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DIGITALA KOMPETENCE

Digital competence is the set of
knowledge, skills, attitudes,
strategies, values and awareness

that are required when using ICT
and digital media

to perform tasks; solve problems;
communicate; manage
information; collaborate; create
and share content; and build
knowledge

effectively, efficiently,
appropriately, critically,

for work, leisure, participation, learning,
socialising, consuming & empowerment.
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Learning domains

Tools

Competence areas

Modes

Purpose

(Ferrari, 2012)
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DIGITALA KOMPETENCE

e |KT lietoSanas pamatprasmes
* Mediju pratiba

* Informacijas pratiba

e Algoritmiska domasana

(Kennisnet Trend Report, 2016/2017)
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ISTE STANDARTI DIGITALAS KOMPETENCES
ATTISTISANAI UN PILNVEIDOSANAI

R Digital

Empowered Citizen

Learner
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lSF Constructor
Global

Collaborator Standards
Students+2016

Innovative
Designer

Creative
Communicator

SN¥ Computational

Thinker
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ISTE STANDARTI DIGITALAS KOMPETENCES
ATTISTISANAI UN PILNVEIDOSANAI

ISTF
Facilitator

Sta ndards

Educators
Collaborator |
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./ UNIVERSITATE ISTE — International Society for Technology in Education, 2017
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EIROPAS IZGLITOTAJU DIGITALAS
KOMPETENCES IETVARS

DIGITAL
RESOURCES o ASSESSMENT
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EIROPAS IZGLITOTAJU DIGITALAS
KOMPETENCES IETVARS

1. Professional engagement

2. Digital Resources

4. Digital Assessment

5. Empowering Learners

6. Fadlitating Learners’
Competence

1.1 Data management

To use digital tools to effectively
and safely store, retneve, analyse
and share administrative and
student-related data. To contribute
to discussing and critically
reflecting on data management
strategies and policies at the
organisational level.

1.2 Organisational
communication

To use digital technologies to
enhance organisational
communication with learners,
parents and third parties. To
contribute to collaboratively
developing and improving
organisational communication
strategies.

1.3 Professional collaboration
To use digital technologies to
engage in collaboration with other
educators, sharing and exchanging
knowledge and experience and
collaboratively innovating
pedagogic practices. To use
professional collaborative networks
as a source for one's own
professional development.

1.4 Reflective practice

To individually reflect on, critically
assess and actively develop one’s
digital pedagogical practice.

1.5 Digital Continuous
Professional Development
PD)

To use digital sources and

resources for continuous
professional development.

LATVIJAS

2.1 Selecting digital resources
To identify, assess and select digital
resources for teaching and

learning, understanding applicable
copyright and accessibility
requirements.

2.2 Organising, sharing and
publishing ital resources
To organise digital resources for
one's own current and future use
and re-use, as well as for sharing
them with others. To digitally
publish learning resources and
share them with leamers, parents
and other educators, respecting the
rules of copyright. To understand
the use and creation of open
licences and open educational
resources, including their proper
attribution.

2.3 Creating and modifying
digital resources

To modify and build on existing
openly licensed resources and other
resources where this is permitted.
To create or co-create new digital
educational resources. To consider
the specific learning objective,
context, pedagogical approach, and
learner group, when designing
digital resources and planning their
use.
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3.1 Instruction

To implement digital devices and
resources into the teaching
process, so as to enhance the
effectiveness of instructional
practices. To appropriately scaffold,
manage and crchestrate digital
teaching interventions. To
experiment with and develop new
formats and pedagogical methods
for instruction.

3.2 Teacher-learner interaction
To use digital tools and services to
enhance the interaction with
learners, individually and
collectively, within and outside the
learning session. To use digital
technologies to offer timely and
targeted guidance and assistance.
To experiment with and develop
new forms and formats for offering
guidance and support.

3.3 Learner collaboration

To use digital technologies to foster
and enhance collaborative learmning
strategies, e.g. as a basis for the
collaborative exchange in the
group, as a tool for conducting a
collaborative assignment, or as a
means of presenting results.

3.4 Self-directed learning

To use digital technologies to
support self-directed learning
processes, i.e. to enable leamers to
plan, monitor and reflect on their
own learning, evidence progress,
share insights and come up with
creative solutions.

