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Education for a Digital Age

e 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).
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DigComp 2.1 (2017)

1.
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Problem solving




USING DESIGN THINKING TO
DEFINE THE PROBLEM AND, THEN,
DEVELOP A SOLUTION?
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Iterative Design Thinking
(adapted from Goligorsky, 2012)

opportunity area

Four Phases

ideate

problem

implement

Figure adapted from fofowing Sowces:
Goligoreky, O 2012 Dec 6, 'Empathy and innovation: The IDEDQ Approach,’ Leciure, Harvam Business Schood, Boston, MA.
Puccin, G, Mance, M, and Murdock, MC 2010, Crealive Leadersiip: Skifs That Drve Change, 2nd ed., SAGE Publcations, inc., Wobum






John

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.



Wicked Problem: How do we educate John
to enjoy digital wellbeing?
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Principles of Research with, for and by Youth
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Evaluatmg the impact of a digital hteracy programme on students dlgltal
wellbeing in our school

i

Georgie Roche & Ruth Kevane
Bandon Grammar School

Introduction

Aim: To evaluate the impact of a digital
literacy pregramme on students' digital
wellbeing in our school.

This is the first project of its type in the Republic
of Ireland.

We thought of this idea when reading the
newspaper coverage about ask.fm and the cases
of on-line bullying and resultant teenage suicides
in Ireland.

Digital literacy is the ability to access, search,
evaluate, modify and distribute digital media, and
develop skills in the use of new technologies (Ng,
2012). There are two skills:

(a) Technical (being able to use technologies)

(p) Cognitive (being able to make the right
choices when gathering and filtering
information) (Mohammadyari & Singh, 2015)

Digital literacy is a key aspect of digital

wellbeing (Beetham, 2018). There are seven
aspects as shown in Figure 1.

Figure 1: Seven aspects of Digital Wellbeing

Experimental
Methods

The project adopted a mixed methed approach,
using both gqualitative and quantitative data
collection and analysis tools.
. We gathered data across 661 students from
one rural mixed secondary school.
. We sought and received ethical clearance
from school management.
. Parents signed informed consent.
. Data were collected during two phases.
o Phase 1: survey monkey (194 pupils)
followed by two focus groups (2™ year and
TY).
o Phase 2. The intervention, which was
research exercise followed by Kahoot.
o Quantitative data were analysed using
survey monkey descriptive statistics and
voyant used to code qual|tat|ve data

Figure 2: Participants per Year Group
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Figure 3: Phases of Data Collection

Results

The study supports the OECD report (2015) on how
digital natives do not know how to use digital media
safely and unpacks this further highlighting seven
key issues with the digital literacy and digital
wellbeing of Irish adolescents:
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Figure 4: Seven Key Findings

people

Figure 5: Best things about technology

Figure 6: Awareness of Persons hurt by misuse
of technology

Figure 7: Impact of technology hurting pupils

Conclusions

Qur project demonstrated that the
intervention resulted in an improvement in
digital literacy related to knowledge of online
safety but cannot conclusively show an
improvement in digital wellbeing. It is our
contention that such an improvement would
require an ecological intervention encompassing:
(a) School policy; (b) Teaching and learning
strategies specific to digital wellbeing; (c)
Targeted professional development for teachers;
(d) Education campaign for parents.




Data Collection Design
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KEY FINDING 1

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



(2) Impact of being hurt by
technology

narm

(7) There is an unwritten
phone/device etiquette.

Knowing friends passwords




citizens toward eudaimonia

i.e. human thriving and flourishing
(Chatfleld 2012)




KEY FINDING 2:

The Praxis of Digital Wellbeing must comprise
BOTH ‘values fluency education’ and “digital
fluency education’




Components of Digital Wellbeing

Digital Values
Literacy literacy Digital

and and Wellbeing
fluency fluency




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 and Values Fluency

 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).




