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- Digital skills challenges

- European policy context

- DigComp: Digital Competence framework for individuals

- DigCompEdu: Digital Competence framework for educators

- SELFIE: supporting schools’ digital competence

Content



• About 70 million Europeans lack sufficient reading, writing and numeracy skills

• 24% of EU population has no upper secondary education diploma

• 13% of Europeans have never used the Internet

• 43% of EU population and 35% of UE labour force have insufficient digital skills

• 42% of those with no digital skills are unemployed

• Digital natives ≠ digital competence

References: DESI Report 2018 – Human Capital; 2017 Education and Training monitor, 2016 Skills Communication, ICILS 2013

Main (digital) skills challenges in Europe



Digital Skills Indicator (DSI)



Digital Skills Indicator (DESI)





• 2018 Digital Education Action Plan {COM(2018) 22 final} => DEAP-2 June 2020

• 2018 Council Recommendation on Key Competences for Lifelong Learning {COM (2018) 24 final}

• 2017 COM on school development and excellent teaching for a great start in life {ST 9009 2018 INIT}

• 2017 COM on a Renewed European agenda for Higher Education {COM(2017) 247 final}

• 2016 New Skills Agenda {COM(2016) 381 final} => Update March 2020

• Digital Single Market initiative

Digital Skills and digital learning challenges also high on 
European agenda



• Digital Competence framework for citizens (DigComp)

• Digital Competence framework for educators (DigCompEdu)

• Digital Competence framework for educational organisations (DigCompOrg) and a self-reflection tool for

schools (SELFIE)

JRC/EC Digital Competence frameworks



• Capacity building for the digital transformation of E&T and for addressing 21st century skills challenges

What?

• Reference frameworks providing an overall, complete and shared understanding: a common language

• Conceptual model, proficiency levels & (self-)assessment modules

• Competence defined as Knowledge, Skills and Attitudes

Multiple uses:

• Curricula review, teacher training, (self-)assessment/reflection, policies, practical initiatives, jobseekers, certification,

measurement (E.g. DSI indicators), etc...

Why all these frameworks?



DigComp

Digital Competence involves confident, critical and responsible use of, and engagement with the

full range of digital technologies for learning, at work, and for participation in society

(Council Recommendation on Key Competences for Lifelong Learning, 22 May 2018, ST 9009 2018 INIT)





 

Competence areas  Competences  

1. Information and data 
literacy 

1.1  Browsing, searching and filtering data, information and digital content 

1.2  Evaluating data, information and digital content  

1.3  Managing data, information and digital content  

2. Communication and 
collaboration 

2.1  Interacting through digital technologies 

2.2  Sharing through digital technologies  

2.3  Engaging in citizenship through digital technologies 

2.4  Collaborating through digital technologies 

2.5  Netiquette 

2.6  Managing digital identity 

3. Digital content creation 3.1  Developing digital content 

3.2  Integrating and re-elaborating digital content 

3.3  Copyright and licences 

3.4  Programming 

4. Safety 4.1  Protecting devices 

4.2  Protecting personal data and privacy 

4.3  Protecting health and well-being 

4.4  Protecting the environment 

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   





• Published November 2017

• > 30.000 unique downloads 

• Describes what it means for educators to be 

digitally competent

• Educators at all educational levels

• 6 Competence areas – 22 competences – 6 

proficiency levels

> 40.000 DigComp downloads since 2017

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

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




DigCompEdu proficiency levels 

 Not everyone can be / should be expert or pioneer

 Self-reflection allows for understanding one's strength and weaknesses, to look for training 

and to improve proficiency in some competences



• Developing a self-reflection tool for educators

• First trial: 22 questions; 19.000 users (ES, IT, SE, DE, PT, LT, SI, EN, RU) 

• In Spain, representative simple of universities (May-June 2020)

• Further pilot for School teachers (end 2020)

• https://ec.europa.eu/jrc/digcompedu/self-assessment

• Piloting a self-assessment knowledge-based tool (EE, FI, PT, ES, IT) (May 2020) 

DigCompEdu continued

https://ec.europa.eu/jrc/digcompedu/self-assessment


• A free, online, easy-to-use, customisable self-reflection tool for schools

• SELFIE was launched by Commissioner Navracsics on 25/10/2018

• Based on JRC DigCompOrg conceptual model & collaborative design process with experts,

after successful pilot in 2017 (650 schools, 67.714 responses, 14 countries)

• SELFIE is NOT another survey -> a tool "for" schools to be done by school leaders,

teachers and students

• Generates school report for reflection, monitoring & action plan; data are anonymous and

"owned" by schools

SELFIE: supporting schools' digital capacity

#SELFIE_EU



https://ec.europa.eu/education/schools-go-digital_bg

https://ec.europa.eu/education/schools-go-digital_bg


562.009 participants – 5.364 schools

(7.211 School levels)

 82% students (458.679)

 15% teachers (86.634)

 3% headmasters (16.696) 

From these 562.009 users (>30 countries)

 29,2% Spain (164.142)

 16,4% Bulgaria (92.130)

 14,9% Serbia (83.624)

SELFIE: participation data (1/2/2020)





Thank you

yves.punie@ec.europa.eu
@yves998

https://ec.europa.eu/jrc/en/research-topic/learning-and-skills
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