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The Learning Maturity Model for Digital Education Competence has been created as part of
EdDi Cob6s first project piganssationallphradigemifomdigital t o

education training content. By aligningthe model 6 s st r uc-CALOHEEt o0 t he

framework (KSA - Knowledge, Skills, Attitudes), its compatibility with previous work (such as
the Tuning/CALOHEE Framework for Teacher Education® has been pursued. Thus, this

cCrea

Tu

bears the potential to add-CALGHER frameworka@adallevat i ono t

foritsfuture-or i ent ed expansion. The model serves as

output: a learning directory with more than 500 high-quality digital learning opportunities
(e.g., MOOCs or OER). The learning opportunities are matched according to specific
competence subsets and progression levels and will be suggested to educators through a
self-assessment tool.

The Learning Maturity Model for Digital Education Competence describes each subset of the
competences identified in the Competence Meta Model for Digital Educators? in terms of
three proficiency levels -- Explorer, Expert, Pioneer -- and subdivides each competence
into its constituent elements of (1) knowledge, (2) skills and (3) autonomy &
responsibility. This differentiation acknowledges on the one hand that educators may not
only measure their level of specific digital competences in binary terms but rather in terms of
proficiency levels. On the other hand, the tripartite structure mirrors that competences are a
conglomerate of content-related expertise (e.g. on digital technologies and pedagogical
strategies), the application of this knowledge, and the attitude or mind-set that educators
display. As the Competence Meta Model for Digital Educators heavily draws on the
European Framework for the Digital Competence of Educators (DigCompEdu)3, the Learning
Maturity Model can be understood as a proposal to further operationalise DigCompEdu.

The Learning Maturity Model for Digital Education Competence has been validated at
different stages of its creation process and greatly benefitted from feedback and exchanges
with various stakeholders. The EdDiCo consortium sees the proposed model as a basis for
discussion.

! https://www.calohee.eu/wpcontent/uploads/201811/4.1-AssessmenReferenceFrameworksor-Civik
EngineeringleacherEducationHistory-Nursingand-Physicd=FINAEREADER2. pdf

2 https://eddico.eu/outputs/wpl/

3 https://ec.europa.euljrc/en/digcompedu
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The Learning Maturity Model for Digital Education Competence serves as the foundation for

EdDi Cob6s central output: a | ear-qualitydigitalleansmgt ory wi
opportunities (e.g., MOOCs or OER). The learning opportunities are matched according to

specific competence subsets and progression levels and will be suggested to educators

through a self-assessment tool.

2.1 Process overview

S

Creating an Organisational
Paradigm for Digital Education
Training Content

Competence Meta Model for Digital Educators (Intellectual Output 1)

In the analysis of 20 national and European competence frameworks, the European
Framework for the Digital Competence of Educators (DigCompEdu) was selected as the core
of the meta model gmpehensivl cogefagernfrdiedant@empetence
areas and its transnational validity.

Learning Maturity Model for Digital Education Competence (Intellectual Output 2)

The proposed Learning Maturity Model further operationalizes DigCompEdu by breaking
the competence dimensions down into their constituent elements of knowledge, skills, and
attitudes. In addition, it extends DigCompEdu by suggesting both four new competence
subsets and one new dimension to the framework.

Based on the Competence Meta-Model for Digital Education and the Learning Maturity
Model for Digital Education Competence, the EdDiCo project will

0 Build a Directory of Learning Opportunities and Educational Resources for Digital
Education including over five hundred MOOCs, open textbooks, open courseware,
videos and other resources on digital teacher education (Intellectual Output 3).
Build a Self-Assessment and Recommendation Tool for Digital Competences of
Educators, which will suggest adequate (open) learning opportunities (Intellectual
Output 4).

