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Introduction to the Tutor Manual
Welcome to the DiLitE training curriculum. The curriculum was created to support adult educators across Europe build their
capacity to effectively understand and utilise digital literacies in their lessons. The manual is one of the key outputs of the
DiLitE project and was written by project partners based in the United Kingdom, Spain, Ireland, Portugal, Cyprus and Greece.
The curriculum consists of 6 unique modules that explore the varying components of digital literacies. Each module provides
a theoretical overview, a specific case study, two videos with reflective questions, session plans for bringing the key concepts
to your learners and finally, a list of possible follow-up resources.
The training curriculum aims to bring some of the most current thinking on digital literacies into the learning space and whilst
the session outlines use participatory pedagogical approaches that ensure all learners can take part. Overall the sessions
below should be accessible to all learners regardless of their digital literacy and/or other literacies starting points. These
sessions aim to empower learners to explore this vastly changing world of digital literacies and ensure that no one is left
behind.
Recommended:
It is recommended that the practitioner/tutor uses this training manual in conjunction with the other training resources
developed as part of the DiLitE project. These materials can be freely downloaded from the project website at Dilite-project

– Dilite-project (dilite-project.eu).
It is also recommended that as the practitioner, you use the manual in a way that suits you. Each module has been created
as a standalone module so pick the one that interests you most and start there. Why not use the hashtag #Dilite to continue
the discussion online?
Finally, if you have any questions please do not hesitate to contact the project team who can assist you. We are here to learn
from you and support you where possible.

Introducing the DiLitE Project:
The Digital Literacy in Europe (DiLitE) project aims to build digital capital across Europe. DiLitE has conducted research across
six partner countries (Cyprus, Greece, Ireland, Portugal, Spain and the UK). This research informs the development of a new,
innovative curriculum and toolkit that will support learners’ digital literacies and digital literacy skills. On the project website
you will find a range of teaching resources, ideas, techniques and approaches to support practitioners across Europe
(including volunteers, mentors, classroom assistants, and teachers), working with adult learners across a wide range of
contexts and settings. There are a range of opportunities in each country for practitioners to get involved – contact your incountry partner to find out more.
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MODULE 1
DIGITAL LITERACIES: WHERE IS THE CONCEPT FROM?
1.1 Knowledge Base: Context and Current Thinking
OVERVIEW

While “literacy” on its own generally stands for reading and writing skills, when we place the word “digital”
before it, the concept goes way beyond this. But translating the English term “digital literacy” into other
languages has also proven repeatedly problematic. In the plural form, “digital literacies”, the situation
becomes even more complicated but also far more interesting and, in the end – we strongly believe–
rewarding. So, “what are digital literacies?” and “where has this concept come from?”. The purpose of
this module is to approach these questions, fully aware that several definitions, theories and a few dates
are not enough, since the concept of digital literacies is constantly evolving, following the accelerating
rhythms and rapid changes of our digital era. Besides, the more successful answers are, in a way, those
that create even more questions!
And as the notion of what constitutes literacy changes, so do the approaches to learning and teaching
(digital) literacies to learners of all ages. Adopting new tools to teach literacy in the same way as before is
not enough. And there are two more crucial questions that we will discuss: “how do we learn to learn?”
and “how do we learn to teach digitally?”. This module will track basic changes in literacy pedagogy and
the learning models that underpin it over the past 30 years as an opportunity for each educator and
practitioner to also reflect on their dominant practices and consider how much their teaching methods
have evolved to date.
During the training implementation (which will be detailed for both face-to-face and online teaching), we
will explore some inspiring ideas and good practice in terms of integrating technology into the classrooms,
and gaze into the future of literacy teaching in a highly technology mediated society.

KEY WORDS
●

Digital literacies, learning, digital pedagogy

Key Message from the Current Thinking to be featured
In the era of digital literacies, educators are no longer the “experts” but rather the co-creators of
knowledge, along with the learners.

6|Page

1.1.1. From “digital literacy” to “digital literacies”
The term “digital literacy” is credited to Paul Gilster (1997, p.2), an American writer on aerospace and
technology topics, who referred to it as a logical extension to literacy and defined it 23 years ago as “the
ability to both understand and use digitised information”. The concept has been discussed widely
throughout the 1990s and has expanded, building upon the discourses of “visual literacy” (using nontextual symbols and images to make sense of knowledge); “technological literacy” (the ability to use a
particular technology or technologies); “computer literacy” (developed in the 1980s as a response to the
launch of personal computers, describing the computer as a means to achieving a specified outcome);
and “information literacy” (related to finding, evaluating, using, and sharing information) (Belshaw 2011,
Patti 2020). During the last years it has also included so-called “metaliteracy”, as well as related capacities
for assessing social and ethical issues in our digital world (Jacobson et al, 2019).
The definitions and the aspects are innumerable but as Heitin (2016) puts it in a clear and comprehensive
way: “Sure, reading and writing are still very much at the heart of digital literacy. But given the new and
ever-changing ways we use technology to receive and communicate information, digital literacy also
encompasses a broader range of skills - everything from reading on a Kindle to gauging the validity of a
website or creating and sharing YouTube videos”. “Digital literacies” differ from “analogue literacies”
because digital tools break down traditional barriers of time and space and allow us to mix tools together
with greater flexibility (Jones & Hafner, 2012).
The European Union refers to digital literacy as “digital competence”, where competence is defined as a
combination of knowledge, skills and attitudes appropriate to the context. With the 2006 European
Recommendation on Key Competences (Official Journal L 394 of 30.12.2006) digital literacy is
acknowledged as one of the 8 key competences for Lifelong Learning. As mentioned by Yves Punie in the
preface of the DIGCOMP report: “Digital Competence can be broadly defined as the confident, critical and
creative use of ICT to achieve goals related to work, employability, learning, leisure, inclusion and/or
participation in society. Digital competence is a transversal key competence which, as such, enables us to
acquire other key competences (e.g. language, mathematics, learning to learn, cultural awareness). It is
related to many of the 21st Century skills which should be acquired by all citizens, to ensure their active
participation in society and the economy” (Ferrari, 2013).
According to the DIGCOMP framework, the areas of digital competence or digital literacy are the
following:
1. Information: identify, locate, retrieve, store, organise and analyse digital information, judging its
relevance and purpose.
2. Communication: communicate in digital environments, share resources through online tools, link
with others and collaborate through digital tools, interact with and participate in communities
and networks, cross-cultural awareness.
3. Content-creation: Create and edit new content (from word processing to images and video);
integrate and re-elaborate previous knowledge and content; produce creative expressions, media
outputs and programming; deal with and apply intellectual property rights and licences.
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4. Safety: personal protection, data protection, digital identity protection, security measures, safe
and sustainable use.
5. Problem-solving: identify digital needs and resources, make informed decisions as to which are
the most appropriate digital tools according to the purpose or need, solve conceptual problems
through digital means, creatively use technologies, solve technical problems.
However, in recent years’ efforts to describe a “single” digital literacy has been challenged, opening the
way to the plurality of “digital literacies” (Ng, 2012 & Street, 1995). As a result, the use of plural conveys
the many faces of literacy in the modern technological era, encompassing cognitive, technical and socialemotional skills. Most of the time, the term is mainly used as an “umbrella” for the media literacy skills
and digital competences which appear in national curricula, referring to our ability to effectively make use
of the technologies at our disposal. Quoting Jill Castek, a research assistant professor with the “Literacy,
Language, and Technology Research Group” at Portland State University, Heitin (2016) mentions that “the
concept should instead be considered plural—digital literacies—because the term implies multiple
opportunities to leverage digital texts, tools, and multimodal representations for design, creation, play,
and problem solving”. In a broader sense, digital literacies are the skills, knowledge and abilities required
and acquired via multiple ways, which enable people to participate in an effective and responsive way to
a constantly changing digital society.

1.1.2 Learning theories and digital pedagogies
When practitioners, educators or teachers who have completed their studies ten or more years ago enter
a classroom today it is highly likely that they will find a different learning environment to the one they
met as learners, since both teaching and learning have changed radically. In fact, over the last thirtyyears
or so, “learning” has become one of the most used words in the field of education. As Smith (1999-2020)
points out, “adult education became lifelong learning; students became learners, teachers facilitators of
learning; schools are now learning environments; learning outcomes are carefully monitored” with all
these being in part due to the rise of individualizing neo-liberal policies along with the contribution of the
developments in learning theory.
But what does “learning” mean to each one of us? And what does it mean to learn in the digital era? And
how do we learn about learning? Contrary to what one might think, we do not all share the same
conception of the learning process. Among those who have studied the issue, the Swedish educational
psychologist and researcher Roger Säljö (1979) conducted a survey among people with very different
learning experiences and defined five different conceptions of the learning process:
1. Learning as a quantitative increase in knowledge (we increase the amount of information that
constitutes our knowledge base).
2. Learning as memorizing and reproducing (we record information that can be recalled and used).
3. Learning as a means to an end, as acquiring facts, skills, methods, etc. (that we can retain and/or
use in practice when necessary).
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4. Leaning as making sense or abstracting meaning (we seek to understand the “hidden meaning”
of things).
5. Learning as an interpretative process and understanding of reality in a different way (we try to
comprehend the world by reinterpreting knowledge).
In the following years, various others studies explored the conceptions of learning in different audiences
describing even more conceptions of learning, e.g. learning as personal fulfillment, as changing as a
person, as a duty, as a process not bound by time or context or as developing social competence (Purdie
& Hattie, 2002).
To move a step further, in an attempt to sum up the five basic learning theories of a) behaviourism, b)
cognitivism, c) humanism, d) constructivism and e) the social cognitive theory, the following schematic
presentation is given by Merriam & Bierema (2014, as quoted in Smith, 1999-2020) .
Five orientations to learning
Aspect
Learning
theorists

View of the
learning
process

Behaviourism

Cognitivism

Thorndike, Pavlov,
Watson, Guthrie,
Hull, Tolman,
Skinner
Change in
behaviour

Koffka,
Kohler,
Lewin,
Piaget,
Ausubel, Gagne

Internal mental
process (including
insight, information
processing,
memory,
perception)

Maslow,
Rogers

Social
cognitive theory
Bandura, Rotter

Bruner, Dewey, Laveand
Wenger, and Vygotsky

Interaction withand
observationof
others in a social
context

Learning is creating
meaning from
experience

Affective and
cognitive needs

Learning is in
relationship
between peopleand
the environment
To learn newroles
and behaviors

Individual and social
construction of
knowledge/
understanding

Stimuli in external
environment

Purpose in
education

Produce behavioural
change in desired
direction

Develop capacityand
skills to learn
better

Become selfactualized
and
autonomous

Educator’s
role

Arranges
environment to
elicit desired
response

Structures content
of learning activity

Facilitates
developmentof
the whole person

Model and
facilitate new
roles and
behaviours

Cognitive
development
Intelligence,
learning and
memory as
function of age,
learning how to
learn

Andragogy,
Self-directed
learning

Socialization,
Self-directed
learning,
Mentoring

Behavioural
objectives,
Competency
-based
education, skill
development
and training

Constructivism

A personal actto
fulfil potential

Locus of
learning

Manifestations in
adult
learning

Internal
cognitive
structuring

Humanism

To build understanding
andknowledge

Works to help build
settings in which
conversation and
participation can occur
Experiential learning,
Transformational
Learning, Reflective
practice, Communities of
practice
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As concepts of literacy have changed, so has literacy pedagogy. In the era of digital literacies, educators
are no longer the “experts” but rather the co-creators of knowledge, along with the learners. As a result,
activities in classrooms are fundamentally different, theory is embedded in practice and the point is to
create “new activities on new media” and put the teacher-student relation on a new basis. Educators’
professional growth is the key to successful digital pedagogies and this demands reformed programs for
them where digital literacy will be grounded in relevant contexts, collaboration, and multimodal designs,
creating and promoting new communities of practice in the digital era (Ortlieb et al, 2018). Being a
practitioner or educator in a “digital literacies” environment means to be a lifelong learner.
Milton & Vozzo (2013, p.p. 76-77) point out that “digital pedagogy includes several axiomatic changes to
traditional pedagogy and has more in common with a constructivist approach, in which learners construct
their own knowledge in a social context. However, digital pedagogy goes beyond that to include a focus
on digital technology for learning. Central to digital pedagogy is the co-construction of knowledge. A
digital pedagogy includes planning for learning which is less based on particular content than on problemsolving. It can present knowledge as problematic rather than as fixed. Following Kent & Holdway (2009)
and Luckin et al (2009) the writers continue by mentioning that digital pedagogy (or even better “digital
pedagogies”) promotes higher order thinking skills making learners move from remembering content to
gaining a deep understanding of concepts; digital pedagogy develops critical analysis, metacognition and
reflection, often through creation, editing and publishing online, while in addition it promotes
connectedness to the wider world (e.g. through the use of web 2.0 technologies and social networking).
However, since not all learners know how to use the whole range of new technologies or don’t have the
necessary navigation skills, the key for practitioners is to help them understand how to identify, search,
evaluate, analyse and use the huge amount of data and information that surrounds us in the digital era in
an effective way.
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1.2 Case Study
Title

The Digital Age Project

Purpose or aim

The Digital Age Project is an initiative that focuses on the promotion of
digital inclusion, particularly with older people in sheltered
accommodation.

Description

The “Digital Age” website hosts resources created by the project that
are designed to be used to assist older people and anyone looking to
learn more about getting online and also to support those who have
digital skills to use them to support learning for others.
The resources consist of “Learning Cards” that are designed to help the
users improve their skills in five different areas:
a) the use of technology,
b) keeping touch via digital tools,
c) safety,
d) social activities,
e) social media platforms
The website also allows users to design a digital literacy course for
others by providing guidance in planning, toolkits for teachers and
volunteers.
There are two sections to this site. To access learner cards go to “I want
to improve my Digital Literacy” and to support a learner go to “I want
to support someone with their Digital Literacy”.

Benefits of teaching
literacies

By getting older people online, “digital literacy” can open up a new
world of information, whilst enabling communication, access to
services and keeping in touch with others. Participants who have taken
part in the project so far have highlighted the benefits of being able to
keep in touch with family and friends through email and Skype, shop
for the best deals online and pursue hobbies and interests.

