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1 Management Summary 

The Learning Maturity Model for Digital Education Competence has been created as part of 

EdDiCoôs first project phase. The aim is to create an organisational paradigm for digital 

education training content. By aligning the modelôs structure to the Tuning-CALOHEE 

framework (KSA - Knowledge, Skills, Attitudes), its compatibility with previous work (such as 

the Tuning/CALOHEE Framework for Teacher Education1 has been pursued. Thus, this 

bears the potential to add ñdigital educationò to the Tuning-CALOHEE framework and allow 

for its future-oriented expansion. The model serves as the foundation for EdDiCoôs central 

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 Educators2 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. 

 

                                                

1 https://www.calohee.eu/wp-content/uploads/2018/11/4.1-Assessment-Reference-Frameworks-for-Civil-
Engineering-Teacher-Education-History-Nursing-and-Physics-FINAL-READER-v2.pdf 

2 https://eddico.eu/outputs/wp1/ 

3 https://ec.europa.eu/jrc/en/digcompedu 

https://www.calohee.eu/wp-content/uploads/2018/11/4.1-Assessment-Reference-Frameworks-for-Civil-Engineering-Teacher-Education-History-Nursing-and-Physics-FINAL-READER-v2.pdf
https://eddico.eu/outputs/wp1/
https://ec.europa.eu/jrc/en/digcompedu
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2 Introduction 

The Learning Maturity Model for Digital Education Competence serves as the foundation for 

EdDiCoôs central 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. 

2.1 Process overview 

 

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 given DigCompEduôs comprehensive coverage of relevant competence 

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 

ǒ 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). 

ǒ Build a Self-Assessment and Recommendation Tool for Digital Competences of 

Educators, which will suggest adequate (open) learning opportunities (Intellectual 

Output 4). 

https://eddico.eu/wp-content/uploads/sites/24/2020/11/EDDICO-Frameworks-2.pdf
https://eddico.eu/wp-content/uploads/sites/24/2020/11/EDDICO-Frameworks-2.pdf
https://eddico.eu/wp-content/uploads/sites/24/2020/11/EDDICO-Frameworks-2.pdf
https://eddico.eu/outputs/wp1/
https://eddico.eu/outputs/wp1/
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2.2 The Learning Maturity Model for Digital Education 

Competence 

 

Three proficiency levels 

For each competence area (dimension) identified under IO1, 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 A1 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 

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 

Maturity Modelôs structure to the CALOHEE framework, its compatibility with previous work 

(such as the Tuning/CALOHEE Framework for Teacher Education) has been pursued.  

2.3 Additional Competences 

 

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. 

https://www.calohee.eu/wp-content/uploads/2018/11/4.1-Assessment-Reference-Frameworks-for-Civil-Engineering-Teacher-Education-History-Nursing-and-Physics-FINAL-READER-v2.pdf
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2.3.1 Gamification 

ñTo use gamification elements such as challenges, competitions, points, badges, and 

leaderboards to make the learning experience more enjoyable and the learning outcome 

more sustainableò 

Acknowledging the current and future significance of gamification elements as part of 

learner-centric, motivating and sustainable teaching and learning processes, the subset 

ñGamificationò has been added to the dimension ñTeaching and Learning.ò 

 

2.3.2 (Micro-)Credentialisation 

ñTo design badges/credentials that contain all the available information to facilitate 

recognition (of intermediate achievements).ò 

ñ(Micro-)Credentialisationò has been singled out as an additional subset to the dimension 

ñAssessmentò given the importance to foster a more flexible and small-scale certification of 

achieved learning outcomes and competences as well as to facilitate recognition (among 

EHEA). 

 

2.3.3 Recognition 

ñTo design badges/credentials that contain all the available information to facilitate 

recognition (of intermediate achievements).ò 
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2.3.4 Agile Working 

ñTo empower learners in an interdisciplinary team to collaboratively develop a rapid prototype 

of problem solving, that creates value for the user, by employing agile and iterative methods.ò  

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 competence subset ñAgile Workingò in the model.  

 

2.3.5 Health 

ñTo be aware of health impact when using digital technologies, and able to communicate, 

interact or intervene with regard to physical or mental health of learners as well as oneself, 

being educator. To discover and prevent potential hazards and contribute to improvements.ò 

Dimension 7:  Health and Wellbeing 

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) 

Explorer 
(Level A) 

is aware that digital technologies can have an 
impact on both one's own and learners' health 
and knows how to access available health-
related information 

matches and evaluates one's own and learnersô 
situation with available health-related 
information  

commitment to foster one's own and learnersô 
health, based on an open and unbiased 
approach; general interest in health impact 
implied by use of digital technologies 






