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DigComp into Action - Get inspired, make it happen

This Guide supports stakeholders in the implementation of the 
European Digital Competence Frame work (DigComp) through 
sharing of 38 existing inspiring practices of DigComp implementa-
tions. These are illustrated by 50 content items consisting of Case 
studies and Tools. 

The list of examples provided in the Guide’s annex is not exhaus-
tive and aims to illustrate the wide range of DigComp implemen-
tation practices.

http://ec.europa.eu/jrc
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The Commission is delighted to publish this user guide 
to support further use and awareness of the Europe-
an Digital Competence Framework (DigComp). Digital 
technology is transforming our society and since 2014, 
DigComp has become a key tool and source of inspi-
ration to help Europe respond to – and anticipate - the 
impact of all things digital. 

This user guide demonstrates the inspiring level of use 
of DigComp to date across diverse sectors and high-
lights an important message: digital skills are relevant 
to every aspect of our lives. Digital competence means 
that people can use digital technology in a confident, 
critical and secure way. 

DigComp is being used and adapted by users across 
Europe to enable people to acquire the digital skills 
they need for success in the workplace and to play an 
active role as confident citizens. 

I would like to extend thanks to the Joint Research Cen-
tre (JRC) of the Commission and all the contributors 
who together have produced such a comprehensive 
and engaging guide. Along with the recently published 
user guide for the European Entrepreneurship Compe-
tence Framework (EntreComp), these guides represent 
the community, innovation and co-operation that is 
possible in the EU.

Alison Crabb 
Head of Unit E2 Skills and Qualifications 
DG Employment, Social Affairs and Inclusion 
European Commission

Welcome
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Editors’ Foreword

Digital technology is not simply influencing how we go 
about our lives – it is transforming traditional struc-
tures, methods and assumptions about how we com-
municate, learn, work and live. 

In the face of such transformation, the reality is that 
44% of Europeans still do not have basic digital skills 
while 79% of Europeans go online regularly (at least 
once per week) and all projections are that a majority 
of forms of work will require digital skills in the near 
future.

How we respond and prepare is complex – there are 
risks and opportunity in equal part but a focus on dig-
ital skills development is inherent to the success, em-
ployability, creativity and prosperity of every individual. 
The question of digital skills must be embraced con-
sistently across sectors, and actors, involved in educa-
tion, training, support, employment and development. 

The European Commission has prioritised and sup-
ported digital skills development through a range of 
policies and actions, working with Member States in 
supporting learners, employees, job-seekers and inno-
vators in every setting. DigComp – the European Digital 
Competence Framework represents a milestone in this 
journey. 

DigComp is a reference framework that describes what 
it means to be digitally competent. It  can be used 
across sectors, disciplines and systems to enable peo-
ple to develop digital competence. DigComp sets out 
the 21 competences necessary to be digitally compe-
tent and maps these across 8 proficiency levels, from 
the most basic to advanced levels. Being digitally com-
petent is more than being able to use the latest device 
or software. Digital competence is a key transversal 
competence that means being able to use digital tech-
nologies in a critical, collaborative and creative way. 
DigComp supports this comprehensive understanding 
of digital competence, including issues such as in-
formation storage, digital identity, developing digital 
content and behaviour online, in everyday life such as 
working, shopping and participating in society.

This user guide is intended for anyone – whether in-
dividual or organisation – working to promote digital 
skills in formal education and training, non-formal or 
informal learning initiatives or offering training and 
professional development in the workplace. The Guide 
includes a broad range of examples from those who 
use DigComp that will inspire new and further adapta-
tion of the framework.
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Purpose

The purpose of this Guide is to support stakeholders 
with the sharing of experiences of existing inspiring 
DigComp implementations. Since the publication of 
the first DigComp Framework in 2013 two new ver-
sions have been released, the latest one in spring 
2017. The open consultation process underlying 
these developments and the  publication of accom-
panying documents beyond the official DigComp 
reports have been largely appreciated. However, 
the evolution of the framework has made apparent 
a need for further guidance. Therefore this Guide 
also intends to provide up-to-date information on 
the DigComp framework. Questions on translations, 
other frameworks and DigComp versions are ad-
dressed in Section 3.

Sharing existing practices

The variety of DigComp practices across Europe 
demonstrates the many opportunities it offers for 
different aims in digital competence initiatives, in-
cluding goal-setting and strategy design, the de-
velopment of education and training programmes, 
competence assessment and recognition; in various 
domains including formal education and training, 
life-long learning and employment; for a wide range 
of stakeholders addressing different target groups, 
e.g. students, workers, job seekers.

This Guide offers inspiration for using DigComp by 
providing a comprehensive overview of examples 

describing their aims and achievements, as well as 
the benefits and challenges of using the reference 
framework. Several summarising overviews are 
offered to find the examples that may be of inter-
est to the reader. The Guide also sets out recom-
mended steps for implementation and use based 
on analysis of these examples to act as a further 
source of inspiration and guidance.

Challenges of DigComp implementation 

DigComp was designed to be a reference frame-
work for digital competence. This means that the 
framework is descriptive rather than prescriptive, 
highlighting the importance of all competences. 
Further elaboration of the content and the level of 
the competences can be done by the users, should 
they wish to do so. This makes the framework flex-
ible and adaptable. Some effort may be required 
however to adapt DigComp content to local goals 
and specific circumstances. 

The Guide aims to facilitate the process of imple-
menting DigComp through inspiring examples of 
using the framework, describing the process and 
decisions taken by stakeholders in a range of dif-
ferent situations. Finally, whereas DigComp helps to 
define “what” (which competences) to address, the 
examples show that stakeholders face challenges 
about “how” (which method) to perform effective 
digital competence development. Many of the ex-
amples shown can be inspiring for these “how to” 
aspects of digital competence development. 

Methodological note

This Guide is based on practical examples of adop-
tion of the European Digital Competence Frame-
work (DigComp).

Much of the Guide’s content has been developed 
through desk research, survey and iterative interac-
tion with a wide range of stakeholders. The survey 
was carried out over June-October 2017 through 
a questionnaire distributed in the EU and beyond. 
To complement to the survey, a study on related 
projects and services, including additional mail or 
phone interviews was carried out. 38 of the collect-
ed examples are illustrated in the Annex. 

Many of these stakeholders attended a dedicated 
workshop in Brussels in May 2017, which launched 
the production of this Guide. These stakeholders 
also contributed with information and feedback in 
subsequent interactions.

The results reflect the current status of implemen-
tations based on DigComp by the end of 2017.

Introducing the Guide
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Target group

This user guide is intended for anyone – whether 
individual or organisation – working to promote dig-
ital skills in formal education and training, non-for-
mal or informal learning initiatives or offering train-
ing and professional development in the workplace. 

Stakeholders include education and training poli-
cy makers at all levels (e.g. regional and national), 
educational and training experts and organisations, 
research and support agencies,  employers and re-
cruiters, economic development, public administra-
tion, professional associations, and private firms. 
Digital competence initiatives by students, citizens, 
workers, small entrepreneurs, teachers and educa-
tors in general may also benefit from this work.

Origin of DigComp

DigComp was developed by the Joint Research Cen-
tre (JRC) of the European Commission as a scientific 
project, initially on behalf of the Directorate General 
for Education and Culture (DG EAC) and, more re-
cently, on behalf of the Directorate General for Em-
ployment, Social Affairs and Inclusion (DG EMPL). In 
order to produce the framework, an extensive liter-
ature review, case study research and stakeholder 
consultation process were carried out. More than 
200 experts and a variety of stakeholders from EU 
Member States have been involved in developing 
DigComp.

DigComp can be used, reused and modified provid-
ing the original source is acknowledged. It is free of 
charge available at: EC.EUROPA.EU/JRC/EN/DIGCOMP.

More information is also available on the DG Em-
ployment website: EC.EUROPA.EU/SOCIAL.

http://ec.europa.eu/jrc/en/digcomp
http://ec.europa.eu/social/
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Guide content and how to access it

1. Introducing DigComp 

Section 1 sets out information to 
explain what DigComp is about and 
how it works.

P. 11

3. DigComp resources
Section 3 presents important ref-
erence material such as existing 
translations, how DigComp relates 
to other frameworks (e.g. Unesco, 
ESCO), the evolution of DigComp 
and a glossary.  

P. 60

2. Using DigComp:  
getting started
Section 2 provides answers to some 
specific questions about the imple-
mentation of DigComp, often raised 
by stakeholders. It presents 38 in-
spiring examples of DigComp use 
through case studies and tools. All 
examples can be accessed in 3 dif-
ferent ways: through implementa-
tion steps (2.3); through domain of 
digital competence development 
(2.4) and through category of stake-
holders (2.5).  

P. 22

Annex. Inspiring DigComp 
examples: case studies and 
tools
The Annex offers the detailed de-
scription, contact information and 
useful links of all 51 case studies 
and tools used to illustrate the 38 
DigComp uses.

P. 70

1

2

3

A
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1.1 What is DigComp, its structure and content

DigComp was first published in  
2013, as a reference framework 
to support the development of 
digital competence of individuals 
in Europe. DigComp describes 
which competences are needed 
today to use digital technologies in 
a confident, critical, collaborative 
and creative way to achieve goals 
related to work, learning, leisure, 
inclusion and participation in our 
digital society.

T.1 DigComp competence areas and competences

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  
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1. Introducing DigComp

1.2 DigComp dimensions

The Digital Competence Framework 
is structured in dimensions. 
Dimensions outline the underlying 
data model and organise all the 
elements showing  how they relate 
to one another. 

T.2 DigComp dimensions

1. COMPETENCE AREAS (5 AREAS)

2. COMPETENCES DESCRIPTIONS AND 
THEIR TITLES (21)

3. PROFICIENCY LEVELS FOR EACH 
COMPETENCE

4. KNOWLEDGE, SKILLS AND ATTITUDES 
EXAMPLES FOR EACH COMPETENCE

5. APPLICATION TO SPECIFIC PURPOSES: 
LEARNING AND EMPLOYMENT

Each dimension has its specificities allowing for a flex-
ible use of the framework so that it can be adapted to 
the needs and requirements that emerge from the con-
text. For example, someone may only use dimensions 1 
and 2 without the use of proficiency levels. The use of 
dimensions also allows for better interoperability and 
comparability between various frameworks. 

Dimension 1 outlines the competence areas of which 
the digital competence is composed. Dimension 2 de-
tails the titles of each competence and their descrip-
tors. Dimension 3 is used to describe the proficiency 
levels of each competence (see 1.5 more details). 

Dimension 4 and 5 describe various examples related 
to Dimension 2. They are provided to add value and 
context and thus, they are not intended to be exhaus-
tive. 

In the case of Dimension 4, these would include exam-
ples of knowledge, skills and attitudes related to each 
competence, whereas Dimension 5 provides examples 
of the framework’s application to specific purposes. In 
the case of DigComp, two contexts are provided, that of 
learning and employment.
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1. Introducing DigComp

1.3 DigComp competence areas

In DigComp, the competence areas 1, 2 and 3 
deal with competences that can be retraced in 
terms of specific activities and uses.

Competence areas 4 and 5 are “transversal” 
as they apply to any type of activity carried out 
through digital means. Problem solving elements, 
in particular, are present in all competence areas, 
but a specific area was defined to highlight the 
importance of this aspect for the appropriation 
of technology and digital practices.

In DigComp, there are 5 
competence areas which outline 
the key components of the digital 
competence. They are the following: 
Information and data literacy; 
Communication and collaboration; 
Digital content creation; Safety; and 
Problem solving. 

Dimension 5 provides examples of 
use applied to employment, and to 
education and training.

1. INFORMATION AND DATA LITERACY

2. COMMUNICATION AND COLLABORATION

3. DIGITAL CONTENT CREATION

4. SAFETY

5. PROBLEM SOLVING
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1. INFORMATION AND DATA LITERACY

1.1 Browsing, searching and filtering data, 
information and digital content
To articulate information needs, to search for 
data, information and content in digital en-
vironments, to access them and to navigate 
between them. To create and update person-
al search strategies. 

1.2 Evaluating data, information and digital 
content
To analyse, compare and critically evalu-
ate the credibility and reliability of sources 
of data, information and digital content. To 
analyse, interpret and critically evaluate the 
data, information and digital content.

1.3 Managing data, information and digital 
content
To organise, store and retrieve data, infor-
mation and content in digital environments. 
To organise and process them in a structured 
environment.

2. COMMUNICATION AND COLLABORATION

2.1 Interacting through digital technologies
To interact through a variety of digital tech-
nologies and to understand appropriate digi-
tal communication means for a given context. 

2.2  Sharing information and content through 
digital technologies 
To share data, information and digital con-
tent with others through appropriate digital 
technologies. To act as an intermediary, to 
know about referencing and attribution prac-
tices.

2.3  Engaging in citizenship through digital 
technologies
To participate in society through the use of 
public and private digital services. To seek 
opportunities for self-empowerment and for 
participatory citizenship through appropriate 
digital technologies.

2.4  Collaborating through digital technologies
To use digital tools and technologies for col-
laborative processes, and for co-construction 
and co-creation of resources and knowledge. 

2.5  Netiquette
To be aware of behavioural norms and know-
how while using digital technologies and in-
teracting in digital environments. To adapt 
communication strategies to the specific au-
dience and to be aware of cultural and gen-
erational diversity in digital environments.

2.6   Managing digital identity
To create and manage one or multiple digital 
identities, to be able to protect one’s reputa-
tion, to deal with the data that one produces 
through several digital tools, environments 
and services.

T.3 DigComp competences

1.4 DigComp competences
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1. Introducing DigComp

4. SAFETY

4.1  Protecting devices
To protect devices and data, to understand 
risks and threats in digital environments, to 
know about safety and security measures 
and to have due regard to reliability and pri-
vacy.

4.2 Protecting personal data and privacy
To protect personal data and privacy in dig-
ital environments. To understand how to 
share personally identifiable information 
while protecting self and others from dan-
gers (e.g. fraud). To understand that digital 
services use a “Privacy policy” to declare how 
personal data is used. 

4.3  Protecting health and well-being
To avoid health-risks related with the use of 
digital technologies in terms of threats to 
physical and psychological well-being. To be 
able to protect self and others from possible 
dangers in digital environments (e.g. cyber 
bullying). To be aware of digital technologies 
for social well-being and inclusion.  

4.4  Protecting the environment
To be aware of the environmental impact of 
digital technologies and their use.

5. PROBLEM SOLVING

5.1  Solving technical problems
To identify technical problems when operat-
ing devices and using digital environments, 
and to solve them (from trouble-shooting to 
solving more complex problems).

5.2  Identifying needs and technological 
responses
To assess needs and to identify, evaluate, se-
lect and use digital tools and possible tech-
nological responses to solve them. To adjust 
and customise digital environments to per-
sonal needs (e.g. accessibility).

5.3  Creatively using digital technologies 
To use digital tools and technologies to cre-
ate knowledge and to innovate processes 
and products. To engage individually and 
collectively in cognitive processing to under-
stand and resolve conceptual problems and 
problem situations in digital environments. 

5.4  Identifying digital competence gaps  
To understand where one’s own digital com-
petence needs to be improved or updated. To 
be able to support others with their digital 
competence development. To seek opportu-
nities for self-development and to keep up-
to-date with the digital evolution.

< T.3

3. DIGITAL CONTENT CREATION

3.1  Developing digital content
To create content in different formats (e.g. 
data, text, multimedia), to edit and improve 
existing content, to express oneself through 
digital means. 

3.2  Integrating and re-elaborating digital 
content
To modify, refine and integrate new infor-
mation and content into an existing body of 
knowledge and resources to create new, orig-
inal and relevant content and knowledge.  

3.3  Copyright and licences
To understand how copyright and licences 
apply to digital information and content. 

3.4  Programming
To plan and develop a sequence of under-
standable instructions for a computing sys-
tem to solve a given problem or to perform 
a specific task
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These 4 levels can also be further elaborated across 
8 levels offering a more detailed description of pro-
gression criteria. The 8 levels provide the granularity 
needed to develop learning materials, assess and rec-
ognise learning progression, and to describe tasks and 
competences in detail.

Each of the 8 level descriptions represents a further 
step by the citizens in three domains: 

 ` The acquisition of knowledge of the competence 

 ` The complexity of the tasks they can handle

 ` Their autonomy in completing the task 

Each description contains knowledge, skills and atti-
tudes, described in one single descriptor for each level 
of each competence (8 x 21 learning outcomes). 

The proficiency levels were inspired by the structure and 
vocabulary of the European Qualification Framework 
(EQF) and were written as a combination of learning 
outcomes, using one action verb per learning outcome. 

Example

A person at proficiency level 2 is able to remember and 
carry out a simple task, with help from somebody with 
digital competence only when they need it. However, a 

person at proficiency level 5 can apply knowledge, carry 
out different tasks and solve problems and help others 
to do so.

See the visual illustration of the proficiency levels at 
page 20. 

1.5 DigComp proficiency levels

DigComp maps out 4 broad 
proficiency levels (foundation, 
intermediate, advanced, highly-
specialised).
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1. Introducing DigComp

T.4 Main keywords that feature the proficiency levels

4 OVERALL LEVELS Foundation Intermediate Advanced Highly specialised

8 GRANULAR LEVELS 1 2 3 4 5 6 7 8

COMPLEXITY OF TASKS Simple task Simple task Well-defined 
and routine 
tasks, and 
straightforward 
problems

Tasks, and 
well-defined 
and non-
routine 
problems

Different tasks 
and problems

Most 
appropriate 
tasks

Resolve 
complex 
problems 
with limited 
solutions

Resolve 
complex 
problems 
with many 
interacting 
factors

AUTONOMY With guidance Autonomy and 
with guidance 
when needed

On my own Independent 
and according 
to my needs

Guiding others Able to adapt 
to others in 
a complex 
context

Integrate to 
contribute 
to the 
professional 
practice and to 
guide others

Propose new 
ideas and 
processes to 
the field

COGNITIVE DOMAIN Remembering Remembering Understanding Understanding Applying Evaluating Creating Creating
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How to swim in the digital ocean (Source: DigComp 2.1 pp.13-14)



2. Using DigComp: getting started
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The value of adopting a European 
framework

DigComp is known to have been developed with the 
contribution of a large number of experts and to be 
endorsed at European level.

The open participatory process underlying DigComp’s 
production and its public documentation  are broadly 
appreciated. These features legitimate the adoption of 
DigComp for new digital competence initiatives by or-
ganisations operating across Europe, and are important 
sources of trust for policy and decision makers, fac-
ing other digital competence framework options. They 
also contribute to increase the attention and perceived 
value of digital competence in the eyes of educators 
throughout Europe and ultimately of the very citizens 
themselves.

Reference to DigComp in EU policy documents, allows 
initiatives at national and local level to be framed 
within the broader European strategies in education 
and training, innovation, digital agenda and so on. For 
instance, the European Commission launched in June 
2016 the “New Skills Agenda for Europe”. In one of the 
Agenda’s initiatives called the “Upskilling Pathways: 
New Opportunities for Adults”, DigComp is acknowl-
edged as the reference tool for common understanding 
of digital competence for citizens. At a more practical 
level, the expectation is that solutions based on Dig-
Comp -for training, assessment, etc.- can be shared 
and expanded more easily to other EU countries.

2.1 Value of using DigComp 

Asked about the value of using 
the DigComp framework, stake-
holders gave four main reasons: 
 • Its character as a European 
framework

 • Its contribution to create a 
common language and under-
standing of digital competence 

 • The quality and flexibility of 
the framework

 • Its guiding function for educa-
tion and training actions.

“DigComp helps those offering existing or new 
digital competence solutions, such as ECDL, by al-
lowing them to map to a neutral official reference 
framework that has wide European recognition. 
This facilitates the communication of their fea-
tures and benefits and helps identify gaps in solu-
tions and priorities for programme development.”

FRANK MOCKLER • ECDL Foundation

“DigComp is a steering document that has a crit-
ical role in systematising digital competence on 
an international level. … As such it represents a 
natural starting point to develop national frame-
works in harmony with international trends and 
expectations.”

MARIJANA KELENTRIC • Norway
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2. Using DigComp: getting started

A common language to understand and 
talk about digital competence 

Being a new and relatively complex notion, digital com-
petence is understood and described in many different 
ways. Stakeholders underline that DigComp has provid-
ed a common language and terminology to talk about 
and design new projects on digital competence in all 
kinds of areas. They notice how DigComp established 
a general, some call it ‘soft’ or ‘transversal’, definition 
of digital competence, which is complementary and 
compatible with other more specific, sectorial, ‘harder’ 
definitions.  

“DigComp clarifies what digital competence is, 
how the whole society can benefit from its devel-
opment, and that it is not only a matter for ICT 
specialists, as many people often still think.”
MARGARIDA LUCAS • Portugal

 

A high quality, flexible and adaptable 
product

DigComp is acknowledged and adopted by many stake-
holders as a “high quality product”, thanks again to the 
involvement of many recognised experts and the broad 
consensus obtained in its preparation. 

“DigComp’s theoretical framework “is well de-
scribed, well-documented and research-based.”
ANDERS SKOV • Denmark

Stakeholders consider the structure, outline and content 
of the framework to be simple and easy to understand, 
and appreciate that they come along with a range of 
support materials, information on project background, 
governance and implementation, which facilitate its 
use for various purposes. DigComp’s flexibility makes it 
easily transferable across different countries and fields.

“Teachers and other professionals, and in gener-
al anyone interested in enhancing employability 
opportunities across the board, can extend and 
adapt DigComp to their own needs and according 
to their own national context.”
MARIA JESÚS GARCÍA SAN MARTÍN • Spain

“In Pix initial design phase, the fact that DigComp 
was a European framework helped reaching an 
agreement amongst the experts who were con-
sidering alternative approaches to describe dig-
ital skills. DigComp was fitting also because of 
competence being the main entry (a requirement 
of the French life-long learning system), and be-
cause it targets everyone, as we wanted to be the 
case for Pix.”

NATHALIE DENOS • France  (see C12)
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In the wide field of digitalisation, DigComp helps 
those involved in education and training answer in 
an articulate, but also specific way to the question: 
what is important to learn in this field?

CAROLIN MÜLLER-BRETL • Germany

Framing the course curriculum (on coding and mo-
bile learning for young people) within DigComp, 
contributes and gives coherence to the formative 
action and helps setting the learning offer in a 
broader and structured framework.

ESTHER SUBIAS • Spain

Teachers do not feel so ‘lost’ anymore regarding 
what they and their students should be able to do/
know in digital environments, because they now 
have a tool that helps and guides them.

MARGARIDA LUCAS • Portugal

DigComp allows you to set standards in a training 
offer on digital skills for citizens, while broadening 
the scope of training goals and outcomes. Being 
technology-neutral, it is compatible with the “bring 
your own device” approach, which facilitates set-
ting up training in many circumstances. Besides 
helping in curriculum design, it also helps bench-
mark training projects and products aimed at dig-
ital inclusion of citizens.

GRAZIA GUERMANDI • Italy

A helpful tool for education  
and training actions

The quotes below testify that DigComp provides essen-
tial guidance and support in the definition of education 
and training actions to develop digital competence.

DigComp as a reference framework

The DigComp framework defines the scope and the 
components of digital competence for citizens in a 
clear way. It provides an overall, complete and shared 
understanding of what digital competence is, and of-
fers an updated vocabulary based on consensus build-
ing with multiple stakeholders. The DigComp frame-
work provides competence descriptions in general 
terms. It intentionally leaves open, for instance, which 
specific digital devices or software applications should 
be used. This makes the framework technology-neutral 
and, given that digital technology constantly changes, 
it also prevents the rapid obsolescence of the frame-
work.The glossary of preferred terms is available on p. 
68-69 of this Guide.

DigComp’s essential character as a reference frame-
work entails that, when using it for practical purposes 
e.g. in the design of a training course or a competence 
assessment system, it cannot and should not be ap-
plied in a straightforward and rigid manner. DigComp 
was designed to be a source of inspiration and to be 
adapted depending on the goals, target groups, oper-
ational conditions, available resources, timeframe and 
other factors. As mentioned already in the very first 
DigComp report “It is therefore up to the users, insti-
tutions, intermediaries or initiative developers who are 
willing to use the proposal to adapt it to their needs” 
(DigComp 1.0 p. 9). 
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2. Using DigComp: getting started

2.2 DigComp usage examples 

In this Guide, we present 38 
examples of DigComp use 
that reflect what can be done 
with the Framework. These 
examples are summarised 
in Table 5 (p. 27) which also 
illustrates how they can be 
accessed in three different 
ways: through implementa-
tion steps (2.3), through 
domain of digital competence 
development (2.4) and through 
category of stakeholders (2.5). 
The examples span over 20 
countries in Europe and beyond 
(table 6 and 7).

TOOLS

Tools are activities, methods and products 
developed using DigComp. There are 20 tools 
in the Guide. 

CASE STUDIES

Cases aim to tell a story of why and how 
DigComp was used. The stories highlight 
the key actors involved, the steps made, the 
products and, when possible, what comes next. 
There are 30 case studies in the Guide.

The 38 examples are illustrated 
by 2 types of content item: case 
studies and tools. There are in 
total 50 content items.

Content items  
are symbolised with  
an icon and a code.

C1 SEQUENCE 
NUMBERCASE STUDY

T1 SEQUENCE 
NUMBERTOOL
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C8
T6

POLICY MAKERS

EDUCATION AND TRAINING

THIRD SECTOR AND ENTERPRISE

+C3

C10

EXAMPLE C: 1 TOOL

EXAMPLE A: 1 CASE STUDY

Examples can be made out  
of one or more content items.

The icon’s colour reflects  
the stakeholders involved.

T11

EXAMPLE B: 1 CASE STUDY + 2 TOOLS

Some examples refer  
to more than one stakeholder.

TxCx

TxCx

TxCx

C12C6

T5

The icons are interactive and lead  
to the relative full description’s page  
in the Annex.
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Annex. inspiring DigComp examples: case studies and tools

DOMAIN 
EDUCATION AND TRAINING

C1 C3 C4 C12 C26

C11 C12

T20

C1 C4 C5 C9 C26

T1 T5 T15 T20

C5 C13

T1 

C4 C12 C13

T1 T6

DOMAIN 
LIFE LONG LEARNING AND INCLUSION

DOMAIN 
EMPLOYMENT

C10 C13 C14  C15 C16 C20 
C21 C23 C24 C30

T10 T14 

C2 C7 C10 C12 C13 C22  

T4 T17

C1 C2 C5 C7 C10 C15 C20

T7

C10 C12

T2 T4 T11 T12 T13 T14 T16

C2 C5 C10 C12 C15 C24  C28

T17

C2 C4 C6 C8 C10 C12 C17 
C19 C24 C28

T3 T16

C10 C12 C17 C18 C29

T2 T4 T16 T18

C2 C4 C7 C10 C29

C6 C8 C10 C16 C24 C27

C2 C4 C7 C10 C12 C16 
C19 C22

T4 T17

STEP 
COMPETENCE 
ASSESSMENT

STEP 
TRAINING TRAINERS

STEP 
END-USER LEARNING

STEP 
ADAPTATION AND 
SPECIFICATION

STEP 
RECOGNITION AND 
CERTIFICATION

T.5 Summary of cases and tools by implementation steps, domains and stakeholders

POLICY MAKERS EDUCATION AND TRAINING THIRD SECTOR AND ENTERPRISE

T15
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P. 78C1

UNITED KINGDOM
ANGLIA RUSKIN UNI-
VERSITY: IMPLEMENT-
ING DIGITAL LITERACY

C5

BELGIUM
ADULT EDUCATION IN 
FLANDERS: THE NEW 
ICT PROGRAMMES

C4

CROATIA
E-SCHOOLS: PILOT 
PROJECT TOWARDS 
DIGITAL SCHOOLS 

C3

SPAIN
TEACHERS IN SPAIN: 
THE NEW DIGITAL 
COMPETENCE COMMON 
FRAMEWORK 

C10

FR • IE • IT • RO
COMPASS - YOUR 
JOURNEY TO DIGITAL, 
THE UP-SKILLING 
PLATFORM FOR YOUNG 
UNEMPLOYED PEOPLE 

ES • FR • INT • IT • TR
TASK: AUTHENTIC TASK 
BASED COMPETENCE 
ASSESSMENT IN 
SECONDARY SCHOOLS

C11

C9 INTERNATIONAL
HAPPY ONLIFE

ITALY
PRODIGEO: LEARNING 
PLATFORM FOR 
EMPLOYMENT SERVICES’ 
STAFF

C13

ESTONIA
SAMSUNG DIGI PASS 
FOR VOCATIONAL 
SCHOOL STUDENTS IN 
ESTONIA

FRANCE
PIX: ONLINE PLATFORM 
FOR DIGITAL SKILLS 
EVALUATION AND 
CERTIFICATION

C12

EL • IT • UK
LINGUACUISINE: 
DEVELOPING DIGITAL  
SKILLS WITH 
DISADVANTAGED 
PEOPLE

C14

SPAIN
IKANOS - NIRE 
GAITASUN DIGITALAK 
/ MIS COMPETENCIAS 
DIGITALES

C2

EUROPE 
MU.SA: USING E-CF AND 
DIGCOMP FOR WORK 
DIGITAL TRANSFORMA-
TION IN MUSEUMS

C6

T.6 List of case studies

C15

ITALY
PANE E INTERNET: THE 
DIGITAL LITERACY AND 
INCLUSION PROJECT IN 
EMILIA ROMAGNA

C19

EL • ES • IE • INT
PATHWAYS FOR 
EMPLOY: DEFINING AND 
DEVELOPING DIGITAL 
PROFILES 

C17
DENMARK
THE DIGITAL 
COMPETENCE WHEEL 

C18

ITALY
SMARTIVEMAP, A 
DIGITAL COMPETENCE 
MAPPING TOOL 
TO START DIGITAL 
TRANSFORMATION 

C16

BE • DE • ES • FI • FR • HE •
IT • PL • UK
ELENE4WORK: MAPPING 
SOFT DIGITAL SKILLS OF 
STUDENTS AND YOUNG 
WORKERS 

C21

HUNGARY
BRIDGE THE DIGITAL GAP: 
BASIC DIGITAL TRAINING 
OF ADULT POPULATION

C20

ES • DE • HR • HU • INT
CODEMOB: CURRICULUM 
FOR E-FACILITATORS 
AND UNEMPLOYED 
YOUTH 

C22
POLAND
ECDL PROFILE DIGCOMP 
CERTIFICATES IN POLAND

SPAIN 
EXTREMADURA DIGITAL 
LITERACY TRAINING 
PROGRAMME

C23

CZ • DE • ES 
DIGITAL SKILLS 4 
YOU(TH): TRAINING 
PROFESSIONALS 
WORKING WITH YOUNG 
PEOPLE 

C24

GERMANY
BILDUNG IN DER 
DIGITALEN WELT. 
EMBEDDING DIGITAL 
COMPETENCE IN THE 
SCHOOL CURRICULUM

SPAIN
TRAINING CIVIL 
SERVANTS IN SPAIN 
WITH DIGCOMP BASED 
E-LEARNING COURSES

INTERNATIONAL
UNESCO-PEARSON 
INITIATIVE FOR LITERACY: 
IMPROVED LIVELIHOODS 
IN A DIGITAL WORLD

PORTUGAL
PORTUGAL 
INCODE.2030: 
ENHANCING DIGITAL 
COMPETENCE 

C25

C26

C27

C28C7

POLAND
ECCC DIGITAL 
COMPETENCE 
FRAMEWORK

C8

P. 80

P. 82

P. 84

P. 86

P. 88

P. 90

P. 92

P. 94

P. 96

P. 98

P. 99

P. 100

P. 101

P. 102

P. 104

P. 106

P. 108

P. 110

P. 112

P. 113

P. 114

P. 116

P. 116

P. 117

P. 117

P. 118

P. 118

POLICY MAKERS EDUCATION AND TRAINING THIRD SECTOR AND ENTERPRISE
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Annex. inspiring DigComp examples: case studies and tools

INTERNATIONAL
DEFINING DIGITAL 
COMPETENCE TRAINING 
NEEDS FOR YOUTH 
WORK

BG •ES •IE •LT •NO •SI •UK 
DIGITAL INNOVATIONS 
FOR GROWTH ACADEMY: 
TRAINING ENTERPRISE 
TRAINERS AND 
EDUCATORS 

C29

C30

< T.6

T1

UNITED KINGDOM 
ANGLIA RUSKIN 
UNIVERSITY: FIVE DAYS 
OF DIGITAL LITERACY 
(5DODL)

SPAIN 
TEACHERS IN 
SPAIN: THE DIGITAL 
COMPETENCE 
PORTFOLIO

T6

SPAIN 
TEACHERS IN SPAIN: 
MOOCS, EDUPILLS 
AND OTHER TRAINING 
RESOURCES

T5

SPAIN 
IKANOS - 
PROFESSIONAL DIGITAL 
COMPETENCE PROFILES

SPAIN 
IKANOS  - SELF 
ASSESSMENT TEST

T2

SPAIN 
IKANOS - BAIT, 
THE NEW DIGITAL 
COMPETENCE 
CERTIFICATION SYSTEM

T4

BELGIUM
 WEBSITE  OF THE 
ADULT EDUCATIONI IN 
FLANDERS: THE NEW 
ICT PROGRAMMES

T7

INTERNATIONAL 
HAPPY ONLIFE TOOLKITT8

ES • FR • INT • IT • TR 
TASK TOOL: AN ONLINE 
SYSTEM FOR ASSESSING 
KEY COMPETENCES IN 
SECONDARY SCHOOL

T9

ITALY 
PANE E INTERNET 
CURRICULUM AND 
LEARNING RESOURCES 
FOR BASIC DIGITAL 
LITERACY

T10

T11

BE • DE • ES • FI • FR • HE •
IT • PL • UK 
ELENE4WORK 
ORIENTATION GUIDE 
FOR JOB SEEKERS

BE • DE • ES • FI • FR • HE •
IT • PL • UK 
ELENE4WORK SELF-
ASSESSMENT TOOL FOR 
DIGITAL SOFT SKILLS 
IDENTIFICATION

T12

SPAIN 
DIGITAL COMPETENCE 
SELF-DIAGNOSIS TOOL 
OF THE ANDALUSIA 
REGIONAL GOVERNMENT

ITALY
ABC DIGITALE: SELF-
ASSESSMENT TEST 
AND DIGITAL LEARNING 
OPPORTUNITIES

T13

T14

GERMANY
DIGITAL SKILLS SELF-
ASSESSMENT TOOL 
FOR EMPLOYEES AND 
MANAGERS OF THE DACH 
REGION

SLOVENIA
THE STUDENTS 
COMPETENCE 
FRAMEWORK BY THE 
SLOVENIAN EDUCATION 
INSTITUTE 

INTERNATIONAL
SKILLAGE: ONLINE SELF-
ASSESSMENT TOOL ON 
DIGITAL SKILLS FOR THE 
JOB MARKET

SPAIN
TUCERTICYL: THE NEW 
DIGITAL COMPETENCE 
CERTIFICATION SYSTEM 
IN CASTILLA LEON

T15

T16

T17

T18

NORWAY
NORWEGIAN 
PROFESSIONAL 
DIGITAL COMPETENCE 
FRAMEWORK FOR 
TEACHERS 

ITALY
SAFE ONLINE: A BOOK 
TO TRAIN THE NEW 
DIGITAL CITIZENS AT 
SCHOOL

T19

T20

T.7 List of tools

T3

P. 119

P. 119

P. 120

P. 121

P. 122

P. 124

P. 126

P. 128

P. 129

P. 130

P. 131

P. 132

P. 134

P. 136

P. 137

P. 137

P. 138

P. 138

P. 139

P. 139

P. 140

P. 140

POLICY MAKERS EDUCATION AND TRAINING THIRD SECTOR AND ENTERPRISE
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The elements illustrated in 
the infographic represent 
the five main goals for which 
DigComp is typically used in 
the examples analysed for 
this Guide.
They are also the five steps 
of a suitable DigComp 
implementation process.