Key lessons learned

The problem with developing a course for digital literacy is that of
constant change; another problem is the complicated nature of many
technologies and apps. Digital Literacy has to be about resilience and
learning how to find solutions for yourself or in helping others.
“Learners cards” have moved towards that direction, since they take
the form of short activities and rather than providing step-by-step
instructions, they provide some basic information and then direct to
videos or websites that can offer further support.

Website/ Url

http://digital-age.org.uk
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1.3 Video Content
Video link (url): https://www.youtube.com/watch?v=aHAApvHZ6XE
Description of the video: Andrea Quijada de-constructs advertisements and talks about the need
to create critical thinkers through media literacy, starting from young ages (TEDx Talk).
Questions for Reflection (after watching the video)
1. This video was uploaded in 2013 and focuses mainly on TV and printed ads. How does this
presentation apply to today’s digital media environment?
2. How important is it for learners of all ages to de-code visual and text messages and “read
behind the lines”?
3. Can you think of 1-2 examples from the contemporary digital world that could bedeconstructed and used as examples in a classroom with adult learners?

Video link (url): https://www.youtube.com/watch?v=ArI6albrkuY
Description of the video: David Middelbeck, Chairman of the European nonprofit organization
TechLabs, talks about reinventing education for the digital age (TEDx Talk).
Questions for Reflection
1. What is your vision for the future of digital education? (This question could be discussed both
before and after watching the video)
2. How do you integrate technology into your classroom?
3. As a practitioner/educator for adult learners in a digital era, what are your own educational/
development needs around digital literacies?
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1.4 Session Plan (3 hours’ duration in face-to-face environment)
Module Title: Digital Literacies – Where has it come from?
Description of the Learning Activities

Methodology

Digital Technologies:
“Digital Utopia” vs “Digital Dystopia”

Face-to-face:

This activity asks learners to think
about the pros and cons of technology
and the different aspects of their use in
our daily personal and professional
life.
This activity is adapted from the
Chapter 1 – “Mediated Me”, found on
the
website
of
the
book
“Understanding Digital Literacies. A
practical Introduction” by Rodney H.
Jones and Christoph A. Hafner.

1. Ask learners to discuss
how technology has evolved
over the years.
2. Ask the learners about
how they use technology in
their daily life, both personal
and professional.
3. Create a table with two
columns and ask learners to
suggest examples of “How
digital technologies are
making things better/easier”
and
“How
digital
technologies are making
things worse/more difficult”.
4. Ask learners to discuss the
two lists.

Timing
(minutes)

45 minutes

Materials/
Equipment Required

Board / flipchart
paper

Online:
1. Ask learners to discuss
how technology has evolved
over the years.
2. Ask the learners about
how they use technology in
their daily life, both personal
and professional.
3. Ask the learners to search
the web using Google or
another search engine to
find examples of ways digital
technologies are making

A shared Google .doc
or dropbox paper
Instructions on how
to share files from
Google Drive
https://support.googl
e.com/docs/answer/2
494822
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things better and how they
are making things worse.
4. Use a shared Google .doc
or Dropbox paper or -even
better- search for free
brainstorming tools.
5. Make sure that all
examples include the URL of
the websites where the
examples were found. E.g.
“Digital technology can make
us more
creative
https://www.cnet.com/news
/5-online-drawing-classes-yo
u-can-take-right-now”
Or
“People are forgetting how
to
spell
http://www.zdnet.com/blog
/education/when-did-people
-forget-how-to-spell-or-com
plete-sentences-or-form-tho
ughts/1689”
6. Ask learners to discuss
their findings.

Crowd-accelerated Learning

Face-to-face:

The aim of this activity is to bring
learners together in both physical and
virtual worlds through the creation of
an online community.

1. Explain to the learners the
main goal of “crowdaccelerated learning”, that is
to bring enough people with
a common interest together.
( It’s a good idea to research
“crowd-accelerated
learning”
before
the
session).
3. Create a Facebook (or
other social media) group for
the members of the course

Learners will be motivated to engage,
participate and benefit from digital
literacy in action, using digital tools
and sources in an engaging and
interesting way.
The face-to-face activity is intended to
be implemented in courses with a

Instructions on How
to create a Dropbox
Paper doc
https://help.dropbox.
com/files-folders/pap
er/create-doc
Davis, s. “14 Free
Brainstorming Tools
To Facilitate
Innovation”, Tallyfy
https://tallyfy.com/br
ainstorming-tools/

90 minutes
(in order to
discuss the
activity and
organise the
function and
rules of the
group)

PC, tablets or mobile
phones with internet
connection
Board / flipchart and
markers
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duration of at least 4-weeks or longer
aspiring to be more than just an
individual - “time limited” activity and
become part of the course during its
full duration –and hopefully– to be
continued after its completion.
For shorter-time courses the online
methodology can work better for both
digital and face-to-face classes.

and decide on a title/name
for it.
4. Encourage learners to
search for other groups with
similar content to get ideas
5. Discuss, agree and write
down basic rules and
directions for all group
participants.
6. Explain to the learners the
use and the purpose of
hashtags (#) as a way to
connect social mediacontent
to a specific topic, event,
theme
or
conversation.
7. Discuss and decide the
best hashtags for your
group, knowing that more
hashtags could be added
later.
8. Agree that every day (or
once or twice in the week)
all the group members will
create at least one post with
material related to the
course, using the right
hashtags (e.g. videos, related
sources, newsfeed or even
personal thoughts and ideas
for further discussion).
8. When the course/lessons
approach to end, discuss
what the online group has
produced and decide if you
would like to invite other
people to join.

Online:
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This activity can be run
online via Zoom or similar
with almost the same
procedure as the face to face
version, with addition of a
shared google .doc or
Dropbox document, or
shared Jamboard screen so
that all the learners can share
their notes in one place.

90 minutes

Instructions on how
to share files from
Google Drive
https://support.googl
e.com/docs/answer/2
494822
Instructions on How
to create a Dropbox
Paper doc
https://help.dropbox.
com/files-folders/pap
er/create-doc

Learners can be encouraged
to join these groups and/or
start
creating
posts
individually, during the
session, using the hashtags
identified.

“My online identity”

Face-to-face:

Digital literacy practices have grownup
around social networking sites like
Facebook, Instagram, LinkedIn, Twitter
etc. The aim of this activity is to make
learners reflect on the various ways
people construct their
online
identities and present themselves in
online social networks.

1. Ask the learners if they
have social media accounts
and how often they use
them.
2. Ask from each one to
think about the information
he/she has posted on social
media in the last week
including photos, links and
comments.
3. Ask learner to discuss the
following questions: “Which
of these items has received
the most attention from the
other people in yournetwork
(e.g. “likes”’ or comments)?
“Why do you think this is?”.
4. Take feedback

This activity is adapted from Chapter
10 – “Social Networking”, found on the
website of the book “Understanding
Digital
Literacies.
A
practical
Introduction” by Rodney H. Jones and
Christoph A. Hafner.

A shared Google .doc
or dropbox paper

45 minutes

PC, tablets or mobile
phones with internet
connection
Whiteboard and/or
flipchart paper
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5. Ask learners to discuss
“online identities”

Online:
This
activity
can
be
conducted in the same way
via Zoom or similar.
(Learners will also have
better access to their social
media).

45 minutes

1.5 Key Takeaway
The concept of digital literacies encompasses a range of skills and knowledge necessary to evaluate, use, and
create digital information in various forms. Many of these literacies blend and blur into each other, therefore
both practitioners and learners place these in context. Digital Literacies can help many adult learners to get ahead
in the workplace or have better future job opportunities, and are key in becoming a fully-fledged citizen in the
21st century. Practitioners and educators have a pivotal role to play in helping adult learners understand how
information and knowledge are shaped and shared today across the digital landscape. Further, teaching digital
literacies can make all classes a lot more relevant and interesting in the here and now.

1.6 Useful references and resources
Description
Link
EPALE- Electronic Platform for Adult https://epale.ec.europa.eu
Learning in Europe. EPALE is funded by the
Erasmus+ programme and is a European,
multilingual,
open
membership
community of adult learning professionals,
including adult educators and trainers,
guidance and support staff, researchers
and academics, and policymakers.
EPALE provides a wealth of high-quality,
accurate information relevant for adult
learning practitioners.
European Commision, DigComp. All https://ec.europa.eu/jrc/en/digcomp
relevant information and EU publications
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about the European Digital Competence
Framework, also known as DigComp, that
offers a tool to improve citizen's digital
competence.
DigComp – Digital Competencies. Do your
self-assessment test for educators.
The digital competence wheel: an Online
Testing
Tool
that
maps
Digital
Competences.
Benjamin Bloom’s 1956 Taxonomy of
Educational
Objectives provides
practitioners and educators with a
framework and associated keywords that
can be used effectively to clarify learning
goals and outcomes for students. Patricia
Armstrong of Vanderbilt University gives a
useful summary of Bloom’s Taxonomy if
you are not familiar with it.

http://www.digcomptest.eu/index.php?pg=facaSeuTeste
https://digital-competence.eu/dc/

https://cft.vanderbilt.edu/guides-sub-pages/blooms-taxonomy
http://www.donnaalexander.org/digcomp-2-1-and-blooms-digital
-taxonomy

126 Bloom’s Digital Taxonomy Verbs For https://www.teachthought.com/critical-thinking/126-blooms-tax
Digital Learning. A useful source that onomy-verbs-digital-learning
merges 21st century learning, modern
digital and social spaces, and Bloom’s
Taxonomy in one framework.
Understanding Digital Literacies. A https://routledgetextbooks.com/textbooks/_author/jones-97804
practical Introduction. This website is 15673150
designed to supplement “Understanding
Digital Literacies: A Practical Introduction”
by Rodney H. Jones and Christoph A.
Hafner (2012). The website includes
features to help learners and practitioners
make the most of this book, such as
chapter summaries and main points,
additional exercises and additional
resources (websites, videos, academic
articles etc.).
D3, Erasmus+ funded project (9/2019 – https://d3.youthmetre.eu
8/2021). This project builds on the
outcomes of the previously implemented
Comenius Forward Looking Youth project
“YouthMetre: A Tool for Forward Youth
Participation”, aiming to provideinnovative
mechanisms (curricula and engagement
structures) resulting in learning and
engagement opportunities to integrate
digital technologies and open
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data in schools. The project’s goal is not
only to narrow the existing gap between
education and digital literacy, but to shift
the education process in innovative ways
adopting educational approaches that are
a catalyst for learning and teaching digital
citizenship.
ALTER: Alternative Safety Nets, Erasmus+ https://alterproject.eu
funded project (9/2019 – 8/2021). This
project aims to maximise the impact and
contribution of alternative education or
other equivalent institutions for adult
education, both in terms of increasing the
quality of courses provided and also in
empowering and facilitating the learners
to access the labour market, through
upskilling their digital/social media
competencies for job search purposes.
The Skills Toolkit. Free digital and https://theskillstoolkit.campaign.gov.uk
numeracy courses to build your skills.
Digital and numeracy skills are amongst
those that are most sought after by
employers, and can help adults progress in
work and boost their job prospects. Digital
skills can be anything from using social
media and staying safe online to coding,
programming or digital marketing.
Learners can choose from a selection of
high quality courses put together in
collaboration with experts and find a level
and time to study that’s right for them.
How to start using technology in your
https://www.advance-he.ac.uk/knowledge-hub/how-start-using-t
teaching. This resource walks practitioners echnology-your-teaching
and educators through the key decision
points they need to consider when
beginning to use technology (to engage
learners) within the lecture hall. Based on
his experience within medical education Dr
James Pickering, Most Innovative Teacher
of the Year (2014), offers a simple
walkthrough highlighting the lessons he
has learnt. He provides top tips and
explores some examples of best practice
to get tutors started with incorporating
technology into their practice.
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Ditch That Textbook. Plenty of elearning
activities, templates and tutorials about
innovative teaching ideas and rethinking
education.
The Applied Digital Skills curriculum
consists of free resources designed to build
digital literacy in education and for jobs,
using creative, video-based lessons.

https://ditchthattextbook.com/elearning-activities/

https://applieddigitalskills.withgoogle.com
& https://applieddigitalskills.withgoogle.com
/c/en/curriculum.html
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MODULE 2
DIGITAL LITERACIES: HOW TO TEACH IN FLUX?
2.1 Knowledge Base: Context and Current Thinking
OVERVIEW
The world is a complex place. From global inequality, to climate disasters and now a global pandemic.
People's lives are being drastically changed. Many are now being forced to work from home, mind children
and for some attempt homeschooling. For those involved in education, this is no different. Educators in
the field of literacy learning are now increasingly being asked to be research collaborators; agents of
innovation; facilitators of learning; techno-pedagogues whilst taking a keen interest in the personal
development of the learner.

One of the most powerful forces changing teachers’ and learners’ role in education is technology, and
now added to this a global pandemic. This module will discuss and discover the ways in which teachers’
roles have changed, particularly in the field of literacy learning and how participants are adapting and
rising to these challenges. This module will recognise the important role educators have in supporting
their learners to explore critically the world in which they live and provide opportunities for their learners
to engage in the creation of a more just, fair and sustainable planet. It will explore key education models
such as Global Citizenship Education and highlight digital literacy models such as the Pegrum Model. Will
you take on the challenge of educating for a better tomorrow?

KEY WORDS
●

Lifelong Learning, Global Citizenship Education, Sustainable Development Goals

Key Message from the Current Thinking to be featured

Digital Literacy education offers learners the opportunity to contribute to a fairer, just and
sustainable world.
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2.1.1

Traditional role of educators in literacy learning

As previously outlined in Module 1 ‘Digital Literacies: Where is the Concept From?’ we began to explore
the concept of digital literacies from a definitional perspective, a pedagogic perspective and a theoretical
perspective. We began to explore how this area of practice has evolved in recent years due to innovation
in technology, progressive understandings of the role of the learner in education and changes in external
factors such as a global pandemic and increased economic divides; which all have a major impact within
this area of learning. However, it is essential that in tandem we also explore the changing roles and
landscape of educators, particularly those involved in literacy learning.
“Literacy is the ability to identify, understand, interpret, create, communicate, compute and use printed
material associated with varying contexts. It involves a continuum of learning and in enabling individuals
to achieve their goals, to develop their knowledge and potential, and to participate fully in their
community and wider society” (Education for All, Global Monitoring Report, UNESCO, 2006).
As previously highlighted, there are many fundamental areas of focus within the area of literacies
including visual literacy, technological literacy, computer literacy and information literacy; to name but a
few (Belshaw 2011). However, it is now commonly recognised that the traditional role of educators in
providing literacy learning is changing. Traditionally, literacy educators were seen to be responsible for
providing lessons which focus on classical forms of literacy education including the need to provide basic
reading and writing lessons which support the learner to operate in their day-to-day lives (Barton, 1998).
Currently though, literacy education does not center around memorizing sentences, words or syllables or
engaging in the what Freire critically described as ‘banking education’ but instead focuses on “an attitude
of creation and re-creation, a self-transformation producing a stance of intervention in one’s context”
(Freire, 1972). No longer are teachers and educators seen as the ‘experts’ and the learner, an empty vessel
but instead, the educator has somewhat taken on the additional role of researcher, facilitator and coach
whilst the learner is recognised as entering the learning space with an abundance of knowledge and life
experience. In 1984 Malcom Knowles, the father of andragogy, suggested four principles which should be
applied to adult learning which should also apply to both literacy and digital literacy learning;
1 Adults need to be involved in the planning and evaluation of their instruction,
1 Experience should provide the basis of any learning activity,
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1

Adults generally are more interested in learning subjects which have immediate relevance in their
personal life,

1

Adult learning should be problem centered rather than content-orientated (Kearsley, 2010).

