theory, Schwartz et al., 2012) 



Cognitive Behaviour Therapy: 
Alternative Action Formulation 

 

(Adapted from Alternative Action Formulation (Martin, 2018) 
 



LEARNING MATRIX FOR TPACK 
Strategy Three 



DIGITAL FLUENCY EDUCATION 



Digital 
Literacy 

and 
fluency 

Values 
literacy 

and 
fluency 

Digital 
Wellbeing 



Bloom’s Digital Taxonomy  
(Churches, 2009) 



Technological Pedagogical and Content 
Knowledge (Koehler & Mishra, 2005) 

 
 
  

 



Learning Matrix for TPACK:  
2. Communication and Collaboration 



Go raibh maith agaibh as éisteacht liom… 
 

Merci de m’écouter!  
 









Contact 

• Twitter: @DrFiChambers 
• Email: f.chambers@ucc.ie 
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