STEP 4 
End-user learning
DigComp is used to design 
teaching and learning 
experiences for the end users 
in the target population.

P. 37

3

STEP 1 
Adaptation and 
specification
DigComp is adapted and 
specified to develop digital 
competence for a given 
target population and a 
certain context. 

P. 30

STEP 3 
Training trainers
DigComp is used to design 
training measures for the 
trainers who must develop 
their digital competence.

P. 37

STEP 2 
Competence assessment
DigComp is used to assess digital 
competence level, strengths and 
weaknesses of an individual or 
target population.

P. 34

2.3 Steps in  
DigComp 
implementation

In reality, not all these steps may in fact be necessary, 
as they also depend on context conditions and maturi-
ty, as well as on the aims being pursued.

For instance, trained teachers may already be avail-
able; trainees may only want to learn something and 
do not care about having their learning achievements 
recognised or certified and so on. Lack of funding or a 

strategic decision may also restrict the articulation of a 
digital competence experience. Even though we placed 
this activity at the beginning, for operational purposes, 
the Framework’s high-level competence descriptions 
must be adapted and specified with respect to given 
goals, target groups and context, typically at more de-
tailed levels, also in the subsequent steps.

STEP 5
Recognition and certification
DigComp is used to assess, 
recognise and possibly certify 
learning achievements and 
enhanced competence.

P. 41
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2. Using DigComp: getting started

DigComp provides high-level descriptions of digital 
competence and the related learning outcomes expect-
ed at different proficiency levels, along with illustrative 
examples in two application scenarios. These descrip-
tions are provided on purpose with a general, often 
abstract character, leaving them open to interpretation 
and unrelated to any specific technological standard, 
solution or product. 

These features enhance the Framework’s resilience 
facing an extremely diverse and constantly changing 
technological world. They also make it possible to ap-
ply DigComp in all kinds of sectors, organisations and 
target groups, while maintaining reference to a com-
mon framework established at European level. For this 
to happen though, in most cases a process is needed 
which involves the following activities: the translation 
(if needed) and then the adaptation and/or specifica-
tion of the Framework, as illustrated below. 

These activities should reflect the competence devel-
opment goals which are set following the assessment 
of a target group’s needs and the identification of the 
specific competences that can help meet those needs. 
At this preliminary stage, DigComp contributes to in-
form and frame the reflection that typically takes place 
among different stakeholders, by creating a common 
understanding of digital competence among them and 
a language to talk about it. When the reflection and dis-
cussion about needs and digital competence require-
ments moves to a deeper and more operational level, 
the Framework adaptation and specification processes 
begin.

Translation
Once the decision is made to adopt DigComp for dig-
ital competence development, a preliminary activity 
(if a translation does not yet exist) is to translate the 
Framework or parts of it from English into the target 
language. Translations are usually done by national 
ministries and related agencies. As shown in Tables 2 
and 3, the translation may concern only some of the 
Framework’s dimensions - typically competence areas 
(dimension 1) and competence title and descriptors (di-
mension 2) - or all of them. 

Translations are used to raise public awareness about 
digital competence and its relevance, to support dis-
cussions among stakeholders and launch consultations 
for competence development actions, and they become 
the basis for the subsequent activities.

“Adaptation”
“Adaptation” refers to changes made onto the DigComp 
conceptual reference model leading to a more or less 
similar framework inspired by it. Competence areas 
or specific competences may be added because they 
are deemed important for a target population whose 
required digital competence go beyond those expect-
ed from “all citizens”, such as teachers (C3 intef, T20 
norwegian framework for teachers), headmasters and 
administrative school staff (C4 eschools), youth work-
ers (C30 training needs for youth work), civil servants 
(C28 incode2030) or care workers (as in the Carer+ 
project TINYURL.COM/Y8DEY6AJ). 

Adaptions may also occur by adding specific compe-

STEP 1 
Adaptation and 
specification

DigComp is adapted and often 
specified to set the relevant 
digital competence and 
proficiency levels for a given 
target population or policy 
and strategic use. This step is 
often based on a preliminary 
identification and analysis of 
the needs and/or opportunities 
to develop digital competence 
of that target population and a 
certain context.

http://TINYURL.COM/Y8DEY6AJ
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tences or renaming competence areas and/or partly 
changing or shifting specific competence descriptors 
(C1 anglia ruskin university, C12 pix, C15 pane e  inter-
net, C17 digital competence wheel, C26 bildung in der 
digitalen welt). These usually reflect a different under-
standing and views of digital competence (e.g. how to 
“position” DigComp’s safety and problem-solving trans-
versal competences, or the importance to highlight ex-
plicitly ICT proficiency and functional skills), or the need 
to integrate pre-existing frameworks (T16 skillage).

“Specification”
“Specification” of the framework typically occurs in view 
of further implementation steps, i.e. the design of digi-
tal competence education and training programmes for 
a given target population, or general assessment and 
certification purposes of specific competences and pro-
ficiency levels. 

Specification consists of identifying and selecting the 
competences deemed relevant in that context and pos-
sibly discarding others, making choices about the profi-
ciency levels to attain (e.g. T15 students framework in 
slovenia defined proficiency levels based on the age/
school level of students), and most of all, revising and/
or enriching and/or detailing DigComp descriptors and 
examples, usually in Dimensions 3, 4 and 5 for oper-
ational purposes. C5 adults education in flanders re-
organised 500 learning outcomes extracted from Dig-
Comp 1.0 into about 360 competences, to design new 
ICT courses for adults. 

In one case (C2 + T3 ikanos), very specific competences 

for industry 4.0 jobs have been added as sub-compe-
tences to the DigComp framework. 

Sometimes specification and adaptation occur together 
(e.g. C3 intef, C12 pix). REBIUN, the Network of Spanish 
University Libraries developed a specification of Dig-
Comp 2.0 for graduate students (TINYURL.COM/Y73L9LHP), 
focusing on basic and intermediate proficiency levels.

The result of the above processes are DigComp-based 
adapted general frameworks or “digital profiles” for 
given target groups (e.g. low-educated adults), profes-
sions and work functions, which define the expected 
competences and proficiency levels to be assessed, 
developed etc. with them. Digital professional profiles 
based on DigComp have been developed for: 

 ` teachers and schools staff (see above)

 ` specific industry 4.0 jobs (C2 + T3 ikanos)

 ` employment services staff (C8 prodigeo)

 ` career paths in secretary/administrative, project 
management, marketing & advertising and teaching 
jobs (C10 compass)

 ` new museum professionals (C6 mu.sa)

 ` virtual office workers and self-entrepreneurs (C19 
pathways4employ)

 ` social workers working with youth (C24 digital 
skills 4 you(th))

 ` youth workers (C30 training needs for youth work). 

These frameworks and profiles are the input to the fol-
lowing implementation steps.

http://TINYURL.COM/Y73L9LHP
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2. Using DigComp: getting started

P. 122

P. 126

P. 139

P. 99

P. 102

P. 106

P. 110

P. 116

P. 117

P. 118

P. 119

P. 78

P. 80

P. 82

P. 84

P. 86

P. 88

P. 92

P. 96

PIX: ONLINE PLATFORM FOR 
DIGITAL SKILLS EVALUATION 
AND CERTIFICATION

PANE E INTERNET: THE DIGITAL 
LITERACY AND INCLUSION 
PROJECT IN EMILIA ROMAGNA

THE DIGITAL COMPETENCE 
WHEEL 

PATHWAYS FOR EMPLOY: 
DEFINING AND DEVELOPING 
DIGITAL PROFILES 

IKANOS - PROFESSIONAL 
DIGITAL COMPETENCE 
PROFILES

DIGITAL SKILLS 4 YOU(TH): 
TRAINING PROFESSIONALS 
WORKING WITH YOUNG PEOPLE 

BILDUNG IN DER DIGITALEN WELT. 
EMBEDDING DIGITAL COMPETENCE 
IN THE SCHOOL CURRICULUM

THE STUDENTS COMPETENCE 
FRAMEWORK BY THE SLOVENIAN 
EDUCATION INSTITUTE 

SKILLAGE: ONLINE SELF-
ASSESSMENT TOOL ON DIGITAL 
SKILLS FOR THE JOB MARKET

PORTUGAL INCODE.2030: 
ENHANCING DIGITAL 
COMPETENCE 

DEFINING DIGITAL 
COMPETENCE TRAINING NEEDS 
FOR YOUTH WORK

C12

C15

C17

C19

C24

C26

C28

C30

T15

T16

T3ANGLIA RUSKIN UNIVERSITY: 
IMPLEMENTING DIGITAL LITERACY

ADULT EDUCATION IN 
FLANDERS: THE NEW ICT 
PROGRAMMES

E-SCHOOLS: PILOT PROJECT 
TOWARDS DIGITAL SCHOOLS 

TEACHERS IN SPAIN: THE NEW 
DIGITAL COMPETENCE COMMON 
FRAMEWORK 

IKANOS - NIRE GAITASUN 
DIGITALAK / MIS COMPETENCIAS 
DIGITALES

MU.SA: USING E-CF AND 
DIGCOMP FOR WORK DIGITAL 
TRANSFORMATION IN MUSEUMS

PRODIGEO: LEARNING 
PLATFORM FOR EMPLOYMENT 
SERVICES’ STAFF

COMPASS - YOUR JOURNEY TO DIG-
ITAL, THE UP-SKILLING PLATFORM 
FOR YOUNG UNEMPLOYED PEOPLE 

C1

C5

C4

C3

C2

C6

C10

C8

T.6 Step 1 - Adaptation and specification  / relevant content items 



34

Competence assessment helps individuals understand 
where they stand and, if matched to personal goals or 
careers and professional profiles, to identify any fur-
ther learning needs and directions. 

 ` It helps teachers, trainers, advisors and consultants 
understand where to prioritise their efforts on indi-
viduals, groups and organisations. 

 ` It helps organisations to find people they need with 
given minimum competence levels. 

 ` At a higher aggregation level, it helps policy makers 
map the digital competence strengths and weak-
nesses of population segments, regions etc., decide  
about training, innovation policies and so on. 

Repeated over time, competence assessment can 
measure progress and help evaluate the very effec-
tiveness of training or any other action undertaken to 
develop digital competence.

Assessment goals

Among the examples in this Guide, digital competence 
assessment has been developed mostly in the employ-
ment perspective: 

 ` To identify one’s strengths and areas for improve-
ment and set a learning agenda (T2 ikanos, T12 ele-
ne4work);

 ` To benchmark one’s digital competence profile with 
those of others in the labour market  (C17 digital 
competence wheel);

 ` To create a formative/learning experience

 • with challenges and performance-based tests 
(C12 pix);

 • by providing feedback based on the answers re-
ceived (T16 skillage)

 • by giving explanations for the interpretation of 
test results (e.g. meaning of a weak competence T2 
ikanos, C17 digital competence wheel);

 ` To guide the user towards further learning opportu-
nities based on test results. Learning resources may 
be integrated in the assessment platform itself  (C10 
compass, C12 pix), available elsewhere online (T11 
elene4work) and/or from local training providers (T2 
ikanos); Each solution has different organisational 
and technical requirements for the effective linking 
of test and learning resources;

 ` To support teachers offering more individualised 
learning to their students (C11 task, C12pix, T20 nor-
wegian framework for teachers)  and consultants 
and trainers to customise services for their clients 
(C18 smartivemap, C27 training civil servants in 
spain, C29 digital innovations for growth academy, 
T18 self-assessment in dach region).

STEP 2 
Competence assessment

DigComp is used to assess 
digital competence levels, 
strengths and weaknesses of an 
individual or target population. 
This helps understand where 
to focus efforts and then to 
measure their success.
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Assessment approaches

With respect to assessment methodology, different ap-
proaches with different pros and cons can be adopted,   
depending on one’s goals and target users (e.g. popu-
lation at large, specific worker categories etc.), circum-
stances and resources:

 ` Self-assessment questions, where individuals are 
asked to evaluate how well they perform ICT relat-
ed tasks and what they know about related issues 
(C1 anglia ruskin university, C17 digital competence 
wheel, C29 digital innovations for growth academy, 
T2 ikanos, T18 self-assessment in dach region) or to 
agree/disagree through a declarative questionnaire 
with statements about one’s behaviour in different 
digital situations (T12 elene4work). This approach is 
useful to raise awareness about digital competence 
and make users reflect on their perceived strengths 
and weaknesses;

 ` Knowledge-based tests (C18 smartivemap, T13 an-
dalusia self-diagnosis tool, T14 abc digitale, T16 
skillage, T20 norwegian framework for teachers), 
where individuals are presented with realistic prob-
lems in a variety of real-life situations and they 
have to indicate what they would do in a given situa-
tion, what would happen in reality etc. This approach 
measures factual knowledge (knowing that…) and 
procedural knowledge (knowing how to perform dig-
ital tasks) or both. It can thus produce a more accu-
rate picture of a user’s digital competence;

 ` Performance-based evaluation (T4 ikanos, C11 task), 
where users are requested to actually solve digital 
challenges, reflecting real situations that they may 
face and entailing the use of tools such as browsers, 
word processors, spreadsheets etc. This approach 
generates the most accurate picture of one’s com-
petence seen as ‘knowledge in action’. But it can be 
very demanding (also in terms of technical complex-
ity and costs) for test providers and challenging for 
users. So it is usually adopted in view of issuing a 
certification;

 ` A mix of the above methods (C12 pix).

To offer a more complete assessment and resulting 
profile, a test can integrate other elements, beyond 
competences (e.g. T2 ikanos, asks also about a user’s 
connectivity, technological endowment and past IT 
training experiences). 

Using DigComp in assessment

As in other implementation steps, using the DigComp 
framework firstly involves the selection of the relevant 
competences to be assessed, based on the target users 
and goals of the initiative. Assessment solutions can 
also be based on adapted DigComp frameworks  (T6 
teachers in spain, C12 pix). Then, DigComp components 
(competence descriptors, learning outcomes at differ-
ent proficiency levels, examples of skills, knowledge 
and attitudes) can be used:

 ` To prepare self-assessment questions directly or 
with some variations (C17 smartivemap, C29 digital 
innovations for growth academy, T18 self-assess-
ment in dach region and in the digital skills section 
of Europass CV EUROPA.EU/!RR69RD);

 ` As a reference to prepare more detailed and con-
textualised questions (referring to specific tools, ap-
plication domains etc.), both in self-assessment or 
knowledge-based perspectives (most experiences);

 ` To inspire the preparation/description of authentic 
tasks and challenges for evaluation, both in knowl-
edge-based and performance-based perspectives 
(C11 task, C12 pix).

http://europa.eu/!RR69Rd
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The idea that people, even beyond IT occupations, 
should learn to use digital technologies has been around 
for a few decades. IT training opportunities to use spe-
cific equipment and software have thus been offered 
in most countries already for some time to school stu-
dents, adults at work, unemployed people and others. 
The new notion of digital competence, however, chal-
lenges teachers, trainers and educators to adopt new 
approaches to develop this competence, and learners 
as well, i.e. all of us. As with competence assessment, 
DigComp contributes to identify what to teach/learn. 
However, how to deliver training and organise learning 
experiences is a creative task that corresponds to the 
teacher. In general, innovative pedagogical approach-
es (focused on collaborative, authentic, project-based 
learning and so on) appear as most suited to develop 
important components of digital competence, such as 
critical awareness and assessment capability of data, 
information and digital content, problem solving and 
creativity.

The publication by the JRC in November 2017 of the 
new European Framework for the Digital Competence 
of Educators (DigCompEdu) EUROPA.EU/!GT63CH aims to 
support educators dealing with the new pedagogical 
challenges and opportunities brought by digital tech-
nology. Within the DigCompEdu framework’s six are-
as, Area 5 in particular acknowledges the potential of 
digital technologies for learner-centred teaching and 
learning strategies. Content-wise, Area 6 of the frame-
work details is fully aligned with DigComp.

Training (and supporting) teachers
The wider use of digital technology in education and 
training and the emerging trend towards embedding 
digital competence in the disciplinary curriculum (C1 
anglia ruskin university, C26 bildung in der digital-
en welt) are a new challenge to all teachers. Rather 
than only IT teachers as in the past, teachers from any 
discipline are increasingly expected to contribute to 
the development of their students’ digital competence, 
throughout school life (P8 SI competence by age). 
Several upskilling and professional development pro-
grammes on digital competence for teachers based on 
DigComp have been developed and delivered in the for-
mal education and training domain to help them meet 
these challenges. The first step is typically to design 
a curriculum (C4 e-schools) that defines the learning 
outcomes (using DigComp) and the features of edu-
cational content to support them, the recommended 
teaching and evaluation methods. This is the basis 
on which usually training providers then develop ed-
ucational and training content and deliver the training. 
Teacher training examples based on DigComp highlight 
three common features:

 ` Innovative training delivery solutions. Blogs (T1 
anglia ruskin university), MOOCs (T5 teachers 
in spain, C4 e-schools), Nano Open Online Cours-
es (NOOCs) and Self- Paced Online Open Courses 
(SPOOCs) as in T5 teachers in spain, are particularly 
appropriate for learners with limited time to study 
and for large scale training initiatives;

STEP 3 + 4 
Training trainers 
End-user learning

DigComp is used to design 
training measures for the 
trainers who must develop 
digital competence, as well 
as teaching and learning 
experiences for the end users 
in a target population.

http://europa.eu/!gt63ch
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 ` Non-traditional pedagogical approaches. Men-
toring and peer-learning, flipped education, pro-
ject-based learning, formative assessment (T5 
teachers in spain), gamification (C9 happy onlife) 
and other innovative approaches have been used. 
These approaches have a double, positive effect. 
They develop educators’ digital competence (e.g. 
collaboration and communication, content creation, 
safety management and problem-solving capabili-
ties) by engaging them in active and collaborative 
online learning experiences. They can also make 
educators understand better (and hopefully adopt 
more willingly) the new pedagogical approaches 
that they may later try with their students. For in-
stance, teachers learn by doing and are requested 
to produce digital artefacts that can be saved in 
portfolios and learning diaries or simply shared, to 
showcase their learning progress. They thus experi-
ence first-hand the usefulness of new teaching and 
assessment methods that they may then decide to 
use with students. Informing and training teachers 
on competence-oriented education with traditional 
methods is of course also useful (C5 adult educa-
tion in flanders);

 ` Sharing of learning materials and teaching aids.  
Aids such as authentic tasks to be used in digital 
training activities are developed by teachers them-
selves as part of their own educational programme 
and/or during their teaching activity with students  

(T7 adult education in flanders, T20 norwegian 
framework for teachers). Here, DigComp can help 
as a source of metadata to tag open educational 
resources according to the digital competence and 
proficiency levels that they can contribute to devel-
op. 

Training trainers in non-formal education 
and training
DigComp training experiences also address profession-
als and volunteers with an education and training role 
in non-formal learning contexts, supporting life-long 
learning and digital inclusion. These can be IT trainers 
(C7 eccc), so-called digital facilitators (C2 ikanos, C15 
pane e internet, C20 codemob, C23 extremadura digital 
literacy training), youth workers (C30 training needs 
for youth work), enterprise trainers and educators for 
SMEs (T18 self-assessment in dach region) and others.

As with teachers, in these training experiences 
DigComp has been used to define the digital compe-
tence requirements of those professionals, for curric-
ula development (C20 codemob, T18 self-assessment 
in dach region) and to help them deal with their “stu-
dents” and customers, e.g. to assess a user’s digital 
strengths and weaknesses and to recommend further 
action (C15 pane e internet, C23 extremadura digital 
literacy training, T18 self-assessment in dach region). 
Innovative learning methods, such as gamification (C9 
happy onlife) and problem and project-based learning 
(C20 codemob), have been used to train non-formal ed-
ucators, also to facilitate the further adoption of these 

methods especially with the younger learners.

Training end-users
DigComp has been used to create digital competence 
training and learning opportunities for “end-users” in 
different segments of the population:

 ` Students and young people. Experiences with 
students (T1 anglia ruskin university) and young 
people in general usually aim to enhance their em-
ployability (C10 compass, C16 elene4work) and offer 
engaging educational experiences (C13 samsung di-
gipass, C20 codemob, T14 abc digitale);

 ` Adults. Experiences often target people with no or 
limited digital skills (C15 pane e internet, C14 ling-
uacuisine, C21 bridge the digital gap) and/or adults 
wishing to enhance their digital competence (C5 
adult education in flanders);

 ` Workers. Experiences address diverse workers, 
such as civil servants (C27 training civil servants 
in spain), staff of public and private employment 
services (C8 prodigeo), social workers dealing with 
youth (C24 digital skills for you(th)) and museum 
professionals (C6 mu.sa).

In these experiences, DigComp has helped in the first 
place identify the competences and learning outcomes 
to be developed (which may be included in a profession-
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al digital profile), based on user needs and the goals 
of each experience. Then, DigComp has been used to 
design curricula and learning experiences by defining 
course modules, identifying educational material, ex-
ercises, tests etc. according to the digital competence 
priorities and descriptions set in the previous step. C8 
prodigeo provides a good illustration of this process.

Gap analysis using DigComp
DigComp has also been used to map the content of an 
existing or already planned course or learning activity 
in order to:

 ` identify missing elements worth addressing or to 
make revisions inspired by the comparison (C15 pane 
e internet);

 ` make trainers and learners aware of DigComp and 
how the given course or activity fits into, and aims to 
contribute to a broader digital competence frame-
work (C20 codemob, T10 pane e internet), T14 abc 
digitale);

 ` highlight the experience’s coherence with the gener-
al effort underway in Europe to develop digital com-
petence (exemplified by DigComp), thus increasing 
its value in the eyes of learners, funders and other 
stakeholders (C20 codemob).
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TRAINING CIVIL SERVANTS IN 
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STEP 5 
Recognition and certification

Acknowledging and giving visibility to the efforts and 
results of training activities is important to motivate 
the aquisition of digital competence by learners and 
to facilitate its use in employment and other contexts. 

Recognition

Many digital competence testing services -especially 
those open to the general public- simply provide a re-
sults profile (more or less informative and formative) 
that the user can download or receive by mail. Howev-
er, additional steps can be made to formally recognise 
competence, learning efforts and achievements outside 
of an assessment process. Recognition here refers to 
acknowledging, substantiating and giving visibility to 
other proof of one’s digital competence. This may be 
direct evidence (e.g. a product of a digital activity per-
formed outside of an assessment situation) or indirect 
evidence (e.g. the completion of a course or learning 
activity designed to develop digital competence).Given 
the continuous growth and variety of digital learning 
opportunities online and offline, this recognition is im-
portant both for those wishing to show and prove their 
competence and for those interested in knowing about 
it (education and training institutions, employers etc.).

Digital competence can be recognised, for example, by 
giving digital badges that can be added to any LinkedIn 
profile, Facebook page, CV etc. to demonstrate:

 ` the participation and completion of courses (T1 an-
glia ruskin university, C4 e-schools)

 ` learning achievements from specific training offers 
(C19 pathways4employ, T6 teachers in spain)

A complementary solution to acknowledge experiences 
and improvements in digital competence is represent-
ed by competence portfolios (T6 teachers in spain), 
e-Portfolios (C10 compass) or personal accounts (C12 
pix), possibly fed automatically with the results of as-
sessment systems. Here, users can store (and make 
public or share as wanted) personal and professional 
data; finished courses; evidence of learning and capa-
bility recognitions (badges, certificates, degrees, awards 
etc.); works, digital artifacts etc. that can illustrate and 
substantiate digital competence and other content.

In this context, DigComp has been used to create digital 
profiles and to relate to them any significant evidence 
of learning achievements and/or to design tests that 
can prove that the profile’s requirements are met, lead-
ing to issuing DigComp-related badges (C13 samsung 
digipass, C19 pathways4employ).

Certification

Certification attests that assessment results have been 
produced according to appropriate methods, under con-
trolled conditions, by authorised organisations, and that 
they match a clearly defined and possibly widely ac-
knowledged standard. Policy makers play an important 
role here: as employers who can request certificates 
for accessing public jobs (C2 ikanos); as regulators that 
can set specific digital competence requirements e.g. 
for given professions, to access employment services 

DigComp is used to assess, 
recognise and possibly certify 
learning achievements and 
enhanced competence.
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etc.; and by encouraging private employers and other 
actors to take a similar stance.

A few initiatives have started developing DigComp-based 
certification services which attest that the recipient 
matches the requirements of a digital profile at a giv-
en proficiency level, defined according to the DigComp 
framework or an adapted version of it. The certification 
opportunity can be offered as an additional final ser-
vice of (self) assessment test, with similar features in 
terms of assessment approach and content, but avail-
able under different/controlled conditions (C12 pix 1), or 
as a dedicated assessment and certification service (C7 
eccc, C22 ecdl, T4 ikanos, T17 tucerticyl).

Given the different testing circumstances, the assess-
ment approach in certification services can also be dif-
ferent, such as the use of performance-based testing 
with simulations (T4 ikanos). Certification tests can use 
randomly generated (T17 tucerticyl) or adaptive/per-
sonalised tests (C12 pix, T4 ikanos for shorter tests). The 
choice of assessment approach may also reflect the 
level of proficiency being tested, e.g. knowledge-based 
tests at low proficiency level and performance-based 
at higher levels (C7 eccc). 

Web platforms can be used to register users for certi-
fication tests and to deliver these tests (T4 ikanos, T17 
tucerticyl). DigComp certification can add to (C7 eccc, 
C22 ecdl) and/or replace existing certifications (C12 pix).
 

1 For instance, the PIX evaluation platform provides the 
user with a digital skills profile which can be certified with an 
additional test carried out in strict examination conditions.

DIGITAL COMPETENCE 
EVALUATION SYSTEM IN BASQUE 
COUNTRY: BAIT

TEACHERS IN SPAIN: THE 
DIGITAL COMPETENCE 
PORTFOLIO

TUCERTICYL: THE NEW DIGITAL 
COMPETENCE CERTIFICATION 
SYSTEM IN CASTILLA LEON
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(5DODL)

C4

C2

C7

C10

C13

C12

C19

C22

T1

T4

T6

T17

T.9 Step 5 - Recognition and certification / relevant content items 
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Education  
and training 
 
DigComp is used in educa-
tion at all levels starting at 
school, where it contributes 
to educational achievements 
and the wellbeing of children 
and youngsters.

Life-long learning 
and inclusion  
 
Digital competence is impor-
tant in everyday life and the 
lack of digital competence 
can exarcebate the condition 
of already disadvantaged 
people or contribute to so-
cially exlude them.

Employment 
 
Digital competence is needed 
today for a wide variety of 
job profiles in the world of 
work.

The examples collected for 
the present Guide show that 
DigComp is being used in three 
main domains where digital 
competence is increasingly 
important. 

2.4 Domains of  
digital competence 
development

P. 44 P. 46 P. 49
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Digital competence is perceived as an essential asset 
for young people’s future professional life and as an 
enabler of other key competences developed at school 
and for life-long learning (see Annex V of DigComp 
1.0). Moreover, given the full immersion of children and 
youth in the digital world, digital competence is also 
crucial for the quality and safety of their private and 
social life. 

Reflecting on this growing awareness, education and 
training policy makers and education and training pro-
viders across Europe have launched experiences for the 
development of digital competence in the formal edu-
cation and training sector, which typically include three 
main action lines:

1. the training and support of teachers to develop 
their own digital competence. Teachers are re-
quired to become more digitally proficient, as al-
most any other worker and all citizens are today, 
and as role models for their students. But they 
face the additional challenge -which calls for spe-
cific support and is common to all those with an 
educational role (including parents1)- to innovate 
the approaches and tools they use in their ped-
agogical function  (C1 anglia ruskin university, 
C3+T5+T6 teachers in spain, C4 e-schools, C12 
pix, T15 the students competence framework, T20 
norwegian framework for teachers). The new 

1 On the nature and challenges of digital parenting see 
TINYURL.COM/YCT2KFLK

European Framework for the Digital Competence 
of Educators (DigCompEdu) EUROPA.EU/!GT63CH pub-
lished in late 2017 by the JRC, addresses precisely 
the educator-specific digital competence that are 
needed to effectively use digital technologies for 
teaching;

2. the development of learning initiatives for students, 
some of them long-term, such as with the introduc-
tion of digital competence in the curriculum (C1+T1 
anglia ruskin university, C26 bildung in der dig-
italen welt, T15 the students competence frame-
work), others with a pilot, experimental character 
(C13 samsung digipass, C9+T8 happy onlife, C11+T9 
task, T19 safe online);

3. the training of school managers, administrative 
and other staff, which are essential to facilitate and 
support the other processes and to exploit the many 
opportunities offered by digital technology to inno-
vate the organisation, communication etc. in schools 
(C1 anglia ruskin university, C4 e-schools).

Some comprehensive experiences address all three 
targets, as in a higher education context in the UK (C1) 
or in compulsory education in Croatia (C4 e-schools). 
These started using DigComp to develop adapted com-
petence frameworks for education sector actors, which 
inform on all subsequent steps: competence assess-
ment, training and recognition activities.

Adapted frameworks for teachers based on DigComp 

DOMAIN 
Education and training

DigComp is used at all levels 
in education and training, 
because digital competence 
should start being developed 
at school, as it contributes 
to educational achievements 
and the wellbeing of children 
and youngsters, and then 
becomes important for 
employment.

https://tinyurl.com/yct2kflk
http://europa.eu/!gt63ch
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have been defined also in Norway (T20) and in Spain 
(C3), where it has been used to develop an articu-
late system for the initial and continuous training 
of teachers in the whole school system. In France, a 
DigComp-based adapted framework informs the PIX 
assessment and learning platform (C12 pix), which 
serves the education community, but is also open to 
the whole population.

DigComp has been used also to design support tools 
for teachers: 

 ` to decide which competences to address with stu-
dents depending on school level (T15 slovenian stu-
dents competence framework); 

 ` to develop authentic evaluation activities on digital 
competence (C11+T9 task); 

 ` to identify and recognise digital competence devel-
oped for labour market participation with vocational 
school students (C13 samsung digipass); 

 ` to set up learning and assessment activities with 
younger students on digital citizenship competenc-
es (T19 safe online) or focusing on online safety 
(C9+T8 happy onlife).

TEACHERS IN SPAIN: MOOCS, 
EDUPILLS AND OTHER TRAINING 
RESOURCES

SAFE ONLINE: A BOOK TO 
TRAIN THE NEW DIGITAL 
CITIZENS AT SCHOOL

TEACHERS IN SPAIN: THE DIGITAL 
COMPETENCE PORTFOLIO

BILDUNG IN DER DIGITALEN WELT. A 
STRATEGY TO EMBED DIGITAL COMPE-
TENCE IN THE SCHOOL CURRICULUM

THE STUDENTS COMPETENCE 
FRAMEWORK BY THE SLOVENIAN 
EDUCATION INSTITUTE 

NORWEGIAN PROFESSIONAL 
DIGITAL COMPETENCE 
FRAMEWORK FOR TEACHERS 
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TASK TOOL: AN ONLINE SYSTEM 
FOR ASSESSING KEY COMPETENC-
ES IN SECONDARY SCHOOL

ANGLIA RUSKIN UNIVERSITY: 
IMPLEMENTING DIGITAL LITERACY

TEACHERS IN SPAIN: THE NEW 
DIGITAL COMPETENCE COMMON 
FRAMEWORK 

E-SCHOOLS: PILOT PROJECT 
TOWARDS DIGITAL SCHOOLS

HAPPY ONLIFE

TASK: A PROJECT FOR AUTHENTIC 
TASK BASED COMPETENCE ASSESS-
MENT IN SECONDARY SCHOOLS

SAMSUNG DIGI PASS FOR 
VOCATIONAL SCHOOL STUDENTS 
IN ESTONIA

FIVE DAYS OF DIGITAL LITERACY 
(5DODL)

PIX: ONLINE PLATFORM FOR 
DIGITAL SKILLS EVALUATION 
AND CERTIFICATION

C1

C4

C3

C11

C9

C13

C12

C26

T1

T6

T5

T8

T9

T15

T19

T20

T.10 Domain - Education / relevant content items 
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DOMAIN 
Life-long learning and 
inclusion

With the constant change of digital technology and the 
services based on it, digital competence must contin-
uously be updated, to avoid or minimise the risks of 
digital exclusion. Digital exclusion is in fact increasingly 
related to a lack of competence, rather than access to 
technology and services. Digital exclusion nowadays 
risks enhancing social exclusion, which is itself often at 
the origin of digital exclusion. Isolated people, or peo-
ple lacking for some reason the initial push, encourage-
ment and support to learn using digital technology and 
keep up to date with them, risk being further excluded 
both socially -as communication and social interactions 
increasingly depend on using digital media- and digi-
tally, as many new learning resources and opportuni-
ties require a minimum level of digital literacy to be 
found, accessed and exploited effectively.

Thanks to a growing awareness of the above factors, 
policy makers from different areas, at European, na-
tional and regional level (including education and train-
ing policy makers in charge of adult education), third 
sector organisations and universities have launched 
experiences:

1. to train trainers, e-facilitators and other non-formal 
educators and volunteers who are called to devel-
op the digital competence of different categories of 
end-users (C2 ikanos, C5 + T7 adult education in 
flanders, C15 pane e internet, C7 eccc, C20 code-
mob, C23 extremadura) or to assist those end-users 
with digital means, such as social workers (C24 dig-
ital skills 4 you(th)) and youth workers (C30 train-

ing needs for  youth work). In these experiences, 
DigComp is used as the reference framework that 
professionals or volunteers can use to assess the 
digital competencies of end-users, and then to de-
cide and design training and other support actions. 
It is also used to define the digital profiles of these 
professionals and volunteers and to assess and de-
velop their digital competencies;

2. to assess and/or develop the digital competence of 
the adult population, from large scale actions (T2 
anglia ruskin university, C5 adult education in 
flanders, C12 pix, T13 digital competence self-di-
agnosis tool, C28 incode .2030), to local and more 
focused digital learning offers (T14 abc digitale);

3. as a variant of the above, to develop the digital liter-
acy and competence of elderly people, unemployed 
people, low-educated adults and other groups at 
risk of digital exclusion (C15 + T10 pane e internet, 
T2 ikanos, C14 linguacuisine, C21 bridge the digital 
gap);

4. to develop the digital competence of youth for em-
ployability (C10 compass, C13 samsung digipass, C16 
+ T11 + T12 elene4work, C20 codemob, T16 skillage);

5. to develop certification solutions for the population 
in general (C7 eccc, C22 ecdl profile, T4 ikanos, T17 
tucerticyl).

DigComp is used in life-
long learning and inclusion 
experiences, because digital 
competence is important 
in everyday life and the 
lack of it can exacerbate 
the condition of already 
disadvantaged people or 
contribute to socially exclude 
them.
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In the experiences from 2. to 5., DigComp is used to 
raise awareness about digital competence among pol-
icy and decision makers at various levels and the spe-
cific target groups of the initiatives; to set competence 
development goals depending on target priorities, and 
to design the content of self-assessment solutions 
and training offers (mapping their content to DigComp 
competences and proficiency levels). In various cases, 
especially under 5., DigComp-based recognition and 
certification solutions are offered.

In one special case (C25 unesco-pearson), Unesco used 
DigComp in a policy-oriented research perspective, to 
assess the implicit digital competence pre-requisites 
expected from beneficiaries of digital inclusion projects 
around the world.