2.1.2

Changing landscape of literacy education

Literacy today is diverse and complex. According to Snow it is recognised as being “social, communitybased, culturally-defined, varied, and potentially transformational” (2004, P.5). For many, including
UNESCO (2010) literacy can be seen as “a human right, a tool for empowerment and a means for social
and human development”. The role of education is moving beyond the development of knowledge and
cognitive skills, towards supporting learners to build their values and soft skills that promote social
transformation. As globalisation evolves, climate change continues to perpetuate global inequality and as
a global pandemic causes sheer widespread devastation, there is a need for transformative pedagogies
that enable people to learn about and take action around humanities collective concerns. There is a
growing pressure on literacy teachers and educators to provide lessons that capture this changing
landscape and recognise the impact that this changing world may have on their learners. Educators have
a unique opportunity to deliver lessons that increase a learner’s social consciousness regarding the world
around them, increase the learner’s understanding of empathy and highlight the interconnected nature
of the world we live in. Literacy educators are provided with both an opportunity and a challenge to
highlight the diversity which now exists in most classrooms. It has been noted that there is a need for a
new definition of literacy which highlights the need for such a transformation “we need a radical
redefinition of literacy, one that includes a recognition of the vital importance that morality plays in
shaping literacy” (Sanders, 1994: 25).
To support this transformative learning approach, Global Citizenship Education (GCE) has been seen as a
progressive form of education that can be incorporated into varying literacy lessons. Global Citizenship
Education (GCE) is “an educational process aimed at increasing awareness and understanding of the
rapidly changing, interdependent and unequal world in which we live” (WWGs, 2020). Global Citizenship
Education is explicitly mentioned with the United Nations Sustainable Development Goals (SDGs) as an
avenue for addressing the need that all learners should acquire the knowledge and skills to promote
sustainable development. Within GCE, methodologies such as ‘Open Space for Dialogue and Enquiry
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(OSDE)’ (Andreotti et al., 2006) can provide starting points for educators and trainers to begin to engage
with these complex topics within their literacy lessons. OSDE is based on the following three principles:
2.1.2.1 All individuals bring to the space, valid and legitimate knowledge
constructed in their own context.
2.1.2.2 All knowledge is partial and incomplete.
2.1.2.3 All knowledge can be questioned.
As a framing paradigm within literacy learning, educators are encouraged to view GCE as trans-disciplinary
rather than an ‘add-on’ to lessons. GCE approaches include formal and informal learning, participatory
learning and both curricular and extracurricular interventions. It should support learners to examine the
root causes of global development issues and recognise the interconnected aspects of sustainable
development. The sessions outlined below will support the educator to begin the process of including GCE
in their literacy lessons.

2.1.3

Multiple roles of teachers in literacy education

Building on what was shared above, it has been recognised that teachers and trainers now have an unique
opportunity to prepare learners to function in a digital and global society. However, with that comes an
increased demand on teachers/trainers to undertake a variety of roles and positions in order to provide
well-rounded lessons that offer the highest possible learning opportunity for the student/participant.
Teachers are now required to not only make pedagogical adjustments but to also build their own
awareness and understanding of international development topics such as climate change and structural
inequality along with building their cultural understanding of their learners’ backgrounds. Teachers are
being encouraged to find ways of bringing their students’ backgrounds into the classroom in a respectful
and meaningful way.
With this in mind, teachers and trainers have had to often take on the dual role of researcher and
facilitator. Research has become fundamental and a growing area of interest for teachers, trainers and
the institutions where they work. With new methodologies emerging, teachers are often being put in the
position of needing to ‘upskill’ and to research further new emerging trends and practice. Learning to
teach is a lifelong process, so it is essential to provide ongoing and meaningful opportunities for
professional development for in-service teachers to foster advancement in their pedagogical expertise
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(Atay, 2008). Continual critical reflection on one's own practice is promoted. One key area of interest
regarding professional development is the desire for teachers to build their capacity to ‘modernise the
classroom’ through the utilization of new technologies such as Virtual Reality and engaging with new
social media trends such as ‘TikTok’. Teachers are now expected to prepare their learners for the digital
world and support their students to keep up to date with new technologies. As outlined in module one,
digital literacy is essential in enabling learners to operate effectively in contemporary culture. This in turn
is placing huge pressures on educators to firstly build their own understanding of digital technology. One
of the most prominent researchers and educators in this area is Mark Pegrum who states that “for our
language teaching to remain relevant, our lessons must encompass a wide variety of literacies which go
well beyond traditional print literacy. To teach language solely through print literacy is, in the current era,
to shortchange our students on their present and future needs'' (Pegrum et al., 2013).
Pegrum and his colleagues shared the following framework as a guide for educators to consider within
the field of digital literacies:
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2.2 Case Study

Title

Understanding the Sustainable Development Goals – A workbook for
Further Education Institutes

Purpose or aim

This workbook was developed to support educators to embed the United
Nations Sustainable Development Goals (SDGs) into their practice using a
Global Citizenship approach.

Description

This resource gives the educator the background information of the SDGs
and a theoretical understanding of Global Citizenship Education. It outlines
the principles underpinning the SDGs and some of the challenges which
are surrounding them.
The main body of the workbook is the 17 workshops which outline each of
the respective goals. Additionally; each goal has a quiz to assist the
learning and a variety of case studies.
Further resources were developed by the same organization to build on
the practice of utilizing global citizenship in one’s practice.

Benefit to teaching
literacies

By incorporating the SDGs and Global Citizenship into an educators’
practice, the learner has an opportunity to critically explore the
interconnected world in which we live. The SDGs support the learner to
examine what has been globally agreed as the world’s most pressing
agenda. Using a Global Citizenship approach in education supports the
learner to further understand elements of critical thinking, systems
thinking, problem solving and engaging in active citizenship. This in turn
engages the learner in new innovative ways of exploring the world that
they are intrinsically part of.

Key lessons learned Global Citizenship Education is a useful methodology that ensures the
learners' lived experience is at the centre of the sessions and encourages
the learner to engage in praxis (A Freirean concept which typically refers to
the combination of critical reflection and action).

Website/ Url

https://www.developmentperspectives.ie/ResourcesPDFS/Understandingthe-SDGs.pdf
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2.3 Video Content
Video link (url): https://www.youtube.com/watch?v=6jjLHmyBs7o
Description of the video (125 characters max.):
Jenny Buccos is an agent of global citizenships and shares her passion for educating students about
global cultures and histories.
Questions for Reflection
1. What does Global Citizenship Education mean to you? (reflect prior to watching video)
2. What other cultures/histories do you bring into your lessons? (What would you like to
incorporate going forward?)
3. How much of what you cover in your lessons has global relevance? Can you identify further
areas of global education that you can incorporate going forward?

Video link (url): https://www.youtube.com/watch?v=AdtY9sW0lbk
Description of the video (125 characters max.):
Seth Leighton (CEO of Envoys) discusses how educators can develop global citizenship in students
through high-quality experiential learning programmes.
Questions for Reflection (These can be asked before watching the video or afterwards)
1. As an educator, do you feel that traditional literacy classes are enough to prepare students for
the world in which we live?
2. Do you utilize experiential learning in your practice? (If yes, in what way? If no, what are the
reasons/the obstacles?)
3. Do you feel that it is important to develop global competent learners?
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2.4 Session Plan (3 hours’ duration in face-to-face environment)

Module Title: Teaching in a changing world
Description of the Learning Activities

Methodology

An ever-changing world:

Face-to-face:

This activity aims to support the
learner to critically think about the
ever-changing world in which we live
and identify areas that they feel most
passionate about exploring further.

Step 1: Ask the learners to
share one thing that has
changed in the world in the
last year – try to encourage
learners to share something
that has not been previously
shared in the group.
Eg – Increased digital divide,
global pandemic, pay-gap in
New Zealand addressed.

Timing
(minutes)

60 minutes

Materials/
Equipment Required

Step 1: Classroom or
paper board and
markers.
Step 2: Flipchartpaper
with
guided
questions.
Step 3: Verbal sharing

Step 2: Ask learners to then
use the internet to find
information
on
their
previous sharing. Give the
following
prompts
for
research:
1

Who/what
was
involved?
1 Who/what was affected
by the change?
1 What was this change a
result of?
1 What further impacts may
result as part of this
change?
Step 3: Using the ‘pair-share’
methodology, ask learners to
share with one other person
their findings.
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Online:
Step 1: Ask the learners to
share one thing that has
changed in the world in the
last year – try to encourage
learners to share something
that has not been previously
shared in the group.

Step
1:
Use
Mentimeter.com to
develop a word cloud.

Eg – Increased digital divide,
global pandemic, pay-gap in
New Zealand addressed.

Step 3: Use a breakout group for sharing
findings.

Step 2: Have a slide
with
guided
questions.

Step 2: Ask learners to then
use the internet to find
information
on
their
previous sharing. Give the
following
prompts
for
research:
1

Who/what
was
involved?
1 Who/what was affected
by the change?
1 What was this change a
result of?
1 What further impacts may
result as part of this
change?
Step 3: Using the ‘pair-share’
methodology, ask learners to
share with one other person
their findings.
My place in the world

Face-to-face:

This activity encourages the learner to
reflect on their own reality and

Step 1: Using a map of the
country where the lesson is
being delivered, ask learners
to stick a dot/flag on the

Map of country, map
of world, PC, tabletsor
mobile phones
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examine points of interconnection
with the wider world.

part of the country they are
living in.

with
connection

Step 2: Using a map of the
world, ask learners to stick a
dot/flag on the country that
they resonate most with.

Pecha
Kucha
explained
https://www.asianstu
dies.org/publications/
eaa/archives/pechaku
cha-in-the-classroom/

Step 3: Using the adapted
methodology
of
PechaKucha, ask learners to
go online and find 6 photos
associated with the country
that resonates most with
them (step 2). These 6
photos should be presented
in a PowerPoint with no
words.

internet

Step 4: Learners are asked to
present their 6 chosen
photos to the group,
speaking for only 20 seconds
per photo.
Step 5: Learners are then
asked to reflect on why they
choose
that
particular
country and how they
continue to be connected to
it today?
Online:
Step 1: Using a map of the
country where the lesson is
being delivered, ask learners
to stick a dot/flag on the part
of the country they are living
in.

Slide with a map of
the country and map
of the world. PC,
tablets or mobile
phones with internet
connection.
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Step 2: Using a map of the
world, ask learners to stick a
dot/flag on the country that
they resonate most with.
Step 3: Using the adapted
methodology
of
PechaKucha, as learners to
go online and find 6 photos
associated with the country
that resonates most with
them (step 2). These 6
photos should be presented
in a PowerPoint with no
words.
Step 4: Learners are asked to
present their 6 chosen
photos to the group,
speaking for only 20 seconds
per photo.
Step 5: Learners are then
asked to reflect on why they
choose
that
particular
country and how they
continue to be connected to
it today?
Be a change maker!

Face-to-face:

This
activity
promotes
active
citizenship using a development
education approach and supports the
learner to find avenues to take action
within their community.

Step 1: Provide the learners
with a template of an empty
tree (roots, bark and
branches/leaves). Ask the
learners to write on the bark
one issue that they feel
passionate
about
(e.g.
gender equality, climate
change, poverty). Then
instruct the learner to fill in
the roots of the tree with

Template of empty
tree (see P1 https://www.advocat
esforyouth.org/wp-co
ntent/uploads/storag
e//advfy/documents/
Activist_Toolkit/toolki
t%20diagrams.pdf )
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the root causes of this issue
– give some examples to
assist and to fill in the
branches/leaves of this tree
with effects of this issue.
Step 2: Put the learners in
smaller groups to share their
trees. This shared learning
will be of benefit to the
entire group.
Step 3: As you continue,
share information on the
importance of taking action
to effect change, encourage
the group to think about
how they would like to take
action on the issue they
choose. Ask the learners to
share in groups of 3 their
answers to the following
questions:
1. What area of the
topic I choose would
I like to explore
further?
2. What skills do I have
that could affect
change?
3. What groups are
active on this topicin
my community.
Step 4: Show the following
video by Wangari Maathai ‘I will be a hummingbird’:
https://www.youtube.com/
watch?v=-btl654R_pY
Step 5: Ask each person to
share one word about how
34 | P a g e

they feel
session.

ending

that

Online:
This
activity
can
be
conducted online via Zoomor
similar in much the same way
as face to face. You will need
to decide if you want
learners to draw individual
trees on paper (which they
could hold up to their camera
to share) or online via sites
such as Jamboard or Word
Wall. Learners could also
create collaborative trees via
these sites.

PC, tablets or mobile
phones with internet
connection
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2.5 Key Takeaway
As the world continues to change, educators are now under more pressure than ever to adapt,
learn and create new opportunities for engagement with their learners. The world is complex and
interconnected. Educators have a role to play in supporting their learners to build empathy and
increase their understanding of active citizenship. New digital technologies such as virtual reality
and the use of social media are proven to play a central role in education. Educators are
encouraged to explore these new technologies and build their capacity to begin including them in
their practice.

