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Abstract. Problem statement. The goal of this study is to conduct a theoretical analysis
of the three most commonly used self-reflection tools that evaluate educators' digital competences:
SELFIEforSchools, SELFIEforTEACHERS, and the Digital Competence Wheel. The research
seeks to address two key questions: 1) what digital competences are crucial for educators in
the present day? 2) which assessment tools have been extensively validated for measuring these
competences? Methodology. A pilot test was conducted on the Digital Competence Wheel to
assess its potential for evaluating digital competences and its potential application in higher
education settings. Results. The unprecedented use of technology in education and training as
a result of the pandemic COVID-19 has been recorded. This shift to online learning has accele-
rated and introduced new challenges and changes to educators' roles and skillsets. The growing
demand to develop and utilize proper digital competences in the teaching environment has
become an essential component of modern higher education systems. Conclusion. Digital com-
petences encompass a combination of knowledge, skills, and attitudes related to the effective
use of technology for performing tasks, problem-solving, and secure, creative, independent, and
ethical communication. The Digital Competence of Educators framework is one of the two
main comprehensive tools specifically designed to support educators, teachers, and trainers.
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Annoranust. [locmanoska npobnemul. AHATIM3UPYIOTCSI TUTIOCHI M MHHYCHI TpEX Hanbosee
YacTO HCIOIb3YEMbIX HHCTPYMEHTOB caMOpe(IICKCUH, OLICHUBAIOIINX [ ()POBbIE KOMIETCHIIUH
npenonaBareneii: SELFIEforSchools, SELFIEforTEACHERS u «Koseco nudpoBoii komrie-
teaTHOCTHY» (Digital Competence Wheel). MccnenoBanue HarpapieHO Ha PEIICHUE JIBYX KITFOYe-
BBIX BOIIPOCOB: 1) Kakwe mi(pOBBIC KOMITCTCHIINH SBJITIOTCS KITFOUEBBIMH JITS TIEIArOTOB B HACTO-
smee BpeMsa? 2) Kakue MHCTPYMEHTHI OICHKU IIHPOKO HMPUMEHSIOTCS JUIS M3MEPEHHs ITHX
KomrieTeHImiA? Memooonozus. TIpoBeneHo munotHoe TectupoBanue «Koneca 1upoBBIX KOMITe-
TEHIMID) IS OLCHKH €ro TOTSHIHANIA U BO3MOXKHOCTHU ITPUMEHEHHS B CHCTEME BBICIIIEr0 00pa3o-
BaHUSL. Pe3ynomamsi. 3apuxcupoBan OecrpelieIeHTHRIA YPOBEHb MCIOIB30BAHMS TEXHOJIOTHI B
o0pazoBanuy 1 00ydeHnH kak uror nanaemun COVID-19. [epexon k oHTaliH-00y4YeHHIO H3MEHIIT
TpeOOBaHMS K POJTU U KOMIIETEHIIMSM TIperoaBareieil. PacTymas moTpeGHOCTE B pa3BUTHU U
HCTIONIL30BAHIN COOTBETCTBYIOIIMX IM(POBBIX KOMIICTESHIINI B y4EOHOH cpejie cTaa BOKHEHIIIM
KOMITOHEHTOM COBPEMEHHBIX CHCTEM BEHICHIETO 0Opa3oBaHus. Jaxmouenue. LluppoBeie KoM-
MIETSHIH BKITIOYAIOT B ce0s1 COBOKYITHOCTh 3HAHHH, HABBIKOB U YCTAHOBOK, CBSI3aHHBIX C A(-
(heKTHBHBIM HCTIONF30BAaHIEM TEXHOJOTHI IS BBITOIHEHHUS 3a/1a4, PEIICHHS MpoOieM 1 Oe30mac-
HOTO, TBOPYECKOTO, HE3aBUCUMOTO U 3TH4HOro obmenust. Cucrema «L{udposbie koMneTeHINH
nemaroro» (The Digital Competence of Educators Framework) — omiH W3 OCHOBHBIX HMHCTPY-
MEHTOB, CTICIIHAIBHO Pa3pabOTaHHBIX I HOAIEPKKH MEIarOroB.

KamoueBble cioBa: KOMMYHUKAITUOHHBIC TEXHOJIOTHUH, LIPI(i)pOBa}I KOMIICTCHTHOCTD,
nmpenoaaBaTeiii, UHCTPYMCHTBI OLICHKH

Bxkaan aBTopoB. E.A. Ocunogckas — KOHIIENITyaIU3aIHsl, METOIOJIOTHS, aIMUHUCTPH-
pOBaHHE MPOCKTa, PeCypCHl, MPOrpaMMHOE 0OecIieueHre, IPOBEpPKa, HAIMCAHUE OPUTHHAIIb-
HOTO mpoekTa, pegaktupoBanue. C.FO. /mumpuesa — KOHUENTyalIn3alusl, METOIOJIOTUS, Pe-
CypChl, POBEPKa, HAMCAHUE OPUTHMHAJIBLHOTO MpOeKTa, penaktuporanue. A.4. Cagenrvesa —
paboTa ¢ ICTOYHUKAaMU, BATUAAINS, HAITUCAHHUE.