CODEMOB: CURRICULUM 
FOR E-FACILITATORS AND 
UNEMPLOYED YOUTH 

BRIDGE THE DIGITAL GAP: BASIC 
DIGITAL TRAINING OF ADULT 
POPULATION IN HUNGARY

ECDL PROFILE DIGCOMP 
CERTIFICATES IN POLAND

ELENE4WORK: MAPPING SOFT 
DIGITAL SKILLS OF STUDENTS AND 
YOUNG WORKERS 

EXTREMADURA DIGITAL LITERACY 
TRAINING PROGRAMME

DIGITAL SKILLS 4 YOU(TH) : 
TRAINING PROFESSIONALS 
WORKING WITH YOUNG PEOPLE

UNESCO-PEARSON INITIATIVE FOR 
LITERACY: IMPROVED LIVELIHOODS 
IN A DIGITAL WORLD

 PORTUGAL INCODE.2030: 
ENHANCING DIGITAL 
COMPETENCE 

IKANOS – NIRE GAITASUN 
DIGITALAK / MIS COMPETENCIAS 
DIGITALES

LINGUACUISINE: DEVELOPING 
DIGITAL SKILLS AND LANGUAGE WITH 
DISADVANTAGED PEOPLE

ADULT EDUCATION IN FLANDERS: 
THE NEW ICT PROGRAMMES

ECCC DIGITAL COMPETENCE 
FRAMEWORK

COMPASS - YOUR JOURNEY TO DIGITAL, 
THE UP-SKILLING PLATFORM FOR 
YOUNG UNEMPLOYED PEOPLE 

SAMSUNG DIGI PASS FOR 
VOCATIONAL SCHOOL STUDENTS 
IN ESTONIA

PIX: ONLINE PLATFORM FOR 
DIGITAL SKILLS EVALUATION 
AND CERTIFICATION

PANE E INTERNET: THE DIGITAL 
LITERACY AND INCLUSION 
PROJECT IN EMILIA ROMAGNA

C5

C2

C7

C10

C13

C12

C14

C15

C16

C21

C20

C22

C23

C24

C25

C28

T.11 Domain - Life-long learning and inclusion / relevant content items 
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P. 138

P. 139

P. 139
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P. 124

P. 129

P. 132

P. 134

P. 136

P. 137

P. 137

IKANOS - SELF ASSESSMENT 
TEST

DIGITAL COMPETENCES 
EVALUATION SYSTEM IN 
BASQUE COUNTRY: BAIT

WEBSITE  OF THE ADULT 
EDUCATION IN FLANDERS: THE 
NEW ICT PROGRAMMES

PANE E INTERNET CURRICULUM 
AND LEARNING RESOURCES FOR 
BASIC DIGITAL LITERACY

ELENE4WORK ORIENTATION 
GUIDE FOR JOB SEEKERS

ELENE4WORK SELF-ASSESSMENT 
TOOL FOR DIGITAL SOFT SKILLS 
IDENTIFICATION

ABC DIGITALE: SELF-ASSESSMENT 
TEST AND DIGITAL LEARNING 
OPPORTUNITIES

DIGITAL COMPETENCE SELF-
DIAGNOSIS TOOL OF THE ANDALUSIA 
REGIONAL GOVERNMENT

SKILLAGE: ONLINE SELF-
ASSESSMENT TOOL ON DIGITAL 
SKILLS FOR THE JOB MARKET

DIGITAL SKILLS SELF-ASSESSMENT 
FOR EMPLOYEES AND MANAGERS 
OF THE DACH REGION

TUCERTICYL: THE NEW DIGITAL 
COMPETENCE CERTIFICATION 
SYSTEM IN CASTILLA LEON

T2

T4

T7

T10

T11

T12

T13

T14

T15

T17

T18

< T.11
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There is a growing recognition that digital competence 
as defined by DigComp, also viewed as digital “soft 
skills” or “transversal skills”, is increasingly important 
for work today. This is in addition to specialist ICT skills 
which are on high demand in the job market, and those 
requested to perform specific job functions and tasks 
(which may in fact be incorporated into DigComp spec-
ifications, as in T3 ikanos). Firstly, digital competence 
has become important to successfully search for and 
get a job, as well as to set up and run a business or 
professional activity. Banking, marketing, fiscal aspects 
and all kinds of business services rely today on digital 
solutions. Digital competence is important at work in 
order to collaborate with others and perform many job 
functions, which depend on information and data man-
agement, communication, etc. Digital competence also 
facilitates continuous professional development.

Thanks to a growing awareness of the aforementioned 
factors, half of the experiences in this Guide address 
digital challenges and opportunities for employment 
and have been launched by:

1. stakeholders from the third sector and universities 
concerned with youth employability (C10 compass, 
C16 elene4work, C19 pathways4employ, T16 skil-
lage), with the innovation of cultural (C6 mu.sa) and 
social work (C24 digital skills for you(th)), with 
the support of SMEs (C29 digital innovations for 
growth academy), with promoting wider digital com-
petence awareness (T16 skillage, T18 self-assess-
ment in dach region) and with certification services 

to enhance employability (C7 eccc, C22 ecdl);

2. policy makers engaged in comprehensive digital 
innovation strategies across economic and social 
sectors (C2 ikanos) and public organisations sup-
porting the upskilling of the public-sector workforce, 
such as employment services staff (C8 prodigeo), 
civil servants in general (C27 training civil serv-
ants, C28 Incode.2030) and school managers and 
administrators (C4 e-schools, we do not consider 
here teachers). Public organisations also offer certi-
fication services for employability (C12 pix, T3 ikanos, 
T17 tucerticyl);

3. private providers of digital competence assessment 
and training services to support the initiatives of 
both private (C18 smartivemap) and public custom-
ers (C17 digital competence wheel, C27 training civ-
il servants).

The above stakeholders have used DigComp to define 
the digital competence profiles and training require-
ments of professional activities such as: industry 4.0 
functions (T3 ikanos), self-entrepreneurs and virtual 
office workers (C19 pathways4employ), social workers 
(C24 digital skills for you(th)), youth workers (C30 
training needs for youth work), new museum pro-
fessions (C6 mu.sa), employment services staff (C8 
prodigeo), school managers and administrators (C4 
e-schools), career paths in secretary/administrative 
roles, project management, marketing & advertising 
and teaching jobs (C10 compass).

DOMAIN 
Employment

DigComp is used to upskill 
people and enhance their 
employability as digital 
competence is needed today 
for a wide variety of job 
profiles in the world of work.
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P. 116

P. 118

P. 118
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C10

C7

E-SCHOOLS: PILOT PROJECT 
TOWARDS DIGITAL SCHOOLS 

ECCC DIGITAL COMPETENCE 
FRAMEWORK

COMPASS - YOUR JOURNEY TO 
DIGITAL, THE UP-SKILLING PLATFORM 
FOR YOUNG UNEMPLOYED PEOPLE 

C4

PIX: ONLINE PLATFORM FOR 
DIGITAL SKILLS EVALUATION 
AND CERTIFICATION

C12

MU.SA: USING E-CF AND DIGCOMP 
FOR WORK DIGITAL TRANSFORMATION 
IN MUSEUMS

C6

C8
PRODIGEO: LEARNING 
PLATFORM FOR EMPLOYMENT 
SERVICES’ STAFF

C16
ELENE4WORK: MAPPING SOFT 
DIGITAL SKILLS OF STUDENTS 
AND YOUNG WORKERS 

IKANOS - NIRE GAITASUN 
DIGITALAK / MIS COMPETENCIAS 
DIGITALES

C2

DigComp has also been used to design digital com-
petence (self-)assessment tests related to the above 
profiles, but also more general tests for young peo-
ple (C16 elene4work, T16 skillage), the population in 
general (C17 digital competence wheel, T2 ikanos, T18 
self-assessment in dach region), workers involved in 
digital transformation processes (C18 smartivemap, C27 
training civil servants) and entreprise trainers and 
educators called to support such a transformation in 
SMEs (C29 digital innovations for growth academy). 
These tests are often used to show the respondents 
their strengths and weaknesses and guide them to-
wards further learning opportunities, in view of new 
employment and/or personal development goals.

Many of the experiences focused on new profession-
al digital profiles have also used DigComp to design 
curricula to develop those competences as with: social 
workers (C24 digital skills for you(th)), new museum 
professionals (C6 mu.sa), employment services staff (C8 
prodigeo), civil servants (C27 training civil servants), 
school managers and administrators (C4 e-schools), 
for the career paths in secretary/administrative roles, 
project management, marketing & advertising and 
teaching jobs (C10 compass).

Finally, some experiences complete the cycle by issuing 
DigComp-based badges (C4 e-schools, C19 pathway-
s4employ) which acknowledge the completion of cours-
es and/or the acquired competences. DigComp based 
certification services are also provided (C7 eccc, C12 
pix, C22 ecdl, T4 ikanos, T17 tucerticyl), to enhance 
the value of the acquired competence for employment 
purposes.

C22 ECDL PROFILE DIGCOMP 
CERTIFICATES IN POLAND

C19
PATHWAYS FOR EMPLOY: 
DEFINING AND DEVELOPING 
DIGITAL PROFILES 

C18
SMARTIVEMAP, A DIGITAL 
COMPETENCE MAPPING TOOL TO 
START DIGITAL TRANSFORMATION 

DIGITAL SKILLS 4 YOU(TH): 
TRAINING PROFESSIONALS 
WORKING WITH YOUNG PEOPLE 

C17 THE DIGITAL COMPETENCE 
WHEEL 

C24

DIGITAL INNOVATIONS FOR GROWTH 
ACADEMY: TRAINING ENTERPRISE 
TRAINERS AND EDUCATORS

PORTUGAL INCODE.2030: 
ENHANCING DIGITAL 
COMPETENCE 

TRAINING CIVIL SERVANTS IN 
SPAIN WITH DIGCOMP BASED 
E-LEARNING COURSES

C27

C28

C29

T.12 Domain - Employment / relevant content items 
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P. 121

P. 122

P. 124

P. 138

P. 139

P. 139
DIGITAL SKILLS SELF-ASSESSMENT 
FOR EMPLOYEES AND MANAGERS 
OF THE DACH REGION

TUCERTICYL: THE NEW DIGITAL 
COMPETENCE CERTIFICATION 
SYSTEM IN CASTILLA LEON

SKILLAGE: ONLINE SELF-
ASSESSMENT TOOL ON DIGITAL 
SKILLS FOR THE JOB MARKET

IKANOS - SELF ASSESSMENT 
TEST

IKANOS - BAIT, THE NEW 
DIGITAL COMPETENCE 
EVALUATION SYSTEM

IKANOS - PROFESSIONAL 
DIGITAL COMPETENCE PROFILES

T2

T4

T3

T16

T17

T18

< T.12
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Education and training
institutions develop digital competence 

initiatives acting independently, in nation-
al networks (also in association with profes-
sional and government bodies) or in European 
projects with different types of partners. They 
operate in the education and training and 
other domain, but with research and support 
functions. A few examples are implemented 
by schools, typically in the context of Europe-
an projects.

P. 56

Third sector and enterprise
are foundations, associations and other 

non-profit organisations which run activ-
ities and offer services in non-formal ed-
ucation and training, including specialised 
digital competence centres (i.e. All Digital 
ALL-DIGITAL.ORG). 
Non-profit organisations address vari-
ous  target  users  such as:  youngsters 
to enhance  their  employability,  children 
in a (non-formal) educational perspective 
and older people, unemployed people and 
adults in general in a life-long learning and 
inclusion perspective. DigComp is also be-
ing used to develop digital competence for 
employees of companies and public organ-
isations facing digital transformation chal-
lenges.

P. 57

Policy makers 
are national or regional ministries or in-

ternational organisations (e.g. European 
Commission, United Nations) and their related 
research and support agencies, institutes and 
similar entities. They develop digital compe-
tence initiatives in different policy areas: ed-
ucation and training, employment, econom-
ic development, public administration, and 
digital agenda. In the case of education and 
training, they undertake digital development 
actions at all levels and they address the life-
long learning perspective in adult education.

P. 53

The examples collected for 
the present Guide show that 
DigComp is being used by the 
following main stakeholder 
categories.

2.5 Stakeholders  
using DigComp

http://ALL-DIGITAL.ORG
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Currently the development of teachers’ digital compe-
tence (as well as managers and other staff), is often 
prioritized as a prerequisite to spread digital-enhanced 
education more widely and to develop the digital com-
petence of learners (T15 slovenian students compe-
tence framework), by embedding digital competence in 
the disciplinary school curriculum (C26 bildung in der 
digitalen welt). 

Anglia Ruskin University (see later under “Education 
and Training”) is embedding digital competence in the 
curriculum of higher education. 

Policy makers have used DigComp to:

 ` raise awareness and understanding of digital 
competence and related needs and goals in the 
education and training sector. Besides most of 
the experiences illustrated in this Guide, anoth-
er example is the Green Paper on Digital Literacy 
based on DigComp published by the Ministry of 
Education and Employment in Malta in April 2015  
TINYURL.COM/Y8K4OKDE;

 ` address digital competence of school teachers  
(C3 teachers in spain, C4 e-schools, T20 digital 
competence framework for citizens) and/or to set up 
competence development actions for teachers, such 
as assessing their initial competence (T6 teachers 
in spain, C12 pix), designing and delivering continu-
ous training opportunities (T5 teachers in spain, C4 
e-schools) and recognising their learning achieve-
ments (T6 teachers in spain). In fact, one experience 

(C4 e-schools) considers the digital competencies 
not only of teachers, but also of school managers 
and administrative staff;

 ` help teachers design and deliver activities for de-
veloping and/or assessing the digital competence 
of students (T15 slovenian students competence 
framework), by embedding digital competence in the 
disciplinary school curriculum (C26 bildung in der 
digitalen welt). Anglia Ruskin University (see later 
under “University and schools”) is embedding digital 
competence in the curriculum of higher education;

 ` review past ICT training programmes and develop a 
new offer for digital competence in adult education 
(C5 adult education in flanders);

 ` develop digital competence assessment and 
learning platforms for students, making them open 
also to the whole population (C12 pix).

Policy makers outside of the formal education sector 
have used DigComp to:

 ` promote and support the life-long learning of the 
population at large in this key competence area and 
to fight digital exclusion risks. They have done this 
through digital literacy programmes in their digital 
agendas, delivered by public or private non-prof-
it networks of digital competence centres (such as 

STAKEHOLDER 
Policy makers

Ministries of education and 
training and other related 
agencies at national and 
regional level have been 
among the early adopters of 
DigComp. Policy makers also 
develop digital competence 
in employment, economic 
development, public 
administration, information 
society and digital agenda. 
European policy experiences 
include DESI, ESCO, Europass, 
DigCompConsumers, and Digital 
Skills and Jobs Coalition.

https://tinyurl.com/y8k4okde
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E-SCHOOLS: PILOT PROJECT 
TOWARDS DIGITAL SCHOOLS

ADULT EDUCATION IN FLANDERS: 
THE NEW ICT PROGRAMMES

TEACHERS IN SPAIN: THE NEW 
DIGITAL COMPETENCE COMMON 
FRAMEWORK 

TEACHERS IN SPAIN: MOOCS, 
EDUPILLS AND OTHER TRAINING 
RESOURCES

TEACHERS IN SPAIN: THE DIGITAL 
COMPETENCE PORTFOLIO

PIX ONLINE PLATFORM FOR 
DIGITAL SKILLS EVALUATION AND 
CERTIFICATION

WEBSITE  OF THE ADULT 
EDUCATION IN FLANDERS: THE 
NEW ICT PROGRAMMES

C5

C4

C3

C12

BILDUNG IN DER DIGITALEN 
WELT. A STRATEGY TO EMBED 
DIGITAL COMPETENCE IN THE 
SCHOOL CURRICULUM

C26

T6

T5

T7

T.13 Stakeholders - Policy makers / relevant content items 

those represented in Europe by All Digital, ALL-DIGITAL.

ORG). In this context, DigComp is used to design train-
ing measures for digital facilitators, entry tests and 
training offers for citizens in general and particularly 
those at risk of exclusion (C2 ikanos, C15 pane e in-
ternet, C21 bridge the digital gap, C23 extremadura, 
T13 digital competence self-diagnosis tool);

 ` enhance the employability of youth and unemployed 
people, and to promote the professional upskilling 
of the workforce and the creation of new types of 
jobs. For these aims, DigComp has been used to 
assess existing competences, to define the digi-
tal competence requirements of existing and new 
jobs and to provide further training guidance (C2 
ikanos). DigComp-related certification experiences, 
by strengthening the market value and recognition 
of acquired digital competence also contribute to 
these goals (T4 ikanos, T17 tucerticyl); 

 ` facilitate the upskilling of civil servants as part of 
the modernisation of public administration. For this, 
DigComp has been used to define the digital com-
petence requirements of categories of civil servants 
(C28 incode 2030), to measure their current level 
and to develop training actions (C8 prodigeo, C27 
training civil servants). Also the Directorate Gen-
eral for the Civil Service of the Murcia Regional 
Government in Spain has used DigComp 2.0 to de-
fine the digital competence of its public employees: 
TINYURL.COM/YCBSYWU5

P. 80

P. 92

P. 102

P. 113

P. 116

P. 118

P. 118

P. 124

IKANOS - NIRE GAITASUN 
DIGITALAK / MIS COMPETENCIAS 
DIGITALES

PANE E INTERNET: THE DIGITAL 
LITERACY AND INCLUSION 
PROJECT IN EMILIA ROMAGNA

BRIDGE THE DIGITAL GAP: BASIC 
DIGITAL TRAINING OF ADULT 
POPULATION IN HUNGARY

EXTREMADURA DIGITAL 
LITERACY TRAINING 
PROGRAMME

TRAINING CIVIL SERVANTS IN 
SPAIN WITH DIGCOMP BASED 
E-LEARNING COURSES

PORTUGAL INCODE.2030: AN 
INITIATIVE TO ENHANCE DIGITAL 
COMPETENCE 

PRODIGEO - LEARNING 
PLATFORM FOR EMPLOYMENT 
SERVICES’ STAFF

IKANOS - BAIT, THE NEW 
DIGITAL COMPETENCE 
EVALUATION SYSTEM

C2

C15

C21

C23

C27

C28

C8 T4

http://all-digital.org
http://all-digital.org
https://tinyurl.com/ycbsywu5
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P. 138

P. 140

THE STUDENTS COMPETENCE 
FRAMEWORK BY THE SLOVENIAN 
EDUCATION INSTITUTE 

NORWEGIAN PROFESSIONAL 
DIGITAL COMPETENCE 
FRAMEWORK FOR TEACHERS 

T15

T20

P. 137

P. 139

DIGITAL COMPETENCE 
SELF-DIAGNOSIS TOOL OF 
THE ANDALUSIA REGIONAL 
GOVERNMENT

TUCERTICYL: THE NEW DIGITAL 
COMPETENCE CERTIFICATION 
SYSTEM IN CASTILLA LEON

T13

T17

< T.13
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IMPLEMENTING DIGITAL 
LITERACY AT ANGLIA RUSKIN 
UNIVERSITY

 MU.SA: USING E-CF AND 
DIGCOMP FOR WORK DIGITAL 
TRANSFORMATION IN 
MUSEUMS

TASK: AUTHENTIC TASK BASED 
COMPETENCE ASSESSMENT IN 
SECONDARY SCHOOLS

STAKEHOLDER 
Education and training

Education and training providers 
at all levels design and deliver 
digital competence experience 
for learners, employees, as 
research institutions and as 
service providers for other 
customers.

Education and training providers have used DigComp to:

 ` design digital competence strategies and/or pro-
vide related support services (competence assess-
ment, training etc.) for teaching staff, researchers, 
students, administration and management within 
higher education (C1 + T1 anglia ruskin university, 
see also REBIUN cited in p.39) and for the broader 
school system. For instance, in Estonia, following 
the introduction of digital competence in the school 
curriculum in 2014, the Information Technology 
Foundation for Education (HITSA) and its university 
members started in 2017 to use DigComp for as-
sessing 16-19 years old students;

 ` design educational projects involving digital compe-
tence assessment and/or training for employability 
of the students of vocational schools (C13 samsung 
digipass) and youth in general (C16 elene4work), for 
all citizens in a life-long learning perspective (C14 
linguacuisine), and to develop new professional 
digital profiles in cultural activities (C6 mu.sa).

 ` develop an authentic task-based evaluation meth-
odology to support teachers in lower/upper second-
ary school in the assessment of the digital compe-
tence of the students. Among the experiences in this 
Guide, there is a European project partnership of 
several schools, a research institute, and an associ-
ation of Ministers of Education (C11 task). 

LINGUACUISINE: DEVELOPING 
DIGITAL SKILLS AND LANGUAGE 
WITH DISADVANTAGED PEOPLE

ANGLIA RUSKIN UNIVERSITY: 
FIVE DAYS OF DIGITAL 
LITERACY (5DODL)

SAMSUNG DIGI PASS FOR 
VOCATIONAL SCHOOL 
STUDENTS IN ESTONIA

ELENE4WORK: MAPPING SOFT 
DIGITAL SKILLS OF STUDENTS AND 
YOUNG WORKERS 

C1

C11

C13

C14

C6

C16

T1

T.14 Relevant content items 
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STAKEHOLDER 
Third sector and enterprise

Foundations, associations and 
other non-profit organisations 
promote and facilitate digital 
competence acquisition in 
the population. In the digital 
transformation, most companies 
face the strategic challenge 
of upgrading quickly both 
the specific ICT skills and the 
transversal digital competence 
of their workforce.

Third sector actors develop digital competence initia-
tives for various target users, in particular unemployed 
youth and youth in general, to enhance their employ-
ability. 

Other targets include children in a (non-formal) educa-
tional perspective. 

They also address elderly people, unemployed people 
and other adults in a life-long learning and inclusion 
perspective. They thus operate in all three digital com-
petence development domains. 

Third sector actors have used DigComp to:

 ` train trainers and educators

They use DigComp to define, asses and develop the 
digital competence of trainers and educators within 
their staff (C20 codemob), and other professionals 
such as social workers dealing primarily with young 
people out of the school context (C24 digital skills 
4 youth) and youth workers. Enterprise trainers and 
educators have also been helped to enhance their 
own digital competence and spread digital compe-
tence and support digital actions in SMEs (C29 digi-
tal innovation for growth academy);

 ` support youth employability

They use DigComp to define, asses and offer learn-
ing opportunities on digital competence for youth 
employability (C10 compass, C20 codemob), including 
self-entrepreneurship and ‘virtual office work’ (C19 
pathways4employ), and among SMEs; 

 ` signpost learning opportunities
They use DigComp to assess the digital competence 
of citizens in view of signalling learning opportuni-
ties (T14 abc digitale, T16 skillage, T18 self-assess-
ment in dach region) and to promote the certifica-
tion of digital competence (C7 eccc, C22 ecdl). 

Private business services companies have started using 
DigComp to provide digital competence development 
services both to other private companies and to public 
customers, from ministries, to local schools. The three 
examples in this Guide are run by a social economy 
entreprise, a training services provider and a business 
consultancy company.

Private training and business service providers have 
used DigComp to:

 ` design and deliver digital competence assess-
ment and training services for civil servants (C27 
training civil servants in spain), for schools and 
their students (C17 digital competence wheel) 
and other interested entities;

 ` assess digital competence in other private com-
panies in view of promoting and supporting dig-
ital transformation initiatives (C18 smartivemap).
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P. 138

P. 139

P. 90

P. 96

P. 110

P. 112

P. 114

P. 116

P. 119

P. 137

DIGITAL SELF-ASSESSMENT TOOL 
FOR EMPLOYEES AND MANAGERS 
OF THE DACH REGION 

DIGITAL INNOVATIONS FOR GROWTH 
ACADEMY: TRAINING ENTERPRISE 
TRAINERS AND EDUCATORS

ECCC DIGITAL COMPETENCE 
FRAMEWORK

ECOKT - DIGITAL UP-SKILLING 
PLATFORM FOR EU YOUNG 
UNEMPLOYED

PATHWAYS FOR EMPLOY: 
DEFINING AND DEVELOPING 
DIGITAL PROFILES 

CODEMOB: CURRICULUM 
FOR E-FACILITATORS AND 
UNEMPLOYED YOUTH 

ECDL PROFILE DIGCOMP 
CERTIFICATES IN POLAND

DIGITAL SKILLS 4 YOU(TH) : 
TRAINING PROFESSIONALS 
WORKING WITH YOUNG PEOPLE

ABC DIGITALE: SELF-ASSESSMENT 
TEST AND DIGITAL LEARNING 
OPPORTUNITIES

SKILLAGE: ONLINE SELF-
ASSESSMENT TOOL ON DIGITAL 
SKILLS FOR THE JOB MARKET

C10

C19

C20

C22

C7

C24

C29

T14

T16

T18

T.15 Stakeholders - Third sector and enterprise / relevant content items 

P. 108

TRAINING CIVIL SERVANTS IN 
SPAIN WITH DIGCOMP BASED 
E-LEARNING COURSES

SMARTIVEMAP, A DIGITAL COMPE-
TENCE MAPPING TOOL TO START 
DIGITAL TRANSFORMATION IN 
LARGE ORGANIZATIONS

THE DIGITAL COMPETENCE WHEEL

C18

C27

C17 P. 106

P. 118
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Resources and information to 
support use of DigComp 

3.1 Summary of resources

T.16  Resources and information to support use of DigComp 

Resource Guide Other source

DigComp website EC.EUROPA.EU/JRC/EN/DIGCOMP

Competence Descriptors P. 16
DigComp 2.0 p. 8-9
EUROPA.EU/!TN34BB

Changes between descriptors from 1.0 to 2.0
DigComp 2.0 p. 14-16
Annex 1

Explanation of different versions of DigComp P. 66

Mapping with other Competence Frameworks P. 64 DigComp 2.0, Annex 2 and 3

Mapping with the ECDL certification modules TINYURL.COM/YC8HAQ5L

DESI index: Digital Skills indicator DigComp 2.0 p. 18

DigComp translations (full and partial) P. 61

Glossary p. 68-69
DigComp 2.0 p. 10-11
EUROPA.EU/!TN34BB

Cross-reference with other Key Competences DigComp 1.0, Annex V 

Cross-reference between competences (1.0) DigComp 1.0, Annex II

http://ec.europa.eu/jrc/en/digcomp
http://europa.eu/!CW83gW
https://tinyurl.com/yc8haq5l
http://europa.eu/!CW83gW
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3. DigComp resources

Is DigComp available in all EU languag-
es? 

The translations identified for this Guide are listed in 
Table 17 and 18. The first table shows the literal trans- 
lations of the full JRC DigComp reports or the detailed 
Framework with the content of all five dimensions (Ex- 
tremadura  online  version).  DigComp  1.0  is  the most 
frequently translated version. Some translations also 
exist of DigComp 2.0 and DigComp 2.1 (published in 
2017). To date, three countries have translated two dif- 
ferent DigComp reports.

Table 17 lists a range of varied documents. Some of-   
fer partial translations of DigComp reports, usually of 
Framework dimensions 1 and 2, but also of all com- 
petence descriptors/learning outcomes (Flanders) or 
with some adaptations (France). One partial translation 
also highlights changes from DigComp 1.0 to 2.0 (Ita- 
ly). Other documents are at the same time translations 
and specifications of the DigComp Framework for spe- 
cific target categories (Spain).

For the Europass CV compilation, Cedefop has made 
available a short DigComp self-assessment question- 
naire, based on DigComp 1.0 and translated into 23 
official EU languages, plus Icelandic, Norwegian, Mac-
edonian and Turkish. The translations can be found by 
selecting the language in the upper right corner of this

web page EUROPA.EU/!CW83GW.

For each one of DigComp 1.0 five main areas, con-
cise competence descriptions/learning outcomes are 
presented at three proficiency levels: basic user, inde-

3.2 DigComp translations

T.17 Literal DigComp translations

Country Who did it DigComp version Content and URL

Estonia Ministry of Education and Re-
search DigComp 1.0  PDF: TINYURL.COM/Y8E8UC3S

Hungary Ministry for National Economy DigComp 1.0
PDF: TINYURL.COM/YBCSF72S

brochure: TINYURL.COM/YCDNOFVH

Italy AGID:  Agenzia per l’Italia Digitale DigComp 2.1 PDF: TINYURL.COM/YD9QO9A8

Italy Mirella Sale (teacher) DigComp 2.0 Kindle version: TINYURL.COM/Y8EBXLVZ

Lithuania Education Development Centre DigComp 1.0 PDF: TINYURL.COM/YCF4YMPO

Lithuania Education Development Centre DigComp 2.1 PDF: TINYURL.COM/YB4K4B4H

Poland ECCC Foundation DigComp 1.0
PDF: DIGCOMP.PL

online interactive version: TINYURL.COM/Y8NYCZSD

Poland ECDL Poland DigComp 2.0
PDF: TINYURL.COM/YDXLXQLM

online interactive version: TINYURL.COM/Y7T2TASU

Portugal CIDTFF - Dept. of Education and 
Psychology, University of Aveiro DigComp 1.0 PDF + tables with differences in DigComp 2.0:  

TINYURL.COM/YB92A9BB

Portugal CIDTFF - Dept. of Education and 
Psychology, University of Aveiro DigComp 2.1  PDF: TINYURL.COM/Y9OSR6FQ

Slovenia National Education Institute 
Slovenia DigComp 2.1  PDF: TINYURL.COM/Y7F6TY67

Spain
Extremadura Regional Govern-
ment - Dept. of Education and 
Employment 

DigComp 2.1 online interactive version: TINYURL.COM/Y7DUEFVP

http://europa.eu/!CW83gW
https://tinyurl.com/y8e8uc3s
https://tinyurl.com/ybcsf72s
https://tinyurl.com/ycdnofvh
https://tinyurl.com/yd9qo9a8
https://tinyurl.com/y8ebxlvz
https://tinyurl.com/ycf4ympo
https://tinyurl.com/yb4k4b4h
www.digcomp.pl
https://tinyurl.com/y8nyczsd
https://tinyurl.com/ydxlxqlm
https://tinyurl.com/y7t2tasu
https://tinyurl.com/yb92a9bb
https://tinyurl.com/y9osr6fq
https://tinyurl.com/y7f6ty67
https://tinyurl.com/y7duefvp
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pendent user and proficient user. The same options and 
translations are offered by selecting the language in 
the upper left corner in the Europass CV online com-
pilation access page EUROPA.EU/!RR69RD and by going to 
the Personal skills -> Digital skills section. In addition, 
ESCO, the multilingual classification of European Skills, 
Competences, Qualifications and Occupations contains 
partial translations of DigComp areas and descriptors 
in 26 languages: EC.EUROPA.EU/ESCO/PORTAL/SKILL.

How to translate the report?

The JRC DigComp reports are published under an open 
EC licence, allowing their re-use and translation, provid-
ing the original source is mentioned. Therefore, a trans-
lation can be done without a formal JRC authorisation.

Nevertheless, JRC recommends potential translation 
projects to follow the guidelines under “Policy for re-
production and reuse” and “Rules on modifications and 
translations” in DigComp Support Material webpage EU-

ROPA.EU/!TT93NF.

For DigComp 2.1, given the rich use of illustrations, 
specific guidelines EUROPA.EU/!TP47TH have been produced. 
They clarify the correct use of images, logos and cover 
pages. On request, the JRC can also provide the origi-
nal source file and graphics for the translation of this 
report.

Although there is no obligation to request authorisa-
tion, the JRC would be grateful if informed about new 
translations by using the existing template in the gal-
lery: EUROPA.EU/!NW98VJ.

T.18 Partial DigComp translations and adaptations

Country Who did it Version and content URL

Belgium Dept. of Education of Flanders

DigComp 1.0 - List of 367 basic 
learning outcomes extracted 
and partly rearranged from 
DigComp 1.0

TINYURL.COM/YDEFTENB

France Ministry of National Education, 
Higher Education and Research

DigComp 2.1 - Titles of the 
5 areas + partial revision of 
specific competences (from 21 
to 16) and their descriptors

TINYURL.COM/Y97T67MN

Italy Cittadinanza Digitale.eu

DigComp 1.0 - Translation and 
presentation of 5 areas and 
21 competences titles and 
descriptors

TINYURL.COM/Y7EZ55J3

Italy Cittadinanza Digitale.eu

DigComp 2.0 - Illustration of 
main changes from 1.0 and 
updated titles of 5 areas and 
21 competences

TINYURL.COM/Y7F2RO5N

Spain
National Institute of Educational 
Technologies and Teacher Train-
ing (INTEF)

DigComp 2.1 - Translation, 
adaptation and specification for 
teachers

TINYURL.COM/YCQCGQ38

Spain REBIUN, the Network of Spanish 
University Libraries

DigComp 2.0 - Translation, 
adaptation and specification for 
graduate students

TINYURL.COM/Y73L9LHP

Spain Murcia Regional Government - 
School of Public Administration

DigComp 1.0 and 2.0 - Trans-
lation, adaptation and specifi-
cation for public administration 
employees

TINYURL.COM/Y73L9LHP

http://europa.eu/!RR69Rd
https://ec.europa.eu/esco/portal/skill
http://europa.eu/%21Tt93NF
http://europa.eu/%21Tt93NF
http://europa.eu/!Tp47th
http://europa.eu/!NW98VJ
https://tinyurl.com/ydeftenb
https://tinyurl.com/y97t67mn
https://tinyurl.com/y7ez55j3
https://tinyurl.com/y7f2ro5n
https://tinyurl.com/ycqcgq38
https://tinyurl.com/y73l9lhp
https://tinyurl.com/y73l9lhp
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Learning from the experience:  
the Slovenian case

We asked Nives Kreuh from the National Education In-
stitute in Slovenia, to summarise her recent experience 
with the translation into Slovenian (TINYURL.COM/YB4X3QFC) 
of the JRC report DigComp 2.1.

“The translation of the document DigComp 2.1 consist-
ed of 5 steps, which were carried out between May and 
the end of September 2017 and which produced the 
final online publication.

Step 1 – Contacting JRC
The Joint Research Centre in Seville was contacted to 
inform them of the intention to translate DigComp 2.1 
into Slovenian and the JRC sent back the guidelines for 
the translation.

Step 2 – Selecting the team of translators and re-
viewers
An experienced, professional translator was selected 
through a public call for tender and reviewers were in-
vited to comment on and edit the translated text.

The team of reviewers consisted of the following pro-
fessionals in the field: two language consultants from 
the National Education Institute1,  two subject consult-

1  One of them was the editor of the translation into Slo-
vene of FREPA - A Framework of Reference for Pluralistic 
Approaches to Languages and Cultures: Competences and 
resources (2013).

ants2,  an expert who co-edited the DigComp 1.0 2013 
report, an expert in ICT working at the Ministry of Edu-
cation, Science and Sport Slovenia, an expert in digital 
competence from the National Education Institute, who 
had developed the Slovenian “Teachers, principals and 
IT experts in the digital competence framework”.

Past experiences had shown that translators often lack 
knowledge of the subject they are translating. This was 
also the case here and the initial translation turned 
out being too literal, with many professional terms and 
descriptors translated in such a way that they did not 
convey any proper meaning. For this reason, the team 
of reviewers was selected carefully, with a good mix 
of professional backgrounds. In particular, Nive Kreuh 
underlines the key role of the three linguists in the re-
vision process, since language sensitivity is important 
when reviewing and editing the text. A lot of attention 
was put on the sentence structure and the way lan-
guage was used in translation, to make it as meaning-
ful as possible for the readers.