O«
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2.2 The Learning Maturity Model for Digital Education
Competence

Three proficiency levels

Al

Common European Framework of

Reference for Languages (CEFR) A 2

and
DigComEdu Framework

EdDiCo Learning Maturity Model for Explorer (Level A]
Education Competence

=]

Three proficiency levels

For each competence area (dimension) identified under 101, the Learning Maturity Model
describes three different stages of digital competence development. These stages are linked
to the six proficiency levels used by the Common European Framework of Reference for
Languages (CEFR), ranging from Al to C2, as proposed in the DigCompEdu framework. For
its proficiency levels (A, B, C) the Learning Maturity Model uses role descriptors that refer to
the DigCompEdu framework: Explorer (level A), Expert (level B) and Pioneer (level C). For
level B and C, the progression is cumulative in the sense that each higher-level descriptor
comprises all lower-level descriptors.
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Knowledge, Skills and Attitudes

Knowledge Skills
content-related expertise (e.g. on digital the attitude or mindset that
technologies and pedagogical strategies) educators display

Knowledge, Skills and Attitudes

k(@

Attitudes

the application of this knowledge

As part of the leveling activity, the Learning Maturity Model uses the indicators Knowledge,
Skills and Attitudes described by the Tuning/CALOHEE project to propose generic
competence level descriptors for digital education competence. By aligning the Learning
to the CALOHEE
(such as the Tuning/CALOHEE Framework for Teacher Education) has been pursued.

Maturity Model 6s structure

2.3 Additional Competences

Dimensions Teaching & Learning Assessment
Additional Gamification (Micro-) Recognition
subsets Credentialisation
L
® 3.

AN

Empowering Learners

Agile Working
0/

ax gl

Four subsets - Gamification, (Micro-)Credentialisation, Recognition, Agile Working - as well
as an entire new dimension - Health - have been added to the core of the DigCompEdu
model in an effort to meaningfully and needs-oriented complement the framework.

framew
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2.3.1 Gamification

ATo use gamification el ements such aandchall enges
leaderboards to make the learning experience more enjoyable and the learning outcome
more sustainabl eo

Acknowledging the current and future significance of gamification elements as part of
learner-centric, motivating and sustainable teaching and learning processes, the subset
AGami ficationd has been added to the di mension i

Subset 5

Gamification

To use gamification el ts such as challenges, competitions, poinis, badges, and leaderboards to make the learning exprience more enjoyable and the learning outcome more
sustainable. (our own suggestion)

is able to apply a digitally supported gamified

Explorer (Level A) knows what digitally supported gamification is and process in teaching and leaming situations to general interst in digitally supported gamification
P how it applies through specific samples improve student's involvement if he/she is provided  processes
with the technology

t behind diait 4 is able to apply a digitally supported gamification explorative atittude toward selecting technologies
Expert (Level B) gpniﬁc:i'ﬁeon pr$l:;:d me\il:.:m a.:l [IEEESs [ il o 2y Si."aﬁ"“sa.'d um h. =& d. i. _elhe gz _su_ppmlerl .
i T RoreT e e o choose the best technology te obtain the desired gamification activities and redesigning leaming
learning outcomes activities for gamification purposes

2.3.2 (Micro-)Credentialisation

ATo design badges/ credentials that contain all t
recognition (of intermediate achievements).o

fiMicro-) Cr edenti ali sationo has been singled out as
AAssessment o given the i mport an-calecdenficdtiansft er a mo
achieved learning outcomes and competences as well as to facilitate recognition (among

EHEA).

Subset 4
(Micro-)Credentialisation
To design badges/credentials that contain all the available information to facilitate recognition (of intermediate achievements). (our own suggestion)

is aware of the process of designing uses existing systems to issue digital credentials.

micro-credentials on the levels of micro and macre designs micro-credentials on the levels of micro and  interest in the potential of micro-credentials to
Explorer (Level A) curriculum level and the links and meta-data macro curriculum level and the links and meta-data  support the principles of learning outcome

between the credential and digital curriculum in @ between the credential and digital curriculum in a recognition and ECTS transfer among EHEA

virtual learning environment virtual learning environment

uses and explains a credentialing systems to issue

digital credentials. consults on the process of

designing digital credentials and peer-reviews curiosity towards digital and micro-credentials as a
micro-credentials developed on the micre and macre means to support the principles of leaming

has advanced knewledge on the process of
designing micro-credentials on the levels of micro
and macro curriculum level and is able to explain

