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Learning and Assessment for

- DIGIHTAL GITIZENGHIP

Understanding and improving the development of digital citizenship
as a multifaceted human capacity from childhood to early adulthood

Qn 1: What is the

normative

developmental trajectory for digital citizenship?

Assessments

* Forma

* Individual

* Group
* Serious Games

Assessment:

-

Digital
Citizenship
Capacities

Core Capacities:
Computer & information
literacy, cyberwellness,

il Bl |

avoid internet addiction

Computer-mediated

Complex Performance in

cyberspace
Critical thinking, communication,
collaboration,

creativity

Qn 2. Developing a game
pedagogical theory for digital citizenship

Qn 3. How do personal, family and school factors
contribute to the development of digital citizenship?

Using technology to studydigital learninglivesin addition to
background surveys to students, teachers and principals...

Box E
4 longitudinal - Stages in human Age Cohort 1 Age Cohort 2 Age Cohort 3 Age Cohort 4
study cohorts development 6-9 years 10-13 years 14-17 years 18-22 years
Digital Individual Assessment Box D1 Computer & Information Literacy, self-regulation, ...
citizenship Group-based Box D2 Collaborative Problem Solving (conventional: closed group, close-ended task)
assessments Assessment Box D3 Collaborative Problem Solving (open collaboration, open-ended authentic tasks)
Under Individual, Group,
Box C Network or Community Settings
Complex{z(e:zf}nrmance Critical thinking Creativity Collaboration Communication
Box B ‘ #
Digital For Basic Citizenship For Digital Citizenship
citizenshi Literacy Digital literacy

dimensions

Core capacity &
perspectives

Self-regulation

Open mindset, Respect
World view
Compassion
Entrepreneurship

Digital affordance

Digital etiquette

Digital rights and responsibility
Digital ethics

Digital Identity/Self

for difference

Box A

$

Impact of

Connectedness,
Networked Society,

technological - Augmented Human

advancement

Performance

Empowerme

nt/Opportunity Threat/Risk/Challenge

Democratizing reach &

groups, entrepreneurship, virtual communities

Information overload, short attention span,
stress, loss of trust, conflict, clash of culture,
echo chamber, cyber-bullying, cyber-crime

influence of individuals &

Assessing DL and CPS Across Cohorts and Over Time

Cohort 1
Pretest

Pretest

Cohort 1
Posttest

Cohort 2

Cohort 4
Pretest

Cohort 3
Pretest

Cohort 2
Posttest

Cohort 4
Posttest

Cohort 3
Posttest

18 competences for DL assessment (based on DigComp 2.1)

Competencearea 1: Information and data literacy Competence area 3: Digital content creation

1.1 Browsing, searching, filtering data, information ... 3.1 Developing digital content
1.2 Evaluating data, information and digital content 3.2 Integrating and re-elaborating digital content
3.3 Copyright and licenses

34 Programming

Competence area 4: Safety

1.3 Managing data, information and digital content
Competencearea 2: Communication and collaboration
2.1 Interacting through digital technologies

2.2 Sharing through digital technologies 4.1 Protecting devices

2.3 Engagingin citizenship through digital tech. 4.2 Protecting personal data and privacy

24 Collaboratingt] b dicitaltechnoloa
2.5 Netiquette

4.3 Protecting health and well-being

2.6 Managing digital identity Competencearea 5: Problem solving

5.1 Solving technical problems

5.2 Identifying needs and technological responses
5.3 Creatively using digital technologies

5.4 Identifying digital competence gaps

Assessment framework for Collaborative Problem Solving

Collaborative

Froblem
Solving

Cognitive

Skills

» Affective/emotional state during
different activities

* Social interactions—proximity,
location & types of activity (inferred)
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Your | Daily ;) Dashboard n Saturday, October 21 An

53% Design & Composition

3 h 1 7 m I;i’)hggfg ?t:alj :S:gay before

13% Business

time by hour productivity pulse

12% Communication & Scheduling
]

1% Reference & Learning
[c—]

&

12AM  3AM  G6AM 90AM 12PM 2PM 8PM oPM 4 75% from day before

6% Entertainment
A

n Your productivity pulse for this day is pretty close to your normal average

Spotlight on your top activities this day

Design & Composition Business Communication & Scheduling
1.7h
1.1h
0.6h
0 .- .
ED Google Documents BB rescue fime.com Gmail

snippingtool RescueTime for Android
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