Step 3 – The revision of the translated text
The reviewing phase took three months. The editor 
who was leading the whole process sent the Slovenian 
translation to the reviewers and asked them to read 
it carefully and prepare the initial comments, and to 
reflect on the terms used in the document. A meeting 
was held to decide what general terms should be used 

2  They are from the MENTEP project team in Slovenia 
TINYURL.COM/Y9574WB3 and worked on editing the Slovene 
translation of descriptors for the MENTEP self-assessment 
tool of the pedagogical digital competencies.

(i.e. the Slovenian terms for DigComp areas, levels, 
competences etc.). After this initial agreement, the ed-
iting of the descriptors started for all the 5 areas and 
21 competences. Five other meetings took place, each 
time with negotiations among reviewers about the 
way competences should be described (i.e. the Slovene 
wording of the translation). The translated text was 
corrected and edited repeatedly during and in between 
the meetings.

Step 4 – Proofreading the final document
When the reviewing phase ended, the text was sent 
to be proofread by the Slovenian language consultant 
from the National Education Institute, as she is a pro-
fessional in the field who fully understands the terms 
used.

Step 5 – Technical and visual design of the final doc-
ument
In order to have full control on the design of the text 
and pages of the final document, only the cover page 
was done by a professional designer and the rest of the 
technical editing was done by the staff of the National 
Education Institute. The publishing office took care of 
the rest of the process.“

Summarising Nive Kreuh’s conclusion. “the translation 
of such a document is a demanding task, that needs 
a great engagement of professionals in the field. It is 
also important to include linguists, ideally from the 
professional field, since the translation requires specific 
knowledge and language awareness”.

https://tinyurl.com/yb4x3qfc
https://tinyurl.com/y9574wb3
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Related frameworks

The DigComp conceptual reference model has been 
used by the JRC to develop other related frameworks 
for the European Commission:

 ` DigCompOrg (2015) 
The European Framework for Digitally Competent 
Educational Organisations 

 EUROPA.EU/!VR93HQ

 ` DigCompConsumers (2016) 
The Digital Competence Framework for Consumers 

 EUROPA.EU/!KP66HB

 ` DigCompEdu (2017) 
The European Framework for the Digital 
Competence of Educators 

 EUROPA.EU/!GT63CH

How does DigComp compare with other 
frameworks related to digital skills and 
literacy?

DigComp has been developed through an extensive 
process of analysis and comparison of existing frame-
works and models of ICT skills, digital literacy, infor-
mation and media literacy, to mention but a few. It is 
important to acknowledge these correspondences. Be-
low, we show some of the existing mappings in order 
to indicate the synergies and touch-points between a 
number of existing frameworks.

DigComp and the e-CF 

The European e-Competence Framework (e-CF) pro-
vides a common language to describe 40 competences 
including skills and knowledge requirements of ICT pro-
fessions. The e-CF is the first sector-specific implemen-
tation of the European Qualifications Framework (EQF). 
In 2016 it became a standard, as Norm EN 16234-1. 
e-CF was mapped with DigComp to better understand 
the synergies between the two frameworks, showing, 
among other results, that the ICT competence required 
of professionals in the ICT sector has a much wider 
scope and is more specifically focused on ICT tasks re-
lated with the industry. The mapping also shows the 
continuity and complementarity of certain skills when 
passing from competences expected of citizens to 
those expected of ICT professionals (C6 in the Guide 
provides an example of this).

DigComp and the ESCO transversal ICT skills 

ESCO is the multilingual classification of European 
Skills, Competences, Qualifications and Occupations. 
It identifies and categorises 3,000 occupations and 
13,500 skills and competences that are relevant for 
the EU labour market and education and training. It 
also includes information on qualifications that are 
owned and managed by the European Member States. 

In ESCO, the sub-vocabulary of “digital competences” 
is defined by the DigComp 2.0 five areas (as in table 
19). All the 21 competences are found in ESCO. Some 
of them have slightly modified titles and descriptors to 
comply with ESCO rules. The competences are avail-
able in all official EU languages, Norwegian, Icelandic 
and Arabic, and are linked to other ESCO skills. Dig-
Comp descriptors are also available in Linked data for-

3.3 DigComp and other frameworks

T.19 The mapping of the competence areas of 
DigComp and ESCO transversal ICT skills

DigComp ESCO transversal ICT skills

Communication and 
collaboration

Digital communication and 
collaboration

Safety ICT safety

Digital content creation Digital content creation

Information and data 
literacy

Digital data processing

Problem solving Problem-solving with digital 
tools

http://europa.eu/!vR93hq
http://europa.eu/%21kp66hB
http://europa.eu/!gt63ch
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T.20 DigComp and UNESCO’s Media Information Literacy framework

DigComp Competences Global Media and Information Literacy Assessment 
Framework (UNESCO, 2013) “MIL Subject Matters” 

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

1.1. Definition and articulation of a need for information
1.2 Search and location of information and media content
1.3 Access to information, media content and media and 
information providers
1.4 Retrieval and holding/storage of information and media 
content
2.2 Assessment of information and media content, and 
media and information providers
2.3 Evaluation of information and media content, and media 
and information providers
2.4 Organisation of information and media content

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

3.2 Communication of information, media content and 
knowledge … (see below)
3.3 Participating in societal-public activities as active citizen
3.4 Monitoring influence of information, media content, 
knowledge production and use, as well as of media and 
information providers

3.1 Developing digital content
3.2 Integrating and re-elaborating digital content
3.3 Copyright and licences
3.4 Programming

3.1 Creation of knowledge and creative expression
3.2 …. in an ethical and effective manner

4.1 Protecting devices 
4.2 Protecting personal data and privacy 
4.3 Protecting health and well-being 
4.4 Protecting the environment

5.1 Solving technical problems 
5.2 Identifying needs and technological responses 
5.3 Creatively using digital technologies 
5.4 Identifying digital competence gaps

mat through the ESCO Web Services Application Pro-
gramming Interface (API): EUROPA.EU/!TT93NF and EUROPA.

EU/!JU44XF. 

DigComp and UNESCO’s Media and Information 
Literacy framework
DigComp was mapped to UNESCO’s work on Media and 
Information Literacy, which brings together the fields 
of Information and Media literacy as “a combined set 
of competencies necessary for life and work today”. 
JRC incorporated this perspective with the DigComp 
2.0 update, which encompasses the main components 
of Information Literacy and parts of Media Literacy as 
showed in Table 20.

https://europa.eu/!Tt93NF
https://europa.eu/!Ju44xf
https://europa.eu/!Ju44xf
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Which are the different versions of the 
DigComp framework and how do they 
differ? 

The three official DigComp Framework reports are the 
following:

 �DigComp: A Framework for Developing and 
Understanding Digital Competence in Europe 
(2013) by Anusca Ferrari, Yves Punie and Bar-
bara Brečko (Eds.)
EUROPA.EU/!KF69YG

 �DigComp 2.0: The Digital Competence Frame-
work for Citizens. Update Phase 1: The Con-
ceptual Reference Model (2016), by Riina 
Vuorikari, Yves Punie, Stephanie Carretero, Lieve 
Van den Brande
EUROPA.EU/!UT88HX

 �DigComp 2.1: The Digital Competence Frame-
work for Citizens with eight proficiency levels 
and examples of use (2017), by Stephanie Car-
retero, Riina Vuorikari and Yves Punie
EUROPA.EU/!YG77DH

DigComp 1.0 (2013)

The DigComp 1.0 report defined and described the 
Framework’s:

 • scope and content - 21 competences grouped into 5 
main areas

 • basic structure – 5 dimensions i.e. the way in which 
the content of the Framework is displayed

Besides presenting the Framework’s general features, 
the DigComp 1.0 report includes:

 • (chapter 2.2) a self-assessment grid with the 5 
areas of digital competence and expected learning 
outcomes at three proficiency levels (foundation, in-
termediate and advanced). The grid attempts to give 
an overview of each area, summarising the DigComp 
model at a more abstract, general level as in the Com-
mon European Framework of Reference for Languages. 

 • (chapter 3) a tabular view of the detailed frame-
work, which for every competence provides: a detailed 
description of the competence learning outcomes at 
three proficiency levels (dimension 3); a list of exam-
ples of the knowledge, attitudes and skills that can 
illustrate the competence (dimension 4); and the ap-
plicability of these competence for learning and em-
ployment purposes, again with learning outcomes at 
three proficiency levels (dimension 5).

 • (Annex I), a glossary of key terms used in the report 
(knowledge, skills, attitudes, competence, dimensions 
and purpose of competence application).

 • (Annex II) a table of the cross-references between 
competences, which highlights the transversal char-

acter of some of them and/or the contribution of one 
competence to another.

 • (Annex IV) indicators for the development of digital 
competence, which give suggestions on how to move 
from a proficiency level to the next.

 • (Annex V) cross-references between the 2006 list of 
key competences for lifelong learning and DigComp’s 
specific competences, which highlight and confirm how 
many of the key competences are overlapped and in-
terlocked. This table is of great interest for educators 
wishing to design learning activities which develop sev-
eral key competences at once.

DigComp 2.0 (2016)

The DigComp 2.0 report brought the following improve-
ments to the Framework:

 • an update of the conceptual reference model, with 
updates for competence areas (dimension 1) and com-
petence titles and descriptors (dimension 2). This mod-
el can be seen in Table 3 in this Guide, in an online ver-
sion EUROPA.EU/!TN34BB and in a downloadable infographic. 
EUROPA.EU/!XK77KW 

 • a revision of the vocabulary and streamlined de-
scriptors.

These changes were made also to reflect:

 • relevant updates in EU legislation 

 • new requirements for digital competence and data 
literacy stemming for instance from greater data avail-
ability and new visualisation techniques, the growing 
use of cloud-based services etc.

3.4 DigComp versions

http://europa.eu/%21kf69yG
http://europa.eu/%21UT88hx
http://europa.eu/!Yg77Dh
https://europa.eu/!tn34Bb
http://europa.eu/%21Xk77kw
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 • concerns for accessibility and social inclusion issues.
Section 5 of DigComp 2.0 provides examples of 
DigComp use at European, national and regional level 
for policy formulation and support, instructional plan-
ning, assessment and certification. These are visualised 
online in the Gallery of DigComp implementations con-
stantly update by the JRC EUROPA.EU/!RH96YM and in Annex  
4 of DigComp 2.0. Many examples from the Gallery are 
included in this Guide. 

Annexed to DigComp 2.0, one finds, after the illustra-
tion of the updated changes (Annex 1),  three compar-
isons of DigComp with other frameworks:

 • UNESCO’s Media and Information Literacy (MIL) 
curriculum for teachers (DigComp 2.0 Annex 2, p. 34)

 • UNESCO’s “Global Media and Information Literacy 
Assessment Framework” (DigComp 2.0 Annex 3, p. 35)

 • e-CF, the European e-Competence Framework for ICT 
professionals in all sectors (DigComp 2.0 Annex 5, p. 
37)

DigComp 2.1 (2017)

The main novelty of DigComp 2.1 - the new 8 profi-
ciency levels of the Framework- is already illustrated 
in section 1.5 of this Guide. 

The infographic “Learning to swim in the Digital Ocean” 
(p.20) visualises in a simple way a learner’s progression 
over the 8 levels. It is available also as a downloadable 
poster: EUROPA.EU/!VB88UF.

DigComp 2.1 presents in Section 3 (from p. 21 on-
wards) new examples of use of digital competence 

(dimension 5) for the learning and employment scenar-
ios for each competence area. 

As an inspiration for future specifications of the frame-
work by stakeholders according to the new proficiency 
levels, DigComp 2.1 provides at pp. 19-20 exemplary 
competence descriptors for all 8 proficiency levels and 
both scenarios of one specific competence (1.1 Brows-
ing, searching and filtering data, information and digital 
content). For the other 20 competences, Section 3 pro-
vides exemplary descriptors for just 1 proficiency level 
and both scenarios in each competence.

Table 21 summarises the evolution of the Framework 
over the three DigComp reports from the point of view 
of the 5 dimensions (dimension 4 “Knowledge, skills 
and attitudes” is not in cluded as a separate dimension 
but integrated in the description of learning outcomes).

T.21 Evolution of the framework

Dimension DigComp version

D1 Competence area updated in DigComp 2.0

D2 Competence titles and 
descriptors

updated in DigComp 2.0

D3 Proficiency levels updated in DigComp 2.1

D4 Knowledge, skills and 
attitudes

not included as a separate 
dimension in in DigComp 
2.1

D5 Examples of use updated in DigComp 2.1

Competences in DigComp 2.1

Table 4 (p.19) shows an example of how the compe-
tence levels are presented in DigComp 2.1.

The first row shows the names of the 8 Proficiency Lev-
els (dimension 3) according to the version 2.1 (level 
1, level 2, etc). The name of the levels according to 
DigComp 1.0 are also stated (Foundation, Intermediate, 
etc.).

The description for each proficiency level can be seen in 
the second row, related to the complexity of the tasks 
and problems, and the level of autonomy. The descrip-
tion of the competence in terms of learning outcomes 
is also included. Each bullet corresponds to a descriptor 
of the competences. Furthermore, the action verbs and 
key words appear in bold. 

Examples of use (dimension 5 of the framework) have 
been updated and are shown in scenarios for two ar-
eas of use: employment and learning. These examples 
illustrate the 8 proficiency levels to help future imple-
mentation and specification of DigComp 2.1.

http://europa.eu/%21Rh96ym
http://europa.eu/%21vB88Uf
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3.5 Glossary

Content in 
different formats

E.g. text document, graphics, images, video, music, 
multimedia, web-pages stored using a standard file 
format, 3D printing (either proprietary, free and/or 
open). For more, see: TINYURL.COM/A8UZO

Data A sequence of one or more symbols given meaning 
by specific act(s) of interpretation. Data can be 
analysed or used in an effort to gain knowledge or 
make decisions. Digital data is represented using the 
binary number system of ones (1) and zeros (0) as 
opposed to its analogue representation. 

(sources: TINYURL.COM/YBY8RHQ9; TINYURL.COM/7DOGFOF)

Digital 
communication 

Communication using digital technology. Various 
modes of communication exist, e.g. synchronous 
communication (real time communication, e.g. using 
skype or video chat or Bluetooth) and asynchronous 
ones (not concurrent communication, e.g. email, 
forum to send a message, sms) using for example, 
one to one, one to many, or many to many modes.

Digital content Any type of content that exists in the form of digital 
data that are encoded in a machine-readable format, 
and can be created, viewed, distributed, modified 
and stored using computers and digital technologies, 
e.g. the internet. The content can be either free or 
pay content. Examples of digital content include: 
web pages and websites, social media, data and 
databases, digital audio, such as mp3s, and e-books, 
digital imagery, digital video, video games, computer 
programmes and software.   

Digital 
environment

A context, or a “place”, that is enabled by technology 
and digital devices, often transmitted over the 
internet, or other digital means, e.g. mobile phone 
network. Records and evidence of an individual’s 
interaction with a digital environment constitute 
their digital footprint. In DigComp, the term digital 
environment is used as a backdrop for digital actions 
without naming a specific technology or tool.  

Digital services 
(public or private)

Services that can be delivered through digital 
communication, e.g. internet, mobile phone network 
that might include delivery of digital information (e.g. 
data, content) and/or transactional services. They can 
be either public or private, e.g. e-government, digital 
banking services, e-commerce, music services (e.g. 
Spotify), film/tv services (e.g. Netflix).

T.22 Updated vocabulary for DigComp 2.0

https://tinyurl.com/a8uzo
https://tinyurl.com/yby8rhq9
https://tinyurl.com/7dogfof
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Digital technology Any product that can be used to create, view, 
distribute, modify, store, retrieve, transmit and 
receive information electronically in a digital form. 
For example, personal computers and devices (e.g. 
a desktop, laptop, netbook, tablet computer, smart 
phones, pda with mobile phone facilities, games 
consoles, media players, e-book readers), digital 
television, robots. 

Modified from source: TINYURL.COM/Y7HS4TUG

Digital tools Digital technologies (see: digital technology) used 
for a given purpose or for carrying out a particular 
function of information processing, communication, 
content creation, safety or problem solving

Privacy policy The term related to the protection of personal data, 
for example, how a service provider collects, stores, 
protects, discloses, transfers and uses information 
(data) about its users, what data are collected, etc.

Problem solving An individual’s capacity to engage in cognitive 
processing to understand and resolve problem 
situations where a method of solution is not 
immediately obvious. It includes the willingness to 
engage with such situations in order to achieve one’s 
potential as a constructive and reflective citizen” 
(OECD, 2014).

Well-being The term is related to the WHO definition of good 
health as a state of complete physical, social and 
mental well-being , and not merely the absence 
of disease or infirmity. Social well-being refers to 
the sense of involvement with others and with 
the communities (e.g. access and use of social 
capital, social trust, social connectedness and social 
networks).

Social inclusion The process of improving the terms for individuals 
and groups to take part in society (the World 
Bank). Social inclusion aims to empower poor and 
marginalized people to take advantage of burgeoning 
global opportunities. It ensures that people have a 
voice in decisions which affect their lives and that 
they enjoy equal access to markets, services and 
political, social and physical spaces.

Structured 
environment

Where data resides in a fixed field within a record or 
file, e.g. relational databases and spreadsheets.

Technological 
response/solution

Refers to the attempt to use technology (and/or 
engineering) to solve a problem.

<  T.22

https://tinyurl.com/y7hs4tug
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CONTENT ITEM 
TYPE AND CODE

TITLE

ACKNOWLEDGEMENTS 
AND CONTACTS

DESCRIPTION

EXAMPLE 
RELATED 
ITEMS

USEFUL LINKS

COUNTRIES 
INVOLVED

Annex presentation

ABSTRACT

The Annex offers a full description of all 
50 case studies and tools. Each description 
contains the information illustrated in the 
following infographic.

You can access the full description of all cases studies and tools by clicking to the interactive icons in Summary lists 
of DigComp examples, where case studies and tools are categorized in the five steps of a recommended DigComp 
implementation process and by the three main domains where digital competence is increasingly important. 

Colours in the summary illustrate the category of stakeholder. This summary aims to help readers identify the in-
spiring examples that may be of most interest to them. Finally, the same examples are listed by country.
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ITALY
PANE E INTERNET THE DIGITAL 
LITERACY AND INCLUSION PROJECT 
OF EMILIA ROMAGNA

EL • ES • IE • INT
PATHWAYS FOR EMPLOY: DEFINING 
AND DEVELOPING DIGITAL 
PROFILES

CZ • DE • ES 
DIGITAL SKILLS 4 YOU(TH): 
TRAINING PROFESSIONALS 
WORKING WITH YOUNG PEOPLE 

SPAIN 
EXTREMADURA DIGITAL LITERACY 
TRAINING PROGRAMME

GERMANY
BILDUNG IN DER DIGITALEN WELT. 
EMBEDDING DIGITAL COMPETENCE 
IN THE SCHOOL CURRICULUM

SPAIN
TRAINING CIVIL SERVANTS IN 
SPAIN WITH DIGCOMP BASED 
E-LEARNING COURSES

INTERNATIONAL
UNESCO-PEARSON INITIATIVE FOR 
LITERACY: IMPROVED LIVELIHOODS 
IN A DIGITAL WORLD

DENMARK
THE DIGITAL COMPETENCE WHEEL 

ITALY
SMARTIVEMAP, A DIGITAL 
COMPETENCE MAPPING TOOL TO 
START DIGITAL TRANSFORMATION 

BE • DE • ES • FI • FR • HE • IT • PL • UK
ELENE4WORK: DEVELOPING SOFT 
DIGITAL SKILLS OF STUDENTS AND 
YOUNG WORKERS

HUNGARY
BRIDGE THE DIGITAL GAP: BASIC 
DIGITAL TRAINING OF ADULT 
POPULATION

ES • DE • HR • HU • INT
CODEMOB: CURRICULUM FOR 
E-FACILITATORS AND UNEMPLOYED 
YOUTH 

POLAND
ECDL PROFILE DIGCOMP 
CERTIFICATES IN POLAND

T.23 Summary of examples

+

+ +

PORTUGAL
PORTUGAL INCODE.2030: 
ENHANCING DIGITAL COMPETENCE 

C15

C19

C17

C18

C16

C21

C20

C22

C23

C24

C25

C26

C27

C28

T10

T11 T12

COUNTRY + TITLE CONTENT ITEMS COUNTRY + TITLE CONTENT ITEMS

P. 104
P. 134

P. 112

P. 108

P. 110

P. 106

P. 102

P. 136

P. 132

P. 113

P. 116

P. 118

P. 117

P. 117

P. 116

P. 114

P. 118

POLICY MAKERS EDUCATION AND TRAINING THIRD SECTOR AND ENTERPRISE
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FR • IE • IT • RO
COMPASS - YOUR JOURNEY 
TO DIGITAL, THE UP-SKILLING 
PLATFORM FOR YOUNG 
UNEMPLOYED PEOPLE 

ES • FR • INT • IT • TR
TASK: PROJECT FOR AUTHENTIC 
TASK BASED COMPETENCE 
ASSESSMENT IN SECONDARY 
SCHOOLS

COUNTRY + TITLE

POLAND
ECCC DIGITAL COMPETENCE 
FRAMEWORK

BELGIUM
ADULTS EDUCATION IN FLANDERS: 
THE NEW ICT EDUCATION 
PROGRAMMES

CROATIA
E-SCHOOLS: PILOT PROJECT 
TOWARDS DIGITAL SCHOOLS 

INTERNATIONAL
HAPPY ONLIFE PROJECT AND 
TOOLKIT

ITALY
PRODIGEO: LEARNING PLATFORM 
FOR EMPLOYMENT SERVICES’ 
STAFF

ESTONIA
SAMSUNG DIGI PASS FOR 
VOCATIONAL SCHOOL STUDENTS 
IN ESTONIA

FRANCE
PIX: ONLINE PLATFORM FOR 
DIGITAL SKILLS EVALUATION AND 
CERTIFICATION

EL • IT • UK
LINGUACUISINE: DEVELOPING 
DIGITAL SKILLS WITH 
DISADVANTAGED PEOPLE

SPAIN
IKANOS: DIGITAL COMPETENCE IN 
THE BASQUE COUNTRY’S DIGITAL 
AGENDA

BE • EL • IT • PT 
MU.SA: USING E-CF AND 
DIGCOMP FOR WORK DIGITAL 
TRANSFORMATION IN MUSEUMS

> T.23

SPAIN
INTEF’S INITIATIVES FOR TEACHERS 
DIGITAL COMPETENCE IN SPAIN

+ + +

+ +

+

+

+

CONTENT ITEMS

UNITED KINGDOM
ANGLIA RUSKIN UNIVERSITY: 
INTEGRATING DIGITAL LEARNING 
AND TEACHING INTO HIGHER 
EDUCATION

COUNTRY + TITLE CONTENT ITEMS

C1

C5

C4

C3

C2

C6

C7

C10

C11

C9

C13

C12

C14

C8T1

T2 T4T3

+

T6T5

T7

T8

T9

P. 80
P. 121
P. 122
P. 124

P. 78
P. 120

P. 82
P. 126
P. 128

P. 86
P. 129

P. 84

P. 88

P. 90

P. 94
P. 130

P. 100

P. 101

P. 98
P. 131

P. 99

P. 96

P. 92

POLICY MAKERS EDUCATION AND TRAINING THIRD SECTOR AND ENTERPRISE
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INTERNATIONAL
DEFINING DIGITAL COMPETENCE 
TRAINING NEEDS FOR YOUTH 
WORK

BG • ES • IE • LT • NO • SI • UK 
DIGITAL INNOVATIONS FOR 
GROWTH ACADEMY: TRAINING 
ENTERPRISE TRAINERS AND 
EDUCATORS 

GERMANY
DIGITAL SKILLS SELF-ASSESSMENT 
TOOL FOR EMPLOYEES AND 
MANAGERS OF THE DACH REGION

NORWAY
NORWEGIAN PROFESSIONAL 
DIGITAL COMPETENCE 
FRAMEWORK FOR TEACHERS 

ITALY
SAFE ONLINE: A BOOK TO TRAIN 
THE NEW DIGITAL CITIZENS AT 
SCHOOL

ITALY
ABC DIGITALE: SELF-ASSESSMENT 
TEST AND DIGITAL LEARNING 
OPPORTUNITIES

SLOVENIA
THE STUDENTS COMPETENCE 
FRAMEWORK BY THE SLOVENIAN 
EDUCATION INSTITUTE 

INTERNATIONAL
SKILLAGE: ONLINE SELF-
ASSESSMENT TOOL ON DIGITAL 
SKILLS FOR THE JOB MARKET

SPAIN
TUCERTICYL: THE NEW DIGITAL 
COMPETENCE CERTIFICATION 
SYSTEM IN CASTILLA LEON

SPAIN 
DIGITAL COMPETENCE 
SELF-DIAGNOSIS TOOL OF 
THE ANDALUSIA REGIONAL 
GOVERNMENT

COUNTRY + TITLE

> T.23

CONTENT ITEMS COUNTRY + TITLE CONTENT ITEMS

C29

C30

T13

T14

T15

T16

T17

T18

T19

T20

P. 119

P. 138

P. 137

P. 138

P. 137

P. 119

P. 139

P. 140

P. 140

P. 139

POLICY MAKERS EDUCATION AND TRAINING THIRD SECTOR AND ENTERPRISE
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WEBSITE  OF THE ADULT 
EDUCATIONI IN FLANDERS: THE 
NEW ICT PROGRAMMES

ADULT EDUCATION IN 
FLANDERS: THE NEW ICT 
PROGRAMMES

DIGITAL SKILLS SELF-
ASSESSMENT TOOL FOR 
EMPLOYEES AND MANAGERS 
OF THE DACH REGION

BILDUNG IN DER DIGITALEN 
WELT. EMBEDDING DIGITAL 
COMPETENCE IN THE SCHOOL 
CURRICULUM

THE DIGITAL COMPETENCE 
WHEEL 

BELGIUM

DENMARK

GERMANY

PIX: ONLINE PLATFORM FOR 
DIGITAL SKILLS EVALUATION 
AND CERTIFICATION

FRANCE

E-SCHOOLS: PILOT PROJECT 
TOWARDS DIGITAL SCHOOLS 

CROATIA

BRIDGE THE DIGITAL GAP: 
BASIC DIGITAL TRAINING 
OF ADULT POPULATION

HUNGARY

HAPPY ONLIFE

INTERNATIONAL

UNESCO-PEARSON INITIATIVE 
FOR LITERACY: IMPROVED 
LIVELIHOODS IN A DIGITAL 
WORLD

SKILLAGE: ONLINE SELF-
ASSESSMENT TOOL ON DIGITAL 
SKILLS FOR THE JOB MARKET

DEFINING DIGITAL 
COMPETENCE TRAINING NEEDS 
FOR YOUTH WORK

HAPPY ONLIFE TOOLKIT

PRODIGEO: LEARNING 
PLATFORM FOR EMPLOYMENT 
SERVICES’ STAFF

PANE E INTERNET CURRICULUM 
AND LEARNING RESOURCES FOR 
BASIC DIGITAL LITERACY

PANE E INTERNET: THE DIGITAL 
LITERACY AND INCLUSION 
PROJECT IN EMILIA ROMAGNA

ITALY

SMARTIVEMAP, A DIGITAL 
COMPETENCE MAPPING 
TOOL TO START DIGITAL 
TRANSFORMATION 

SAFE ONLINE: A BOOK TO 
TRAIN THE NEW DIGITAL 
CITIZENS AT SCHOOL

ABC DIGITALE: SELF-
ASSESSMENT TEST AND DIGITAL 
LEARNING OPPORTUNITIES

SAMSUNG DIGI PASS FOR 
VOCATIONAL SCHOOL 
STUDENTS IN ESTONIA

ESTONIA

C5

C4

C8C9

C13

C12

C18

C17

C15

C21

T.24 List of examples by country

C25

C26

C30

T7
T8

T10

T14

T19

T16

T18

POLICY MAKERS EDUCATION AND TRAINING THIRD SECTOR AND ENTERPRISE
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ANGLIA RUSKIN UNIVERSITY: 
IMPLEMENTING DIGITAL 
LITERACY

T1
ANGLIA RUSKIN UNIVERSITY: 
FIVE DAYS OF DIGITAL 
LITERACY (5DODL)

ECCC DIGITAL COMPETENCE 
FRAMEWORK

< T.24

THE STUDENTS 
COMPETENCE FRAMEWORK 
BY THE SLOVENIAN 
EDUCATION INSTITUTE 

PORTUGAL INCODE.2030: 
ENHANCING DIGITAL 
COMPETENCE 

ECDL PROFILE DIGCOMP 
CERTIFICATES IN POLAND

NORWEGIAN PROFESSIONAL 
DIGITAL COMPETENCE 
FRAMEWORK FOR TEACHERS 

IKANOS - NIRE GAITASUN 
DIGITALAK / MIS COMPETENCIAS 
DIGITALES

IKANOS - PROFESSIONAL 
DIGITAL COMPETENCE PROFILES

IKANOS  - SELF ASSESSMENT 
TEST

IKANOS - BAIT, THE NEW 
DIGITAL COMPETENCE 
CERTIFICATION SYSTEM

TEACHERS IN SPAIN: THE DIGITAL 
COMPETENCE PORTFOLIO

TEACHERS IN SPAIN: MOOCS, 
EDUPILLS AND OTHER TRAINING 
RESOURCES

SPAIN

TRAINING CIVIL SERVANTS IN 
SPAIN WITH DIGCOMP BASED 
E-LEARNING COURSES

TUCERTICYL: THE NEW DIGITAL 
COMPETENCE CERTIFICATION 
SYSTEM IN CASTILLA LEON

DIGITAL COMPETENCE 
SELF-DIAGNOSIS TOOL OF 
THE ANDALUSIA REGIONAL 
GOVERNMENT

EXTREMADURA DIGITAL 
LITERACY TRAINING 
PROGRAMME

NORWAY UNITED KINGDOMSLOVENIA

POLAND

PORTUGAL

TEACHERS IN SPAIN: THE NEW 
DIGITAL COMPETENCE COMMON 
FRAMEWORK 

C2

C1C3

C7

C23

C27
C28

C22 T2

T4

T3

T6

T5

T13

T15

T17

T20

POLICY MAKERS EDUCATION AND TRAINING THIRD SECTOR AND ENTERPRISE
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ELENE4WORK ORIENTATION 
GUIDE FOR JOB SEEKERS

BE • DE • ES • FI • FR • HE • IT • PL • UK
ELENE4WORK: MAPPING SOFT 
DIGITAL SKILLS OF STUDENTS 
AND YOUNG WORKERS 

ELENE4WORK SELF-
ASSESSMENT TOOL FOR 
DIGITAL SOFT SKILLS 
IDENTIFICATION

T.25 List of european projects

CZ • DE • ES 
DIGITAL SKILLS 4 YOU(TH): 
TRAINING PROFESSIONALS 
WORKING WITH YOUNG PEOPLE 

BG • ES • IE • LT • NO • SI • UK 
DIGITAL INNOVATIONS FOR 
GROWTH ACADEMY: TRAINING 
ENTERPRISE TRAINERS AND 
EDUCATORS 

EL • ES • IE • INT
PATHWAYS FOR EMPLOY: 
DEFINING AND DEVELOPING 
DIGITAL PROFILES 

EL • IT • UK
LINGUACUISINE: 
DEVELOPING DIGITAL  
SKILLS WITH 
DISADVANTAGED PEOPLE

ES • DE • HR • HU • INT
CODEMOB: CURRICULUM 
FOR E-FACILITATORS 
AND UNEMPLOYED YOUTH 

ES • FR • INT • IT • TR
TASK: AUTHENTIC TASK BASED 
COMPETENCE ASSESSMENT IN 
SECONDARY SCHOOLS

TASK TOOL: AN ONLINE 
SYSTEM FOR ASSESSING KEY 
COMPETENCES IN SECONDARY 
SCHOOL

FR • IE • IT • RO
COMPASS - YOUR JOURNEY 
TO DIGITAL, THE UP-SKILLING 
PLATFORM FOR YOUNG 
UNEMPLOYED PEOPLE 

BE • EL • IT • PT 
MU.SA: USING E-CF AND 
DIGCOMP FOR WORK DIGITAL 
TRANSFORMATION IN 
MUSEUMS

C6

C10

C11

C14

C19

C20

C16

C29

C24

T9

T11

T12
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Anglia Ruskin University’s (ARU) history goes back to 
1858 and over the years the institution has grown to 
incorporate a number of regional, international colleg-
es and partner institutes as well as four campuses to 
become the university it is today. Nearly 40,000 stu-
dents from more than 185 countries study with ARU on 
a wide range of subjects many of which offer profes-
sional accreditation. 

Since 2015, a strategic aim of ARU has been to fur-
ther develop active student-centred learning as reflect-
ed in the Learning, Teaching and Assessment Strategy 
2015-17 (TINYURL.COM/YCPEB8JE). 

Building upon this, the university strategy 2017-2026 
aims to deliver ‘an outstanding and inclusive educa-
tional experience’ by ‘systematically integrating the 
best of face-to-face and digital learning and teaching 
into all of its degrees’. For this reason, academic and 
professional services staff is requested to keep up-to-
date with the digital competencies required for their 
role. 

In order to deliver its strategic mission, in April 2016, 
ARU developed a digital literacy framework drawing 
from the EU DigComp 1.0 Framework and the Jisc’s 
Building Digital Capability Project 2014-2018 (TINYURL.

COM/LGHXFZ8). Adopting Jisc’s definition of digital litera-
cy, the DigComp Framework was redesigned to align 
it with the needs of staff and students in higher ed-
ucation. Specifically, the ARU framework was used to 
underpin the following three main developments.

The Digital Literacy Barometer includes competency 
statements about a spectrum of digital capabilities 
aligned to DigComp. Using a quiz format, individuals re-
ceive a score for their overall self-reported competency 
as well as for each of the five literacies in the frame-

work. Staff are able to use the results to identify their 
existing strengths and areas for further development. 

ARU, via its central educational development team (An-
glia Learning & Teaching), provides a range of staff de-
velopment activities aligned to the framework, includ-
ing bite-sized training (see T2) following completion of 
which participants receive digital badges.

The embedding of digital competencies in the cur-
riculum was piloted in one faculty. Digital badges were 
developed for each digital literacy domain and profi-
ciency level. As part of a review process, course curricu-
la were examined and subsequently mapped to identify 
opportunities to deliver the elements of the ARU digital 
literacy framework. 1  This mapping was facilitated by a 
bespoke digital literacy curriculum-mapping tool, which 
is scalable for institutional use.2

A variety of stakeholders representing academics, pro-
fessional services and students were engaged in the 
development of the framework and this has raised 
awareness and gathered support for the additional de-
velopment of digital literacy across the university. The 
implementation process has driven a change in institu-
tional culture to meet the needs of an evolving digital 

1 Evangelinos, G., Holley, D. and Kerrigan, M.J.P., 2016. Im-
plementing a Model and Processes for Mapping Digital Liter-
acy in the Curriculum (Online Badges). In: A. Moreira Teixeira, 
A. Szűcs and I. Mázár, eds., Re-Imaging Learning Environ-
ments Proceedings of the European Distance and E-Learn-
ing Network 2016 Annual Conference Budapest, 14-17 June, 
2016. Budapest: European Distance and E-Learning Network 
(EDEN), pp.545–553.

2 Kerrigan, M.J.P. and Evangelinos, G., 2015. Curriculum 
Mapping Toolkit. Cambridge, UK.

• UNITED KINGDOM

ANGLIA RUSKIN 
UNIVERSITY: 
IMPLEMENTING DIGITAL 
LITERACY 
Application of a DigComp-
related framework as the basis 
for a competence diagnostic test 
(barometer), staff development and 
embedding digital literacies into the 
curriculum certified by digital badges

Sharon Waller
Head of Anglia Learning and Teaching

George Evangelinos
Senior Learning Technologist,  
Faculty of Medical Science

Uwe Richter
Academic Lead, Distance and Online Learning

C1
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Mark J.P Kerrigan
Director of Learning & Teaching,  Faculty of 
Medical Science 
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Academic Lead Learning Tech. and Digital Media 
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economy and post-graduation work environment.