Challenge: As educators we need to be interested in what we are teaching about. Reflect on one
social justice issue you feel passionate about (try and be specific – if it is gender equality, what
aspect? Pay Inequality? Gender Based Violence? Inequality regarding Education?). Use a basic
internet search to find out some further information. Find one social media account dedicated to
that topic that would be appropriate and educational to share with your learners and ask for their
input. Start the conversation.
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2.6 Useful references and resources
Description

Link

UNESCO – Global Citizenship Education: Topics

Global citizenship education: topics and
learning objectives; 2015 (unesco.org)

and Learning Objectives.
This document outlines what Global Citizenship
Education is, its domains and objectives. It
highlights how it can be integrated in learning and
curriculum. It also outlines how the learning
outcomes can be assessed.

Development Perspectives – Understanding the

https://www.developmentperspectives.ie/R
esourcesPDFS/Understanding-the-SDGs.pdf

SDGs.
This resource is specially designed for those
working in further education. It details the United
Nations Sustainable Development Goals, their
history and key information. It provides 17
workshops based on each of the SDGs which can
be used with learners.

IDEA – Irish Development Education Association.

Home (ideaonline.ie)

This website provides ample resources and
research on development education (also known as
global citizenship education).

Digital Learning by Mark Pegrum.

Mark Pegrum – Mark Pegrum

This website provides educators with a range of
resources related to digital literacy. It gives an
overview of digital literacy, tools for engaging with
digital literacy and further information about the
Pegrum framework.
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MODULE 3
DIGITAL LITERACIES: WHO ARE THE LEARNERS?
3.1 Knowledge Base: Context and Current Thinking
OVERVIEW
Today’s adult learning environments are very much reflective of a multicultural society and this is
particularly true when we consider the diversity of learners to be found in adult literacy classes. In this
module, the aim is to explore with the participants the characteristics, learning styles and preferences of
the diverse adults that make up modern literacy classes. We will discuss the challenges of teaching what
are sometimes referred to as ‘basic’ literacies in multicultural and diverse classrooms and open up the
possibilities for the participants to share their experiences. We will also begin to identify learners’
attitudes to the use of technology in the classroom, particularly the use of personal mobile devices by
learners.
Defining who these groups of adult learners are is very complex given how varied and broad their
backgrounds are. They differ in age, ethnicity, cultural background, faith and belief, education and their
approach to learning. As a trainer, being aware of and sensitive to these diversities is key to connecting
with these learners.
The European Commission has published examples of inspirational and inclusive practice in our digital
world to support adult learners trying to participate in mainstream society. It highlights the need for more
provision for these learners in order to promote democratic participation in society. Specifically, inrelation
to digital literacies, this module will consider the following target groups within the adult population for
diverse reasons(why) in similar contents(what) but with different approaches(how): olderlearners, adult
migrants, adults with disabilities and adults at risk of social exclusion.

KEY WORDS
● Digital literacy trainers, new digital skills for trainers, teaching digital tools

Key Message from the Current Thinking to be featured

Understanding adult learners is the key to a successful learning environment. If we, as trainers, we
can understand the life experiences, needs and desires of these learners we will better understand
the why, how and the what of our curricula. Better digital literacy skills will increase the
opportunities of adult learners to access training and learning, participate in communities of
interest and find work.
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3.1.1 Understanding our adult learners
Understanding adult learners is the key to a successful learning environment. If we, as trainers, we can
understand the life experiences, needs and desires of these learners we will better understand the why,
how and the what of our curricula. In order to get to know who these learners are, we have identified
some categories and aspects of their profiles detailing why they might want to acquire digital
competences, what specifically might motivate learners and some constructive suggestions from experts
and leaders in the field of adult education in order to work with learners in a more sensitive and
empathetic way.
Older learners
Why: Older people are often the most likely to be digitally unskilled and segregated socially. They may
struggle with basic tasks such as using new digital devices or interacting with official forms, online banking
or even communicating remotely with loved ones which can result in them becoming isolated.
What: Training in basic aspects of digital literacies, especially those associated with day-to-day
communication.
How: Older adults often benefit from learning environments where they can work together with younger
- typically more digitally skilled - members of their family. This can also promoteintergenerational links
and learning.
Some examples: Pane e Internet(link is external), an Italian project aimed at supporting digital
empowerment. Here we saw the story of Nonna Paola 1(Granny Paola), who at the age of 75 learned to
use her smartphone more effectively, thanks to the support of Federico, a young learner of a technical
institute from Rimini (Emilia Romagna). Another project is Gameplay for Inspiring Digital Adoption
(GIRDA2), addressing “the problem of reluctance amongst many older people to engage with digital
products”.
Migrants
Why: This particular group of adult learners is an important category, since migrants, more often than
not, come from different cultural backgrounds, speak other languages and are especially at risk of social
exclusion. They come to a new country and will encounter different social norms and constructs, as well
as new institutions and job markets which can be extremely challenging. Migrants particularly need digital
skills in order to gain access to work, to establish their status and to participate in society in general
What: Understanding why migrants need digital skills will go a long way to establishing what they need /
should be learning. Certainly basic digital skills related to information and communication will support
their integration into society.
How: As mentioned before, the host country language(s) may be different to the learners’ expert
language(s) , so the OER indicates the need for digital learning and language learning to be integrated and
provided by qualified language teachers.
1
2

https://www.paneeinternet.it/public/story-rimini
http://www.girda.eu/
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Some examples: The OER also includes a lot of good examples of good practice such as the BeuthBonus
project3 (2015-18) funded by the German Government as part of “Integration through Qualification”. This
project helped migrant academics improve their employment situation through different systems and the
recognition of life skills.
Adults with disabilities
Why: Digital literacies and skills increase the opportunities of adult learners to access training and
learning, participate in communities of interest and find work. Disability and/or learning differences can
hugely exacerbate the challenges for those affected.
What they need: Like the previous adult groups, they need to be able to progress from basic digital to
more advanced skills that will enable and empower them to fully participate in society.
How: It is important that digital skill training is helping these adults and not creating more obstacles to
their participation in society. Genuine inclusive practice is needed from practitioners and institutions to
support these learners.
Some examples: In Egypt4, the Ministry of Communications and Information Technology (MCIT) promoted
a lifelong learning programme to support people with disabilities to find work while also providing training
on both basic digital skills for citizenship and advanced digital skills as requested from IT companies. In the
UK, the Discover IT programme ensures access to computers and assistive technologies through 19
accessible IT centres, managed either by Leonard Cheshire Disability (a UK based charity) or in partnership
with other organizations.
Adults at risk of social exclusion
Why:. As most uses of literacy become digitised, an adult who does not know how to navigate ICT will
automatically be at risk of exclusion. If adults cannot find work, manage their financial statements or even
sign up for online services, they fall into real danger of becoming marginalised.
What: Adults need to be able to confidently participate in digital literacy practices associated with
information, communication and creativity, including social media. This will allow them to participate in
society as an equal, without the disadvantages a lack of digital skills brings.
How: Exploring informal digital approaches with adults as a starting point might be a good way to bridge
formal and the informal learning experiences and an effective strategy to support the digital skills that
these learners require.

3
4

https://sites.google.com/site/openbadgesinhighereducation/beuth-university
https://mcit.gov.eg/
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3.1.2. Transversal challenges when training adult learners
Digital Gap & Accessibility
A very important point to raise and keep in mind which affects all adult learners transversally is
accessibility to these digital skills. Even though devices are becoming increasingly more common in daily
life, the economic factors which play a big role in broadening the digital divide between those who can
access or afford data as well as devices are critical. Institutions and practitioners (as well as society at
large) need to address how these economic factors and their consequent inequalities can be challenged
or overcome in practice.
Digital competences for employability
The European Commission – DG CONNECT published the results of the study “ICT for Work: Digital skills
in the workplace”(2017)5 which explored how jobs have evolved in the EU digital economy and how these
digital technologies have penetrated into the workplace. One of the biggest impacts was that the
digitization of the economy is creating a polarization of the labour market, the latter requiring high-skilled
individuals agile in new technologies to carry our professions which before didn’t require that level of ICT
skills.
Eurostat also published(2017) interesting figures on digital skills and labour market which highlighted the
mismatch between the digital skills jobs now demanded and the existing supply of workers. According to
Eurostat’s 2017 data, 85% of jobs in the EU need a basic level of digital skills, yet 43% of the EU population
lacks even this level. In addition to this, 29% of the workers have to learn how to use new equipment for
their jobs and admit to requiring further training. This data may explain some of the frustration that adult
learners feel when searching for employment. Many job-seekers for existing occupations such as
administrative workers, practitioners and even other generic business functions decide to find jobs in
other fields that require less ICT knowledge, even though these may be lower status jobs they are
overqualified for in other ways, because they feel overwhelmed by these digital skills required.

5

https://ec.europa.eu/digital-single-market/en/news/ict-work-digital-skills-workplace

42 | P a g e

3.2 Case Study
Title
Purpose or aim

Description

Benefit to teaching
literacies

Key lessons
learned
Website/URL

GIRDA – Games help to learn basic skills
The GIRDA project (Gameplay for Inspiring Digital Adoption) addresses
the problem of reluctance amongst many older people to engage with
digital technology. The project aims to help both members of the older
population who are reluctant or fearful and also those who work with
them to do this.
Using large touch screens and tablets provides an innovative
environment in which to explore Games as a fun, low-risk activity
where learners can develop basic skills and understanding. At the
same time those helping them have an effective way of passing on
their own expertise (however modest that may be). Those who help
can be professional tutors, those who work with older people,
volunteers, friends or simply family members. Our project aims to
provide insights and advice for those people to help them play an
effective role in whatever setting they find themselves.
Working with our partners in a transnational project our objectives
are:
▪ To understand what it is about games that can be useful
in developing digital skills of older citizens.
▪ To examine how giving support and advice, or simply
playing the games with a new learner can provide
maximum benefits.
▪ To develop advice for those who want to play a role in
helping older people through the early stages of
learning. This includes practical advice and online
materials such as video to help these mentors,
volunteers and trainers.
The approach is to use social games as a gentle introduction to digital
practices. This introduction allows a first taste of the digital world and
a social environment that is supportive but also informative. Their
work has shown that using social games as an introduction has
significant benefits both in teaching basic skills and in encouraging
greater self-confidence in new users. The benefits of teaching
literacies vary amongst all user profiles but overall promotes
inclusion and engagement of adults who might be otherwise
marginalized.
Using innovative approaches for mentoring and supporting the learners
for digital adoption can be useful when reaching age groups that are
not full comfortable with them.
http://www.girda.eu/
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3.3 Video Content
Video link (url): https://www.youtube.com/watch?v=iIB5-AcazN4
Description of the video:
“Why digital skills Matter” - David Timis explains why access to the internet is so important. He
highlights the impact on the internet on a personal level, how these provided opportunity to him
and how he has seen how it has helped many others. Timis talks specifically about the challenges
in Romania and an initiative he has developed with Google to encourage users to learn different
digital skills.
Questions for Reflection
1. Access to the internet: what are the challenges of not having access to the internet and, more
importantly, the challenges for those who do have access but don’t have digital skills?
2. How do you respond to the initiative Timis is proposing for those who don’t have access to the
internet and don’t have a basic level of digital skills?
3. Why do digital skills matter to you in your personal and professional life?

Video link (url): https://www.youtube.com/watch?v=ArI6albrkuY
Description of the video:
“Re-inventing Education for the Digital Age” - David Middelbeck explains how technology and
education has evolved, how digital has affected the jobs in the market, how we communicate
amongst other factors. He presents some very interesting questions on how those who lack the
skills to adapt to these rapid changes are left behind while technology races ahead. He also
comments on ‘the old world versus the new world’ regarding education and the shift to digital. He
highlights how other areas of society have changed and evolved while education has fallen behind.
Questions for Reflection (These can be asked before watching the video or afterwards)
Having watched the video or before watching the video (delete as required), pose at least 3
reflective questions for the teacher to consider based on the content of the video:
1. Do you think education has kept up to date with technology? Have educational resources and
platforms evolved with technology?
2. Do you think the 3 principles relating to a “learning accelerator” as the speaker suggests are
accurate and they could work practically in your opinion? What challenges can you think of?
How can education use new digital resources to respond to our evolving society?
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3.4 Session Plan (3 hours’ duration in face-to-face environment)
Module Title: Digital Literacies – Where has it come from?
Description of the Learning Activities

Methodology

Why are digital skills important?

Face-to-face:
1. Present
video
(https://www.youtu
be.com/watch?v=p2
k3C-iB88w *)
on
why digital skills are
important.
2. Ask learners to work
in
groups
and
discuss / list why
different
digital
literacies
are
important or not
important to them.
3. Take feedback, and
ask them to talk
about their personal
needs when learning
digital literacies.

The aim of this activity is for users to
explore their own needs and share
why they want to learn digital skills.

Timing
(minutes)

45 minutes

Materials/
Equipment Required
Classroom
with
computer
screen,
flipchart and markers.

*We recommend trainers
find a video in their host
country
language
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explaining
literacies.

digital

Online:
1. Play video on a
shared
screen
through whatever
platform the activity
is being carried out.
2. Ask learners to work
in breakout rooms
and discuss / list
why different digital
literacies
are
important or not
important to them. .
3. Discuss with the
class, ask them to
talk about their
personal
needs
when learning digital
literacies.
“My Life Curriculum”
This activity aims to open users to new
ways of presenting their work-skills,
life-skills or even hobbies. This will
encourage learners to use digital
platforms, from social media to
wordpress and other platforms to
display their life and work skills. This
activity allows flexibility depending on
who you’re dealing with as a trainer: if
they want to look at work contexts or
if they want to explore new hobbies –
they will be learning new online
environments
while
creating
something personal and useful.

Online conference call
platforms such as
Zoom or Skype.

Face-to-face:
1. Explain the activity to
learners. Go through
social media such as
Instagram
and
explain how they
can use it as a
platform to create
communities
of
like-minded people
or if they want a
more
work-based
platform
like
LinkedIn to create a
profile where they
can look for work. It
is crucial to let
learners make the
choice of which

1.5 hour

Computer / iPad /
Phone with Access to
the internet.
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platform or app they
wish to work with.
2. Support learners to
sign up/register for
the
appropriate
platform/app.
3. Ask learners to share
design ideas for
their chosen media.
Online:
This
activity
can
be
conducted online via Zoomor
similar in much the same way
as face to face. You can use a
shared
screen
plus
collaborative working sites
such as Jamboard or Word
Wall for learners to share
ideas.
Online tools which help you organize
your life.
This activity will help adult learners
learn about digital skills which will
allow them to go online for their
everyday tasks. We will focus on two
things: email and calendars.
These activities can also be used to
promote learner independence.