3asiBiieHne 0 KOH(IMKTE HHTEPECOB. ABTOPHI 3asBISIOT 00 OTCYTCTBUH KOH(UINKTA
UHTEPECOB.

Hcropus craTtbu: nocrynuia B pegakuuto 16 Hoaops 2023 r.; nopaboTana mocie pe-
nensupoBanus 21 suBaps 2024 r.; npuHsaTa K myoiavkanmu 29 staBaps 2024 r.
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Problem statement. The 21st century is dominated by technology, permeating
almost every aspect of our lives, including communication, socialization, learning,
and teaching. According to a report by the European Commission, nearly seven
out of ten individuals believe they possess sufficient skills to utilize digital devices
that are integrated into their daily routines'. On a personal level, 40% of people
are willing to share their data to enhance medical research and care, provided it is
done securely. In emergency situations, such as natural disasters or terrorist attacks,
around 30% of individuals are also willing to share their data. Additionally, more
than 60% of people expressed a desire for a single digital identification system for
all online services. However, despite the digital prevalence, the Digital Economy
and Society Index (DESI) analysis revealed that only approximately 54% of indi-
viduals aged 16-74 possessed basic digital skills, despite the fact that 87% regu-
larly used the Internet in 20212. The Netherlands and Finland are leading the way
in terms of digital proficiency within the European Union (EU), while Romania
and Bulgaria are lagging behind. Consequently, a significant portion of the EU
population lacks fundamental digital skills, despite the fact that most jobs now
require such abilities. The Path to the Digital Decade proposes a goal for the year
2030, aiming to ensure that at least 80% of EU citizens possess basic digital skills.

The impact of information and communication technologies (ICTs) on literacy.
Over the past few decades, ICTs have revolutionized literacy practices [1]. In re-
sponse to the pandemic, most educational institutions shifted their teaching methods
to online platforms, leading to an intensified reliance on technology within the
education sector and various positive impacts [2]. This transition towards a com-
petency-based curriculum, prioritizing students' specialized skills and capabilities,
has also necessitated the development of digital literacy among educators — an es-
sential pedagogical challenge [3; 4]. Online education requires educators to ac-
quire proficiency in new interactive learning software, convert physical course
materials into digital formats, and create personalized learning pathways [5].

The significance of digital literacy. Digital literacy is increasingly becoming
a crucial competence, encompassing the ability to interact, communicate, and col-
laborate effectively through digital technologies, while acknowledging cultural
and generational diversity [6].

The term “digital literacy” was introduced by Gilster [7] in the late 1990s as
the ability to understand and use information from various sources via computers.
Several publications refer to this definition as the “know-how”. Joosten et al. [8]

! Eurobarometer. Available from: https:/europa.eu/eurobarometer/surveys/browse/all/theme/000013
(accessed: 14.10.2023).

2 The Digital Economy and Society Index (DESI) analysis. Available from: https:/digital-
strategy.ec.europa.eu/en/policies/desi (accessed: 20.10.2023).
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defines digital literacy as adapting skills to a new medium and mastering core
competency. Similar to media literacy and computer literacy, digital literacy is
skill-based and relates to functional use of technology and skills adaptation. Recent
publications focus on cognitive skills and competences in defining digital literacy.
Bennett [9] and Traxler and Lally [10] emphasize the individual's role in digital
literacy. Beetham's definition highlights cognitive perspective as access, skills,
and practices to confidently use technologies. Chan et al. [11] also stress critical
thinking over ICT skills in understanding and using information in various for-
mats. Recent studies propose a shift in focus from digital literacy to a broader
model that encompasses diverse knowledge, capabilities, and dispositions required
for prospective teachers [12].

Differentiating digital literacy and digital competence. In the literature, digital
literacy is often used interchangeably with digital competence (DC); however,
they have distinct origins and meanings. Krumsvik [13] describes digital compe-
tence as teachers' skill in using ICT with effective pedagogical discernment. Scuotto
and Morellato [14] characterize DC as the capability to navigate and confront new
technological challenges in an adaptable manner. According to Cazco et al. [15],
digital competence is comprised of values, beliefs, knowledge, skills, and attitudes
necessary to utilize technology appropriately. The initial definition emphasizes the
proficiency of higher education teachers in using ICT and its impact on student
learning, whereas the latter definitions focus on cognitive skills, including the ca-
pacity to resolve ethical dilemmas and to cultivate or exploit opportunities to
achieve digital competence.