One of the challenges encountered in the process was 
staff reluctance in adopting technology in their teach-
ing to further develop their digital capabilities. This is 
currently being addressed by raising further awareness 
across the institution and providing a range of staff 
development opportunities. A planned refinement of 
the Barometer platform will further establish a link be-
tween staff development needs and relevant training. 
An additional challenge to the sustainability of the initi-
ative has been the administrative burden caused by the 
lack of an integrated badging platform. However, ARU 
has continued to invest in its IT infrastructure including 
the implementation in 2016-2017 of a new Learning 
Management System (LMS), which includes an inte-
grated badging facility that will address the latter.

ARU’s ambition to become a ‘digital leader’ is under-
pinned by systematically embedding the benefits of 
digital technology as part of a seamless digital learn-
ing environment. Future work will involve the alignment 
of online learning design, badging and the ARU digital 
literacy framework. This work will support students to 
develop their digital literacies through technology-en-
hanced online learning activities embedded directly 
into the curriculum. These learning activities will be 
customisable and shared as reusable learning objects 
across the institutional LMS.

ARU also plans to update the ARU framework and re-
lated instruments according to the evolution of its two 
reference frameworks (DigComp and Jisc Capability 
Framework). 

ARU page on Digital Literacy

TINYURL.COM/Y7MKMBWL 

ARU Learning, Teaching and Assessment 
Strategy 2015-2017

TINYURL.COM/YCPEB8JE 

ARU ‘Designing our Future 2017-2026’  
Our Strategy

TINYURL.COM/Y8LU42Y5

Jisc Building Digital Capability Project  
2014-2018

TINYURL.COM/LGHXFZ8

Jisc case studies on “Improving  
organisational digital capability”

TINYURL.COM/Y9UXXQ24
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ANGLIA RUSKIN 
UNIVERSITY: FIVE DAYS 
OF DIGITAL LITERACY 
(5DODL)

P. 120
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The Basque Country’s Government launched the Ikanos 
project in 2012 to develop digital competence on a 
large scale within the Basque society, as part of its 
Agenda Digital de Euskadi 2015 (AD@15). Ikanos was 
from the very beginning inspired by and designed to 
implement the DigComp framework, aiming to address 
the common and specific digital competence needs of 
citizens, enterprises, civil servants, teachers and other 
segments of the Basque society.

Over time, Ikanos has focused on different segements 
and aspects of the Basque information society and 
economic life, always stimulating the acquisition of 
digital competence and promoting knowledge and ap-
plication of the DigComp framework. In the past few 
years, Ikanos defined and assessed the digital profile of 
teachers working in public and private educational cen-
tres and of students of vocational training. Workshops 

were organised to disseminate the role of digital tech-
nology in education, in certification, and in the creation 
also of new digital professional profiles.

The launch of the Ikanos project in 2013 (Digital Agen-
da 2015) was intended to provide expert support to in-
dividuals and organisations to encourage collaboration, 
explore, share and disseminate digital competencies 
and how digital competence can be acquired, evalu-
ated and accredited according to the new conceptual 
framework.

In its initial launching phase, Ikanos has been respon-
sible for accompanying the relevant agents and show 
how the DigComp European framework extends what 
was being done in terms of computer skills.

The main milestones have been:

 • The application of the DigComp methodology and the 

• SPAIN

IKANOS –  
NIRE GAITASUN DIGITALAK 
/ MIS COMPETENCIAS 
DIGITALES

The project has adopted DigComp 
to map, develop and certify digital 
competence of the population in 
general and of specific jobs, including 
competences related to Industry 4.0

Ana Vitorica 
Ikanos director

A.VITORICA@EUSKADI.EUS

Roberto Lejarzegi 
Consultant at Ibermatica

R.LEJARZEGI@IBERMATICA.COM
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RELATED ITEMS

adaptation to the framework of professional qualifica-
tions.

 • The preparation and start-up of the self-assessment 
test of digital competence.

 • The organisation of thematic meetings with key ac-
tors.

 • The mapping of experiences related to the evaluation 
and certification of digital competence.

 • The dissemination of the project to national and Eu-
ropean agents.
In the second phase, intense dissemination activities 
were continued, focusing efforts on identifying the sig-
nificant elements of the improvement of digital skills 
and accompanying those responsible for digital com-
petitions in Euskadi. After these two phases, an Ikanos 
model has been defined, featuring an implementation 
process model containing 5 steps and 7 tool elements

The project in the 2020 horizon evolves towards the 
integration of digital competence into the formal ed-
ucational model, training for employment and lifelong 
learning to expand the employability of citizens. In 
2016 Ikanos began developing the digital competence 
that Industry 4.0 needs by describing some sub-com-
petences of the DigComp framework. In 2017, the ac-
tivity has focused on the definition of new professional 
digital competence profiles related to industry 4.0

The DigComp framework has been used to draw digital 
profiles of both the general population and job require-
ments. The gap between these two classes of profiles 
ought to be resolved through education, training and 
new tools for lifelong learning, such as the Personal 
Learning Environment.

There are four tools based on DigComp content:

1. Ikanos self-assessment test v.2 (T2), which has 
been designed to provide a personal digital profile to 
any user. The test considers eight areas that make up 
an individual’s digital profile.

2. Professional digital competence profiles on 
Basque industry 4.0 (T3): following the DigComp mod-
el, this tool identifies the mix of competences and pro-
ficiency that characterise industrial professions such 
as 3D Designer for additive manufacturing or Mainte-
nance technician for 4.0 industry.

3. Digital competence certification system: BAIT (T4). 
Ikanos is about to launch the revision of the existing ICT 
competence certification system of the Basque coun-
try. Over the last 10 years, this system issued about 
500,000 certificates, following the traditional approach 
to ICT skills development and certification focused on 
operational and application-related skills

4. Ikanos orientation guide for intermediaries. The 
Orientation Guide developed by Ikanos helps e-facilita-
tors from the local KZ-Gunea telecentres network and 
other intermediaries to compare the Professional Digi-
tal Profile for a given occupation with the results from 
a user’s Ikanos self-assessment test, in order to iden-
tify the main competence gaps faced by the user and 
to recommend training opportunities to fill those gaps.
Regarding next steps, Ikanos priority is to go further in 
the promotion of digital profiles in economic activities.

 

Info of the project  
in the Basque Government website

WWW.IKANOS.EUS
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The project is using DigComp in the teaching context by 
adapting it and compiling a Spanish Digital Competence 
Framework for Teachers. When the project team started 
working with Digital Competence for Teachers back in 
2012, after analysing various Frameworks, it regarded 
DigComp as the best one for adaptation into the teach-
ing context and for the Spanish background. The current 
Spanish Framework is published at TINYURL.COM/YCQCGQ38 
and it is available both in English and Spanish. It is the 
basis of the Portfolio for the Digital Competence of 
Teachers, an endorsement web service for acknowledg-
ing Digital Competence to teachers in Spain (see T6).

DigComp is used with a focus on Open Online Training, 
Networks of teachers, mentoring and peer-learning. The 
content of the online teaching training includes a wide 
range of educational trends, such as Flipped Education, 
PBL, Formative Assessment, Nurturing Creativity, Dig-
ital Citizenship, Digital Collaboration and Communica-
tion, Digital Content Creation, Safefy, Problem Solving 
and so forth. 

The training scheme includes a roadmap to foster the 
acquisition and/or development of teachers’ digital 
competence based on the Common Digital Competence 
Framework for Teachers, published by INTEF in January 
2017, updated in September 2017, which is an adapta-
tion of DigComp to the teaching profession. The scheme 
is aimed at helping teachers improve their digital com-
petence level, from A1 to C2, according to the Spanish 
Framework: TINYURL.COM/Y7V52AFY

Participation is acknowledged with open badges that 
provide evidence of accomplished goals and acquired 
professional competencies during the online training 
actions. The open badges, which are compatible with 
open badge standards, are issued at the Open Badge 

Backpack that the Ministry of Education has developed. 
It is called “EducaLAB Insignias” and it is connected to 
the INTEF digital learning platforms where badges are 
safely stored and made available for sharing on social 
networks.

The open online courses (see T5) are a training path 
that focuses on content dissemination and include an 
activity plan that is open to collaboration. The main 
goal of the catalogue of open online courses is for par-
ticipants to learn by doing and produce digital artifacts 
which showcase their learning development, that help 
them improve their digital competence and that they 
can set up portfolios and learning diaries full of evi-
dence of what they have learned, which will endorse 
the whole experience.

From only offering a pilot catalogue of 3 MOOCs in 
2014, the project has evolved into offering a series of 
Nano Open Online Learning Experiences (NOOC), whose 
estimated effort is 180 minutes and that are oriented 
to achieving a single goal, to developing or improving a 
single digital competence. Furthermore, the project is 
now offering Self- Paced Online Open Courses (SPOOC) 
to foster self-paced learning.

The concept underlying the whole offer is The Common 
Digital Competence Framework for Teachers, whose 
latest version is to be published in 2017, so all on-
line training initiatives are based on that framework, 
divided into 5 Areas, 21 sub-competencies and six 
competence levels. The Spanish Framework is an ad-
aptation of DigComp, it has been updated hand in hand 
with DigComp from the very beginning and has lately 
integrated some features from DigCompEdu (EUROPA.EU

/!GT63CH ) as well.

From the beginning, in 2014, up to this very day, over 

• SPAIN

TEACHERS IN SPAIN:  
THE NEW DIGITAL 
COMPETENCE COMMON 
FRAMEWORK

The Spanish Digital Competence 
Framework comprises a range of 
online tools, apps, badges, mentoring 
and peer-learning solutions for teacher 
digital competence development and 
recognition

María Jesús García San Martín
Ministry of Education (INTEF)

MARIAJESUS.GARCIAS@MECD.ES
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77,000 teachers and professionals in the field of ed-
ucation have signed up and taken part to the MOOCs, 
NOOCs and SPOOCs, all developed on a customised 
Open Edx learning environment, which has been en-
riched with the design of X-blocks that cover the needs 
for the social open online teacher training that INTEF 
supports. The project team has also developed an Open 
Badge Backpack in order to endorse teachers with their 
achievements on Digital Competence. It is in continu-
ous evolution and is fully compatible with the Open On-
line learning environments as well as with the Portfolio 
for the Digital Competence of Teachers.

Regarding tools developed within the realm of the pro-
ject, they include:

 • T5. MOOCs, EduPills and other teacher training re-
sources (MOOC.EDUCALAB.ES, NOOC.EDUCALAB.ES, SPOOC.EDUCALAB.

ES, FORMACION.EDUCALAB.ES, EDUPILLS.EDUCALAB.ES/)  

 • T6. The Portfolio for the Digital Competence of 
Teachers (PORTFOLIO.EDUCALAB.ES)
The added value of using DigComp has been having a 
double checked descriptive reference framework, with 
enough flexibility to be adapted to different fields. The 
fact that it is an overall framework for citizens allows 
professionals from other fields, such as teachers and 
other professionals, to take it from there and extend 
and adapt it to their own needs and according to their 
own national context. 

As the project was a forerunner in the use of DigComp, 
back in 2012, at that time the DigComp Framework did 
not include competence levels or descriptors for com-
petences, so the most difficult part when adapting it to 
the Spanish profession was to come up with a set of 
descriptors stemming from DigComp. 

The next step in Spain is to publish, in October 2017, 
the Portfolio for the Digital Competence of Teachers, 
as a service to endorse and acknowledge teachers’ 
digital competence nationwide. This Portfolio includes 
a self-assessment tool, a dossier for teachers to keep 
track of their progress and experiences on digital com-
petence, as well as to prove the competence level they 
have reached through self-evaluation, and a passport 
that validates it all. The endorsement of that digital 
competence will be carried out through open badges.

Current Spanish Framework 
APRENDE.EDUCALAB.ES/MCCDD

Digital Competence Portfolio Teachers 
PORTFOLIO.EDUCALAB.ES

INTEF MOOC 
MOOC.EDUCALAB.ES

INTEF NOOC 
NOOC.EDUCALAB.ES

INTEF SPOOC 
SPOOC.EDUCALAB.ES

INTEF Online Instructed Courses 
FORMACION.EDUCALAB.ES

Edupills  
EDUPILLS.EDUCALAB.ES

Open Badge Backpack “EducaLAB Insignias” 
INSIGNIAS.EDUCALAB.ES
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portfolio.educalab.es
aprende.educalab.es/mccdd
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In 2015, Croatia started the programme entitled 
“e-Schools: A comprehensive informatisation of school 
operation processes and teaching processes aimed at 
the creation of digitally mature schools for the 21st 
century”. The e-Schools programme consists in the pi-
lot project, implemented in the period 2015–2018 and 
involving 150 primary and secondary schools (or about 
10% of Croatian schools), and the major project, which 
will be implemented in the period 2019–2022 and will 
encompass at least 850 schools. Both stages of the 
project are financed mostly (85%) from the Structural 
Funds of the European Union. The project coordinating 
body is the Croatian Academic and Research Network 
- CARNet, a public institution that operates under the 
Ministry of Science, Education and Sports. 

In the first phase, the Digital Competence Framework 

for School Employees: Teachers, Principals and Admin-
istrative Staff was developed. The framework defines 
which competences these three categories of school 
employees should have – with regards to the key tasks 
they perform in their daily work – in order to be able to 
plan and implement contemporary teaching, learning 
and other activities with the support of digital technol-
ogies. The Digital Competence Framework introduces 
three main dimensions of competences: general digital 
competences for all target user groups, competenc-
es for the educational use of digital technologies for 
the category of teachers, and digital competences for 
school management. General digital competences have 
mainly been drawn from DigComp 1.0, thus adopting 
three levels of competence complexity were defined: 
basic, intermediate and advanced. The Digital Compe-

• CROATIA

E-SCHOOLS:  
PILOT PROJECT TOWARDS 
DIGITAL SCHOOLS 

Use of DigComp supporting 
competence development of 
school employees: general digital 
competences, competences for the 
educational use of digital technology, 
digital competences for school 
management

Gordana Jugo 
Head of Service for Educational Technologies at 
CARNet - Croatian Academic and Research Network

GORDANA.JUGO@CARNET.HR
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tence Framework is accompanied by a handbook with 
descriptive contextual examples of the demonstration 
of digital competencies in certain types of tasks, for 
each target user group and for all three levels.

In the second phase, self-assessment questionnaires 
were developed for the three categories of target users 
(teachers, headmasters and administrative staff). By 
filling out the questionnaires, the users receive feed-
back on the level of development of individual digital 
competencies and the need for the development of 
certain competences. 

The next phase saw the development of the Curriculum 
for the Enhancement of Digital Competences of School 
Employees: Teachers, Principals and Administrative 
Staff, also based on DigComp. 

The curriculum is based on DigComp, as well as on 
the Framework for Digitally Mature Schools. The cur-
riculum defines the learning outcomes, the outline of 
educational content, recommended teaching methods, 
educational models and evaluation methods for the 
acquisition and enhancement of digital competencies 
of school employees. It is meant to be used by training 
providers as the basis for providing educational content 
and delivering training. Based on the 36 competencies 
proposed in the Digital Competence Framework, the 
curriculum defines and describes 34 units of learning 
outcomes incorporated in 17 modules and 42 basic 
units.

Three main groups of competences are introduced:

 • General digital competences - 16 units of learning 
outcomes required for all target user groups; 

 • Competences for the educational use of digital tech-
nology – 11 units of learning outcomes required for the 

category of teachers; 

 • Digital competences for school management – 7 
units of learning outcomes required for school princi-
pals.
An overview of the modules grouped by dimension and 
target user group is available in the image on previous 
page.

Based on the curriculum, educational content is further 
produced for delivery in three different forms – live 
workshops, webinars and MOOCs – and accompanying 
instruments for the assessment of learning outcomes 
are also developed. Teachers, principals and adminis-
trative staff are enrolled in training for the develop-
ment of digital competences. At the time this Guide 
was generated, more than 5,000 school employees 
have been enrolled in training. On participation in and 
the successful completion of each workshop, webinar 
or MOOC, participants receive a first level digital badge 
providing evidence of their acquired digital competenc-
es. Participants who have completed a set of training 
sessions comprising a whole dimension of digital com-
petences receive a second level badge.

Finally, the next steps are as follows:

 • Further delivery of training based on Curriculum for 
the Enhancement of Digital Competences of School 
Employees during the e-Schools pilot project;

 • Evaluation of Framework and Handbook, Instrument 
for Self-Assessment of Digital Competences, Curricu-
lum, design and development of educational content 
and delivery of training;

 • Planning of delivery of training in the e-Schools ma-
jor project.

Framework for the Digital Competence of 
Schools

TINYURL.COM/Y89T2788 

Croatian Qualification Framework requirements

TINYURL.COM/Y9WANWTX 

Handbook with descriptive situational examples 
of the demonstration of digital competencies

TINYURL.COM/Y7UQJXXL
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In the Flanders Community, there are about 100 adult 
education centres (AECs) with 350,000 people enrolled 
annually in adult secondary education, higher vocation-
al adult education and specific teacher training. Anoth-
er 50,000 people attend adult basic education courses 
in 13 Adult Basic Education Centres.

In 2014, the Flemish government launched a deep re-
vision of the ICT-courses offered by the AECs, which 
at the time were structured into 30 modules devot-
ed to learning common software applications for text 
processing, calculations and so on (MS Word, Excel, 
Access, Powerpoint, Photoshop etc.). The decision was 
to shift to a new functional and competence-oriented 
perspective and with this aim DigComp was adopted as 
the appropriate reference framework for citizens, dis-
tinct from and complementary to other frameworks for 
vocational and specialist ICT education. The aim was 
also to modernise content and include new ICT devel-
opments such as Internet 2.0, social media, tablets, 
smartphones etc.; and to design shorter education pro-
grammes, with a maximum of 9 ICT programmes.

Between May 2014 and June 2015, the cross-sectoral 
commission in charge of the process (with experts in 
ICT and adult education) met for about 20 full-day 
meetings and as first step: 

 • Studied and translated much of the content of 
DigComp v1.0 into Dutch

 • Extracted and reformulated from it a draft list of 
about 500 potential learning outcomes, or basic com-
petences, from very generic to very specific ones

 • Categorised them according to DigComp’s areas and 
competences, by type (knowledge, skills, and attitudes) 
and, when possible, by the three proficiency levels (dif-

ferences between intermediate and advanced levels for 
some competences in the DigComp framework were 
sometimes not detailed and clear enough for such clas-
sification, leaving room for subsequent revisions also 
based on future teaching experience).
As a second step, the 500 learning outcomes were re-
organised into 365 competences (TINYURL.COM/Y8MGBMM2) 
and clustered into 55 modules, each with maximum 
duration of 60 school-hours (TINYURL.COM/YDE9KBND). Each 
module is composed of a variable set of basic compe-
tences: 5 ‘transversal’ ones (dealing with problem solv-
ing and safety) are present in all modules. A further 5 
to 10 are specific competences that only apply to the 
specific module.

Finally, the 55 modules were combined into 9 education 
programmes called: Start to ICT; ICT and Office work; 
ICT and social media; ICT in an educational context; ICT 
and creativity; Web content; App development; ICT op-
erating systems and networks; and ICT programming. 

The number of modules per programme varies from 2 
to 14, so the overall duration of the programme also 
varies. The two modules of the ICT progamme Start to 
ICT - “Getting started with ICT” and “E-communication, 
Internet and online services”- are the common entry 
step for all learning paths. A few other modules (e.g. 
“Collaborative content development”) are also shared 
by two programmes. Each programme not only defines 
which modules to address, but also how they can be 
clustered and their delivery sequence (see the example 
below for the “ICT and Office work” programme), thus 
orienting progression in competence development in 
terms of content and growing proficiency.

In August 2016, the Flemish government approved the 
commission’s revision proposal and Provenciaal Onder-

• BELGIUM

ADULT EDUCATION  
IN FLANDERS: THE NEW  
ICT PROGRAMMES

Using DigComp to support the 
transition from traditional ICT training 
to competence-based training in the 
adult education sector

Monique De Ridder 

Pedagogical coach  
in Katholiek Onderwijs Vlaanderen
MONIQUE.DERIDDER@KATHOLIEKONDERWIJS.
VLAANDEREN

Barbara Defreyne

Pedagogical coach  
in Katholiek Onderwijs Vlaanderen
BARBARA.DEFREYNE@KATHOLIEKONDERWIJS.
VLAANDEREN
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wijs Vlaanderen (Provincial Education Flanders, the or-
ganisation coordinating this process), contracted two 
additional professionals and started the implementa-
tion of the new programmes, which entailed the follow-
ing steps during 2016-2017:

 • The defintion of a pedagogical-didactical vision ap-
propriate to the new competence-focused approach, 
which requieres a mind shift for many ICT teachers

 • The development of a website for ICT teachers with 
all kinds of support and examples illustrating how they 

can use the new ICT-programmes (see T7)

 • The organisation in most of the adult education 
centers of information and training working sessions 
on the new 9 ICT programmes and DigComp

 • The organisation of refresher courses for teachers 
on “Online safety and privacy”, “Critical view on digi-
tal information”, “Competence-oriented education” and 
other common themes for all 55 modules (see T7)

 • The establishment (from September 2017) of a per-
manent educational support team on these matters for 
teachers in the adult education centers

 • The development of entry tests for the first two mod-
ules with an online application (a login is required to 
access them), used in 2016-17 by over 1,500 candi-
dates.
Plans are to launch two more entry tests during 2017-
2018 for the module “Start to create” of ‘ICT and and 
creativity’ and for the module “Making simple content” 
of ‘ICT and Office work’.

Approved revision proposal for ICT education 
programmes

TINYURL.COM/Y7MMGHA9 

Website for supporting teachers in adult 
education on the new ICT education programmes

SVWO.BE
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Project “Mu.SA: Museum Sector Alliance” is funded in 
the context of European Framework of Erasmus+ / Sec-
tor Skills Alliances. It aims to address the increasing 
disconnection between formal education and training 
and the world of work, because of the emergence of 
new job roles due to the quickening pace of ICT adop-
tion in the museum sector. The project supports con-
tinuous professional development of museum profes-
sionals in order to address the shortage of digital and 
transferrable skills identified in the museum sector.

In the early stages of the project, extensive research 
took place mainly in Greece, Italy and Portugal in order 
to identify the changes in the museum professions and 
functions caused by the wide adoption of ICT both by 
the cultural sector and society. The findings of the re-
search are published in three reports (all available on 
the project website).

Following an extensive needs analysis, four new ICT-re-
lated job roles were identified (Digital Strategy Manag-
er, Digital Collections Curator, Digital Interactive Experi-
ence Developer, Online Community Manager) together 
with the digital and transversal competences that char-

acterise each role.

The analysis highlighted some common trends regard-
ing digital skills and museum professionals: 

 • It is necessary to rethink the role of the museum and 
its functions in relation to audiences and society at 
large in a digital environment

 • It is necessary to build up what can be defined as 
“digital cultural awareness” and “digital confidence”. 
This means developing digital skills for the whole staff 
of a museum, regardless of their role, from the most 
basic to the upper levels according to their specific 
functions and tasks

 • It is necessary to foster a mental shift/cultural change 
regarding the planning and implementation of services, 
so that the digital element can become an integral part 
of the thinking and planning process from the outset. 
Technologies should enhance visitor experiences and 
not be a barrier

 • Leadership at an institutional and political level must 
take every opportunity to invest in digital infrastruc-
tures. It is necessary to develop leadership, strategic 

•  BELGIUM •  GREECE •  ITALY •  PORTUGAL 

MU.SA: USING E-CF AND 
DIGCOMP FOR WORK 
DIGITAL TRANSFORMATION 
IN MUSEUMS

Defining the digital competence for 
new ICT-related job roles of museum 
professionals and developing training 
solutions for them

Achilles Kameas

Professor of Mobile and Pervasive Computing 
Systems, School of Science and Technology, 
Hellenic Open University, Greece 
KAMEAS@EAP.GR
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and business planning skills as well as specific digital 
skills

 • It is important to support digitisation and digital 
management of museum collections and archives, ba-
sic requirement for the creation of content to be com-
municated. 
To meet some of these requirements, the project tar-
gets mostly e-CF competences, but the interviews with 
museum professionals showed also the need to add 
DigComp competences (at high proficiency levels), that 
are complementary to the e-CF ones and are often es-
sential to facilitate their acquisition.

For each job role, a broad training phase using digital 
Open Educational Resources is planned. Its first stage 
is a MOOC titled “Essential digital skills for museum 
professionals”, open for all museum professionals. 
Reflecting the above considerations, the MOOC offers 
training in a combination of competences, by “em-
bedding” and distributing the DigComp competences 
(focused on transversal digital skills) in the modules, 

which are organised according to a number of e-CF 
competences. The figure shows the result of this pro-
cess (competences in the same row do not necessarily 
map to each other).

The second stage includes a Specialisation Training 
Course including e-learning and face-to-face lectures. 
The course will be delivered via an online platform that 
stimulates sharing and exchange of knowledge, expe-
riences and best practices. Communities of practice to 
ensure the sustainability of results beyond the end of 
the project will also be formed.

The third stage involves workplace learning in the mu-
seums and cultural organisations affiliated with the 
project.

Project outputs will directly benefit museum profes-
sionals and unemployed people in the cultural sector, 
as well as the museums themselves. Indirectly, the pro-
ject will contribute to raising the quality of life of the 
general public, by enabling museums to offer enhanced 
cultural experiences.

Project website

PROJECT-MUSA.EU

e-CF DigComp

A1. IS and business strategy alignment
A3. Business plan development

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

A7. Technology trend monitoring
A9. Innovating

2.2 Sharing through digital technologies
2.4 Collaborating through digital technologies
2.5 Netiquette

D11. Needs identification 3.1 Developing digital content

E1. Forecast development
E4. Relationship management

4.1 Protecting devices
4.2 Protecting personal data and privacy

E6. ICT quality management 5.3 Creatively using digital technologies
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The first framework for the validation of digital skills 
in Poland was developed from 2008-2009. The ECCC 
Foundation was established to implement and de-
velop this framework. One of the advantages of the 
framework is that it is growing together with the dig-
italisation process. The goal of the framework was to 
align its understanding of the digital skills to a Europe-
an-wide approach for promoting digital skills. As part of 
the research carried by ECCC in order to develop such 
framework for Poland, their researchers run across the 
DigComp Framework. At that time, ECCC noticed the 
goals of both DigComp and ECCC frameworks were 
similar. As a result, ECCC decided to adapt DigComp to 
the ECCC framework and developed a system for the 
assessment of digital skills based on DigComp. 

After contacting the authors of DigComp at the JRC- 
European Commission, the ECCC Foundation published 

a Polish version of the DigComp framework and started 
with the promotion and implementation of the frame-
work, including the system for the assessment of digi-
tal skills. At present, both the DigComp framework and 
the assessment system are widely used in Poland.

The project was conceived as a four-step approach:

1. First, the research and development phase com-
prised a translation of the DigComp framework, pro-
motion activities, the organisation of a workshop and 
an open consultation about its use. 

2. The second step included the dissemination and 
mainstreaming, which was focused on the strategic 
planning of digital skills development in Poland. This 
step comprised the organisation of workshops and dif-
ferent conferences for users. In this phase, in February 
2016, by a resolution of the ECCC Foundation Board in 

• POLAND

ECCC DIGITAL 
COMPETENCE FRAMEWORK

ECCC Foundation in Poland provides 
training for certification purposes 
based on DigComp Framework. As 
part of its support activities ECCC has 
developed two handbooks for trainers 
in digital skills 

Sonia Zielińska 
Consultant at ECCC Foundation

S.ZIELINSKA@HOTMAIL.COM
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the final phase of a Polish translation of the DigComp, 
a Polish National Contact Point (NCP) for the DigComp 
framework was established. At that time, there was a 
lack of awareness in Poland about the DigComp frame-
work. Therefore, the NCP was conceived as a support-
ing tool for the framework’s promotion. It was also a 
source of information and counsel for any actor, who 
could be interested in it, including policy makers. ECCC 
built a digcomp.pl website and established a 24h phone 
line as part of their activities as NCP. Up untill now, NCP 
has been performing satisfactorily and the questions 
raised by users have changed over time: from basic to 
more complex demands e.g. how to conduct lessons 
with DigComp framework. Now NCP offers informa-
tion about the DigComp, advice on the framework, but 
also on how to conduct lessons/trainings based on the 
DigComp, or explanations from experts. NCP is open to 
everybody without any type of barrier (legal or other). 
The strategy to implement a NCP was seen as a key 
milestone in order to increase awareness and use of 
DigComp framework. Although ECCC does not record 
the number of users of NCP, their estimates comprise 
dozen calls a day and a total of 6,000 recipients. With-
in NCP users, ECCC highlights representatives of uni-
versities, companies conducting ICT training, teachers, 
trainers, representatives from the public administration 
responsible for education or EU projects, digital compe-
tences exam centres and citizens (end-users).

3. The third step referred to validation and certification, 
where ECCC developed five new testing areas, compli-
mentary to already existing examination modules. 

4. Finally, the fourth phase provided the training sup-
port. Within this step ECCC prepared and published a 
training book, based on the DigComp framework, for 

educators and teachers on how to teach digital skills. 
The use of DigComp had the advantage that the 
framework is a clear tool for all the users, as it is a 
type of the clear content helping the user to improve 
their digital competencies and get the new ones. At the 
same time, the validation system of the ECCC in the 
DigComp area allows the user to recognise those ac-
complishments during their education as well as and 
on the labour market.

At the time of writing ECCC is in the last steps before 
publishing in Polish DigComp 2.0. After that, ECCC 
Foundation will implement the updated framework.

Handbooks for trainers, DigComp foundation and 
intermediate levels (table of content in English, 
handbooks in Polish only)

ECCCF.EU/CERTIFICATION/BOOKS 

Website of DigComp in Polish

DIGCOMP.PL
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Pro.Dig.E.O. is a project promoted by the Italian Ministry 
of Labour and Social Policy and implemented by Anpal 
Servizi S.p.A. Its main purpose is to provide advanced 
training for public and private employment service staff, 
through a specifically designed educational IT platform, 
using digital and innovative content. The project starts 
with the consideration that the increasing automation 
process requires digitally skilled workers and specific 
training is needed to fill the existing competence gap 
between. It is in this context that Pro.Dig.E.O. developed 
an e-learning course focused on digital competence, 
a key skill for the staff, much in demand for the in-
novation of public and private employment services. 
The course (tests, videos, tutorials) was modelled on 
DigComp 1.0, and then adapted to the needs of la-
bour market workers, in order to provide coherent and 
measurable education and to have a common basis for 
comparison with similar digital literacy initiatives.

The project’s first action was the definition of the main 
steps of the content design process. This activity made 
use of the expertise gained during past projects under-

taken by Pro.Dig.E.O. and included:

 • Target identification and needs analysis, in order to 
satisfy the needs of the specific context (in this case, 
labour market workers);

 • A two-phase mapping of the educational needs, in 
order to identify the most relevant topics for the digital 
literacy course:

 • Phase one: comparison with DigComp Dimension 1 
(competence areas)

 • Phase two: comparison with DigComp Dimension 2 
(competence descriptors) 

 • Definition (Evaluation) of the proficiency level to be 
reached for each DigComp competence (A-founda-
tion/B-intermediate/C-advanced)

 • Assessment of the resulting grid, in terms of the con-
sistency of proficiency levels and educational needs.
The result of this design process, followed by the devel-
opment of the digital content, is a 10-module e-learn-
ing course. Each one includes an entry test, two or more 
tutorials, a supplementary worksheet, a video lesson 

• ITALY

PRODIGEO:  
LEARNING PLATFORM FOR 
EMPLOYMENT SERVICES’ 
STAFF

Project Pro.Dig.E.O. aims to provide 
advanced training for public and 
private employment service staff, 
through a specifically designed 
educational IT platform, using digital 
and innovative content

Nicoletta Staccioli  
Senior IT and E-Learning Specialist at Anpal Servizi 
S.p.A 

NSTACCIOLI@ANPALSERVIZI.IT

Ivo Forni 
Senior E-Learning Specialist and Team Leader at 
Anpal Servizi S.p.A.

IFORNI@ANPALSERVIZI.IT
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and a final test. The list of the modules is as follows:

 • Problem solving

 • Safety

 • Information

 • Creating content

 • Interacting through the new technologies

 • Sharing information and content

 • Collaborating through digital channels

 • Engaging in online citizenship 

 • Managing digital identity

 • Digital competences and entrepreneurship. 
The modules are depicted in the image on previous 
page.

The first module tackles the subject of “problem solv-
ing” and works as a starting point by helping learners to 
understand the importance of digital competences in 
everyday life and in a working environment. This mod-
ule aims to motivate them to go on with their training. 
The thought-provoking theme of problem solving will 
be deepened in the final module, so to induce the stu-
dents to apply their newly acquired skills in their own 
careers.

This approach starts from the digital age citizen’s sta-
tus quo (Module 8 – Engaging in online citizenship), 
by having the learner reflect upon its own situation, and 
the potential gap between its skills and an optimal lev-
el of competence (Module 1 – Problem solving). The 
reflection is driven by the question to the employment 
service staff: “What should you know and be able to do, 
in order to effectively help job seekers explore all the 
opportunities in today’s digital labour market?”

The learner proceeds by studying which tools help to 
protect an individual’s personal data, hardware and 
digital identity from internet threats (Module 2 – Safe-
ty and Module 9 – Managing digital identity). Having 
become aware of the possible risks and opportunities 
connected to the use of digital media, the next module 
helps explore how one can take advantage of social 
networks (Module 6 – Sharing information and con-
tents and Module 7 – Collaborating through digital 
channels).

The subsequent modules support the learner taking 
part in the online community, being able to create and 
manage information and content (Module 3 – Infor-
mation and Module 4 – Creating content) through the 
self-conscious use of the technology (Module 5 – Inter-
acting through the new technologies).

The final module helps the learner to become familiar 
with the digital world and facilitates the creation of a 
digital identity, in order to innovate in their life (Mod-
ule 10 – Digital competences and entrepreneurship). 
In this final part of the training, the “problem solving” 
theme (once used for self-analysis) is re-analysed, to 
implement newly learned digital competence skills in 
the working activity.

Finally, the next steps of the project include the fol-
lowing:

 • Adaptation of the grid, still based on DigComp 1.0, to 
the latest DigComp version

 • Revision and update of the content of e-learning 
modules

 • Definition of a self-assessment tool based on 
DigComp for the evaluation of digital competences in 
a company.

Presentation of the Project

PRODIGEO.IT
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Children’s online safety is an emerging theme in soci-
etal and policy context. The Joint Research Centre of 
European Commission, notably the Cyber & Digital Citi-
zens’ Security Unit has been investigating the risks and 
opportunities to children in the digital age to support 
the EU Agenda for the Rights of the Child and the Euro-
pean Strategy for a Better Internet for Children. 

Developing digital competences in general is essen-
tial to develop the skills for a safe and responsible use 
of ICT. Therefore, the entire DigComp framework was 
considered to design and conceptualise the Happy On-
life toolkit, that includes a (video) game and a booklet 

aiming at empowering children and adults against cy-
ber risks and threats through informal and meaningful 
education.