4.1 Assessment formats

To use digital tools for formative
and summative assessment. To
enhance the diversity and
suitability of assessment formats
and approaches.

4.2 Analysing evidence

To generate, select, crtically
analyse and interpret digital
evidence on learner activity,
performance and progress, in view
of informing teaching and learning.

4.3 Feedback and Planning

To use digital tools to provide
targeted and timely feedback to
learners. To adapt teaching
strategies accordingly and to
provide targeted support, based on
the evidence generated by the
digital toocls used. To enable
learners and parents to understand
the evidence provided by digital
tools and use it for decision-
making.

5.1 Accessibility and inclusion
To ensure accessibility to learning
respurces and activities, for all
learners, including those with
special needs. To consider and
respond to learners' (digital)
expectations, abilities, uses and
misconceptions, as well as
contextual, physical or cognitive
constraints to their use of digital
tools.

5.2 Differentiation and
personalisation

To use digital tools to address
learners diverse learning needs,
e.g. by allowing them to follow
different learning pathways and
goals, by offering alternative
approaches and tools, and allowing
learners to proceed at different
speeds towards individual learning
goals.

5.3 Actively engaging learners
To use digital tools to foster
learners’ active and creative
engagement with a subject matter.

6.1 Information and media
literacy

To incorporate learning activities,
assignments and assessments which
require learners to articulate
information needs; to find
information and resources in digital
environments; to organise, process,
analyse and interpret information;
and to compare and critically
evaluate the credibility and reliability
of information and their sources.

6.2 Digital communication &
collaboration

To incorporate learning activities,
assignments and assessments which
require learners to effectively and
responsibly use digital tools for
communication, collaboration and
civic participation.

6.3 Digital content creation

To incorporate learming activities,
assignments and assessments which
require learners to express
themselves through digital means,
and to modify and create digital
content in different formats. To teach
learners how copyright and licences
apply to digital content, how to
reference sources and attribute
licenses.

6.4. Wellbeing

To take measures to ensure learners’
physical, psychelogical and socdial
well-being while using digital
technologies. To empower learmers to
manage risks and make use of digital
technologies to support their own
social, psychological and physical
wellbeing.

6.5 Digital problem solving

To incorporate learming activities,
assignments and assessments which
require learners to identify and solve
technical problems or to transfer
technological knowledge creatively to
new situations.

(European Commision, DigCompEdu, 2017)



RUBRIKA: IKT LIETOSANA MACIBU
PROCESA

2. tabula. Rubrika: zinasanu konstruésanas limeni lietojot IKT
Limenis Piemeéri
Skoleniem nav iespéjas izmantot IKT aktivitates veiksanai.
e Skoléns macas par elektrostaciju veidiem, skatoties skolotaja
1 demonstréto animaciju/prezentaciju/video.
e Skolens macas par atskiribam starp kristaliskam un amorfam
vielam, veicot uzdevumus skolotaja izdrukata darba lapa.
Skoleni lieto IKT, lai apgiitu vai pilnveidotu pamatprasmesvai
reproducétu informaciju. Skoléninekonstrué zinasanas.
e Skolénsmacas lietot temperatiras sensoru un datu uzkrajeju,
2 veicot mérfjumus, ka atdziest idens.
e Skolensveido kopsavilkumu par senu daudzveidibu, izmantojot
kadu no prezentacijas programmam (MS PowerPoint, prezi.com
u.c.).
Skoléni lieto IKT zindasanu konstruésanai, bet 5is pasas zindSanas var
konstruét aribez IKT rikiem.
e Skolenskonstrue grafiku, ka mainas apgaismojums atkariba no

3 attaluma, izmantojot datu uzkrajéja programmaturu vai MS
Excel.
e Skolenspeta dazadu skidumu pH limeni, lietojot datorsimulaciju.
| {JJ?\T%IFIQSITATE (Adaptéts pec Microsoft Partners in Learning, 21CLD Learning Activity Rubrics, 2017)
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RUBRIKA: IKT LIETOSANA MACIBU
PROCESA

Skoléni lieto IKT zinasanu konstruésanai un IKT ir nepieciesams, lai

konstruétu $is zindSanas, bet skoléni nerada IKT produktu.

e Skolensmacas, ka veidojas zvaigznes, ka notiek kodolreakcijas,

4 ka veidojas molekulas, lietojot datorsimulaciju.

e Skolens meklé interneta informaciju par kadu notikumu no
dazadu valstu informacijas avotiem un analizé kopigo un
atSkirigo atrastaja informacija.