Online conference call
platforms such as
Zoom
or
Skype.
Computer / iPad /
Phone with Access to
the internet.

Face-to-face:
1. Ask learners if they
have
an
email
account and talk
about what they use
it for.
2. If users don’t have
an account, ask
them to set one up
right
now. This
resource will help
trainers break down
steps:
https://woven.com/
guides/google-calen
dar
3. Ask users to google
any questions they
might have. It is
important that they

30 mins

Computer / iPad /
Phone with access to
the internet.
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feel they can look up
answers
by
themselves. Provide
support
where
necessary.

Online:
This
activity
can
be
conducted online via Zoom
or similar in much the same
way as face to face. You can
use a shared screen plus
collaborative working sites
such as Jamboard or Word
Wall for learners to share
their email addresses.

Online conference call
platforms such as
Zoom
or
Skype.
Computer / iPad /
Phone with Access to
the internet.
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3.5 Key Takeaway
Dealing with a very diverse group of learners can be a challenge for practitioners, but using
inclusive, participatory and innovative approaches is key. Think outside the box, encourage
learners to connect learning with their daily lives in order to practice and learn new skills.
It is extremely important to choose and carry out all activities with a good understanding of your
learners’ diverse backgrounds and situations. Learners differ in age, ethnicity, cultural background,
faith and belief, education and their approach to learning. As a practitioner being aware of and
sensitive to these diversities is key to connecting with these learners.

3.6 Useful references and resources

Description
Other platforms which offer
digital literacy learning for adults.
OECD – statistics and outlook on
adult upskilling to understand
where their needs come
ICT for work: Digital skills in the
world

Link
https://applieddigitalskills.withgoogle.com/en/learn
http://www.oecd.org/statistics

https://ec.europa.eu/digital-single-market/en/news/ict-workdigital-skills-workplace
https://econpapers.repec.org/paper/iptiptwpa/jrc120376.htm

DigComp at Work: The EU's
digital competence framework
in action on the labour market: a
selection of case studies
This report and its accompanying
Implementation Guide
(published separately) support
stakeholders in the
implementation of the European
Digital Competence Framework
(DigComp) in contexts of
employability and employment
through the analysis and sharing
of 9 existing inspiring practices
and related resources of
DigComp implementations. The
list of examples provided in the
Report's Annex is not exhaustive
and aims to illustrate the wide
range of DigComp
implementation practices.
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MODULE 4
DIGITAL LITERACIES: HOW TO SEE TECHNOLOGY AS YOUR FRIEND NOT YOUR FOE
4.1 Knowledge Base: Context and Current Thinking
OVERVIEW
Are digital technologies diluting learning? Considering the exponential growth of digital-based learning
solutions, have we reached the age of edutainment? Will digital-based solutions replace
teachers/educators/trainers? What are the pros and cons of resorting to digital technologies in the
classroom and for adult education purposes at large? Ultimately, the question is, are digital technologies
friends or foes? And how can we take the most of digital technologies when the aim is to achieve highquality, inclusive, and accessible learning ecosystems?
Although we are aware that these questions are complex and do not have straightforward answers, the
purpose of this module is precisely to tackle these pressing issues.
Throughout the training implementation (devised for both face-to-face and online setting), both
practitioners and adult learners are going to enhance their understanding regarding the usefulness and
potential benefits of digital technologies for adults’ education and training.

KEY WORDS
●

Digital technology, Adults education and training, Lifelong learning, Digital competence

Key Message from the Current Thinking to be featured

Digital technologies are not only indispensable to our societies and daily life but can also be
powerful and engaging tools for learning and teaching purposes.
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4.1.1 Technology: a friend or foe?
The use of digital technologies for learning purposes has been a subject of interest in research and political
agendas for quite a while. Despite the increasing awareness regarding its potential benefits and the
exponential growth of online learning apps and platforms, until recently, digital technologies were often
depicted as foes. Therefore, its use was limited or even banned from the classroom. There were common
discursive elements that supported this perception and concomitant restraining procedures. First and
foremost, allowing the use of digital devices and tools was seen to foster learners’ distraction; second, it
encouraged cheating both in class and assignments; third, it was seen to create distance and limit contact
amongst practitioners and learners, which resulted in reduced social interaction and demotivation of
learners and, thus, jeopardized the learning process and fourth, the digital divide prevented a wider use
of digital technology. Finally, more recently, data protection and ethical issues made their way into this
set of claims, as it increasingly became apparent that education cannot depend upon digital platforms and
learning resources controlled by private companies.
One can argue that the COVID-19 pandemic crisis somehow outdated the debate on the potential benefits
and risks of resorting to digital technology in education and training. It is key to keep in mind – as asserted
in the European Commission Digital Education Action Plan (2020-2027) – that the pandemic crisis
concurred to accelerate the digital transition in education and training, but it also generated several
challenges and raised further questions to fuel this complex discussion (European Commission, 2020).
On the other hand, according to the European Commission report, Educational and Training Monitor
2020, the COVID-19 pandemic crisis not only disrupted education and training, but it also unveiled the key
role of practitioners’ digital readiness (European Commission, 2020).
Though not always willing and prepared to use (and allow the use of) digital technologies in the classroom,
practitioners proved to be resourceful and creative, as well as dedicated and resilient. In fact,they ensured
a prompt shift to online learning, as social distancing and lockdown became mandatory (Vourikari et al.,
2020). Furthermore, the pandemic uncovered the centrality of adult education and lifelong learning, as
the reorganisation of crucial aspects of daily life were structured around digital technologies (UNESCO,
2020). With this assertion being valid for both adult learners and practitioners, many were compelled to
engage in a continuous effort to quickly update their digital skills.
It is impossible to foresee the future, but we can surely learn from the past. Recent events unveiled that
digital technologies are not only indispensable for our societies but can also be powerful and engaging
tools for learning and teaching purposes. However, to explore the full potential of digital technology in
education, it is necessary to further develop digital competence and digital literacy skills of all citizens,
ensuring that no one is left behind.
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4.1.2 Digital technology in adult education
Digital technology-based solutions can only provide tools, which are neither an end in themselves nor a
panacea. Weighing up the pros and cons of the proliferation of technology in education is not an easy
task. Above and beyond, it is not about picking sides but to reflect upon the ways in which digital
technologies can be advantageous (or not) for adult education.
Digital technology is particularly useful to enable communication, collaboration and learning across
distance, as well as to combine education and/or lifelong learning with professional and familial
responsibilities (Eurydice, 2011; UNESCO, 2020). On the other hand, it fosters personalised and flexible
learning, an approach centred on the individual needs and interests of learners, which has proved to be
particularly suited to language learning (Tuna and Tuna, 2019). It empowers the adult learner, as
autonomy and responsibility become key to the advancement of his/her own learning pathway. However,
the usefulness and suitability of technology for adult education depends upon several elements. Along
with time management skills, learning style and study habits, according to the Digital Education Action
Plan (2020-2027), connectivity and equal access to appropriate digital technologies and devices, as well as
confidence and skills to use digital technologies are vital (European Commission, 2020).
Practitioners play a critical role as knowledge facilitators and pedagogical guides, regardless of whether
they work in real or virtual learning settings (Hojeij and Hurley, 2017; Latchem, 2017; UNESCO, 2020).
However, practitioners’ digital skills and competences must be paired with their pedagogical knowledge,
subject-specific knowledge, classroom management skills, and professional judgement. To put it simply:
“(…) educators need to know how to integrate digital technologies into their teaching and learning, and
be able to use them effectively.” (Vuorikari et al., 2020, p. 12). For practitioners, the advantages of using
digital technology and computer-based solutions are several.
There are numerous valuable tools to support them in planning lessons and teaching activities, in learners’
evaluation, as well as in the automation of tedious administrative tasks. By using digital tools, apps and
platforms they can also experiment with assorted pedagogic approaches and materials. Furthermore,
they can get instant feedback, which is relevant for grasping learners’ preferences and for fostering their
engagement and participation.
Data analytics can be quite useful for helping the practitioner to detect areas where learners are
struggling, leading to evidence-based adjustments in training programmes and activities. Practitioners can
use, reuse, and adapt endless resources available in several formats, to facilitate and improve the
effectiveness of the learning process (text, images, video, games, etc.). And such materials can be instantly
accessed by the learners. Finally, along with the sharing of information, technology enables collaborative
learning through group work and discussions, fostering the interaction amongst learners and
practitioners, as well as between learners themselves.
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4.2 Case Study

Title

Assessing Digital Competence

Purpose or aim

The Erasmus+ project Pathways for employ, developed an assessment
and accreditation platform based on the DIGCOMP framework, which
evaluates key elements of digital competence. Practitioners are
recommended to try this test on themselves before using it with
learners, to assess their own digital profile. The objective is to raise the
practitioner and adult learners’ awareness regarding digital
competence and its key role in technology mediated learning.
Before doing the test, which takes about 30 minutes to complete,
practitioners and adult learners register on the platform and watch the
explanatory video. Practitioners and adult learners check their digital
profile and levels for each digital competence, sharing, discussing, and
comparing the achieved results. Finally, adult learners can download a
digital certificate containing their digital profile based on DIGCOMP.
This certificate can be uploaded in the adult learners Europass CV,
which can be structured using the resource Creating my Europass CV,
included in the DiLitE Practice Toolkit.
Evaluating the digital competence profile of adult learners is important
to align learning objectives and activities with the skills that they
already have. In addition, the discussion on the achieved results
concurs to identify areas of improvement, which will be beneficial to
increase awareness of the learning pathways required to boost adult
learners’ digital literacy skills.
To implement the test, access to a digital device with internet
connection is key. Therefore, it is vital to ensure that adult learners who
are still unable to access and use digital technologies are not left
behind.
http://194.30.34.75/P4E/usuario/index_ib.jsp

Description

Benefit to teaching
literacies

Key lessons learned

Website/ Url
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4.3 Video Content
Video link (url):
https://www.youtube.com/watch?v=GsWz3PkIEic (2:01)
Description of the video:
In this video, launched in 2017, the deputy editor of The Economist, Edward Carr, focuses on
technological innovation and lifelong learning.
Questions for Reflection
After watching the video, pose the ensuing questions to foster reflection:
1. Technological change can be a threat, an opportunity, or both? Why?
2. Technological change unveiled the key role of lifelong learning for workers who need to continue
to acquire new skills throughout their professional life. How can practitioners inspire/foster
learning habits amongst learners?
3. Do you consider that digital technologies can be allies to get “people to learn as they earn”?
Why?

Video link (url):
https://www.ted.com/talks/peter_norvig_the_100_000_student_classroom/transcript (5:54)
Description of the video:
The 100,000-student classroom (Ted 2012), by Peter Norvig, addresses how technological
innovation is changing teaching and learning.
Questions for Reflection
After watching the video, pose the ensuing questions to foster reflection:
1. Digital technologies are disrupting traditional education. Do you see these changes in a positive
or negative light?
2. How can practitioners adapt to this changing scenario? What about the adult learners’ digital
readiness? What do they need to be successful in an increasingly digital setting in education?
3. Considering the potential of digital technologies for learning purposes how do you envision the
future of adult education?
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4.3 Session Plan
Module Title: Digital literacies: How to see technology as your friend not foe?
Description of the Learning Activities

Methodology

Digital technology in the classroom.
Friend of Foe?
Drawing upon the WebQuest (inquiry
based) methodology, this activity aims
to foster adult learners’ awareness
regarding the pros and cons of digital
technology in the classroom and for
learning purposes at large.

Face-to-face:
The practitioner provides
background information on
the topic of digital
technology, also explaining
what is a WebQuest, and
invites the adult learners to
form two groups (10
minutes).
Group 1: The cons of digital
technology in the classroom
Task 1 – Gathering and
analysing information of
topic (20 minutes)
Task 2 – Structuring the
presentation (20 minutes)
The presentation is to be
organised as an elevator
pitch (5 minutes utmost)
Task 3 – Presentation and
discussion (25 minutes)
Group 2: The pros of digital
technology in the classroom
Task 1 – Gathering and
analysing information of the
topic (20 minutes)

Timing
(minutes)

Materials/
Equipment Required

100 minutes

PC, tablet, or
smartphone with
internet connection
Pen and paper to take
notes
Classroom or paper
board and markers
Online resources for
task 1 (group 1 and
2):

https://openlab.cityte
ch.cuny.edu/writingac
rossthecurriculum/20
19/03/25/technologyas-friend-not-foe/
https://tophat.com/bl
og/6-pros-cons-techn
ology-classroom/
https://www.insidehi
ghered.com/digital-le
arning/views/2018/1
2/12/what-research-t
ells-us-about-using-te
chnology-classroom-o
pinion

56 | P a g e

Task 2 – Structuring the
presentation (20 minutes)
The presentation is to be
organised as an elevator
pitch (5 minutes utmost)
Task 3 – Presentation and
discussion (25 minutes)

Online:
Using a video conferencing
platform after the initial
presentation (10 minutes),
the practitioner divides the
two groups in distinct virtual
rooms, allowing them to
work separately, while they
gather and analyse
information (20 minutes)
and structure the
presentation (20 minutes).
The practitioner will provide
the necessary guidance and
assistance.
After a short break (10
minutes), the participants
return to the initial room to
deliver the presentations
and have the final discussion
(20 minutes per group).
Mobile rules
This activity draws upon the resource
Mobile rules, included in the DiLitE
Practice Toolkit, and encourages
learners to engage with multimedia
learning and collaborative work to
produce an agreement on digital
devices usage in the classroom.

100 minutes

PC, tablet, or
smartphone with
internet connection
Word processing
software to take
notes

Face-to-face:
Beforehand, the practitioner
creates a PowerPoint, Word
or Canva template, where
the adult learners are to
work collaboratively to
elaborate the classroom
technology usage
procedures.