The DigComp areas inspired both the game quiz ques-
tions and the activities described in the booklet. Con-
sistently with the mission of Cyber & Digital Citizens’ 
Security unit, the research group gave more emphasis 
to the safety dimension of the framework. Neverthe-
less, each area cannot stand on its own and needs to 
be developed and explored with the others. For this 
reason, all areas were integrated in the Happy Onlife 
research concept with a focus on safety, netiquette and 

• INTERNATIONAL

HAPPY ONLIFE

Happy Onlife is a peer and media 
edutainment toolkit promoting the 
safe and responsible use of ICT 
among adults and children 

Rosanna Di Gioia, Monica Gemo 
Stéphane Chaudron 
Cyber & Digital Citizens’ Security Unit   
Joint Research Centre - European Commission

ROSANNA.DI-GIOIA@EC.EUROPA.EU 
MONICA.GEMO@EC.EUROPA.EU 
STEPHANE.CHAUDRON.EC.EUROPA.EU 

Joint Research Centre European Commission

JRC-HAPPYONLIFE@EC.EUROPA.EU
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RELATED ITEMS

managing digital identity.

JRC has developed the Happy Onlife toolkit. It has been 
chosen as a principal teaching aid in the exploratory 
project sponsored by the Italian Safer Internet Centre 
and Ministry of Education (MIUR, 2016). Other actions 
in taking up Happy Onlife were raised by Ministry of Ed-
ucation in Cyprus, by regional Swiss educational organ-
isations and the EPA (European Parents Associations) 
representing more than 150 million parents across 
Europe.

Happy Onlife opens a path to empower teachers and 
parents in actively guiding children to become smarter, 
responsible, and respectful when using digital technol-
ogies and to help them understand opportunities, skills, 
risks and consequences behind the decisions they 
make online. 

Regarding next steps, the Happy Onlife software was 
released under open-source EUPL licence by a Com-
mission Decision during the Safer Internet day 2017. 
This step reinforces the participatory dimension to-
wards more active awareness raising, education and 
community building campaigns and educational strat-
egies. This initiative has already shown positive impact 
with the translation of Happy Onlife into Portuguese 
and Romanian, in addition to the submission of new 
Happy Onlife quiz questions.

In 2016 JRC- Cyber & Digital Citizens’ Security Unit sub-
mitted the Proof of Concept (PoC) proposal ‘Do-It-To-
gether HOL game-based learning’ to further develop 
and transfer the product. This PoC was endorsed and 
the Unit has received institutional funds by the ‘Tech-
nology Transfer Office’ of the JRC Work programme. All 
Happy Onlife results will be explored in the frame of 
the Proof of Concept activities limited to four European 

countries (BE, IT, PT, RO). However, such results might 
be further developed in a larger European research 
context to prepare policy-makers recommendations 
and awareness raising and educational actions in pri-
vacy, data protection and cybersecurity areas. 

The team is also finalising a new quantitative research 
aiming at corroborating previous research results, thus 
confirming the validity of Happy Onlife resources as 
learning tools for digital competences. A second pur-
pose of this research is the development and validation 
of new implicit measures of risk propensity for children 
aged 8-12 years old. A third aim is to investigate the 
relationship between implicit risk attitudes and objec-
tive risk-taking behaviour. The risk propensity in chil-
dren is evaluated using quantitative measures such as 
questionnaires, an implicit and an objective measure 
via Implicit Association Test (IAT) (TINYURL.COM/OMCXXXK) 
and investigate the role of personality factors, sensa-
tion seeking and emotion regulation on the implicit risk 
attitudes. 

Finally, JRC Human Capital and Employment Unit, JRC 
Cyber & Digital Citizens’ Security Unit and the Institute 
of Sociology of the Romanian Academy started ex-
ploring qualitative DigComp dataset of 0-8-year-olds 
use of digital technologies and analysing it against the 
DigComp framework. The main goal is to map young 
children’s digital competences against the DigComp, 
analyse the results and evaluate the need of develop-
ing tools for young children. 

Happy Onlife on EC website 

EUROPA.EU/!BH74KV 

Happy Onlife community

GITHUB.COM/HAPPYONLIFE/HOL 

‘Happy Onlife’ - A video game to support 
mediation on internet risks and opportunities

PUBLICATIONS.JRC.EC.EUROPA.EU/REPOSITORY/HANDLE/
JRC96733
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DigComp is used as the main reference for the Com-
pass pilot project, as it provided a common framework 
for shared digital competence applicable to every EU 
country while implementing the pilot project in Italy, 
France, Romania and Ireland. The main goal is to help 
young unemployed Europeans and other users, aged 
between 15 to 30 years old, to identify their missing 
skills, define the most relevant learning paths and to 
improve and validate their digital competences with a 
view to finding a job placement in an ever-changing 
21st century digitalised labour market.

In this regard, the project is using DigComp to select 
and define the digital competences that will be ad-
dressed in a series of courses and assessment. In this 
regard, the project will develop different courses ad-
dressing 9 digital competences selected from DigComp 
2.1 taxonomy, following the findings of an initial back-
ground research and user needs analysis.

Each competence is addressed by a course, in 4 steps 
(modules). For each competence, there are 2 proficien-
cy levels, Foundation and Advanced. Therefore, the pro-
ject is progressively developing 72 modules based on 
three determinants: difficulty level (Foundation – Ad-
vanced), competence (learning outcome, corresponding 
to DigComp descriptors), and theme (Career, Learning, 
Holiday, Social life, Myself). The following table illus-
trates how the courses will be articulated; C stands for 
the competence, M for the module and F/A for the level 
(Foundation/Advanced). 

The table in next page is a schematic representation of 
the educational courses to be developed. Each course 
corresponds to a digital competence (first column), and 
it has a foundation level and an advanced level (sec-
ond column). Each course is developed in 4 education-

al modules (4 foundation e 4 advanced), for a global 
amount of 72 modules. Each module is identified by:

 • The related competence according to DigComp 2.1;

 • The number of the module;

 • The level. 
For instance, the first module of the first course is C11 
M1 F, that means Competence 1.1, Module 1, Level 
Foundation.

Regarding next steps, in early 2018, a first pilot of the 
platform will be launched followed by other 2 iterations. 
Each iteration will incorporate improvements based on 
user feedback, which will enable us to customise the 
features and integrate new interactive content request-
ed by the users to deliver a ‘user-led’ platform. One of 
the most ambitious goals is also to be able to validate 
the achieved competences with an international certifi-
cation system recognised in every European country by 
users, educational institutions and employers.

•  FRANCE • IRELAND • ITALY • ROMANIA

COMPASS -  
YOUR JOURNEY TO DIG-
ITAL, THE UP-SKILLING 
PLATFORM FOR YOUNG 
UNEMPLOYED PEOPLE 

Online learning platform to help young 
unemployed to identify missing skills, 
define relevant learning paths and 
to improve and validate their digital 
competences with a view to finding 
employment

Muriel Santoro  
Project manager at Expertise France

MURIEL.SANTORO@EXPERTISEFRANCE.FR 
 
Filippo Mantione  
Communication manager at Lai-momo

F.MANTIONE@LAIMOMO.IT
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Compass platform’s website 

COMPASSDIGITALSKILLS.EU

C10

COURSE/COMPETENCE LEVEL MODULE 1 MODULE 2 MODULE 3 MODULE 4

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

F C1.1 M1 F C1.1 M2 F C1.1 M3 F C1.1 M4 F

A w.1 M1 A C1.1 M2 A C1.1 M3 A C1.1 M4 A

2.1 Interacting through digital technologies
F C2.1 M1 F C2.1 M2 F C2.1 M3 F C2.1 M4 F

A C2.1 M1 A C2.1 M2 A C2.1 M3 A C2.1 M4 A

2.2 Sharing through digital technologies
F C2.2 M1 F C2.2 M2 F C2.2 M3 F C2.2 M4 F

A C2.2 M1 A C2.2 M2 A C2.2 M3 A C2.2 M4 A

2.4 Collaborating through digital technol-
ogies

F C2.4 M1 F C2.4 M2 F C2.4 M3 F C2.4 M4 F

A C2.4 M1 A C2.4 M2 A C2.4 M3 A C2.4 M4 A

3.1 Developing digital content
F C3.1 M1 F C3.1 M2 F C3.1 M3 F C3.1 M4 F

A C3.1 M1 A C3.1 M2 A C3.1 M3 A C3.1 M4 A

3.4 Programming
F C3.4 M1 F C3.4 M2 F C3.4 M3 F C3.4 M4 F

A C3.4 M1 A C3.4 M2 A C3.4 M3 A C3.4 M4 A

4.1 Protecting devices
F C4.1 M1 F C4.1 M2 F C4.1 M3 F C4.1 M4 F

A C4.1 M1 A C4.1 M2 A C4.1 M3 A C4.1 M4 A

4.2 Protecting personal data and privacy
F C4.2 M1 F C4.2 M2 F C4.2 M3 F C4.2 M4 F

A C4.2 M1 A C4.2 M2 A C4.2 M3 A C4.2 M4 A

5.3 Creatively using technology
F C5.3 M1 F C5.3 M2 F C5.3 M3 F C5.3 M4 F

A C5.3 M1 A C5.3 M2 A C5.3 M3 A C5.3 M4 A

USEFUL LINKS 

www.compassdigitalskills.eu
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The Erasmus+ project TASK (Teacher 
Assessing Key Competences in School: 
authentic task based evaluation meth-
odology) developed a web tool sup-
porting secondary school teachers and 
students in the assessment and certifi-
cation of three key competences: com-
munication in mother tongue, commu-
nication in foreign language and digital 
competence. DigComp was used as the 
reference framework for the latter.

The TASK framework is the methodo-
logical frame for the self-assessment 
of key competences and defines the 
procedure, mastery levels, evaluation 
items, real-life situations, specific feed-
back and the competence profiles. As 
the framework is designed for lower and 
upper secondary school, it uses a sim-
plified language and refers to real-life 
situations and competence descriptors 
adequate to the level of the students.

The TASK framework adopted DigComp’s 
five competence areas -information, 
communication, content creation, safe-
ty, problem solving- and their descrip-
tors inspired the content of the authen-
tic tasks for evaluation. According to the 
TASK framework, each competence can 
be performed at four different mastery 
levels (from D-lowest to A-highest). Real 
tasks with corresponding increasing 
complexity must be performed in real 
life situations and are assessed. The ex-
ample below refers to the assessment 
of information competence (browing, 
searching, evaluating etc.):

 • Mastery level D: you have to search 
information on the construction of the 
Egyptian pyramids. Use a search engine 
and save the results on your computer.

 • Mastery level C: you want your par-
ents to buy you a new pair of shoes on-
line. Use a browser to find the e-com-
merce websites to buy them, and to 
compare models, prices and shipping 
options.

 • Mastery level B: a friend of yours 
shares on the web the news that start-
ing from tomorrow the message service 
you are using on your smartphone will 
be upon payment. Use a browser to ver-
ify if the information is true, comparing 
the results of your web search.

 • Mastery level A: you have to write a 
school paper about some recent news. 
Look for the news on the web, compare 
the sources, gather and label the results 
in a digital archive so that your class-
mates can retrieve them.
The TASK pilot was supported by a web 
application and involved over 100 stu-
dents and as many teachers in 14 Eu-
ropean countries. The results demon-
strate the effectiveness of the proposed 
approach. Nevertheless, the tools, the 
assessment items and repertory of real 
tasks, the profiles and feedback can be 
further improved, by adapting them to 
other specific contexts.

In this project, DigComp offered a valu-
able, reliable and scientific basis for the 
development of the assessment items.

TASK: AUTHENTIC 
TASK BASED  
COMPETENCE AS-
SESSMENT IN SEC-
ONDARY SCHOOLS
ERASMUS + project that 
developed didactic strategies 
and a web application for 
the assessment of key 
competences in secondary 
school in order to certificate 
them with national formats

• ES • FR • INT • IT • TR

TASK project website with 
framework, guidelines and tool 
guide
TASKEUPROJECT.COM

RELATED ITEMS

USEFUL LINKS

Luciano Schiavone 
Project coordinator of Task Project

TASKPROJECT.MAJORANA@GMAIL.COM
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Pix is a project focussing on an online 
platform for digital skills evaluation and 
certification, led by the French ministry 
of Education in close relationship with 
public and private stakeholders. It is 
dedicated to any citizen and it aims at 
contributing to the general increase of 
the level of digital skills in society. Pix 
allows anyone to create an account, play 
adaptive tests composed with challeng-
es that automatically assess a person’s 
level for each competence. It generates 
a digital skills profile, which can be cer-
tified with an additional test carried out 
under strict examination conditions.

DigComp was used as a basis for de-
signing the Pix digital competence 
profile generated by the project as-
sessment and certification service. This 
choice was meant to bring more impact 
for this certification, by writing it in a 
shared language that can be understood 
by anyone aware of DigComp. DigComp 
also helped to establish the fields cov-
ered by the certification (for instance it 
reinforced the belief that such topics as 
programming or environmental impact 
should be represented). The 5 domains 
of DigComp framework were adopted 
as they are, while the subdivision into 
competences was slightly rearranged 
for it to better fit the project purpose 
(simplicity / readability of the profile and 
proportionate competences). Moreover, 
the project team extensively developed 
the description of the 8 levels in order 

to reach an operational definition suited 
for assessment purposes. Then for each 
competence, the project team detailed 
what was involved in terms of practice, 
knowledge, and stakes, to produce the 
Pix competence reference framework, 
which serves as an inspirational basis 
for creating Pix assessment tables and 
Pix challenges.

The platform contains a Pix main ser-
vice (assessment and certification) 
available to any French speaking per-
son today and that can be adapted to 
other countries and/or languages in 
order to share the Pix certification more 
widely. Moreover, Pix prescriptor fea-
tures are currently being experiment-
ed with teachers who can use Pix as 
a pedagogical tool with their students: 
they can ask them to share a copy of 
their profile at a given time and process 
this data (statistics, personalisation of 
teaching, etc.). “Prescriptor accounts” 
are free for schools and higher educa-
tion institutions to use with their stu-
dents. They will also be available on a 
paying basis to private or public-sector 
companies, for them to better identify 
the training needs of their employees 
with regards to digital skills. Finally, the 
Pix technical framework is delivered 
as open source software. Regarding the 
next steps, the project managers are 
waiting for Europass to evolve in order 
to facilitate integration of Pix profile 
into the Europass platform.  

PIX: ONLINE 
PLATFORM FOR 
DIGITAL SKILLS 
EVALUATION AND 
CERTIFICATION
The French Ministry of 
Education used DigComp 
to produce the PIX online 
platform for digital skills 
evaluation and certification 
in the view to improve the 
digital skills in the society

•  FRANCE
Link to the platform
PIX.BETA.GOUV.FR

USEFUL LINKS

Nathalie Denos
Expert at Ministry of Higher Education, 
Research and Innovation

NATHALIE.DENOS@ENSEIGNEMENTSUP.
GOUV.FR
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The Samsung Digi Pass initiative was 
first launched in September 2016 as 
a contest with 10 teams of vocational 
students, who in general terms struggle 
to live and work in the digital age. Par-
ticipants had to complete individual and 
group assignments, consisting in devel-
oping a prototype of an app for their 
professional domain or school. 
 • A 2-day session (early October) de-

voted to:

1. Learning environment, digital tools at 
the workplace

2. Making yourself attractive in the 
job market: building your competen-
cy-based e-portfolio

3. Kicking off the collaborative project, 
prototyping

 • October: 1 day devoted to learning 
about the job market and job interviews

 • November: 1 day devoted to creative 
design and pitching

 • December: final event
Over the two months of activity, men-
toring was provided twice for 2 hours in 
face-to-face sessions, and continuously 
online.

The students presented their results in 
December 2016 and received silver and 
gold badges (issued on Credly platform) 
as recognition for completing these 
tasks. All badges were collected on the 
OPENBADGES.ORG backpack and linked to 
a QR-code on a plastic card (Samsung 
Digi Pass). Samsung also gave some 
prizes to the winner team (from Valga 
Vocational Education Centre) and an 
internship opportunity in its regional 
logistics centre in Riga.

A second round of the initiative, again 

with 10 teams, was launched in late 
2017 to end by February 2018. As be-
fore, participating students were select-
ed based on their self-presentation and 
project idea. Each team is made up of 
three students, usually coming from 
the same vocational school, but three 
teams are mixed.

The whole programme is designed and 
provided by the Centre for Educational 
Technology, which is an R&D unit within 
School of Digital Technologies, Tallinn 
University. Samsung Electronics Baltics 
is the funding body and also provides PR 
support and the prizes for winners. 

In this initiative, DigComp was used to 
identify the relevant digital skills pro-
file for youth, and to define the training 
goals and content of the initiative. The 9 
resulting items, shown in the list below, 
correspond to some specific competence 
or key words in competence descriptors 
from DigComp, although many have 
been adapted in a more youth-friendly 
language:

SAMSUNG 
DIGI PASS FOR 
VOCATIONAL 
SCHOOL STUDENTS 
IN ESTONIA

A training initiative to 
develop digital competence 
for enhancing youth job 
market participation

• ESTONIA
Initiative’s website 
SAMSUNGDIGIPASS.EE/EN

Videos with participants  
to 2016 initiative
TINYURL.COM/YDDSBNTZ
TINYURL.COM/Y6U8XZER

USEFUL LINKS

Mart Laanpere 
Senior researcher,  
Centre for Educational Technology 
Tallinn University

MARTL@TLU.EE
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Collect stuff, tools, memories, 
friends

Make sense  annotate, systematise

Share  know what and how and 
with whom

Create digital production, social 
skills

Collaborate  teamwork, social skills

Show your-
self

digital identity, portfolio, 
pitching

Be safe, be 
nice

 licenses, privacy, health, 
ethics

Fix it problem solving, 
troubleshooting

Improve it innovation, entrepreneurial 
mindset
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LINGUACUISINE: 
DEVELOPING 
DIGITAL 
SKILLS WITH 
DISADVANTAGED 
PEOPLE
A European project that uses 
cooking recipes to motivate 
digitally marginalised people 
to learn digital skills along 
with foreign languages, 
cultures and cuisines

Project website
LINGUACUISINE.COM

Paul Seedhouse 
Professor of Educational and Applied 
Linguistics, School of Education, 
Communication and Language 
Sciences, Newcastle University

PAUL.SEEDHOUSE@NEWCASTLE.AC.UK

This project creates a motivational way 
of learning digital skills together with 
foreign languages, cultures and cui-
sines, by making engaging technolo-
gy available and involving users in the 
design process with little or no digital 
experience, including migrants and ref-
ugees. 

Firstly, project participants are asked 
to follow an algorithmic approach in 
designing a cooking recipe and to use 
digital storytelling techniques for a mul-
timedia presentation of its implemen-
tation. Then, they are trained to find 
and retrieve relevant information online 
(e.g. images of the ingredients, videos, 
cultural aspects, etc.) and to select the 
pieces they can use. At the same time, 
they create their own digital resources, 
by using tablets to record the recipe 
preparation and implementation phas-
es (with narration and video editing). 
Finally, with the online app developed 
in the project they author and publish 
a multimedia social recipe for language 
learning online. Participants work in 
pairs throughout the training process, 
supervised by expert tutors. Through the 
online app, they also become members 
of an online community and communi-
cate with others all over the world. Thus, 

they develop digital, transferable and 
language skills. 

The following DigComp competence 
areas are targeted and LinguaCuisine 
provides a certification system based on 
them for the acquired digital skills:

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

2.3 Engaging in citizenship through dig-
ital technologies

3.1 Developing digital content

Certification is based on questionnaires 
and observation. Before the training, 
participants fill questionnaires to in-
dicate their prior digital competences; 
their anxiety stemming from the lack 
of such competences is also measured. 
During the training, participants are ob-
served and coached. In addition, they 
fill an intermediate questionnaire. After 
the end of the training, the skills they 
acquired are evaluated both by filling 
a questionnaire (the same one used 
at the beginning) and by assessing the 
quality of the material they produced 
and published.

• GREECE • ITALY • UK
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Pane e Internet (“Bread and the Internet”), PeI, start-
ed in 2009 as a pilot initiative of the Emilia Romagna 
regional government (RER). It has been developed in 
collaboration with local administrations and several 
other public and private actors. PeI’s strategic goal is 
to enhance citizens’ digital competence and reduce 
digital exclusion. The project’s main target groups are 
citizens who do not use the Internet (mainly retired and 
unemployed adults and housewives) and citizens who 
use the Internet, but ignore security aspects and lack 
awareness and critical usage capacity (e.g. many high 
school students).

In 2014 PeI adopted DigComp to overhaul its training 
activities and produce new learning resources. A learn-
ing pathway was designed that gradually moves citi-
zens away from a condition of digital exclusion. Once 
citizens have acquired basic digital skills, the next step 
is to encourage and support their autonomy, self-learn-
ing and problem-solving capability using technology.

PeI’s initiatives for digital competence development re-
volve around three main activities:

1. Digital literacy for citizens with low or no digital 
skills. RER redesigned its training offer with two cours-
es, called Digital literacy for citizens level 1 and 2, re-
flecting DigComp three proficiency levels 

2. Digital facilitation or “e-facilitation”. This service 
provides citizens with continuous non-formal digital 
competence training and customised support to en-
hance Internet usage

3. Digital culture programme. PeI organises work-
shops, conferences and other events aimed at develop-
ing personal and professional potential through digital 
technologies and promoting their safe and creative use 
among citizens.
In 2014-17, 3,750 citizens attended digital literacy 
courses and about 8,000 the e-facilitation service in 
over 60 municipalities; 7,700 citizens attended 175 
digital cultural events; 110 teachers and 100 tutors 

• ITALY

PANE E INTERNET:  
THE DIGITAL LITERACY AND 
INCLUSION PROJECT IN 
EMILIA ROMAGNA

The Emilia Romagna Government used 
DigComp to design training courses 
and information initiatives for citizens 
in the digital competence action line 
of its Regional Digital Agenda

Grazia Guermandi 

Training expert at Regione Emilia-Romagna 

GRAZIA.GUERMANDI@REGIONE.EMILIA-ROMAGNA.IT

C15

ACKNOWLEDGEMENTS & CONTACTS 



103
DigComp into Action - Get inspired, make it happen 

Annex. inspiring DigComp examples: case studies and tools 103

RELATED ITEMS

delivered the training. 

In all three-action lines, RER used DigComp to create a 
common language and promote understanding of digi-
tal competence, with some differentiations.

With digital literacy courses, DigComp was used as a 
methodological tool to redesign existing training goals 
and outcomes, learning resources and activities (see 
T7).

DigComp was used as a “knowledge tool” in the train-
ing of e-facilitators (mostly public library staff and vol-
unteers). The aim is to develop e-facilitators’ soft skills 
and educational skills and to enhance their awareness 
of digital competence relevance for inclusion and full 
citizenship. DigComp is presented in a dedicated Learn-
ing Unit and taught as the common language to un-
derstand and describe citizens’ skills and the gaps to be 
filled in facilitation sessions.

In the Digital culture programme, DigComp is a source 
of inspiration to design events and seminars and stim-
ulate citizens’ curiosity about variuos information soci-
ety topics.

In these activities, DigComp was found useful for sev-
eral reasons:

 • it provides a common language between experts and 
citizens with respect to digital competence

 • it allows to set standards in a training offer on digital 
skills for citizens

 • being technology-neutral, it is compatible with the 
“bring your own device” approach in training

 • it is also independent from operating systems and 
applications used by trainees and citizens

 • it broadens the scope of training goals and outcomes

 • it permits the organisation of activities in learning 
blocks and units 

 • it permits the measurement of various levels of diffi-
culty of each competence 

 • it permits the benchmarking of projects and products 
aimed at digital inclusion of citizens. 
On the other side, RER found that DigComp does not 
consider the basic instrumental abilities and knowl-
edge addressed at the start of PEI’s entry-level course, 
which are a prerequisite to further learning. For this 
reason, RER defined a new competence area number 
zero, called “First Access”. 

RER faced difficulties to “translate” some competences 
as described in DigComp 1.0 at different proficiency lev-
els into specific training activities and content, because 
sometimes the difference between one level and the 
next is small, whereas in other cases it can be a ma-
jor challenge. Also, DigComp competence descriptions 
were considered abstract and linked more to concep-
tual rather than operational definitions. Some teachers 
therefore find it difficult to relate a given training activ-
ity to the corresponding DigComp definition. 

RER used the three-level proficiency model of DigComp 
1.0 and found it quite handy. The 8-level organisation 
of skills in DigComp 2.1 represents more clearly the 
progression a person can make towards higher levels 
of mastery in a specific competence. However, there 
is a concern that the framework will prove too com-
plex and “artificial” to use when setting specific learning 
goals and outcomes. Besides, the three-level model is 
well-known and appreciated by citizens and educators, 
so a move away from it might prove problematic.

Pane e Internet website

PANEEINTERNET.IT 

English version of Pane e Internet website

TINYURL.COM/YB4MEZ5T 

Video on the Pane e Internet project (select 
English subtitles in the bottom right corner)

PANEEINTERNET.IT/PUBLIC/VIDEO
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PANE E INTERNET 
CURRICULUM AND 
LEARNING RESOURCES 
FOR BASIC DIGITAL 
LITERACY
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The eLene4work Erasmus+ project (2015-2017) has 
produced a framework for soft skills, including digital 
soft skills, and proposes a series of actions and prac-
tical tools to help young talents better understand the 
expectations of employers, assess their own level of 
competency and further develop these skills through 
open education initiatives such as MOOCs (Massive 
Open Online Courses) and OERs (Open Educational Re-
sources). The overall soft skills framework was based 
on a European-wide study of policy, projects, initiatives 
and literature, and on the results of focus groups car-
ried out in 9 countries to elicit the views of students, 
young workers, higher education teachers and employ-
ers. For the specific digital soft skills, the project chose 
to refer to the DigComp framework in order to align 
with this European-wide initiative. Discussions took 
place with JRC to reach common understanding of the 
two frameworks and to select the DigComp elements 
to include in eLene4work.

The DigComp framework was used as a basis for the 
digital soft skills section of the eLene4work soft skills 
framework. This framework covers four areas of soft 
skills - social, personal, methodological and digital. The 
framework is integrated into all stages of the learning 
pathway created by the project. 

The first stage in this learning pathway is for students 
to complete a Self-Assessment Questionnaire, in order 
to identify their strengths and areas for improvement. 
They are free to choose whether to continue working 
on their strengths or to fill the gaps in their soft skills 
profile, following the eLene4work commitment to sup-
porting autonomous learning. 

The next step involves consulting the eLene4work Ori-
entation Guide, which contains useful advice on how to 

develop soft skills through MOOCs and OERs, as well as 
the possibility to select MOOCs to follow from a list of 
over 200 selected MOOCs, classified according to the 
eLene4work framework by the project partners. Advice 
is also available on how to get the most out of a MOOC 
experience, not forgetting that it’s not just the content 
that can help them develop soft skills, but also many of 
the learning activities embedded in the more social and 
connectivist type MOOCs. 

During the project, 53 students and young workers 
were involved in piloting the eLene4work-learning 
pathway. To support their learning, they kept a Person-
al Journal, which served the triple purpose of providing 
a structured space for reflexion and keep track of their 
learning, as well as a support for the monitoring team 
who observed the process. The learning process is de-
picted in the image (left).

The benefits of using DigComp were most definitely 
the opportunity to align with an existing and sound Eu-
ropean-wide framework. All too often, European pro-
jects find themselves reinventing the wheel, and it was 
a strategic decision on the part of the partnership to 
avoid developing an alternative framework. Further-
more, it emerged during the Focus Groups that the 
notion of digital soft skills was unknown or somewhat 
vague to many participants, including even employers, 
and DigComp helped us enormously in defining such 
skills. 

The main difficulty was keeping up with the different 
versions of DigComp to ensure that the initiative was 
aligned with the latest version. This may continue to 
be a challenge in future, although the eLene4work 
framework exists independently. It was also not always 
easy to know where to find the different versions on the 

ELENE4WORK:  
MAPPING DIGITAL SKILLS 
OF STUDENTS AND 
YOUNG WORKERS FOR 
EMPLOYMENT

eLene4work has produced a soft 
skills framework and open education 
initiatives to help young talents 
better understand the expectations 
of employers, assess their level of 
competency and improve skills

Deborah Arnold  
Specialist in Digital strategy and communication, 
teaching and learning with technology

DEBORAH.ARNOLD@U-BOURGOGNE.FR 

Matteo Uggeri  
eLene4work project coordinator,  
Fondazione Politecnico di Milano

MATTEO.UGGERI@POLIMI.IT
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web, between the various European Commission and 
JRC websites which reference both working documents 
and final versions. The only other challenge was more 
conceptual, concerning the common understanding of 
what is meant by skills (and soft skills in particular) and 
competences. 

Regarding next steps, the eLene4work project partners 
have created a Sustainability Plan for the project out-
comes. This Sustainability Plan not only sets out the 
commitment of all the project partners in order to keep 
the aforementioned tools and the whole learning path 
available after the end of the funding, but also includes 
a networking strategy to allow other individuals or in-
stitutions to join the eLene network. 

Elene4work project website (EN) 
ELENE4WORK.EU 

Self-assessment tool (EN) 
SA.ELENE4WORK.EU 

Orientation guide (EN, FR) 
OG.ELENE4WORK.EU
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ELENE4WORK 
ORIENTATION GUIDE 
FOR JOB SEEKERS

ELENE4WORK SELF-
ASSESSMENT TOOL FOR 
DIGITAL SOFT SKILLS 
IDENTIFICATION
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The aim of the project is to create a practical tool 
that could provide Danish citizens, students, staff, a 
language to articulate digitalisation of their own life 
world and assess their own strengths and weaknesses. 
In this way, the respondent could be more accurate-
ly conscious about what to do to strengthen his / her 
digital competence. DigComp offered the project team 
a language and a wide range of definitions and exam-
ples of digital competencies, so that the project did not 
have to start from scratch. From this starting point, the 
project team set out to transform DigComp Framework 
to include more digital skills with the view of providing 
an online tool that could measure these skills. DigComp 
was the theoretical inspiration for the Digital Compe-
tence Wheel, especially for what concerns the defini-
tion of competence levels. After reviewing the DigComp 
documents, the project team produced a mind map 
with over 300 aspects of digital competence drawn 
from them. These have then been reduced to the most 
relevant and measurable 54 aspects, which substan-
tiate 16 competencies under four main competence 
areas. Under each competence there are some aspects 
related to each learning domain: knowledge, skills and 
attitude.

There are several skills wheels. The original compe-
tence wheel was inspired by DigComp and targeted the 
general citizen. However, the project team has since 
developed some competence wheels in more specific 
subject areas. More specifically the project team has 
programmed an online survey tool called MapUs (avail-
able at DIGITALEKOMPETENCER.DK) that, based on a number of 
questions, can produce a digital competence wheel for 
the respondent in a few seconds. It is MapUs that forms 
the visual frame setting of the competence wheel, and 

MapUs intelligent algorithm calculates the overall re-
sult. With MapUs various questions are weighted by im-
portance, combined to calculate a single judgement, or 
be set to have an impact on several skills. In this way, 
a user can make his/her own targeted skills wheel easy, 
cheap and fast. MapUs also contains a user’s adminis-
trated tool that can group responses or extract reports.

On next page is a description of the various skills 
wheels that are produced or under development.

The next step is to develop even more skills wheels that 
are targeted to the participant. The closer the examples 
to the participant’s daily life / work, the more he / she is 
can get out from using the Digital Competency Wheel.

•  DENMARK

THE DIGITAL 
COMPETENCE WHEEL 

The Center for Digital Dannelse 
used DigComp to develop a tool to 
map digital competence of citizens, 
students, and staff over specific 
subject areas and provide feedback 
and training services 

Anders Skov  
Partner and consultant at Center for Digital 
Dannelse 

ANDERS@DIGITALDANNELSE.ORG 

Jacob Brøndum Pedersen  
Medstifter af Center For Digital Dannelse 

JACOB@DIGITALDANNELSE.ORG
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The Digital Competence Wheel 
DIGITALEKOMPETENCER.DK 

Teachers Digital Competence Wheel 
UNDERVISER.DIGITALEKOMPETENCER.DK

C17

title link audience purpose

The Digital 
Competency 
Wheel

DIGITALEKOMPETENCER.DK
Adult citizen in 
Denmark

Test and map own digital proficiency. Pro-
vides an overview of which competencies 
should be lifted, as well as concrete inspira-
tion for how to improve them

The Digital 
Competency 
Wheel in English

DIGITAL-COMPETENCE.EU
English speaking 
adult citizens in 
the EU

Test and map own digital proficiency. Pro-
vides an overview of which competencies 
should be lifted.

The Digital 
Competency 
Wheel for 
Teachers

UNDERVISER.DIGITALEKOMPETENCER.DK Teachers

Test and map own digital competencies rele-
vant to a professional who would like to use 
the learning potential of digital technologies 
in teaching

The Digital 
Competency 
Wheel for 
Students

ELEV.DIGITALEKOMPETENCER.DK
Students of age 
12-17

Test and map own digital competencies, as 
well as 72 training exercises 

The Digital 
Competency 
Wheel for 
Organisations

ORGANISATION.DIGITALEKOMPETENCER.DK

Employees of 
both private and 
public organisa-
tions

Test and map the organisations digital profi-
ciency level

USEFUL LINKS 

http://digitalekompetencer.dk
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SmartiveMap is a proprietary tool developed by 
Smartive (SMARTIVE.COMPANY), an Italian company sup-
porting large organisations on change management 
and digital transformation. Large companies and pub-
lic organisations are facing to a huge transformation, 
generated by technology disruption and business inno-
vation. The larger the organisation, the more difficult it 
is to change. This is mostly related to a cultural issue: 
employees, from management to lower levels, often do 
not have the right mind set, skills and competences to 
understand and react to this kind of innovation. The 
mission of Smartive is therefore to support these or-
ganisations in increasing the digital skills of their peo-
ple in the view of a digital transformation.

To better accomplish this purpose, Smartive has de-
veloped SmartiveMap (available for free use online) a 
digital self-assessment tool to map the readiness of 
organisation’s employees to the digital transformation. 
SmartiveMap uses 2 evaluation dimensions: openness 
to change and digital competencies. The user is asked 
to answer several Likert-style and multiple-choice 
questions during a 10 minute session, available in Eng-
lish or Italian and accessible from all devices (mobile, 
tablet or PC). The questions include multiple choices 
curated and updated regularly by means of consulting 
the experts of the Smartive network. 

At the end of the self-assessment, SmartiveMap sends 
a personal PDF report to the respondent with the as-
signed SmartiveMap profile, scores, comparisons with 
benchmarks and general advises about the role the re-
spondent can play in the digital change. SmartiveMap 
has 5 profiles: Embracers (ready to play a proactive 
role as change agent inside the organisation), Confi-
dent (close to play the change agent role), Ally (ready 

•  ITALY

SMARTIVEMAP,  
A DIGITAL COMPETENCE  
MAPPING TOOL 
TO START DIGITAL 
TRANSFORMATION 

SmartiveMap is a self-assessment 
tool available online to map the 
readiness of an organisation’s staff 
to a digital transformation process, 
evaluating openness to change and 
digital competence

Marco Mazzini 
Digital Transformation Expert,  
Managing Partner at Smartive Company 

MARCO.MAZZINI@SMARTIVE.COMPANY

C18        

ACKNOWLEDGEMENTS & CONTACTS 

http://www.smartive.company


109
DigComp into Action - Get inspired, make it happen 

Annex. inspiring DigComp examples: case studies and tools 109

to change, but it needs to improve digital competenc-
es), Sceptical (digital proficient, but still conservative) 
and Resistant. 
An illustration of the report is depicted in the image on 
previous page. 