Skoléni lieto IKT zinasanu konstruésanai un IKT ir nepieciesams, lai

konstruétu $is zinasanas, un skoléni rada IKT produktu.

e Skolénsveido animaciju (filmu, infografiku, podkastu utml.), ar
kuras palidzibu citi skoléni var iemacities ka darbojas vienkarsie
mehanismi; kados apstaklos notiek Saules un Méness aptumsums
utml.

5 e Skolens veido majas lapu (interaktivas kartes, virtualo sienu
utml.), kura citi var atrast sistematizeétu informaciju par Latvijas
véstures notikumiem, par demonstréjumiem dabaszinatnés, par
biologisko daudzveidibu skolas apkartne u.c.

¢ Skolénsveido modelusun formas, 3D modelésanas programmas
(SketchUp®, TinkerCAD®*, Blender®* u.c.), kuras var izmantot
animaciju veidosanai, realu objektu 3D drukasanai.

ar

{}%’IizgﬁngATE (Adaptéts pec Microsoft Partners in Learning, 21CLD Learning Activity Rubrics, 2017)
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DIGITALAS KOMPETENCES PASVERTEJUMA
RIKS IZGLITOTAJIEM TET - SAT

Digital Communication and Collaboration

Digital citizenship

Digital content use and production

Question 1

Question 2

Question 3

Question 4

Question 5

Question 6

Question 7

Question 8

Question 9 Questil

Designing personalised student activities (activities according to needs of students: their interests, learning preferences and styles - sound, images)

| have some knowledge
about personalised learning
activities with ICT
considering different
students’ needs, but | find it
difficult to find suitable
activities for my lessons.

| design personalised
student activities where ICT
supports the students in
taking responsibility for
their learning (e.g. choice of
topics), using technology to
manage their own learning
inside and outside the
classroom, e.g. students

create their own e-portfolio.

| implement personalised
teaching and learning
activities, using technology
to support students’ needs
and learning preferences.

| design personalised
student activities where ICT
is used to identify and

support individual students”

choices. needs and learning
preferences.

| have very little or no
knowledge of how ICT can
support the personalisation of
student learning and do not
use ICT for personalised
student activities.

" LATVIJAS
UNIVERSITATE

ANNO 1919

(MENTEP — MENtoring Technology Enchanced Pedagogy,
TET — SAT: Technology-Enhanced Teaching Self Assesment Tool, 2017/2018) 11
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DIGITALAS KOMPETENCES PASVERTEJUMA
RIKS IZGLITOTAJIEM TET - SAT

TET-SAT

Based on the answers you provided, your overall score is: 63% (Compare with others)

What does your score mean ? Legend

Congratulations! You have reached level 4 of digital competence. This suggests you already use ICT
5 i Y ai ine i Wi i 4
successfully to improve your pedagogical approaches to teaching and learning. You use ICT whenever it Beginner (21-40%)

improves teaching and learning processes or outcomes for your students.
Capable (41-60%)

To progress further, consider trying out some innovative ideas and concepts to further improve, extend and
vary your use of ICT, e.g. in collaborative or cross curricula projects. You could focus on systematic change
based on continuous reflection.

LATVIJAS (MENTEP — MENtoring Technology Enchanced Pedagogy,

REEXERSITATE TET — SAT: Technology-Enhanced Teaching Self Assesment Tool, 2017/2018) 12



DIGITALAS KOMPETENCES PASVERTEJUMA
RIKS IZGLITOTAJIEM TET - SAT

Digital pedagogy (Score: 64%)

1.1. Plan and implement teaching with ICT
(Learning Design)

1.2. Design and manage ICT-based learning
environments

1.3. ICT-supported assessment 53.0%

Digital content use and production (Score: 70%)

2.1. Selection and use of digital resources 60.0%

2.2. Creative production

2.3. Copyright and licences

2.4, Programming 60.0%

‘ {JJI;IVI*%IQSITATE (MENTEP — MENtoring Technology Enchanced Pedagogy,

ANNO 1919 TET — SAT: Technology-Enhanced Teaching Self Assesment Tool, 2017/2018) 13
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