40 minutes

PC, tablet, or
smartphone with
internet connection
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The practitioner creates a
folder in Google Drive, One
Drive, or other cloud service,
to store the mentioned file,
as well as the materials that
are to be gathered by the
adult learners.
The practitioner explains the
activity and invites the adult
learners to form two groups.
Each group is assigned to
look for material (text and
images) on classroom
technology usage
rules/guidelines. For that
end, the adult learners must
consider two dimensions:
expectations regarding
digital devices usage; rules
for digital devices usage.
The adult learners are also
informed that they must
store all their findings in the
Google Drive folder (20
minutes).
The practitioner assigns a
representative of each group
with the task of working
simultaneously in the file, in
the respective subject areas,
to create the final version of
the agreement on digital
devices usage in the
classroom (20 minutes).
Online:
Using a video conferencing
platform after the initial
presentation to explain, the
practitioner divides the two
groups in distinct virtual

40 minutes
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rooms, allowing them to
work separately, while
he/she provides the
necessary guidance and
assistance.
The adult learners can share
the gathered images in the
video conferencing platform
and choose a representative
to store them in the Google
Drive and another to edit
the agreement on digital
devices usage in the
classroom.
Then, the participants return
to the initial room to see the
result of their collective
effort. Very little adaptation
needed – probably best
done asynchronously over a
set period, rather than in
one session.
Readiness to online learning
This activity, based upon the “Online
Learning Readiness Questionnaire”
developed by Penn State University,
aims at fostering the adult learner
reflexiveness regarding the skills and
competences required to be
successful when enrolling in an online
course.

Face-to-face:
Beforehand, the practitioner
adapts the questionnaire
script to fit the needs of the
adult learners.
The practitioner can choose
to deliver the questionnaire
in paper, in digital format, or
resort to an online survey
(Gform, SurveyMonkey, or
other).
The practitioner explains the
activity to the adult learners,
providing them with 20 to 25
minutes to fill in the
questionnaire.
The practitioner assesses the
achieved results, providing

40 minutes

PC, tablet, or
smartphone with
internet connection
Pen and paper to take
notes
Classroom or paper
board and markers

The “Online Learning
Readiness
Questionnaire” by
Penn State University,
is licensed under
Creative Commons
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general feedback to the
group considering the
following topics: academic
competencies; technical
competencies; access to
resources and guidance;
online interaction and
netiquette (15 to 20
minutes).

Attribution-Noncomm
ercial-Share Alike 3.0
United States License
is available at:
http://tutorials.istudy.
psu.edu/learningonlin
e/ORQ/ORQ.htm

Online:
The practitioner shares the
file/link of the questionnaire
with the adult learners in
advance. To make the most
of the session, the
practitioner asks the adult
learners to fill in the survey
and to share the achieved
results with the practitioner
beforehand.
The practitioner assesses the
achieved results, providing
group or individual
feedback.

40 minutes

4.4 Key Takeaway
To explore the full potential of digital technology in education is necessary to further develop digital
competence and digital literacy skills of all citizens. Considering however that certain social
segments are especially vulnerable in the age of information, it is critical to ensure that no one is
left behind!
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4.5 Useful references and resources
Description
Top Hat. (2020). The Ultimate Guide to Online
Teaching.
This free ebook provides guidance regarding
tips and tools to motivate and engage
students in the virtual classroom.

Link
https://tophat.com/teaching-resources/ebooksand-guides/the-ultimate-guide-to-online-teachi
ng/

SELFIE (Self-reflection on Effective Learning by
Fostering the use of Innovative Educational
technologies) is a free tool designed to help
schools embed digital technologies into
teaching, learning and assessment.
The Top Hat blog provides state of the art
content on teaching and training trends and
debates.
The European Schoolnet Academy offers several
free online professional development coursesfor
practitioners that tackle innovation in schooland
classroom. Its blog is also quite relevant to
get up-to-date information on this subject.

https://ec.europa.eu/education/schools-go-digi
tal

https://tophat.com/blog/

https://www.europeanschoolnetacademy.eu/
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MODULE 5
DIGITAL LITERACIES: SURVIVE OR THRIVE
5.1 Knowledge Base: Context and Current Thinking
OVERVIEW
It was always the intention of the DiLitE project to highlight how the teaching of ‘basic literacies’ could
draw further on the way most literacy practices are now carried out digitally and mediated through
technology as opposed to being conducted primarily with pen and paper – but the project team never
anticipated that a global pandemic would bring about such swift and radical change to both everyday life
and our professional field. Suddenly, specifically digital literacies and digital literacy practices have come
to dominate our social, professional and communicative lives. Change has rarely come as fast as it did
through 2020 - particularly to the world of education where teachers across institutions from primary
schools to universities suddenly had to switch how and where they deliver learning, and the tools they
use to do it. Practitioners working in the field of ‘basic literacy’ with low-educated learners – who are
often refugees, or socially disadvantaged in a myriad of ways – have had the particular challenge of not
only changing their entire working habits, but also the challenge of supporting learners who are perhaps
the least well equipped to adapt to these new ways of learning. So, how are we - practitioners and learners
alike - to thrive, as opposed to just survive in this new world?

KEY WORDS
● Pandemic, adapt, change
Key Message from the Current Thinking to be featured

To thrive in the new world of digital literacies, we need to embrace multimodality, include
sociolinguistics in our teaching, and move toward participatory models that see diversity as a
foundational principle.
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5.1.1 Digital literacies as dominant literacies
Brian Street is probably the thinker most responsible for our current conception of ‘literacy’ as not just
one unified skill or attribute that people either have or do not have, but rather as something better
thought of in the plural: literacies (Street: 2016). Street borrowed the concept of ‘social practices’ (how
people behave in expected or culturally embedded ways in particular contexts) from his initial specialism
in anthropology. He used this to identify ‘literacy practices’ – human activities or contexts that involve
reading or writing. Literacy practices are hugely diverse and change fast over time – so writing a birthday
card is a very different activity from writing a shopping list, and both activities now can be completed –
digitally, or online - in ways that were not possible, or at least common, a few years ago. When people
acquire particular literacies, they learn ‘ways of doing things’ with reading and writing that may be very
different from what they have experienced before - either through reasons of culture, schooling or life
experience. Given the multiplicity of literacies and literacy practices in society, Street also talks about what
he calls dominant literacies– literacies that in some way confer power or prestige on the user. These also
change over time so in the UK, where ten years ago it might have been the case that writing a cheque was
a prestigious literacy (showing you had a bank account and perhaps could be trusted to pay bills), today
writing a cheque looks extremely old-fashioned, and indicates that perhaps you do not have easy digital
access to money. Today, without a doubt, and especially in the wake of Covid-19, most dominant
literacies are digital - and that surely means that it is specifically digital
literacies that should be the focus of our work with less-educated learners if we are to enable their
empowerment and advancement in society through reading and writing.

5.1.2 Diversity and multimodality
We noted above that literacy practices are diverse - digital literacy practices have brought an even greater
dimension of diversity to the way we read and write. Where we once had pen and paper, or perhaps a
typewriter, we now have a whole range of devices to choose from – phones, tablets, laptops etcetera,
and beyond that, very many different interfaces (touchpads, keyboards, mice, voice recognition, digital
pens) and many different apps that themselves affect how we read or write when using them. So writing
may take many different forms, from ‘traditional’ motor control of a pen, to typing, to using a touchscreen,
to voice dictation. As practitioners, if we are to thrive, we will have to find ways of incorporating all these
different practices into our curricula and teaching contexts - and also recognizing the diversity of our
learners’ own preferences in relation to them.
Yet another feature of the diversity of digital literacy practices is the way in which digital literacies have
opened up the possibility of ‘writing’ becoming more than just a matter of arranging words and language:
we can now easily design meaning using other modes too, such as images, and sounds, video and colour.
Cope and Kalantzis (2000) call this multimodal design. Now even basic texts use images as a way of
communicating important meanings (i.e. they're not just decorating the text), and the meanings we and
others routinely create using non-linguistic modes in social media, in advertising and in other
communications often do the greater share of the semiotic – meaning-carrying – work. It is therefore vital
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that as practitioners work with all aspects of digital literacies with our learners – the images as well as the
words. We have to be teachers of communication, not just language or literacy (Kress: 2012).
That also implies that we have to facilitate our learners' abilities to communicate in a world of diversity and that means supporting them to understand differences in language and literacy. As Bill Cope points
out (Cope and Kalantzis: 2019) when we speak, the difference lies at the heart of all communication - in
some sense, in all communication, we are explaining ourselves to others. No-one speaks exactly the same
language. So sociolinguistic diversity should be of interest to us and our learners too – in a multilingual,
multicultural world, how do we talk and write to each other? And especially, how do we encounter and
negotiate diversity digitally?

5.1.3 Engaging with the world
Paulo Freire compared reading words to reading the world (Freire: 2018), and Street (2016) emphasise
the importance of doing things in the world with reading and writing - literacy is about acting on the world,
or getting things done. We therefore need to encourage our learners to approach literacy learning
– and in particular the learning of digital literacies – as a means of getting things done in the world that
they would like to accomplish. This might be anything from participating in a school parents’ evening, to
registering at a dentist, to emailing their Member of Parliament or democratic representative.
This makes the kind of participatory approaches that Freire and others championed extremely
appropriate for literacy learners and digital literacies enable this kind of approach in ways Freire could
only have dreamed of. It is now more possible than ever to go beyond what Cope and Kalantzis memorably
call the ‘bounded classroom’ (Cope and Kalantzis: 2019). It has always been a good teaching approach to
focus on the places and localities learners live in and habituate, but as Pennycook (2010) points out, the
internet is itself a ‘local’ place – or rather, many localities – that people in a real sense live and work and
socialize in. It is also where people create and work on identities, something our learners, too, are actively
engaged in, and which may form an extremely important element of their lives.
So, to conclude - if we want to go beyond mere survival with regard to digital literacies, if we want to
really engage, and help our learners engage, with these new communicative, and constantly changing
designs and practices, if we want to thrive in this new world of digital literacies, as practitioners and
designers of learning experiences we need to:
●
●
●

embrace multiliteracies and multimodal means of communication,
include sociolinguistics as a key aspect of both professional knowledge and teaching,
move towards participatory models of teaching and learning that see diversity not as an obstacle
but as, instead, a foundational principle of our pedagogies.
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5.2 Case Study
Title

‘Our languages’

Purpose or aim

Illustrate the benefits of drawing on sociolinguistics and employing
participatory approaches in the teaching of all literacies (including
digital literacies)

Description

This resource presents a series of teaching materials for English
language teachers wanting to explore the theme of ‘languages’,
offering a range of suggested participatory tools, activities and texts
that can be used and adapted in the classroom. The project draws on
two major areas of study. Firstly, participatory pedagogy, an approach
inspired by Brazilian educator Paulo Freire that builds a critical
understanding of the world and supports students to take action for
social justice. Secondly, we draw on sociolinguistics, the study of how
language interacts with society, and in particular the sociolinguistics of
migration.

Benefit to teaching
literacies

Participatory approaches: Literacies – including digital literacies - are
ways of doing things or getting things done in the real world using
reading and writing. What the learners want or need to do or get done
is therefore highly important for teachers to know and to focus on participatory approaches enable exactly this.
Sociolinguistics: Sociolinguistics focuses on how language is actually
used in the world, as opposed to the often structural approach taken in
many language teaching contexts. Sociolinguistics information is often
crucial for learners who are beginning new lives in a new country, and
learning to participate in new social and literacy practices.

Key lessons learned

Participatory approaches can help define relevant topics and content
to work on. Sociolinguistic can provide key insights and support
learning.

Website/ Url

http://ourlanguages.co.uk/
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5.3 Video Content
Video link (url): https://youtu.be/WVRehngLMqs
Description of the video:
Provides an overview and summary of the seminal New London group Multiliteracies project: this
was one of the first academic practical projects to focus on the digitisation and multimodality of
literacies and literacy practices.

Questions for Reflection
1. How are multiliteracies reflected in your teaching?
2. How do you ‘design’ learning experiences? How do we digitally ‘design’ meaning?
3. “It’s a multilingual world”. Bill Cope describes this as presenting both an ‘ethical’ and
‘pedagogical’ challenge; what do you think he means by this?

Video link (url): https://youtu.be/oXNqLLK16jg
Description of the video:
In another video from the Multiliteracies series, Mary Kalantzis describes seven ‘affordances’ –
opportunities and benefits that digital multiliteracies and multimodality offer for transforming
education.
Questions for Reflection (These can be asked before watching the video or afterwards)
1. ‘Learners produce knowledge’. Mary talks about learners producing textbooks: how could you
use this idea with your learners?
2. How can a focus on digital literacies take practitioners and learners beyond what Mark calls the
‘bounded classroom’?
3.Design and try out a learning experience that draws on all seven affordances.
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5.4 Session Plan (3 hours’ duration in face-to-face environment)
Module Title: Digital Literacies: Survive or thrive?
Description of the Learning Activities

Methodology

Multimodality - making meaningin
many ways.

Face-to-face:
You will first need to teach
or
elicit
a
few
emotion/feeling
words
appropriate to the group,
e.g. happy, sad, angry,
tired, calm.
Learners then try to
express these through a
range of modes: e.g.

This activity works best if learners
can access the internet on mobile
devices to find the relevant items
that represent their choices.

●
●
●

●
●

Timing
(minutes)

Materials/
Equipment Required

60

Mobile
devices/flipchart
paper for collages.

60

Real items (realia)

A
drawing
or
photograph
A sound or piece of
music
A word (that makes
them feel this, orthat
they associate with
the feeling)
Taste (an item of
food or drink)
Anything else!

Learners can then – try to
guess what emotions
other learners’ choices
represent / produce class
collages for each emotion
Online:
Learners can hold up their
chosen items to the
camera for others to guess
what they represent – and
they could be asked to
find
particular
items
around the house (e.g. an
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Multilingualism: Stepping Stones
This activity is taken from the Our
Languages website referred to
above.

object that makes you
happy
or
that
communicates happiness).
Learners can produce a
collage of their choices
online, using padlet,
Google Docs or similar.
Face-to-face:
The instructions of this
activity can be found here:
https://drive.google.com/
file/d/1LKUz719EJNU_J8h
MDmq_iOHtmZsGXUtT/vi
ew. The final writing stage
should be adapted for
learners with very low
literacy.