SmartiveMap has 2 main outcomes: 

 • to get the respondent aware about his/her level of 
readiness to the digital transformation and 

 • to let the company management (mainly the Human 
Resources department) understand the actual map of 
the digital competences (the Digital Champions and the 
Resistant). 
This kind of mapping is very useful for planning train-
ing activities, change management and engagement 
across the whole organisation.

DigComp has been a very useful framework for devel-
oping a part of the SmartiveMap content. The project 
team identified 2 levels for the digital competences 
analysis: the general competences (the level of general 
knowledge and use of the digital technology for the 
daily life) and the functional competences (the level of 
competences required for specific organisation areas: 
marketing, It, finance, etc.). The project team has used 
the DigComp 2.0 to develop the content of SmartiveM-
ap of the general competences, with some adaptations, 
considering the business context. In fact, it is a very 
useful framework to get the most important dimen-
sions of the common digital awareness and proficiency 
of all people in whatever organisation. One of the most 
important SmartiveMap assumptions is measuring only 
how well people know (and use) the common digital 
technologies and the other crucial elements of the 
DigComp dimensions (such as security, privacy, etc.). 

These dimensions have been excluded by the assess-
ment of the digital skills because it is not possible to 
measure them with a quick online tool unless self-re-
ported. This kind of analysis is conducted by Smartive 
with series of interviews and focus groups.

The Smartive team really appreciated the new 8 levels 
of the version 2.1, because it identifies the proactive 
role an advanced user can play to engage and support 
the beginners in a closed context such as an organisa-
tion. Unfortunately, even DigComp 2.1 does not have 
a specific adaptation for company/business use and it 
had to be integrated to this purpose. 

Mapping tool 
SMARTIVEMAP.COM 

Company website 
SMARTIVE.COMPANY
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The Pathways4Employ project takes the DigComp 
framework as a reference to define and assess the 
digital competence of entrepreneurs and virtual of-
fice workers. The first step in the project was to col-
lect information related to these profiles. Therefore, 
the project elaborated two online surveys based on the 
Surveymoz Web tool so as to understand what digital 
competences were needed by anyone who would like 
to work remotely or become an entrepreneur regard-
less of the activity field. Many survey questions took 
into account the DigComp 2.0 and also the EntreComp 
conceptual model. 

The methodology for collecting data consisted of two 
main phases: in the first phase, a needs analysis was 
carried out through a series of surveys with experts, 

stakeholders and e-facilitators of telecentres, using 
Surveymoz. The results served as the basis to define 
both competence profiles. The second phase used the 
basics profile elaborated in phase one and consists in 
a validation process through a workshop with experts. 
67 people answered the “Mobile office worker” survey 
and 84 people answered the “Entrepreneur” survey. 
All of them distributed throughout Europe. Data was 
gathered based on desk and field research and ques-
tionnaires and the competence needs assessment was 
focused on practical digital competence skills. 

Furthermore, the project team designed the “accredita-
tion” pathways for both competence profiles based on 
Open Badges. Each pathway allows the users to obtain 
an Open Badge per competence profile and in order to 

• GREECE • INT • IRELAND • SPAIN

PATHWAYS4EMPLOY: 
DEFINING AND 
DEVELOPING DIGITAL 
PROFILES 

The project used DigComp to define, 
assess, accredit digital profiles for 
entrepreneurs and virtual office worker. 
Assessment and accreditation will be 
ultimately implemented in an online 
platform  

Iker Martínez de Soria Sánchez  
IT Consultant and Project Manager at TECNALIA 

IKER.MARTINEZDESORIA@TECNALIA.COM 

Juan Bartolomé Boloix 
Researcher on ICT & Education 

JUAN.BARTOLOME@TECNALIA.COM
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obtain this Open Badge the users need to obtain the 
5 Open Badges linked to the 5 digital areas based on 
DigComp. The Open Badge of each area requires the 
user to obtain the digital competences and levels re-
quired for those profiles.

An example for the entrepreneur pathway is depicted in 
the image on the left.

Pathways4Employ will also develop an e-assessment 
online platform that will implement the assessment 
and accreditation tool. The e-assessment platform will 
be designed implementing the assessment modules 
aligned with the 5 areas and 21 competences of the 
DigComp framework. It will assess the three key el-
ements of digital competence: knowledge, ability and 
attitude. The platform will present different digital 
challenges to the users to assess their levels in the 
21 competences according to the DigComp framework. 
Open badges will be issued and linked to the platform 
to guide people in their goal of developing the digi-
tal competence to become a successful virtual office 
worker or an effective entrepreneur. One of the most 
important goals of the project is to develop a prod-
uct (platform). On the platform, there will be a service 
where the users will be able to consult their digital 
profile (showing the levels obtained in the 21 compe-
tences) and the progress in the accreditation pathways 
selected by them. 

The assessment modules for both profiles based on 
DigComp are being developed: Entrepreneur and ‘vir-
tual office worker’. These modules will be integrated in 
the assessment tool platform. The assessment mod-
ules represent situations and tasks that usually need 
to be overcome in usual situations in both competence 
profiles. Designing them in storytelling terms facilitates 

the contextualisation of the digital challenges accord-
ing to the competence profiles.

The e-assessment online web platform will be able 
to be used by all the people interested in assessing 
their digital competences. New profiles will be able to 
be designed by other organisations and be developed 
and integrated on the e-assessment platform (e.g an 
administrative, a commercial, etc.). People will be able 
to use the two profiles (entrepreneur and virtual office 
worker) as inspiration, while being able to re-use, or 
modify them according to their requirements.

The main benefit of using DigComp is that it provides 
a common language and terminology. Moreover, the 
adoption of DigComp facilitated the design and devel-
opment of the assessment modules providing clear cri-
teria, which were easy to adapt to the needs of each 
case. On the other hand, DigComp seemed the most 
appropriate when talking about digital competence 
as a transversal component that is necessary for a 
wide variety of work profiles. 

The next step is to finish the Pathways4Employ plat-
form development and pilot it with as many users as 
possible at the beginning of 2018.

Project URL

PATHWAYSFOREMPLOY.EU/WORDPRESS
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CODEMOB is an Erasmus+ project de-
veloped by All Digital (previously known 
as Telecentre Europe) focused on teach-
ing digital skills and capacity building of 
e-facilitators. E-facilitators are volun-
teers or contracted staff that support 
citizens with limited or no digital capa-
bilities in the use of digital technologies 
and services and the development of 
their digital competence. Five past pro-
jects run by Telecentre Europe mem-
bers have already created and tested 
11 training modules for e-facilitators. 
The DigComp has been used as a base 
to design two more courses on coding 
and effective use of mobile devices for 
end-users and a training curriculum for 
e-Facilitators. The two courses will be 
part of an existing training curriculum 
already developed for e-Facilitators in 
previous EU projects. The course on cod-
ing is made up of a total of 40 hours of 
teaching, 20 hours of studying/rehears-
als and 20 hours of group projects. The 
contents of the course are mapped on 
the DigComp competences: introduc-
tion to web technologies (DigComp 2.0 
- 1.1), algorithms (DigComp 1.2), HTML 
(DigComp 1.3), CSS (DigComp 3.1), and 
JavaScript (DigComp 3.4).

The course on the effective use of mo-
bile devices consists in a curriculum for 
facilitators (40 hours of training) and a 
curriculum for young people comprising 
170 pages in its final version. The cur-
riculum follows the structure mini task 
+ basic information + problem solving. 

The values promoted in the course in-
clude: mobility, immediate access to 
information, learning opportunities, 
communicate, interact and collaborate, 
access to new services, opportunities for 
a revolution in education. The training 
has been provided using gamification, 
problem-based learning, flipped class-
room, and project-based learning. All 
the course material can be downloaded 
and tested. Between March and June 
2017, 15 youngsters from 4 countries 
have been trained by facilitators as part 
of the course. An important part of the 
project has been the training of trainers 
in the effective use of the curriculum. In 
fact, the curriculum has been designed 
to be used to train e-facilitators who, in 
turn, should train young people at risk 
of social or occupational exclusion. 

To learn how to use the curriculum, 
trainers have to register an account 
into the learning platform LEARNING.CO-

DEMOB.EU/ where they will find the step-
by-step plan. The Mobile e-facilitators 
draft curriculum is available at TINYURL.

COM/YCT67NO2), while the final version of 
the curriculum will be available soon at 
http://codemob.eu/en/resources/mobile. 
The next steps of the project will be to 
introduce CODEMOB curriculum to more 
trainers so they know they can find in 
it a tool to deploy the DigComp frame-
work. 

 

CODEMOB: 
CURRICULUM FOR 
E-FACILITATORS 
AND UNEMPLOYED 
YOUTH
CodeMob used DigComp to 
design the curriculum for 
e-facilitators who should 
train young people at risk 
of social/ occupational 
exclusion on mobile learning 
and coding

• CROATIA • GERMANY • HUNGARY  
• SPAIN • INTERNATIONAL Project URL

CODEMOB.EU

Toolkit presenting the CodeMob 
curricula and learning platform
CODEMOB.EU/EN/CONTENT/TOOLKIT

Four curricula for trainers and 
end-users on coding and effective 
mobile use
CODEMOB.EU/EN/RESOURCES

USEFUL LINKS

Esther Subias  
Project Manager at Associació  
per a Joves Teb (Teb Youth 
Association (TEB)
ESTHER.SUBIAS@ELTEB.ORG
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Following the launch of the Digital Suc-
cess Programme (2016-2020), Hungary 
developed in mid-2016 the new Digital 
Education Strategy that addresses the 
Hungarian education and skills devel-
opment system at all levels – including 
life-long learning. The main goal of the 
strategy is to equip everyone with the 
basic digital skills necessary for the la-
bour market. Hungary also launched its 
National Digital Jobs Coalition in De-
cember 2016. 

Part of this strategy, the project “Bridge 
the Digital Gap” (GINOP-6.1.2) aims to 
provide training on basic digital skills to 
260,000 people by 2020, in six regions 
of Hungary (except the Central Hungari-
an region). The project also aims to test 
DigComp as a general, novel framework 
for digital skills. 

The project included a pilot phase, 
which translated DigComp 1.0 in Hun-
garian language and developed a train-
ing package for the basic two levels of 
DigComp with study materials and a 
self-assessment tool, approved by the 
National Office for Vocational Training 
and Adult Learning in May 2016. Three 
pilot groups tested the training package 
IKER I-II before it went public.

IKER I-II (IKER is the acronym of Digital 
Competence Reference Framework in 
Hungarian) is a certified, 35-hour, adult 
training course, open for low-skilled 
working age population (16-65 years 
old) and financed by the 2014-2020 
Economic Development and Innovation 
Operative Programme (GINOP). The 
course content is the following (it refers 
to Europass digital proficiency levels 
based on DigComp):

IKER1 “The first steps into digital 
world” addresses Europass A level 
basic skills

 • operate the basic function of an in-
fo-communication tool: PC, tablet, note-
book, smart phone etc.

 • basic word processing skills

 • “save” operations

 • extract information from the Internet

 • use of electronic mail 

IKER2 “I use information tools on my 
own independently”, addresses Euro-
pass A level more advanced skills

 • setting functions on smart electronic 
tools

 • services of the operation systems on 
smart electronic tools

 • creation of short messages, e-mails 
with short word processing steps

 • process information gained on inter-
net - for problem solving 

 • knowledge on spam mails, fraud mails

 • use of social portals (for registration, 
sharing, simple data security)

By the end of 2017, almost 90,000 
people had already been trained by 
about 280 training providers (public 
VET Centers, adult education providers, 
NGOs, for profit training institutions, 
language schools and even some uni-
versities).

As next steps, the project plans to devel-
op higher level training packages (IKER 
III-IV), and to reach out for teachers of 
general or vocational subjects, whose 
digital skills should be improved. 

BRIDGE THE  
DIGITAL GAP:  
BASIC DIGITAL 
TRAINING OF ADULT 
POPULATION IN 
HUNGARY
A project that translated 
DigComp and uses it to 
develop training packages 
on basic digital skills for 
260,000 people in Hungary 
by 2020

Project website (in Hungarian)
TINYURL.COM/YA4965T8

e-Hungary website (in Hungarian)
TINYURL.COM/Y7G7FE39
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Tamás Jankó
Senior Consultant at Ministry for 
National Economy
TAMAS.JANKO@NGM.GOV.HU
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In June 2015, the Polish Ministry of Development an-
nounced new rules on EU funding for projects concern-
ing ICT training and defined a new standard for training 
content – compatibility with the DigComp 1.0 frame-
work. According to new rules, originally, all ICT training 
financed by the European Social Fund had to cover all 
21 reference competences (all 5 competence areas) of 
the DigComp framework. ECDL Poland expanded ECDL 
skillsets/DigComp mapping table, originally provided by 
the ECDL and developed some original test extensions 
to cover the entire DigComp framework on proficiency 
levels A and B. Through extensive engagement with the 

DigComp framework, ECDL Poland has succeeded in 
achieving broad coverage of the framework with ECDL. 
Initially, using DigComp framework as an enabler, ECDL 
Poland defined a set of 21 ECDL Profile DigComp Cer-
tificates to cover different sets of competences. After-
wards, according to market needs, 54 certificates are 
offered – some of these covering all 21 DigComp ref-
erence competences (red and violet), some of these 
covering 13 competences - first 3 competence areas 
(green) and some of these (blue) covering another set 
of reference competences (ECDL Poland toolset - see 
the image above). 

•  POLAND

ECDL PROFILE: 
DIGCOMP CERTIFICATES  
IN POLAND

The international organisation ECDL 
Foundation offers ECDL certification 
modules covering competences 
outlined in DigComp. The aim of this 
Polish project is to “translate/specify” 
the framework’s competences into 
particular/specific competences in 
order to choose which ECDL modules 
to be taught for ICT training

Jacek Pulwarski 
ECDL Poland Country Executive Officer

JACEK.PULWARSKI@ECDL.PL
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Every certificate is a set of ECDL modules and it is 
defined by a comprehensive set of ECDL syllabi, cor-
responding to these modules. All tables can be found 
(in Polish) showing ECDL modules/DigComp mapping 
and all ECDL Profile DigComp certificates at TINYURL.COM/

YA3B82FM. With this system, ICT training providers in Po-
land, with experience in ECDL or planning to offer their 
students a valuable, internationally recognised certifi-
cate, got a powerful tool to help design their training 
sessions. When performing their activity, ICT training 
providers have to define:

 • target group,

 • purpose of the training,

 • character of the training,

 • set of DigComp reference competences they plan to 
cover,

 • set of software tools to practice the competences,

 • level of proficiency.
Then – using the ECDL Poland toolset – ICT training 
providers should define a set of ECDL modules they 
have to teach and – basing on these modules sylla-
bi – define the training content and programme. As it 
can be observed, DigComp helps to understand digital 
competences and therefore the perception of the ECDL 
concept is much easier. DigComp is a tool against which 
ECDL solutions can be mapped in order to understand 
these solutions using a common “language” and to 
compare solutions (ECDL to DigComp and ECDL to oth-
ers). Therefore, the idea is to look at detailed compe-
tences sets in the ECDL syllabus one by one - to match 
this to the description of the proficiency levels for the 
DigComp reference competences. This is probably the 
only method available to map the DigComp framework 

with any existing specific competences, as a lot of spe-
cific competences can fit one reference competence in 
the DigComp framework. This is most evident for the 
Digital Content Creation area where, for the reference 
competence 3.1 Developing digital content, there is 
a large number of content types (text, spreadsheet, 
presentation, database, webpage, digital image, video, 
project and so on). For eeach content type there are a 
lot of software tools (for example for digital image de-
velopment Adobe Photoshop, Adobe Lightroom, Adobe 
Illustrator, Affinity Photo, Pixlr, Sumopaint, PicMonkey, 
Splashup, Picfull, Fotor, GIMP and so on). Therefore, for 
this one reference competence there are hundreds of 
specific competences. 

Tables showing ECDL modules/DigComp mapping 
and all ECDL Profile DigComp certificates (in 
Polish)

TINYURL.COM/YA3B82FM
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The Extremadura digital literacy-train-
ing programme, promoted by the re-
gional Employment Service and man-
aged by AUPEX, is implemented in over 
80 NCCs (acronym in Spanish for New 
Knowledge Centres). Each centre is run 
by an e-facilitator who promotes a re-
sponsible and effective ICT use by pro-
viding different workshops and training 
actions for citizens, usually mapped to 
DigComp categories. DigComp areas, 
descriptors and proficiency levels are 

used as useful references to define the 
content of the roadmaps that e-facilita-
tors use for training actions. These also 
consider the regional digital strategy 
and specific needs of citizens, paying 
special attention to improve employa-
bility and digital inclusion.

In late 2017, the digital literacy pro-
gramme of Extremadura made availa-
ble an online interactive translation in 
Spanish of DigComp 2.1 main content.

Website of the initiative (in Spanish)
NCCEXTREMADURA.ORG

DigComp 2.1 translation in Spanish
TINYURL.COM/Y6USGZ32

The digital competence self-assessment 
tool is available on the Andalusian Dig-
ital Portal and is provided by the Minis-
try of Employment, Enterprise and Com-
merce of the Andalusian Government 
in Spain. The tool requires the user to 
go through different types of questions 
and simple tests about their knowledge 
or behaviour concerning all 21 DigComp 
competencies. As a result, the user gets 
a final assessment report of their profi-
ciency for each of the 5 DigComp areas 

and 21 competencies, measured as ba-
sic, intermediate or advanced. The user 
can then download the report as a pdf 
file and ask for training itinerary propos-
als to enhance their proficiency. Training 
itineraries are designed following two 
available options for the user: to deep-
en knowledge in one of the 5 DigComp 
areas and/or to gain higher proficiency 
across all areas.

ACKNOWLEDGEMENTS & CONTACTS 

Access page to the self-diagnosis test
DIGCOMP.ANDALUCIAESDIGITAL.ES

Antonio Jesús Fernández Cano 
Consorcio Fernando de los Ríos
ANTONIOJ.FERNANDEZ@GUADALINFO.ES

EXTREMADURA DIGITAL LITERACY 
TRAINING PROGRAMME 

•  SPAIN 
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Marco Antonio Pilo García
Coordinator at the Extremadura 
Digital Literacy Programme
MARCO@NCCEXTREMADURA.ORG

Rosa Maria Mendez 
Mejias Project Advisor at FUNDECYT 
Scientific and Technological Park 
ROSA.MENDEZ@FUNDECYT-PCTEX.ES

DIGITAL COMPETENCE SELF-DIAGNOSIS TOOL 
OF THE ANDALUSIA REGIONAL GOVERNMENT

•  SPAIN 
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UNESCO-PEARSON INITIATIVE FOR LITERACY: IM-
PROVED LIVELIHOODS IN A DIGITAL WORLD

• INTERNATIONAL

With the aim to inform digital solution 
providers, development partners and 
governments, and in support of the 
SDGs, the initiative examined how in-
clusive digital solutions can help peo-
ple with low skills and low literacy use 
technology in a way that supports skills 
development and, ultimately, improves 
livelihoods.

The report Digital Design for Low-skilled 
and Low-literate People: A Landscape 
Review presents 32 projects from both 

rural and urban contexts in different 
countries. DigComp 2.1 was applied to 
categorize the minimum digital compe-
tences and proficiency levels required to 
use each digital solution within a pro-
ject, hence to understand the proficien-
cy level expected of users. Interestingly, 
most digital solutions reviewed require 
intermediate digital competences, not 
only foundational ones, despite being 
aimed at low skilled and low literate 
users.

Initiative’s website
TINYURL.COM/HAB5LGV

ACKNOWLEDGEMENTS & CONTACTS

Steven Vosloo
Senior Project Officer, UNESCO Education 
Sector, Section of Youth, Literacy and Skills 
Development
SE.VOSLOO@UNESCO.ORG

BILDUNG IN DER DIGITALEN WELT. A STRATEGY TO EM-
BED DIGITAL COMPETENCE IN THE SCHOOL CURRICULUM

•  GERMANY

In 2016, the Standing Conference of the 
Länder Ministers of Education and Cul-
tural Affairs (KMK) in Germany present-
ed the “Education in the Digital World” 
strategy. It covers 6 main axes: from 
(1) changes in teaching and curricular 
developments, (2) the training of edu-
cators and teachers, to (6) changes in 
legal framework. The strategy is split in 
two parts: schools and vocational edu-
cation, and institutions of higher educa-
tion.

In this context, DigComp was used along 
with other frameworks first to develop 
the “Competences in the Digital World” 
framework (with 6 competence areas), 
then to agree upon digital competence 
development targets for students and 
their teachers in all levels and types of 
schools and to start, in 2017, the long-
term process of embedding digital com-
petence learning in the education disci-
plinary curricula.

Competences in the Digital World 
framework (in German)
TINYURL.COM/Y978VVRM

The strategy website (in German)
TINYURL.COM/Y728SQKC

Short summary of the strategy in 
English
TINYURL.COM/Y7AP59FW

Dr. Isabelle Sieh

Coordination of the Strategie “Education in a 
digital World” at KMK, Germany
ISABELLE.SIEH@KMK.ORG
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TRAINING CIVIL SERVANTS IN SPAIN WITH 
DIGCOMP BASED E-LEARNING COURSES

•  SPAIN

In 2016 Grupo Euroformac, a training 
company in Spain, were awarded by 
the National Institute of Public Admin-
istration (INAP in Spanish) for the de-
livery of a training program in digital 
competences based on the DigComp 
2.0 framework. They trained more than 
1,300 public employees with eLearning 
courses classified in the five DigComp 
areas, at 3 proficiency levels, with a 
duration of 15 hours each. Through 
a self-diagnostic test, students be-

gan their training in a specific domain, 
corresponding to one of DigComp 21 
specific competences. The student was 
then suggested a possible subsequent 
training itinerary already with a higher 
teaching load. This training model was 
disseminated by INAP to other Spanish 
Autonomous Communities (regional ad-
ministrations), and has since been repli-
cated elsewhere.

Euroformac web site:
GRUPOEUROFORMAC.COM

Laura Rodríguez

Directora Comercial in Grupo Euroformac
LAURAR@RUPOEUROFORMAC.COM
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PORTUGAL INCODE.2030: AN INITIATIVE 
TO ENHANCE DIGITAL COMPETENCE 

•  PORTUGAL

In April 2017, the Portuguese Gov-
ernment launched the strategy “Na-
tional Digital Competences Initiative 
e.2030-INCoDe.2030”. A working group 
was set up to produce an adapted Dig-
ital Competence Framework for the 
Portuguese context (DigComp_PT), by 
making a few changes to DigComp, and 
submitting it for validation by different 
stakeholders. The framework will shape 
the activities for the development of 
digital competence in 5 axes: Inclusion, 

Education, Qualification, Specialisation 
and Research. 

The initiative aims to enhance the popu-
lation’s digital literacy and inclusion for 
the full exercise of citizenship, to stim-
ulate greater business specialisation in 
digital technologies and their applica-
tion for the qualification of the work-
force towards a higher value-added 
economy. The development of an online 
tool for assessing digital competence is 
foreseen.

Initiative’s website
TINYURL.COM/YDHUQYLR

Margarida Lucas
Postdoctoral Researcher/Invited Assistant at 
University of Aveiro
MLUCAS@UA.PT

António Moreira
Associate Professor at University of Aveiro
MOREIRA@UA.PT
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DIGITAL INNOVATIONS FOR GROWTH ACADEMY: 
TRAINING ENTERPRISE TRAINERS AND EDUCATORS

• BULGARIA • LATVIA • IRELAND • NORWAY • SLOVENIA • SPAIN • UK

The Digital Innovations for Growth 
Academy (DIGA) Learning Programme 
has been developed by a European 
partnership with support from Eras-
mus+ 2014-2017, in response to the 
widely recognised policy imperatives to 
enhance the digital skills and compe-
tencies of entrepreneurs and Enterprise 
Trainers and Educators (ETEs).

Following extensive research, the DIGA 
Learning Programme was developed in 
line with and incorporating the DigComp 

framework. The interactive and practi-
cal learning (e.g. DigComp self-evalua-
tion, video case studies, Business Model 
Canvas) provide tools to better under-
stand when, where, what digital tools 
to use and how to apply them across 
enterprise functions. The mix of knowl-
edge transmission, peer learning and 
practical experiential learning activities 
achieved the simultaneous benefits of 
acquiring digital knowledge and apply-
ing it in an entrepreneurial context.

DEFINING DIGITAL COMPETENCE 
TRAINING NEEDS FOR YOUTH WORK

•  INTERNATIONAL

The expert group on digitalisation and 
youth, set up under the European Union 
Work Plan for Youth 2016-2018, looked 
at knowledge, skills and attitudes need-
ed to ensure an engaging and meaning-
ful digital youth work experience. After 
considering various competence frame-
works for digital skills and for youth 
work, and focusing on what is expect-
ed from every youth worker, DigComp 
was adopted and adapted: by adding 
two areas –’Digitalisation’ (of society) 

and ‘Planning, designing and evaluating 
digital youth work’- and by customising 
competence descriptors to the youth 
work context. The defined training needs 
(‘competences’) can be used to inform 
training programmes and develop new 
training methodology and issues, as-
sess individual and collective compe-
tencies and identify training needs.

Main page of DIGA project
DIGAPROJECT.EU

Access page to DIGA courses
TINYURL.COM/YB5AAT6W

Lisa McMullan
The Women’s Organisation
LISAMCMULLAN@THEWO.ORG.UK

Publication “Developing Digital 
Youth Work”  
PUBLICATIONS.EUROPA.EU/S/FOUJ

Ellen Durst 
Policy Officer, European Commission DG 
Education, Youth, Sport and Culture, Unit 
‘Youth, Volunteer Solidarity and Traineeships 
Office’
EAC-YOUTH@EC.EUROPA.EU
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This online course was developed 
and run at ARU as part of its strat-
egy to enhance staff digital literacy. 
Designed for teachers and other uni-
versity staff, it can be used by any 
learner wishing to develop their dig-
ital competencies. The course had 
468 registered users from ARU and 
1,905 total followers including from 
outside ARU. The table illustrates 
the course content and its correla-
tion to ARU’s Digital Literacy Frame-
work, which is based on DigComp. 
The course ran for five days during 
the first weeks of October, Novem-
ber, December 2016, February and 
March 2017. Every day during that 
week, a new blog post was released 
to participants who were asked to 
read the post and complete an activ-
ity that took no more than five min-
utes. The activity could be completed 
at any time and anyone could join 
and catch up on previous posts. All of 
the course’s blog posts can be navi-
gated backwards from: 5DAYSOFDIGITAL-

LITERACY.COM. Everyone who completed 
all 5 activities from any one month 
on the course received a digital 
badge for ‘Participation’ in the five 
categories of digital literacy. Badges 
were issued using the digital creden-
tial platform, Credly (CREDLY.COM). The 
digital badges can be added to any 
LinkedIn profile, Facebook page, CV 
etc. to demonstrate continuous pro-
fessional development. 

Based on feedback, review and re-
flection of the course, the revised 
version 2017-2018 is now underway.

ANGLIA RUSKIN 
UNIVERSITY: FIVE 
DAYS OF DIGITAL 
LITERACY (5DODL)
Bite-sized continuous 
professional development in 
digital literacy: 5 minutes per 
day, for 5 days in the first 
week of 5 months. Content 
aligned to Anglia Ruskin 
University’s digital literacy 
framework

Course description 
TINYURL.COM/YA2HYMGR

Full course (Version 2016-2017)
5DAYSOFDIGITALLITERACY.COM

RELATED ITEMS
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Jason Williams  
Media Specialist
JASON.WILLIAMS@ANGLIA.AC.UK

Uwe Richter  
Academic Lead 
Distance and Online Learning
UWE.RICHTER@ANGLIA.AC.UK

Dr. Jennifer George 
Academic Lead: Learning 
Technologies and Digital Media
JENNIFER.GEORGE@ANGLIA.AC.UK

1. FINDING, USING AND MANAGING  
INFORMATION
Information search, management, authenticity

Day 1 • Google – Advanced Search
Day 2 • Feedly – create your own newspaper!
Day 3 • Blogs
Day 4 • Google Scholar
Day 5 • Accessible Documents

2. WORKING IN THE DIGITAL AGE
Communication, nessaging others, collaboration, 
networking, digital persona

Day 1 • Working in the digital age (quiz with scenar-
ios)
Day 2 • Skype for Business
Day 3 • Google Drive
Day 4 • LinkedIn
Day 5 • Your digital identity

3. CREATING DIGITAL CONTENT
Artefact creation, intellectual property,  
data protection

Day 1 • Open Educational Resources
Day 2 • How to search for a Creative Commons image
Day 3 • Classroom recording and data protection
Day 4 • Using mobile phones for Podcasts via My-
Player
Day 5 • University copyright policy and VLE

4. DIGITAL RESPONSIBILITIES
Device security sustainability, health and wellbeing

Day 1 • What are digital responsibilities?
Day 2 • Mobile crime stats
Day 3 • Mobile phone security
Day 4 • Electricity consumption
Day 5 • 5 ways to stay healthy online

5. PROBLEM-SOLVING IN THE DIGITAL WORLD
Troubleshooting, creativity, self-sufficiency

Day 1 • Which ARU resources do you use?
Day 2 • Incorporating Twitter into a Module – Com-
m4comms
Day 3 • What do you do if a technology isn’t working?
Day 4 • Reddit.com
Day 5 • Lynda.com

• UNITED KINGDOM
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IKANOS - SELF  
ASSESSMENT TEST

Ikanos self-assessment 
test helps users to define a 
personal digital profile. The 
test considers eight areas 
that make up an individual’s 
digital profile, including 
DigComp’s five competences 
areas

Ikanos self-assessment tool v2 has 
been designed to provide a personal 
digital profile to any user. The test con-
siders three areas that make up an indi-
vidual’s digital profile:
 • The potential to develop digital com-

petence (available ICT equipment, Inter-
net access and how they are used)

 • Past ICT training and certification ex-
periences

 • Level of digital competence according 
to the DigComp model’s five compe-
tences areas: Information, Communica-
tion, Digital content creation, Safety and 
Problem Solving.
The test asks different types of ques-
tions (yes/no, single or multiple choice, 
scoring etc.) for a total of about 32 ques-
tions. Going through the whole ques-
tionnaire should require 20-25 minutes. 
The test produces a personalised “Digi-
tal profile report” with user’s name and 
date, and gives the overall assessment 
score (basic, intermediate, advanced); 
also visualises the results of the three 
components of the competence devel-
opment potential, gives the aggregate 
result for each one of DigComp’s 5 are-
as of competence and shows the results 
for each one of DigComp’s 21 digital 
competences. 
The main features include the following:
 • Registration of user with password

 • Multi-session:  test can be completed 
in several sessions

 • Suitable for Mobile devices 

 • Send reports by email
The test also includes an annex for the 
interpretation of results.  The user’s dig-
ital profile is presented based on the or-
ganisational structure of the DigComp. 
The self-assessment tool is depicted in 
the image above.

•  SPAIN

RELATED ITEMS

Access page to the Ikanos test in 
English (available also in Spanish 
and Euskara, Basque language)
First version
IKANOS.ENCUESTA.EUSKADI.NET
New version
TINYURL.COM/Y8VJSKDG
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Ana Vitorica 
Ikanos director

A.VITORICA@EUSKADI.EUS

Roberto Lejarzegi 
Consultant at Ibermatica

R.LEJARZEGI@IBERMATICA.COM

ACKNOWLEDGEMENTS & CONTACTS 

IKANOSC2 P. 80

T2

ikanos.encuesta.euskadi.net
https://tinyurl.com/y8vjskdg


122122

A “professional competence profile” is the definition 
of a set of behaviours, skills, and abilities defining job 
performance in an occupation, which can be used to 
evaluate the potential of a professional and  their suit-
ability to the requirements of an occupation, to detect 
needs and manage training plans as well as to eval-
uate performance. The “Ikanos digital profile” spec-

ifies the digital knowledge, skills and attitudes that a 
professional must possess in order to adequately per-
form the tasks that require the use of ICT in a range of 
equivalent occupations in different organisations. The 
structure of the Ikanos digital profiles establishes three 
types of competencies:

 • Core digital competences: ICT skills essential for 
this occupation

 • Complementary digital competences: ICT skills 
needed in the sector

 • Transversal digital skills: necessary in any work us-
ing ICTs
Not all DigComp competencies are necessary in all pro-
fessional profiles; therefore, some competencies may 
be excluded. Some profiles consist of several compe-
tencies; because the job requires a variety of tasks and 
skills, while in other profiles the digital competency can 
be very specific (for a maintenance technician, their 
core competency will be 5.1 Technical problem solv-
ing). For each competence is established the appropri-
ate level of performance and the type of knowledge 
and skills necessary for the specific digital profile are 
described. 

The descriptions for each competency are specific to 
each job profile so that the same competency may have 
different descriptions, as it covers different tasks. When 
the tasks of a job affect a small area of a DigComp 
competence, in Ikanos sub-competences are discussed, 
which is a group of professional tasks / operations de-
picting specific and detailed aspects of a main compe-
tence, and which acquires great relevance for a specific 
professional field. Sub-competences make it possible 
to define more precisely the tasks of any occupation. A 
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digital professional profile based on sub-competencies, 
is going to be more useful for personnel selection and 
human resources management. Sub-competences help 
to maintain the integrity of the DigComp framework 
and the inter-operability among different competences 
assessments. In the work carried out so far, “industrial 
digital sub-competencies” have been identified in the 
following areas:

 • monitoring of technological advances linked to life-
long learning and Personal Learning Environments

 • information management methodologies such as 
“Digital 5S”

 • 3D design aspects for advanced CNC and Additive 
Manufacturing

 • installation and configuration of industrial networks 
and electronics linked to machinery

 • solving technical problems in the operation of Addi-
tive Manufacturing machines
Digital profiles are created by interviewing experts and 
workers belonging to the identified occupations to es-
tablish the digital aspects of their professional tasks as 
well as the content of their digital competences. The 
occupations selected in 2017 belong to the Industrial 
and ICT sectors, strategic in the development of the 
Basque Country economy: Industry 4.0, Automation, 
CAD/CAM, Additive manufacturing, etc. The digital pro-
fessional profiles that have been designed during the 
year 2017 include:

 • Advanced Industry maintenance technician

 • 3D designer for additive manufacturing

 • Collaborative Robotics technician

 • Additive Manufacturing machinery operator

 • SME Digital Transformation Manager

 • Computer numerical control technician
In the industrial area, the Ikanos model focuses on de-
fining digital competency profiles for positions based 
on company activity, creating a tool to evaluate the 
digital competency level of the employees and that 
makes explicit existing gaps, and generating a tool en-
suring consolidation of the digital competency profile.

Some type of dynamic management of digital compe-
tences is required, because jobs are changing fast as 
digital technologies are incorporated. Digital compe-
tences required by the occupation can vary in a very 
short time because engineering departments assign 
new tasks to jobs, which require new skills. Therefore, 
a Digital Competence Management Tool is needed that 
can respond to these requirements made by companies 
to the Ikanos test:

 • Edit questions to suit business processes and oper-
ations.

 • Create annual and level versions of test.

 • Carry out an annual review of profiles.

 • Supervisor can assess the competence level of each 
worker and enters the data on the tool
Usually, companies have their own scales for assessing 
tasks that affect digital competency levels: 

1. Nothing, 

2. Only theoretical, 

3. Knows how to do it with supervision, 

4. Knows how to do it but cannot help, 

5. Can teach others.
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Ikanos is about to launch the revision of the existing 
ICT competence certification system in the Basque 
country. Over the last 10 years, the old system IT Tx-
artela issued about 250,000 certificates (80,000 users 
500,000 exams), following the traditional approach to 
ICT skills development and certification focused on op-
erational and application-related skills. More specifical-
ly IT Txartela used to certify knowledge in computer 
solutions (+ of 50 different certifications): Microsoft and 
Open Office, Web browsers, operating systems, Inter-
net, email, etc. as well as certifications of the Basque 
Institute of Public Administration (IVAP). 