Expert (Level B) . 1 : curriculum level and reviews as well as updates the  outcome recognition and ECTS transfer among
iz I|n_lc§ T rr[eta-dapa 3 ween i l:_ledentlal meta-data for credentials on learning outcomes, the EHEA
and digital curriculum in a virtual learning
environment assessment method, EQF level etc. from IT systems
such as the digital curriculum in a virtual learning
environment
continuously monitors digital activity and reflects on
has comprehensive knowledge of the process of  and synthesises digital learner data to identify
designing micro-credentials on the levels of micro Ieamlng patterns and adapts his/her teaching g:gn’rl]rllmeg‘t ital ;s; ;IUI o;ggegnnozl\lse:gmans
Pioneer (Level C)  and macro curriculum level and the links and gies. critically and discusses the 'ging il

to support the principles of

meta-data between the credential and digital value and validity of different data sources as well as recognition BT e among the EHEA

curriculum in virtual learning environment the appropriatedness of common methods used for
data analysis

2.3.3 Recognition

AfTo design badges/ credentials that contain all t
recognition (of intermediate achievements)

Learning Maturity Model for Digital Education Competence



Subset 5

Recognition

To judge information provided in learning credential and additional infermation to recognize skills and competences towards a larger credential. (our own suggestion)
compares documented achievements and
assessment methods with the leaming outcomes or
competences to be recognised. checks the validity of
a credential. converts the grade, documents and
communicates the recognition decision. applies the
institutional guidelines and tools for recognition of
formal and non-formal leaming

trains and consulis on the processes for recognition
of formal and non-formal learning. designs curricula

knows the institutional guidelines and tools for
recognition of formal and non-formal learning

positive attitude towards recognition of formal and

Explorer (Level A) non-formal leaming

Kknows both the the institutional quidelines and to support recognitien. prepares and signs credit commitment to convince colleagues of the
wtional g 2 recognition agreements. provides information to advantages of recognition. advocacy for
Expert (Level B) tools and the relevant principles and regulations - .
learners on open learning and how it can be transparent and easy-to-follow processes for

7O CERTT T T 2T AT B recognised. applies the institutional guidelines and  recognition in his/her institution

tools for recognition of formal and non-formal
learning

explains, creates, implements and continuously
improves institutional procedures and tools for
knows and improves the institutional guidelines recognition, such as clearly defined and harmonized

and tools and the in the light of recent discussions processes for recognitien, recognition database, data LTI ST e s2ms 22l &

criteria for recognition is applied across the

Pioneer (Level C)  and updates of the relevant principles and standards and digital information exchange, institution and to (further) develop 2 recognition
regulations for recognition of formal and information to learners about open learning and how database within his/hor institutior? g
non-formal leaming it can be recegnized, stakeholder involvement

shares and discusses experiences and
developments with the relevant community

2.3.4 Agile Working

firo empower learners in an interdisciplinary team to collaboratively develop a rapid prototype
of problem solving, that creates value for the u

Considering the challenges in a VUCA world and the growing need to tackle these in a
collaborative and iterative manner, the significance of appropriate working methods and
mindsets is reflected in the inclusion of the co

2.3.5 Health

AiTo be aware of health impact when wusing digital
interact or intervene with regard to physical or mental health of learners as well as oneself,
being educator. To discover and prevent potenti a

Subset 7.1

Dealing with Health Information and Health Conditions related to the use of Digital Technologies

To be aware of the health impact of digital technologies and able to explore up to date health-related information. To monitor own and learners' situation and apply evaluated
information for framing meaningful use of digital technologies in learning processes. (own suggestion)

is aware that digital technologies can have an \ commi t ment to foster or

Explorer impact on both one's own and learners' health maichesand eval uat es one’ s oy pasedonan open and unbiased
. situation with available health-related N L " N
(Level A) and knows how to access available health- e S—_ approach; general interest in health impact
related information implied by use of digital technologies
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