60

Paper
cut
statements.

out

If working online, try to
include as much general
conversation as possible –
so you can turn follow on
activity
2
into
a
conversation
before
asking learners to write.
Use the statements as cut
out ‘stepping stones’ on
paper as suggested in the
plan.
Online:
Turn this into a speaking/
showing activity. Once
you have a list of your
learners’ languages, send
each language as a
separate text to the
learners listed in chat, or
write on an online site
such as Zoom, Padlet or
Jamboard. Then read out
the statements (plus show

60
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Digital Diversity
This activity – taken from the DiLitE IO3
resource pack - encourages learners to
engage with a theme in different ways
according to their personal digital
preferences. It is an especially useful
approach to use in conjunction with
projects or participatory learning,
where learners may be setting their
own goals and outcomes, and where
learners may be engaged in different
tasks from each other, rather than all
working on the same exercise or
activity.

them). Ask learners to
answer orally, and hold up
the relevant text on their
phone. You could also ask
stronger learners to write
their answer into a shared
document/board/ padlet.
Face-to-face:
1. Ask learners to each
choose an app they
particularly enjoy using:
this could be anything
from a camera phone, to
YouTube, to
text-messaging. Group
or pair learners who
have chosen the same
(or very similar) apps.
2. Choose (or learners
choose) a theme or topic
(for example ‘Where we
live’), and ask learners
to capture, or produce
some output with their
chosen app that relates
to the theme or topic
(For example, a YouTube
playlist relating to the
place, a series of
photographs or a film
they have taken of
favourite locations, or
text-message opinions
on the place).
3. Ask groups to share
their outputs and try to
find links between them.
Can they group them in
any way?
4. Build a display – digital
or physical – that
collects everyone’s
outputs into a thematic
exhibition and agree
how to share this.

60

Learners
devices

digital
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Online:
Very little adaptation
needed – probably best
done asynchronously over
a set period, rather than
in one session.

60

Learners’
devices

digital

5.5 Key Takeaway
To thrive in the new world of digital literacies, we need to embrace multiliteracies and multimodal
means of communication, include sociolinguistics as a key aspect of both professional knowledge
and teaching, and move toward participatory models of teaching and learning that are built
around diversity as a foundational principle.

5.6 Useful references and resources
Description

Link

The entire Multiliteracies video resource

https://youtube.com/playlist?list=PLV_zfgB7n1yT9RohZn1e
v49XY88l_EyCN

‘Literacies for learning’ – A very
interesting research project that took the
concept of literacy practices as a basis for
planning literacy education.
‘Reflect for ESOL’ (English for Speakers of
Other Languages): A fantastic set of
participatory teaching resources

https://www.lancaster.ac.uk/lflfe/

https://www.skillsforlifenetwork.com/attachments/pages/9
64/Reflect%20for%20ESOL%20Resource%20Pack.pdf
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MODULE 6
TRENDS IN DIGITAL LITERACY AND DIGITAL LEARNING -WHAT DOES THE
FUTURE HOLD?

6.1 Knowledge Base: Context and Current Thinking
OVERVIEW
The digitization of all aspects of life is fast becoming the new normal. From e-governance to e-commerce
and from e-work to e-schooling, being a citizen in the 21st century is becoming a matter of being a ‘digital
citizen’. To this reality, the Covid-19 pandemic has been a huge accelerator. Most importantly, the
pandemic crisis and its management have highlighted the importance of ‘digital literacy’ and ‘digital
learning’ in the face of new realities. As it is reflected through policy initiatives such as the Digital
Education Action Plan (2021-2027) issued by the European Commission (2020), a ‘’vision for high-quality,
inclusive and accessible digital education’’ is now a top priority and a ‘’strong call for action to learn from
the COVID-19 crisis (…) and make education and training systems fit for the digital age” is a key concern
at a European level. The ubiquity of digital devices and applications, as well as the wide range of digital
skills that are in demand, require stakeholders, especially trainers and educators, to stay tuned with the
current and upcoming trends in their field and reflect on questions such as What does the future hold for
‘digital literacy’ and ‘digital learning’ and what it means for their role as educators.
To a certain extent, buzz words such as “Online learning”, “Gamification”, “Artificial Intelligence”,
“Augmented and Virtual Reality” and “Learning Analytics'' set the stage for what is trending in education.
These new terms have generated immense interest amongst researchers, educators, administrators,
policymakers, publishers and businesses worldwide as they suggest the new trajectories that education is
entering into (Francis and Santhakumar, 2020; Brown and Green, 2017; Carteli and Carteli, 2012). In
response to this interest, this module is dedicated to exploring and framing current and future trends in
digital literacy and digital learning and will discuss both their positive implications as well as their featured
challenges upon implementation. This module further includes and discusses practical examples of these
trends for literacy teaching and suggests a set of activities which allows readers to reflect on and enrich
their practices through the lens of the modules initial question ‘Trends in digital literacy and digital
learning - what does the future hold?’. For educators/trainers to engage properly with their learners and
to maintain their skills and knowledge, it is important that they remain abreast of these latest changes.
Understanding these trends can help educators create more effective literacy learning environments and
experiences for their learners.

KEY WORDS
●

Trends, Digital learning, Artificial Intelligence (AI), Virtual Reality (VR), Gamification, Learning
Analytics
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6.1.1. Trends in Digital Literacy and Digital Learning
Online learning or e-learning
Online learning is widely understood as the type of instruction that is mediated via the internet on a
synchronous and asynchronous modes and which can be facilitated through a number of online tools
(Dabbagh and Bannan-Ritland, 2005). The online learning delivery method is considered to be one of the
greatest trends at all levels of education, particularly after the restrictions posed by the Covid-19
pandemic. By 2025, the growth of online learning is estimated to worth a total of $325 Billion worldwide
(TechJury, 2020). There are many reasons why online learning programs have become a popular form of
distance learning in education today. For instance, the online environment offers unprecedented
opportunities for people who would otherwise have limited access to education, as well as a new
paradigm for educators in which dynamic courses of the highest quality can be developed from any
convenient location (Sadeghi, 2019). In many cases, flexibility, diversity of options, selfdirectedness/autonomy, knowledge and creativity acquisition are cited as some of the key benefits
documented for e-learning (SadeCornaway and Zorn-Arnold, 2016; Zare et al, 2016). Additionally, with an
estimated 93% of communication being non-verbal, online education is seen to help learners to express
themselves more freely especially considering that social judgements are not clouded by physical
interactions (Soraya et al, 2019).
Despite the growth of online learning, and its many advantages, there are also some persisting challenges
that are also particularly evident in the field of education. Some learners without reliable internet access
and/or technology struggle to participate in the process and this gap is experienced bothacross countries
and between income brackets within countries (Adnan and Anwar, 2020). For example, according to OECD
whilst 95% of students in Austria, Switzerland, and Norway have a computer to use for their schoolwork,
this percentage drops to only 34% in the case of Indonesian students (OECD, 2018). For those who have
access to the right technology, there is also the issue of whether online learning is as effective as with
face-to-face interactions. For instance, there is still a general consensus that a structured environment is
required for the education of children (especially younger ones), and this cannot always be achieved with
online learning. This is challenging for adult education as well. The emerging always online culture has
also been proven problematic as it is seen to be interfering with attention spans thus disrupting the focus
of learners during e-learning. In any case, as online learning is nowadays the common method rather than
the exception, educators need to be aligned with its procedures and manage to deliver quality results in
that context.
Gamification
In recent years, the concept of gamification, defined as “the use of game design elements in non-game
contexts” (Deterding et al. 2011, p. 9), has received increased attention and interest in academia and
practice, with education being amongst the top fields of gamification research (Dichev and Dicheva,
2017; Faiella and Ricciardi, 2015; Hamari et al., 2014). The goal of gamification is to maximize enjoyment
and engagement through capturing the interest of learners and inspiring them to continue
78 | P a g e

learning (Kinglsey and Grabner-Hagen, 2015; Kapp, 2012). Gamification is on a steady rise; the
gamification in education market is projected to grow from 450 million USD recorded in 2018, to 1,800
million USD by 2023, at a Compound Annual Growth Rate (CAGR) of 32% from 2018 to 2023 (ReportLinker,
2019).
Research evidence has shown the benefits of gamification in improving learning. The gamification players
appear to score 14% higher in skill-oriented tests, 11% higher in factual information and 9% higher in
remembering rates, 79% of business personnel and scholars said gamification method of learning made
them more productive (Elearning Industry, 2020). Freedom to experiment, freedom to fail as well as the
opportunity to rehearse real-life scenarios and challenges in a safe environment are key advantages of
game-based learning activities (Brull and Finlayson, 2016). At the same time, however, it is also worth
noting that gamification is not a universally successful technique, and must be designed carefully so that
it fits the objectives of learning programmes it is applied to. As it highlighted in the Oxford Analytica Report
(2019), Gamification and the Future of Education, “gamification is designed to better engage students,
but this engagement can be lost if the tasks demand too much from students, or require too much prior
knowledge. Therefore, efforts to introduce gamification are most likely to succeed when gamifying the
existing curriculum, rather than introducing an entirely new activity, which may be beyond the means of
the students'' (p.25). Moreover, as it is further stressed in the report, the novelty of gamification is likely
to generate resistance from educators and administrators that express worries about introducing an
untested approach into classrooms together with its potential social and financial implications upon
implementation (p. 25). Altogether, these are important challenges that should not be overlooked in the
process of incorporating gamification approaches into learning.
Augmented and Virtual Reality (AR and VR)
With the introduction of augmented reality and virtual reality into the education system, the classroom
learning experience has undergone a tremendous change particularly in view of how learning becomes
much more immersive than traditional classroom-based methods (Dengel and Mägdefrau,2018; De
Freitas et al, 2010). Unlike plain images and hands-on experiments in the lab, students can now view
enhanced versions of images and objects on their mobile devices through VR tools, thus making learning
a compelling experience. Some of the most advantageous features of VR in classroom settings is its ability
to reduce distractions. Gadelha (2018, p. 40) states that “by blocking out visual and auditory distractions
in the classroom, VR has the potential to help students deeply connect with the material”. There are no
distracting classroom windows to stare out of when students are directly immersed into the topic they are
investigating. This level of immersion also has the benefit of helping students make real world connections
between the subject matter and their own lives, as well as create connections between the concepts they
are studying and their effects on the world (Bonner and Reinders, 2018).
Nevertheless, the use of VR technology is accompanied with its own issues and difficulties. Critics of AR
and VR have noted that while AR and VR provides an enhanced view of a real image, virtual reality can
also create a false perception of reality around learners. This is a phenomenon that is often addressed as
“Cybersickness”, a form of motion sickness that occurs as a result of exposure to VR and which can range
from slight headache to an emetic response (Bockelman and Lingum, 2017). Furthermore, there is a high
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level of concern over the negative influences of interactive VR environments towards social implications.
The users who are engaged in the virtual world may become desensitized to their real environment and
lose touch with human interaction, with their peers through social interaction (Hu-Au and Lee, 2017).
These observations show the limits these immersive technologies have for learning purposes.
Artificial Intelligence (AI)
AI in education is already applied in many parts of the world. It is expected that AI in US education will
grow by 47.5% from 2017-2021 according to the Artificial Intelligence Market in the US Education Sector
report (Research and Markets, 2017). Even though most experts understand the presence of teachers to
be irreplaceable, AI can prove to be valuable for enhancing a teacher’s job and supporting educational
best practices. AI has the benefit of being employed for personalising learning for each student; with the
employment of the hyper-personalization concept which is enabled through machine learning, the AI
technology is incorporated to design a customised learning profile for each individual student and to
tailor-make their training materials, taking into consideration the mode of learning preferred by the
student, the student's ability and experience on an individual basis (Liou et al, 2017). In this process,
however, Big Data and the cost produced by AI innovations pose new questions for education
stakeholders (Vincent-Lancrin and Van der Vlier, 2020). These are questions about who -- which body or
organisation -- should take responsibility for regulating AI in education, particularly since AI impacts not
only data protection and privacy, but also fundamental rights in general. Researchers such as Berednt et al
(2020, p.1), for example, go as far as to suggest that “given AI's global impact, it should be regulated at a
trans-national level, with a global organisation such as the UN taking on this role”. Another question
regarding AI revolves around the financial impact of utilising such a technology in education. AI does not
usually come cheap. In fact, when combining installation, maintenance, and repair fees, it can be rather
expensive. Therefore, schools or students with minimal funds may not be able to benefit from AI fully.
Definitely, these elements cannot be overlooked but at the same should not be viewed as unsurpassable.
Learning analytics
The Horizon Report: 2019 Higher Education Edition (Alexander et al, 2019), produced by the EDUCAUSE
Learning Initiative, identifies learning analytics as one of the digital strategies and technologies expected
to enter mainstream use in the near future. Learning analytics is the science of analyzing raw data in order
to make conclusions about that information. W hen learners use a Learning Management System (LMS),
social media, or similar online tools, their clicks, navigation patterns, time on task, social networks,
information flow, and concept development through discussions can be tracked. Learning analytics
techniques can reveal trends and metrics that would otherwise be lost in the mass of information without
the help of analytics. In the case of education for example, knowing – on a learner-to-learner basis – where
time is being spent, who is using course materials and how progress falls across a class, offers valuable
insights regarding the learner’s experience. Given that educators are already likely to have an idea about
which learners require help and which areas of a curriculum need attention, analytics can be used to target
evidence that informs those improvements (Wilson et al,2017).
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For instructors, analytics do not just reveal previously unknown information about learners, they also
support qualitative judgements and existing expertise (Tosun and Kurubacak, 2016).
From a different perspective, learning analytics has been blamed to “entrench and deepen the status quo,
disempower and disenfranchise vulnerable groups, and further subjugate public education to the profitled machinations of the burgeoning ‘data economy’” (Selwyn, 2019, p. 11). The need to be critical about
Learning Analytics touches also upon the ethical considerations associated with the use of educational
data. Ethical implications arise as well in how personal data is collected, stored, analysed and presented to
different stakeholders. Hence, procedures regulating access and usage of educational data need to be
designed and implemented before Learning Analytics frameworks are implemented. As noted by Tosun
and Kurubacak (2016, p.315), “this will include transparency of applied algorithms and weighting of
educational data for predictive modelling. Storing and processing anonymised personal data is only a small
step towards a more comprehensive educational data governance structure for Learning Analytics”.
6.1.2. Digital learning trends and the role of educators
The need to be able to adapt as situations change and be confident in moving across the digital space is
one of the key features of our era. In all domains, including education, understanding and adopting the
current and future trends in ‘digital literacy’ will not be a matter of choice but rather a necessity to provide
the basic skills and knowledge for survival in the increasingly digitized world. Educators are key mediators
in the effort to keep up with the latest developments. Teachers must be able to pick and choose the most
relevant elements of these trends for their students and learning courses. Being able toreact to individual
students’ needs as they arise and to assess the impact of digital learning in real time and on an ongoing
basis is crucial. This also applies for the professional and thorough preparation of educational content, so
that it is aligned with the curriculum objectives of the available online resources.Using all these trends as
part of the learning process must avoid the chocolate-covered-broccoli problemwhere the substance is
overlooked for the sake of the cover and rather become a practice on the basis of deliberate and evidencebased methods. While all these are powerful tools for new ways of teaching, they can end up being costly
and ineffective tools when used improperly. Greater amounts of data from real-world teaching scenarios
in each country where it is being considered are needed before major overhauls of educational systems.
Therefore, these trends can be a blessing for the future of education, but only after extensive pilot
programmes show where the application of these trends is most useful.
Since the trends mentioned are quite controversial and their implications are debated intensely, the
discussion for teachers being part of a community of digital innovation needs to continue for the sake of
clarifying not only their role in education but also the form that education itself takes with these trends
in place. In part, this is imperative in order for teachers to respond effectively to recurring discussions on
whether new technologies will ever replace the contribution that educators themselves offer (Chesser,
2012). Currently, the discussions point to the reality that technology is merely an augmentation or
addition to a teacher’s contribution and that, rather similar to the changes in manufacturing through
automation, teachers will now be responsible for supervising students’ activity remotely, creating flexible
educational experiences, and managing the social needs of students in new and challenging social
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learning environments. In order to train teachers on these new roles, education systems will need to
incorporate these trends in all phases of their processes, provide constant administrative assistance,
feedback and peer support. Additionally, greater cooperation with the private sector and non-profit
organisations, which may develop more enriched and flexible curriculums can be a way forward to support
the vision for a revolution in learning through digital literacy and digital learning.