Ikanos is revising the system to introduce digital com-
petence validation methods (e.g. with the use of sim-
ulations) and related certification procedures coherent 

with the DigComp model. Citizens will be able to use 
KZgunea telecentre sites and assistance to undertake 
the free tests required for the certification. The new 
system, called BAIT, is aligned with the strategic direc-
tives defined in the European Digital Agenda, where key 
components of the digital competence are identified in 
terms of knowledge, skills and attitudes (see image).

Timeline for the development of the system:

• New platform development (v1.0) based on DigComp 
and integration with IT Txartela - 2016

• Content development: more than 700 questions and 
exercises (knowledge, skills and attitude) - 2016

• Feedback meetings with Basque Country stakehold-
ers: Osakidetza, IVAP, SPRI, KZgunea - 2016
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• New platform version (v2.0) - 2017

• Assessment items improvement per competence – 
2017

• 8 digital competences aligned with IVAP needs and 
working hard with Mondragon University – 2017

• digital competences assessment in real environ-
ment with public workers – 2018

• digital competences assessment in real environ-
ment with public workers - 2018

The development of a model and a platform for eval-
uation, certification and recognition of digital compe-
tence, has been provided with the following character-
istics.

Performance-based assessment following DigComp 
framework structure:

• Evaluation based on the user’s performance on a 
wide variety of digital challenges that have to be 
solved.

• Assessment is aligned with the competence descrip-
tors of the European digital competence framework 
DigComp.

Exercises and real situations:

• The evaluation reflects real situations that users 
will face in a professional context. Real tools (word 
processor, spreadsheets) have to be used to resolve 
assessment tasks.

Summative Evaluation and Certification:

• The test is carried out in a limited time, using the KZ-
gunea telecenter network and other approved cen-
tres associated to the service. Tests are taken under 
supervision to ensure compliance with regulations.

• As a result, the user obtains digitally signed certifi-

cate that is automatically sent to MetaPosta service.
Evaluation with technological support:
The tests are carried out through a web platform con-
sisting of:

• A web page for users to manage their registration 
in the tests.

• A web page for tests, where the tests are performed. 

• An administration web, to manage the certification 
platform.

Users automatically receive the results during the test, 
being able to visualise their progress. Moreover, user 
history is updated automatically after the test is com-
pleted. Users interact with a series of programmes dur-
ing tests such as office packages, browsers, etc. The 
test items can be solved without a specific knowledge 
of a particular tool.

Evaluation Analytics:

• The information gathered from tests is used to im-
prove the system itself.

Adaptive Assessment:

• Test implementation is designed to provide the 
same precision in the results with a shorter test to 
avoid boredom / frustration and reducing the time.

IMS GLOBAL Learning Consortium Interoperability 
standards (Caliper, QTI, etc.):

• All the standards implemented in the platform to 
standardise the interoperability between the servic-
es accessed during the tests.
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INTEF MOOC 
INTEF MOOC is a new Teacher Training model more fo-
cused on the development of competences, especially 
those related to collaboration through the net, man-
agement of autonomous learning and participation in 
educational communities. This new model of Teacher 
Training offered by INTEF intends to develop massive 
training processes based on open and social learning 
through activities that generate interaction, aggregat-
ed production, shared knowledge and the building of 
professional networks. In this sense, the MOOC experi-
ence presented here is designed as a social event for 
teachers who wish to share their learning experience. 
The design of every MOOC created by INTEF will allow 
us to achieve the objectives initially planned through a 
combination of tasks, activities and content to be ad-
dressed in an established time frame. The goal of the 
INTEF MOOC is for every user to be able to develop 
self-sufficiency regarding digital environments, connect 
with professional communities and generate and share 
valuable content for his or her own community regard-
ing the different topics covered in each MOOC.

The completion of a MOOC will help teachers reach a 
specific digital competence level and develop/acquire/
improve their digital competence in one or more are-
as of the 2017 Spanish Common Digital Competence 
Framework for Teachers, which as has been previously 
mentioned, is an adaptation of DigComp to the teach-
ing profession.

INTEF NOOC 
A NANO Open Learning Experience in Collaboration, 
INTEF NOOC, gives participants the opportunity to ex-
plore, learn and be evaluated on a key element of a 
competence, skill, or area of knowledge in a period of 

time that can vary from a minimum of 1 hour, to a 
maximum of 20 hours of estimated effort. A NOOC, run 
by INTEF, focuses on working on a specific digital com-
petence of The Common Digital Competence Frame-
work for Teachers, and achieve a single objective that 
can be evidenced in a single digital product, whose de-
sign contributes to the participant achieving a specif-
ic level of digital competence. In this way we hope to 
get participants to concentrate on achieving a single 
objective, to prove that they have achieved it through 
a significant and measureable digital product, and to 
hold a very specific digital open badge. The completion 
of several NOOCs run by INTEF may lead to the issue 
of a digital micro-credential that endorses the level of 
digital teaching competence that the participants have 
achieved following the recommended training roadm-
ap, according to the Common Digital Competence 
Framework for Teachers, by INTEF.

INTEF SPOOC 
SPOOC stands for Self-Paced Open Online Course. IN-
TEF SPOOC is an initiative of self-training oriented to 
the development of professional skills, such as the au-
tonomous management of learning. Each SPOOC cre-
ated by INTEF has an instructional design focused on 
allowing participants to reach, at their own pace, the 
proposed learning objectives; to develop their autono-
my as apprentices in digital contexts, to improve their 
digital competence and to demonstrate this through a 
worthwhile digital product for the educational commu-
nity. INTEF SPOOCs are open and free (anyone can ac-
cess and participate, regardless of geographic location 
and professional profile). All that is needed is access to 
a computer with an updated browser, an Internet con-
nection, and, of course, the desire to learn.
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INTEF Online Instructed Courses 
The online instructed courses run by INTEF are part of 
the Digital Culture Plan in Schools and transversally 
contribute to the development of the Digital Compe-
tence of Teachers.

Edupills 
EduPills is a micro-learning app for teachers, aimed 
at enabling teachers to acquire and / or develop dig-
ital skills and competencies in a simple and fast way. 
The educational modules are categorised according to 
the Areas of the 2017 Spanish Common Digital Com-
petence Framework for Teachers, which as has been 
previously mentioned, is an adaptation of DigComp to 
the teaching profession. You can download the EduPills 
free app on your tablet or mobile and start using it 
anywhere. Each educational module you complete is 
an achievement you can share on your social networks. 
You can bookmark educational self-training modules 
on the topics that interest you most and access them 
quickly.

Open Badge Backpack “EducaLAB Insignias” 
Manage, store and show your digital badges. EducaL-
AB Open Badge Backpack is automatically connected 
to various digital learning management systems. Addi-
tionally, you can export and import your digital badges 
across other open backpacks. Share your badges on 
social networks (Twitter, Google+, Facebook, LinkedIn) 
or show them on LinkedIn to complete your profile in 
this professional social network. It is currently used by 
several institutions, as well as INTEF, to issue profes-
sional open badges that endorse their holders’ digital 
competencies.

RELATED ITEMS
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The Digital Competence Portfolio for 
Teachers is designed to acknowledge 
and improve the digital competence of 
teachers through continuous self-as-
sessment and the up-to-date recording 
of teaching, learning and training expe-
riences. It is developed by the National 
Institute of Educational Technologies 
and Teacher Training promotes the ac-
quisition, development and improve-
ment of digital competence of teachers. 
This Portfolio has the following struc-
ture:
 • Biography: personal and professional 

data;

 • Self-assessment: Self-assess your 
level in the 5 areas of the Common 
Digital Competence Framework for 
Teachers by INTEF (Adaptation from 
DigComp);

 • Dossier: The dossier offers the teach-
er the opportunity to organise evidence 

of professional works which illustrate 
and substantiate their digital compe-
tence. For example, badges, labels, cer-
tificates, degrees, projects, experiences 
inside and outside school with students 
and by students, prizes, awards, digital 
artifacts, OER, publications, etc.;

 • Passport: The Digital Competence 
Passport shows the level of digital com-
petence teachers have achieved and 
provides an overall perspective of the 
evidences that endorse it, according to 
those they have included in their dossi-
er. As they update their biography and 
dossier, their Digital Competence Pass-
port will also be updated. 
Users can make it public and share it 
on social networks. In addition, users 
can download it in a printable format: 
the most recent update date will be in-
cluded.

TEACHERS IN SPAIN: 
THE DIGITAL  
COMPETENCE  
PORTFOLIO
Digital Competence Portfolio 
is designed to assess and 
improve teachers’ digital 
competence through 
continuous self-assessment 
and up-to-date recording 
of teaching, learning and 
training experiences
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Set up in a collaboration between four 
pedagogical counseling services and 
the Flemish Support Center for Adult 
Education (vzw Vocvo), this website 
aims to facilitate the implementation 
of the 9 new ICT programmes based on 
DigComp.
The ICT programmes are made of 55 
modules, addressing over 365 basic 
digital competences extracted from 
DigComp (see C5). The home page high-
lights the “Start to ICT” programme (2 
modules, 60 hours each), common to all 
other 8 programmes on: ICT and office 
work, social media, in an educational 
context, and creativity, web content, app 
development, ICT operating systems 
and networks, and programming.
The website has two main types of con-
tent:
1. presentations and detailed descrip-
tions of each programme and module;

2. contributions by teachers of so called 
“completions” and “authentic tasks”. 
All IT teachers in adult education were 
called from the start to help completing 
the interpretation of basic competences 
and enriching the web site with concrete 
examples of authentic tasks they use in 
their lessons. 
Each programme’s presentation (online 
and in attached pdf files) contains: de-
scription of the training; visualisation of 
the sequence of the modules including 
the duration of each moduel and the 
total; further vocational training facili-
tated by the programme; a list of basic 
competences segmented by DigComp’s 
5 main areas to be developed by the 
programme and a list of basic compe-
tences to be developed by each module.
Each module’s presentation, in turn, 

contains: entry requirements for the 
module, basic competences to be devel-
oped, recommended duration (depend-
ing on the student’s learning speed, 
starting point and aims), links to current 
“completions” of the module and to cur-
rent authentic learning tasks shared by 
other teachers.
“Completions” are additional interpreta-
tions of /specific learning contents sug-
gested for a given basic competence. 
For instance, the basic competence 
“can create simple content in different 
shapes” can be associated with different 
word processors (Word, Google Docs, 
Writer, Pages etc.) or also mean using 
simple calculations, formatting and 
graphs in a spreadsheet.
The examples collected from teachers 
are presented as not binding and intend-
ed as inspiration for other teachers. The 
message to other teachers is: “Which 
learning content you will use yourself 
will always depend on the target group 
for whom you will give the module”.
Contributions on “completions” and au-
thentic tasks are collected with ad hoc 
templates, which must be tagged by 
course, module and specific compe-
tence.
The website also presents the refresh-
er courses for teachers, e.g. on compe-
tence-oriented education based on the 
4C/ID-model (TINYURL.COM/YAHGDSUL) and 
other resources (newsletter, FAQ etc.).

WEBSITE OF THE 
ADULT EDUCATION 
IN FLANDERS: 
THE NEW ICT 
PROGRAMMES 

Crowdsourced online 
resources to support ICT 
teachers in adult education 
make the transition from 
traditional ICT training to 
competence-based training
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The Happy Onlife is a hands-on toolkit 
developed by JRC, which seeks to em-
power children, families and schools 
in the attempt to promote a safe and 
healthy life online and help prevent cy-
ber-bullying amongst teens.  It includes 
a project booklet with a collection of 17 
educational activities promoting digital 
competences development and shared 
experiences of the digital world among 
teachers, parents and children aged 
8-12. It includes a board game that 
takes about 20 minutes inspired by the 
traditional ‘Snakes and Ladder game’. 
The toolkit activities and the game 
quiz questions are designed to prompt 
discussion and allow the moderator to 
drive the actors towards a responsible 
and safe way of using digital media. 
The toolkit is available both as paper 
version and an online application. This 
toolkit opens a path to empower teach-
ers and parents in actively guiding chil-
dren to become smarter, responsible, 
and respectful when using media and 
help them understand the ethical con-
sequences behind the decisions they 
make online. Healthy digital children 
learn better and become healthy digi-
tal adults enabling them to reach their 
potential.

What is needed

 • At least one group of 3 to 5 children.

 • One Happy Onlife game per group – 
each game includes a game board, a 
die, pawns, question cards and ‘anti-vi-
rus’ cards.

 • An adult, a teacher or a parent, who 
will be the moderator and read the 
questions.

How to
The game can be played in the class-
room or at home. It has simple rules and 
is easy to play. Its dynamic is based on 
well-known games: snakes and ladders 
and multiple-choice quizzes. Having an 
adult as the moderator of the game, 
although not essential, helps achieve 
the activity’s objectives of awareness 
and inter-generational exchange. Apart 
from these points, simply follow the 
rules and enjoy learning.

Suggestions

 • Adults – play the game among your-
selves first. You might be surprised by 
the questions.

 • Inviting parents into the classroom to 
take part in the game has the poten-
tial to both help the teacher during the 
activity (for example if there are many 
pupils) and promote exchange between 
teachers and parents on the game’s 
themes.

 • For an outdoor school activity, it is 
possible to create a giant version of this 
game, using the players as the pawns.

 • The children will most likely ask to 
play a second time or maybe even 
more! Feel free to enrich the game by 
writing your own questions.

HAPPY ONLIFE 
TOOLKIT

Happy Onlife is a game to 
build and develop safety and 
knowledge on Internet use, 
overuse and abuse 

•  INTERNATIONAL
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TASK TOOL: AN 
ONLINE SYSTEM 
FOR ASSESSING 
KEY COMPETENC-
ES IN SECONDARY 
SCHOOLS

Developed by the TASK 
project it helps students in 
secondary school assess 
their key competences with 
teacher support

TASK helps a student supported by a 
teacher to assess his/her level in digital 
competence (and others). The perfor-
mance and observation of execution of 
authentic tasks are the basis of the as-
sessment procedure.
Authentic assessment asks students 
to analyse, synthesise and apply what 
they have learned in a substantial man-
ner, by suggesting tasks such as mak-
ing inquiries, writing, reviewing, debat-
ing, analysing, collaborating etc. It then 
verifies if the student is able to produce 
artifacts, to answer and act consciously, 
thoroughly and credibly. Authentic eval-
uation fits well with competence evalu-
ation, as competence is “knowledge in 
action”.
The TASK system offers the following 
step-by-step guided path:
1. Choose the key competence to be 
assessed (communication in the moth-
er tongue or in a foreign language or 
digital competence).

2. Choose the mastery level that you 
think you have in that competence, by 
reading the descriptions associated with 
levels A, B, C, and D carefully. 

3. Choose the domain (each compe-
tence is divided into 5 domains) from 
which to start the assessment and read 
its description.

4. Read and perform the task pro-
posed by the system. The teacher will 

give detailed instructions about how 
and when to perform the task, and will 
observe the performance.

5. Assess your performance once fin-
ished the task, assess the quality of per-
formance by answering a set of ques-
tions on the screen. 

6. Done! the system gives feedback on 
the competence level assessed in that 
domain

• EU + ES • FR • INT • IT • TR

TASK tool (in English, Italian, French, 
Spanish and Turkish)
TINYURL.COM/Y9FFXMOZ
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Within the Pane e Internet (PeI) digital literacy and in-
clusion project, in 2014 the Emilia-Romagna Region 
overhauled its existing training offer and designed two 
new digital literacy courses level 1 and level 2, based 
on DigComp 1.0.

In the course of re-design process, DigComp was used:

 • to map all previous PeI training activities and learn-
ing goals onto DigComp’s 5 areas and 21 competences 
in order to identify matching and overlooked aspects of 
digital competence; 

 • to decide the essential skills to enable citizens first to 
access the Internet and its main services, and then to 
become more autonomous in using technology;

 • to design and describe specific learning outcomes 
and contents of each learning unit;

 • to design and categorise the learning resources pro-
duced for the citizens.
The result is shown in the figure on the right which 
highlights how the topics of PeI level 1 course (red bub-
bles) and those of level 2 course (blue bubbles) map 
onto DigComp’s 21 specific competences (rows) and 
three proficiency levels (A= basic, B= intermediate, C= 
advanced, columns on the right). The resulting partial 
coverage of DigComp’s full spectrum reflects two main 
factors: course duration constraints (about 20 hours) 
and what could be reasonably expected from PEI’s 
main target participants (adults and seniors with no or 
very limited digital experience).

To support the deployment of the new courses, RER 
produced methodological documentation about the 
digital literacy courses including:

 • The “Digital literacy project - Level 1 PC_TABLET”

 • The “Digital literacy project - Level 2 PC_TABLET”

 • The “Participant’s Guide to the course” (for level 1 
and 2)

 • The “Mini Guide to the digital literacy resources”
These resources are in Italian and can be downloaded 
from the PeI website here (TINYURL.COM/YCNSNWGY)

RER also produced a set of learning resources based 
on DigComp organised into:

 • Books which introduce trainees to new concepts and 
terms. They are aimed at increasing trainee knowledge 
and are valid for both PC and Tablet users. In level 2 
courses, along with Books, trainees are recommended 
to look at service provider user guides and video learn-
ing materials;

 • Guided Practices which lead trainees in carrying out 
specific operations with a PC or Tablet. Guided practices 
are available only for level 1 courses.
These learning resources are written in Italian, 
they are printable and downloadable for free here: 
TINYURL.COM/Y84LCCEX

•  ITALY

PANE E INTERNET 
CURRICULUM AND 
LEARNING RESOURCES 
FOR BASIC DIGITAL 
LITERACY

Regione Emilia-Romagna used 
DigComp to re-design its digital 
literacy courses and produce a set 
of learning resources organised into 
Books and Guided Practices

T10

Grazia Guermandi 

Training expert at Regione Emilia-Romagna 

GRAZIA.GUERMANDI@REGIONE.EMILIA-ROMAGNA.IT
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RELATED ITEMS

T10

DigComp use to re-design PeI courses 
(presentation in English)

TINYURL.COM/Y9YR69MT 

PeI digital literacy courses - methodological 
resources (in Italian)

TINYURL.COM/YCNSNWGY 

Learning resources for digital literacy courses 
level 1 and 2 (in Italian)

TINYURL.COM/Y84LCCEX
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EMILIA ROMAGNA
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eLene4work Orientation Guide is a tool helping learn-
ers discover (digital) soft skills wanted by employers, 
browse most inspiring MOOCs selected by project part-
ners, and learn how to study online and how to get the 
most out of the experience. 

The tool can be used in the following ways:

 • Users can use this Orientation Guide independently 
or as part of the overall process.

 • If the users already know which (digital) soft skills 
they want to develop or highlight, then the user can 
jump straight in and follow the next steps.

 • If the user wants to evaluate (digital) soft skills first, 
and then either identify what to work on further or 
what to include in the CV, ePortfolio or letter of appli-

cation, then they should first use the self-assessment 
tool (see also T17). Users can come back to this guide 
at any point and consult the different sections freely.
Concerning the main features:

 • The section Studying online vs face-face gives an in-
sight into what it’s like to study online and some useful 
tips from other students to help get organised.

 • The power of MOOCs helps you understand what 
MOOCs are, and how they can help users to develop 
(digital) soft skills, whether it’s through the content, the 
activities or both.

 • The OER option explains what Open Educational Re-
sources are and how these can also help users develop 
certain soft skills.

 • Browse by MOOC or skill enables users to select the 
MOOC(s) they want to follow, access a short summary 
via an ID card, and link straight to the MOOC on the 
platform which hosts it.

 • Here is a list of soft skills and digital soft skills users 
might want to develop and/or highlight in job applica-
tions.
Social skills (inter-personal)

 • Communication. The ability to transmit ideas, infor-
mation and opinions clearly and convincingly both ver-
bally and in writing, while listening and being receptive 
to the proposals of others. 

 • Teamwork. The ability to build relationships of par-
ticipation and cooperation with other people. It involves 
sharing resources and knowledge, harmonising inter-
ests and contributing actively to reach the objectives 
of the organisation. 

 • Conflict Management. The ability to manage conflict, 

ELENE4WORK 
ORIENTATION GUIDE  
FOR JOB SEEKERS

Tool helping learners discover (digital) 
soft skills demanded by employers, 
browse most inspiring MOOCs 
selected by project partners, and 
learn how to study online and get the 
most out of the experience

Deborah Arnold  
Specialist in Digital strategy and communication, 
teaching and learning with technology

DEBORAH.ARNOLD@U-BOURGOGNE.FR

Matteo Uggeri  
eLene4work project coordinator,  
Fondazione Politecnico di Milano

MATTEO.UGGERI@POLIMI.IT
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which means stimulating, regulating or resolving con-
flict between two or more parties.

 • Negotiation. The ability to argue clearly and co-
herently and conciliate different opinions to reach an 
agreement that satisfies everyone with the aim of 
achieving the proposed goals. 
Personal skills (intra-personal)

 • Leadership. The ability to motivate and guide others 
to get them to contribute effectively and adequately to 
the attainment of the objectives. 

 • Self-Evaluation. The ability to look at one’s progress, 
development and learning to determine one’s strengths 
and which areas need improvement. 

 • Adaptability and Flexibility. The ability to redirect the 
course of action to meet the goals in a new situation
Methodological skills

 • Learning to learn. The ability to provide a self-as-
sessment of the knowledge needs (theoretical or prac-
tical) and take measures to acquire and implement this 
knowledge, while maintaining a flexible and open atti-
tude towards learning throughout the professional life. 

 • Analytical Skills. The ability to draw conclusions and 
forecasts for the future by getting information from 
different sources and establishing cause and effect re-
lationships. 

 • Creativity and innovation. The ability to contribute 
with new ideas to develop improvements in the prod-
ucts or services of the organisation as well as in the ac-
tivities performed in the job, with the aim of responding 
to the needs of evolution of the organisation. 

 • Problem solving. The ability to work through details 
of a problem to reach a solution. It may include math-

ematical or systematic operations and can be a gauge 
of an individual’s critical thinking skills. 
Digital skills

 • Information and data processing. The ability to iden-
tify, locate, retrieve, store, organise and analyse digital 
information, judging its relevance and purpose.

 • (Digital) Communication. The ability to communicate 
in digital environments, share resources through online 
tools, link with others and collaborate through digital 
tools, interact with and participate in communities and 
networks, cross-cultural awareness.

 • (Digital) Content creation. The ability to create and 
edit new content (from word processing to images and 
video); integrate and re-elaborate previous knowledge 
and content; produce creative expressions, media out-
puts and programming; deal with and apply intellectual 
property rights and licences.

 • (Digital) Problem solving. The ability to identify dig-
ital needs and resources, make informed decisions on 
most appropriate digital tools according to the purpose 
or need, solve conceptual problems through digital 
means, creatively use technologies, solve technical 
problems, update your own competences and those of 
others.
For each skill online training content can be browsed. 

The image on the left depicts the soft skills framework.

Orientation guide (EN, FR) 
OG.ELENE4WORK.EU

RELATED ITEMS
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The self-assessment tool aims to help 
young learners (students prior to en-
tering the job market / young workers) 
identify their soft skills and digital soft 
skills, set their own learning agenda by 
identifying their strengths and areas for 
improvement, and decide what gaps to 
fill in their skills profile. This self-assess-
ment is the first step in the eLene4work 
learning pathway. 

How does it work?

 • After rating their own level of soft 
skills via a declarative questionnaire, 
the user decides which areas are the 
most important. 

 • Then the user can then set his/her 
own learning agenda by analysing the 
results of the questionnaire. At the end 
of this process a pdf document can be 
created in order to have a trace of this 
initial self-assessment in later stages. 

 • Once the user has decided which soft 
skills to work on, he/she can use the Ori-
entation Guide to select MOOCs or other 
learning solutions

 • The user is also strongly advised to 
keep a personal journal of his/her learn-
ing and to do the self-assessment a 
second time to check progress.
Skills are decomposed in 4 different ar-
eas:

Social
1. Communication

2. Teamwork  

3. Conflict Management 

4. Negotiation

Personal
5. Leadership  

6. Self-Evaluation  

7. Adaptability and Flexibility

Methodological
8. Learning to Learn 

9. Analytical Skills  

10. Creativity and Innovation 

11. Problem Solving

Digital
12. Information and Data Processing

13. (Digital) Communication 

14. Digital Content Creation 

15. Digital Problem Solving
For each skill, there is a set of corre-
sponding statements that can be rated 
in terms of proficiency, while the over-
all skill can be rated in terms of impor-
tance.

Taking for instance Information and 
Data Processing, the statements are as 
follows:

 • I adapt search strategies to a specific 
search engine, application or device

 • I search for words that limit the num-
ber of hits

 • I follow information presented in a hy-
per-linked and non-linear form

 • I recognise the usefulness, timeliness, 
accuracy and integrity of the informa-
tion

 • I compare, contrast, and integrate in-
formation from different sources

 • I distinguish reliable information from 
unreliable sources

 • I select the information on the basis 
of my searching aims
The system finally provides a self-as-
sessment.

ELENE4WORK 
SELF-ASSESSMENT 
TOOL FOR DIGITAL 
SOFT SKILLS IDEN-
TIFICATION
The tool helps learners 
identify their soft skills and 
digital soft skills, set their 
own learning agenda by 
identifying their strengths 
and areas for improvement, 
and decide what gaps to fill 

RELATED ITEMS

T12

Self-assessment tool 
TINYURL.COM/Y9AFJBL2
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ABC DIGITALE: SELF-ASSESSMENT TEST 
AND DIGITAL LEARNING OPPORTUNITIES

•  ITALY 

Open Group is the largest social coop-
erative in Bologna (IT). ABC Digitale is 
OG’s main educational initiative on dig-
ital competence, targeting people of 
all ages, especially children, youth and 
their parents. OG offers over 20 digital 
learning experiences, from workshops 
for adults to labs with younger people. 
In 2015, OG mapped these experience 
onto DigComp, and presents them clus-
tered accordingly on its website. It also 
designed a simple online self-assess-

ment test, with 20 questions in 5 sec-
tions, corresponding to DigComp’s main 
areas. Users can only give one answer 
to the multiple-choice questions. Some 
answers are wrong, others reflect differ-
ent digital proficiency levels.

Both developments aim to enhance 
the website users’ awareness of digital 
competence and DigComp and to high-
light the coherence of OG’s digital initia-
tives with them.

ABC Digitale website
ABC-DIGITALE.IT

Self-assessment test in Italian
TINYURL.COM/YC73X52A

Monica Campion
Digital educator at Open Group 
cooperativa sociale
MONICA.CAMPION@OPENGROUP.EU
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DIGITAL COMPETENCE SELF-DIAGNOSIS TOOL 
OF THE ANDALUSIA REGIONAL GOVERNMENT

•  SPAIN 

The digital competence self-assessment 
tool is available on the Andalusian Dig-
ital Portal and is provided by the Minis-
try of Employment, Enterprise and Com-
merce of the Andalusian Government 
in Spain. The tool requires the user to 
go through different types of questions 
and simple tests about their knowledge 
or behaviour concerning all 21 DigComp 
competencies. As a result, the user gets 
a final assessment report of their profi-
ciency for each of the 5 DigComp areas 

and 21 competencies, measured as ba-
sic, intermediate or advanced. The user 
can then download the report as a pdf 
file and ask for training itinerary propos-
als to enhance their proficiency. Training 
itineraries are designed following two 
available options for the user: to deep-
en knowledge in one of the 5 DigComp 
areas and/or to gain higher proficiency 
across all areas.

Access page to the self-diagnosis test
DIGCOMP.ANDALUCIAESDIGITAL.ES

ACKNOWLEDGEMENTS & CONTACTS

Antonio Jesús Fernández Cano 
Consorcio Fernando de los Ríos
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SKILLAGE: ONLINE SELF-ASSESSMENT TOOL 
ON DIGITAL SKILLS FOR THE JOB MARKET

•  INTERNATIONAL

Skillage is an online test developed 
in 2012 by Telecentre Europe (now 
All Digital) to assess young people’s 
understanding and readiness for 
ICT skills in the workplace. Availa-
ble in over 20 languages, the test 
consists of 15 questions random-
ly chosen from a set of 100. Each 
question has several possible an-
swers that explore a given IT skill 
from different angles. Immediate 
feedback tells if the answer is cor-
rect, explains why and discusses the 

other options, making it a formative 
experience about digital technology 
in the workplace. At the end of the 
test, users receive an overall score 
on ICT skills level. Skillage questions 
fall into 5 competence areas, orig-
inally identified in an employabili-
ty perspective. In 2014, questions 
were increased from 40 to 100 and 
aligned to DigComp. The 5 five origi-
nal competence areas remained un-
changed, to guarantee longitudinal 
comparability of collected data.

Test website (multilanguage)
SKILLAGE.EU

Telecentre Europe DigComp 
Guidelines
TINYURL.COM/YCWSE9NH

Ekaterina Clifford
All Digital, Communications Manager

SKILLAGE@ALL-DIGITAL.ORG 
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THE STUDENTS COMPETENCE FRAMEWORK 
BY THE SLOVENIAN EDUCATION INSTITUTE

•  SLOVENIA

ZRSS supports teachers in the defini-
tion of students’ digital competence 
development from kindergarten to 
high school by mean of indicators 
helping teachers plan activities to 
develop digital competence. All 21 
digital competencies from DigComp 
model are used to prepare indica-
tors. Team of teachers that work in 
one class can use indicators to coor-
dinate who will develop which of the 
competence in DigComp model and 

to what level, therefore the frame-
work helps teachers to realize which 
digital competencies should have 
students in particular class, and 
moreover each school can adapt the 
indicators to their special situation. 
Next step is to start a project with 
schools where teachers support 
students’ digital competence every 
year in every subject.

Indicators describing individual 
digital competences
TINYURL.COM/Y7UGVMN6

Radovan Krajnc
Consultant for computer science at the 
National Education Institute Slovenia

RADOVAN.KRAJNC@ZRSS.SI
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TUCERTICYL: THE NEW DIGITAL COMPETENCE 
CERTIFICATION SYSTEM IN CASTILLA LEON

• SPAIN

The new certification service TuCertiCyL 
is based on DigComp 2.1 and offers two 
certifications of digital competences for 
citizenship, at basic and intermediate 
level. Both are certified by the Ministry 
of Development and Environment of the 
Junta de Castilla y León in Spain. 

The certification tests can be booked 
online by any citizen and are held in the 
Espacios CyL Digital (Digital spaces of 
Castilla y Leon), run by the regional gov-
ernment in each provincial capital city, 

and in other recognised centres. The 
test involves randomly generated mul-
tiple-choice questions, simulations and 
challenges to assess the user’s knowl-
edge and skills in different DigComp 
competence areas and proficiency lev-
els.

DIGITAL SKILLS SELF-ASSESSMENT TOOL FOR  
EMPLOYEES AND MANAGERS OF THE DACH REGION

•  GERMANY

Access to digital competences 
certification tool
TUCERTICYL.ES

Graciela Parrilla Ramirez
Digital Information Society Service, 
Department of Telecommunications, Junta 
de Castilla y León

TUCERTICYL@JCYL.ES  

Forum
FORUM-DID.DE

Tool “DigComp 2.1” (in German)
FORUM-DID.DE/DIGCOMP

Walter Lieberei
Managing Director at Forum “Digitale, 
interaktive Didaktik” 

WALTER.LIEBEREI@LIEBEREI-CONSULTING.DE

ACKNOWLEDGEMENTS & CONTACTS

ACKNOWLEDGEMENTS & CONTACTS
The Forum “Digitale, interaktive 
Didaktik” is implementing a self-as-
sessment tool based on DigComp 
2.1. for employees and managers 
in companies and organisations of 
the DACH region. In 2017 the tool is 
open to member companies, while 
in 2018, the tool will be open for all 
interested companies in the DACH 
region. 

How does it work? The 21 DigComp 
competences are rated by every 
participant at the click of a mouse. 

In addition, the demographic data 
of all participants are recorded. 
Each participant then receives a 
short report on the results at the 
level of the five DigComp 2.1 com-
petence areas. Then participants 
can carry out an online evaluation 
of the DigComp tool based on 11 
open and closed questions. So far, 
the Forum has developed a Self-As-
sessment Tool DigComp 2.1, and an 
Evaluation of DigComp tool.

T17
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SAFE ONLINE: A BOOK TO TRAIN 
THE NEW DIGITAL CITIZENS AT SCHOOL

• ITALY

Sicuri online: Formare i nuovi cittadini (in 
Italian only) is the first teaching aid and 
exercise book for students in first-lev-
el secondary school that was published 
in Italy and entirely based on DigComp. 
The author, Sandra Troia, is a teacher 
who knows DigComp as she promoted it 
widely and uses it herself at school. The 
first part of the book presents safety as 
a digital competence, DigComp, the on-
going Digital School National Plan and 

the importance of authentic and mean-
ingful learning experiences at school, to 
develop digital citizenship. Then 6 learn-
ing paths are suggested, each one with 
starting and final self-assessment tests, 
reflection questions, tasks to perform 
etc. The paths illustrate and address 
issues drawn from DigComp’s main ar-
eas, e.g. digital footprints, online safety 
and privacy, digital content production 
and others.

NORWEGIAN PROFESSIONAL DIGITAL 
COMPETENCE FRAMEWORK FOR TEACHERS 

•  NORWAY

The Norwegian Centre for ICT in Educa-
tion (under the Norwegian Ministry of 
Education and Research) used DigComp 
and other frameworks in a structured 
design process that involved: a litera-
ture review and meta-analysis of over 
40 national and international docu-
ments on digital competence to gain in-
sight into objectives, approaches, imple-
mentation strategies and extract best 
practice to be adapted to the Norwegian 
context; the grouping of these elements 
as the basis for a first framework draft, 

defining competence boundaries and 
content; matching with national steer-
ing documents and discussion with 
stakeholders to adapt it to the nation-
al context.  The resulting framework, 
launched in May 2017, aims to provide 
a point of reference and further guid-
ance for policy developers, heads of 
department, teacher educators, teach-
ers, student teachers and others in their 
work on improving the quality of teach-
er education and continuing profession-
al development.

Presentation of the book
TINYURL.COM/YCP4223N

Sandra Troia
Secondary school teacher

SANDRA.TROIA@ISTRUZIONE.IT

The framework for teachers
TINYURL.COM/Y7CL3DFW

Marijana Kelentrić
Senior Adviser  
Norwegian Directorate for Education

MKN@UDIR.NO
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GETTING IN TOUCH WITH THE EU
In person
All over the European Union there are hundreds of Eu-
rope Direct information centres. You can find the ad-
dress of the centre nearest you at: EUROPA.EU/CONTACT

On the phone or by email
Europe Direct is a service that answers your questions 
about the European Union. You can contact this service:

 y by freephone: 00 800 6 7 8 9 10 11 (certain opera-
tors may charge for these calls)

 y at the following standard number: +32 22999696 

 y by electronic mail via EUROPA.EU/CONTACT

FINDING INFORMATION ABOUT THE EU
Information about the European Union in all the official 
languages of the EU is available on the Europa website 
at: EUROPA.EU

EU publications
You can download or order free and priced EU publica-
tions from EU Bookshop at: BOOKSHOP.EUROPA.EU. Multiple 
copies of free publications may be obtained by contact-
ing Europe Direct or your local information centre (see  
EUROPA.EU/CONTACT).

http://europa.eu/contact
http://europa.eu/contact
http://europa.eu
http://europa.eu/contact
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