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
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Strategy One

DEVELOPING THE PERSONAL VALUES COMPASS:
RELATIONSHIPS AND REFLECTION



Developing the Personal Values
Compass: Component parts

Ontological
Microsystem
Macrosystem

Ontological
Microsystem
Macrosystem

Ontological
Microsystem
Macrosystem

1. Personal Mission
Personal Mission Statement

2. Personal Identity
Myers Briggs Test

3. Personal Beliefs and Values
Portrait Values Questionnaire @ /‘m

Why are you here? What is
your purpose? To what
larger whole do you feel
committed?

Who are you? What is your
personality?

What do you believe in’?
What are your values?



Personal Values Compass:
Where are you located?

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



Strategy Two

IMPLEMENTING THE PERSONAL VALUES COMPASS:
APPLICATION TO VALUES DILEMMAS



What is a Values Dilemma?

e 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
narents what happened and they contacted the school
orincipal. He asked Barry to remove video from
nstagram, which he did while sitting in the school

orincipal’s office. Tim and Mike still have the video saved
on their phones.




Ecology Map for Central Character
and all Stakeholders

Stakeholder 4
Stakeholder 3
Stakeholder 2

Stakeholder 1

Central
Character



Empathy Map Template

Empathy Map

(adapted from Hasso-Plattner Institute, 2016)



Problem Statement for each Stakeholder




Journey Map of Case

Phases |1 10
of Case
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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)



Strategy Three
LEARNING MATRIX FOR TPACK



DIGITAL FLUENCY EDUCATION



Digital Values
Literacy literacy Digital

and and Wellbeing
fluency fluency




Bloom’s Digital Taxonomy
(Churches, 2009)
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Technological Pedagogical and Content
Knowledge (koehler & Mishra, 2005)

Technological
Pedagogical Content
Knowledge
(TPACK)

Technological

. Technological

Pedagogical TEchncilnagmal Content

Knowledge "':”".'Iff ge Knowledge
(TPK) (TK) (TCK)

Pedagogical Content
Knowledge Knowledge
(PK) (CK)

Pedagogical
Content
Knowledge
(PCK)

Contexts



Learning Matrix for TPACK:

2. Communication and Collaboration

2. Communication and Collaboration

Level Foundation Intermediate Advanced Highly Specialised
Bloom’s Digital Remembering Understanding Applying Evaluating Creating
Taxonomy
Sub-level 1 2 3 4 3 [ 3 7 8
Whe is Maisic Maisie Maisic Maisie Maisie Teachers, Teachers, Teachers, School
responsible? (with help) Pupils & School Pupils & Pupils & and
Community School School Society
Community Community
General Learning the rules of Autonomous Independent Guides Others Able to adapt Integrate & New
Comments engagement dizcovery application to to otherz in a contribute to ideas for
multiple changmg professional the field
contexts context practice &
guide others
2.1 Interacting With Athome, With classmates, Create an Explore other | Evaluate where | Developing an | Create a achool | Use VR
through digital teachers find out what | discuss the infographic to ways of using | and when such app web page for pen to
technologies guidance social media | positive and show the apps technology to technologies colleagues create
list social the family negatives of used by class interact should be used showing new
media apps | members use | interacting and pros and vanety of work
and why? through social cons of using possibilities
media these.
2.2 Sharing ‘What are Investipate How might she What are the Creates a Peer review of A global On site show Create a
through digital the rules the copyright | have to change pros and cons personal website design classroom vanety of world in
technologies about and copyleft her behaviour to of Wikipedia? website on project on student work Open
sharing rules. ensure she is safe ‘word press global issue of Sim for
personal online and that concem the work
material on she is not
line infringing
copynght?
2.3 Engaging in What is Identify a Showing an Choose a Develop a Set up local Installation of | Create school *
citizenship through | citizenship | peson whom | undemstanding particular multimedia art | school the multimedia | policy in
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Contact

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