Key Message from the Current Thinking to be featured
For all domains including education, understanding and adopting the current and future trends in
‘digital literacy’ and ‘digital learning’ will not be a matter of choice but rather a necessity to provide
the basic skills and knowledge for survival in the increasingly digitized world.
Educators are key mediators in the effort to keep up with the latest developments. Above all, using
all these trends as part of the learning process must avoid the “chocolate-covered-broccoli”
problem where the substance is overlooked for the sake of the cover. Changes that implement
these trends appropriately need to be practiced on the basis of deliberate and evidence-based
methods.
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6.2 Case Study
Title

VITA (‘Virtual & Augmented Reality Trainers Toolbox to Enable Adults
Catch Up With Life Skills)

Purpose or aim

The main aim of this Erasmus+ Project called VITA (Virtual & Augmented
Reality Trainers Toolbox to Enable Adults Catch Up With Life Skills) is to
develop a novel toolbox through which Adult Trainers can attract, reach
out and assist adult learners to catch up with 21st Century life skills and
in particular digital literacy.

Description

The VITA Toolbox is an open source repository of all the training
material adult trainers can use to engage and help adult learners to
catch up with digital like skills. In the VITA toolbox you will find:
> the curriculum designed by the partners
> the learning framework guiding you to form training paths
> Augmented & Virtual Reality case-studies
> the VITA E-learning management system
> VITA Repository with raw content (eg. Powerpoint slides) that can be
customised.

Benefit to teaching
literacies

As part of 21st century skills, adults nowadays need to have an
understanding of basic digital skills to help them cope at work, at home
and in their social lives. In line to this, adult trainers need to be equipped
and up-skilled with the relevant toolbox, training programmes and case
studies to be able to design individualised training paths for their own
training target groups. This material is enabling educators to have access
to information regarding the latest trends such as immersive learning,
cooperative distance learning, Augmented Reality (AR) and Virtual
Reality (VR) experiences. These elements contribute towards increasing
learners’ engagement, active involvement, personalised learning and
practical implementation of knowledge and skills.

Key lessons learned

In order to implement this suggested material, access to technology is
key -from the basic internet connection to more advanced equipment
to Augmented & Virtual RealityTechnology –and often it is limited both
for educators and learners. One of the first concerns before asking
learners to use technology for these activities is to remember that the
socio-economic situation of each learner varies. Therefore, establishing
equality of opportunity for all participants is crucial.
https://sites.google.com/view/erasmusvita/toolbox

Website/ Url
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6.3 Video Content
Video link (url): https://www.youtube.com/watch?v=K_wAHEHTy-g (2:16)
https://www.youtube.com/watch?v=4G4RUgenV3U (5:39)
Description of the video (125 characters max.):
The first video is illustrative of how Education technology companies are leveraging big data to
improve classroom engagement and make learning more effective. In the second video, Kenneth
Cukier, The Economist's data editor and author, discusses how big data can improve learning and
why the education sector has been slow to embrace it.
Questions for Reflection
Before watching the video, pose this question for general reflection
1. Are you familiar with the concept of ‘learning analytics’, and if yes how so and what does it
refer to? (before the video)

Having watched the video, pose the following reflective questions for the teacher to consider
based on the content of the video:
2. Do you subscribe to the view that learning analytics means only “more work” and
“unknown results”?
3. What do you think will be the implications for the role of educators/trainers with the
introduction of ‘Big Data’ technologies in the learning process?

Video link (url): https://www.youtube.com/watch?v=JMLsHI8aV0g
Description of the video (125 characters max.): A growing number of classrooms in China are
equipped with artificial-intelligence cameras and brain-wave trackers. While many parents and
teachers see them as tools to improve grades, they have created at the same time new struggles
for students.
Questions for Reflection (after watching the video)
1. Can you give other examples on how Artificial Intelligence (AI) can be used to improve
learners’ performance and engagement?
2. To what extent do you think the application of AI in the classroom is conflicting with
Human Rights and Ethics?
3. As an educator for adult learners in the digital era, what do you consider your personal
responsibilities for using AI as a learning tool?
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6.4 Session Plan (3 hours’ duration in face-to-face environment)

Module Title: Trends in Digital Literacy and Digital Learning
Description of the Learning
Activities

Methodology

Orienting students to a reading
topic through 360-degree VR
videos: Many language textbooks
are not particularly topical and the
subjects can sometimes be
discussed
in
very
generic,
impersonal terms. As a form of prereading or familiarizing students
with a topic before classroom
discussion, use 360-degree videos
in Google Cardboard or other VR
systems to fully immerse students
in the subject at hand, using current
resources.

Face-to-face:

This activity is suggested in:
Bonner, E. and Reinders, H., 2018.
Augmented and virtual reality in
the language classroom: Practical
ideas. Teaching
English
with
Technology, 18(3), pp.33-53.

Check sites such as YouTube for
“360-degree (topic)” and look for
content that would be suitable
for students’ learning on a
particular literacy topic under
consideration. For example, on
the topic of ‘Separation’ there
are some truly touching videos
(e.g.
https://scopic.nl/projects/refuge
es/ and
https://www.youtube.com/watch
?v=z9HEGHOk5hM) of the plight
of refugees that are likely tospark
a reaction, empathy and deep
understanding from participants.
Once students have watched
these videos, ask them to write
and discuss a few questions:
• What aspects of the video
affected you the most?
• What can be done to solve this
problem/improve this situation?
• Share your ideas with a partner

Timing
(minutes)

30 min

Materials/
Equipment Required

Cheap VR headsets
such
as
Google
Cardboard, student
smartphones
or
computers.

Online:
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In a similar manner, before
engaging with learners on a
particular learning topic, share
the screen or include URL links to
the chat box of the online
platform so that the participants
can see and engage with the 360
VR videos. It will be preferable for
students to have access to the
Cheap VR headsets such as
Google Cardboard to have an
immersive VR experience of the
videos, but if they don’t they can
also watch the videos without
them.
Incorporating Digital Literacy into
Literacy Storytelling

Face-to-face:

Learners will effectively develop
digital literacy through literacy
storytelling activities, for example,
using technological tools including
cameras, microphones and video
editing software.

This activity could be a
continuation of the
topic
explored in the previous activity,
or a different one.
Learners will firstly be separated
into groups of 3-4 people. Each
group will need to create a story
based on the topic under
discussion in literacy teaching by
using
the
storyboard
methodology
(storyboard
drawing and script writing) – 20
minutes
As a next step the team will need
to collect photos that will be
featuring the storytelling (they
can use Google - Images).
Next the team should use a
recording app through their
computer to record the different
voices/characters of their script.
Each photo will need to have one
recorded file.

This activity is adapted from:
Chan, B.S., Churchill, D. and Chiu,
T.K., 2017. Digital literacy learning
in higher education through digital
storytelling approach. Journal of
International Education Research
(JIER), 13(1), pp.1-16.

30 min

Using
an
online
platform to run the
course
(ZOOM,
Microsoft Teams etc).
Cheap VR headsets
such
as
Google
Cardboard, student
smartphones
or
computers.

80 minutes

Computer or Laptop
per team
Movie Maker
Instructions on how
to use the application
on computer:
https://moviemaker.
minitool.com/moviem
aker/use-movie-make
r.html

Voice Recorder
Instructions on how
to use the application
on computer:
https://support.micro
soft.com/en-us/windo
ws/how-to-use-voicerecorder-6fbb53d5-05
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One suggested tool for creating
their storyboard can be Movie
Maker. The participants will need
to put the photos collected in
order, then match the audio
document file with the selected
photo.
The team can add text/subtitles
to their storyboard.
Finally the team will publish their
work as a .mp4 document on their
desktop and share with the rest of
the participants.

39-abda-a9a4-0bcb84
a778e7

Online:
The activity can take place
through an online platform
(ZOOM, Microsoft Teams) where
the team members cancooperate
and talk at a virtual class.

Instructions on how
to share files from
Google Drive
https://support.googl
e.com/docs/answer/2
494822

The instructions for completing
each step of the activity can be
shared with participants through
google forms.
A demonstration of how Movie
Maker works at its basic
functions can be made through
share screen/
presentation
mode.

Gamification and serious game
approaches for adult literacy
tablet software

Face-to-face:

This activity is used for learners to
learn how to understand dialogue
as a basic literacy skill.
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Voscreen is a free website aimed at
helping users improve their English
language skills on their own
through short video clips. Learning
and improving English is more
enjoyable than ever with Voscreen
video learning environment since it
is based on video extracts obtained
from youtube. When a user starts,
she/he has to select his native
language, watch the clip, and then
choose the accurate translation to
the short phrase uttered in the clip.
For each correctly selected
translation, he gets a point and
moves on to the next clip in the
series. The homophone app is
intended as an educational app
that includes elements of
gamiﬁcation to motivate user
behavior, whereas the punctuation
app is intended as a serious game
where literacy-skill improvement is the primary goal rather
than entertainment.

This activity is adopted from the
project GBL4ESL, Game Based
Learning:
https://toolkit-gbl.com/downloads
/guidebook

Voscreen lends itself perfectly to
practice
paraphrasing.
The
teacher should choose the level
or grammar structure, play the
clip, and ask students to
paraphrase what they’ve just
heard. Compare their ideas and,
finally, check with the two
options offered by Voscreen.
Play a random clip. Ask your
students to imagine what
happened after/before the scene
they see. It’s a great way of
revising past tenses or to come
up with predictions. The more
advanced the level, the more
complex storylines might be
encouraged.
If the teacher chooses the
Questions or What category in
the VoStructure tab, she will get
access to a series of clips
featuring different types of
questions. Play a clip, and ask
students to write down answer(s)
to the questions asked in the
video. It can be a speed
competition (who comes up with
a logical answer first) or about
imagination (who comes up with
the most logical answers in the
time given).
The most suitable categories are
the ones containing simple
sentences. The game can be
played to practice sentence
stress: differentiate between
content and structure words and
see whether the meaning of the
sentence changes once different
words are stressed. Given the

60 min

Tablets or computers

Learners can access
the
game
from
http://www.voscreen.
com/
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clips already serve as a
pronunciation model, students
will either try to recreate what is
heard or modify it to convey
different meaning (if possible)
Following the
game, the
following discussion questions
can be used to engage students
in further discussion.
• How does stress change the
meaning of a word?
• Can they relate examples of
when they used stress in their
conversations?
• Did it reach the desired
outcome?
Online:
The activity can take place in the
virtual classroom.
The teacher will ask participants
to set up the game on their
computers or tablets and then
similarly to the face-to- face
environment the activity will
unfold in the virtual classroom.

Online platform (e.g.
ZOOM,
Microsoft
Teams)

6.5 Key Takeaway
Challenge: As a literacy teacher, list some of the ‘old
things’ of your literacy teaching that you can do with the
Digital tools/trends you have in hand, as well as some of
the ‘new things’ that can change the content, practices
and methods of your literacy teaching based on current
and upcoming trends. This can be discussed and
enriched through learners’ experiences, ideas and
insights.
Example:
http://linoit.com/users/Marithea/canvases/DiliTe%20Module%206%20
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6.6 Useful references and resources

Description
Link
The TOOLKIT platform for the Erasmus+ project GBL4ESL https://www.toolkit-gbl.com/start
provides a large collection of Game-based learning (GBL)
activities and tools for teachers to create GBL scenarios,
bringing them into their daily teaching practices.
The DigitA is an Erasmus+ Project that its aim is the http://csicy.com/the-digita/
recognition of skills and qualifications of DigitA adult
trainers based on the European Qualifications Framework
(EQF), EQAVET and the European Credit System for
Vocational Education and Training (ECVET).
Bonner, E. and Reinders, H., 2018. Augmented and virtual
reality in the language classroom: Practical ideas. Teaching
English with Technology, 18(3), pp.33-53.

https://files.eric.ed.gov/fulltext/EJ1186392.p
df

Tanya Christ, Poonam Arya & Yu Liu (2018). Technology
Integration in Literacy Lessons: Challenges and Successes.
Literacy Research and Instruction.

https://www.researchgate.net/profile/Poona
m_Arya3/publication/329588099_Literacy_Re
search_and_Instruction_Technology_Integrati
on_in_Literacy_Lessons_Challenges_and_Suc
cesses/links/5c112249299bf139c7534c85/Lite
racy-Research-and-Instruction-Technology-Int
egration-in-Literacy-Lessons-Challenges-and-S
uccesses.pdf

AirPano Arial Panoramaand 360 World Tours:
http://www.airpano.com/
Provides visuals of locations around the world that can be
viewed on a computer. At this time, VR on headsets is not
supported, but adaptations can be made to use VR devices
like Google Glasses.
Gilbert-Knight, Ariel. (2016) 10 Steps for Planning a
http://www.techsoup.org/learningcenter/trai
Successful Webinar. TechSoup.
ning/page11252.cfm
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