According to Martin and Grudziecki [16], digital literacy forms the basis of DC.
In 2013, the European Commission published the Digital Competence (DigComp)
Framework, which comprised five areas and 21 competences, including the term
digital literacy [17]. DC is also recognized as one of the European Union's eight
key competences for lifelong learning, encompassing multilingualism, mathemat-
ics, science, technology, engineering, literacy, digital competence, personal, social
and learning to learn competence, as well as citizenship, entrepreneurship, and
cultural awareness®. It is defined as the confident, critical, and responsible usage
and engagement with digital technologies in the contexts of learning, work, and
societal participation.

Evolution and implementation of the digital competence framework. Over
the past decade, the DigComp Framework adopted an incremental approach, pro-
gressing from DigComp 1.0 to DigComp 2.2 through four iterations*. Upgrades in
the latest version include fact-checking online content and sources, consideration
of remote or hybrid work contexts, digital accessibility, green and sustainability

3 Recommendation on key competences for lifelong learning. Council of 18 December 2006 on key
competences for lifelong learning, 2006/962/EC, L. 394/15. European Commission, 2006. Available from:
http://eur-ex.europa.eu/legalcontent/en/TXT/?uri=CELEX:32006H0962&qid=1496720114366 (accessed:
15.11.2023).

4 Digital Competence Framework for Educators (DigCompEdu). Available from:
https://joint-research-centre.ec.europa.cu/digcompedu_en (accessed: 06.11.2023).
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aspects of digital technology interaction, well-being and safety considerations, and
citizens' interactions with Al systems and data literacy. Alongside these develop-
ments, various offshoots and variations have emerged, such as DigCompOrg, spe-
cifically designed for educational organizations to facilitate self-reflection on their
progress in integrating digital learning technologies effectively. The Joint Re-
search Centre's DigCompEdu Framework provides a general reference to support
the development of educator-specific digital competences in Europe, catering to
both personal and professional needs as well as learners' demands for digital skills
improvement. The Digital Decade policy program's objective is to ensure that
80% of the population possesses basic digital skills.

Dimensions and applications of the DigComp Framework. The DigComp
Framework is a comprehensive yet adaptable framework comprising five major
dimensions: competence areas, competence sub-content areas, proficiency levels,
examples of knowledge, skills, and attitudes for each competence, and examples
of their use in education and employment scenarios. This framework has been widely
implemented and utilized within various platforms and applications. For example,
the Women4IT project, an international partnership project under the Youth Em-
ployment Programme of the Norwegian, Icelandic, and Liechtenstein Foundation,
has created Open Educational Resources aligned with the DigComp Framework?
These resources can be searched based on different criteria, including language,
job profiles, type of material, and areas of competence. The project's objective is
to increase the number of EU vulnerable girls and young women participating in
the digital agenda. Another example is the Digital Competence Wheel, developed
by the Center for Digital Dannelse in Denmark, which specializes in digital for-
mation and DC. This project aims to provide a self-assessment overview of existing
digital competences and areas for improvement, offering concrete inspiration for
enhancing the most relevant digital skills. By reviewing DigComp documents, the
project team created an intellectual map comprising over 300 digital competences,
which were subsequently condensed into 52 statements for evaluating 16 core
competences in the areas of information, communication, production, and safety.

Methodology. The aim of this research is to acquire a more profound com-
prehension of the assessment of educators' digital competence (DC) and to identify
the most rigorously validated assessment instruments for measuring DC. To accom-
plish this objective, we conducted a theoretical analysis to locate contemporary
empirical studies focused on evaluating the level of DC among educators. Subse-
quently, we employed the most prevalent customizable self-reflection tools for
DC testing. These tools aid educators by allowing them to identify their strengths
and weaknesses in digital skills through the aggregation and visual display of responses
as personalized feedback. Specifically, we utilized three tools that are adminis-
tered by the European Commission and are available in all official languages of
the European Union. These tools include SELFIE for schools, which gathers per-
spectives from students, teachers, and school leaders®; SELFIEforTEACHERS,

> Women4IT. Available from: https://womendit.eu/
¢ SELFIE. Available from: https://education.ec.europa.eu/selfie/about-selfie (accessed: 06.11.2023).
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a toolkit designed for primary and secondary school educators that employs a six-
point progression model to assess competency proficiency levels (awareness, ex-
ploration, integration, expertise, leadership, innovation)’; and the Digital Compe-
tence Wheel, an online testing tool based on the European Digital Competence
Framework (DigComp)®.

Results and discussion. In this section, an evaluation has been conducted on
three digital competence platforms (SELFIEforSchools, SELFIEforTEACHERS,
and the Digital Competence Wheel), with one of them (the Digital Competence
Wheel) undergoing testing. These three tools can be accessed through the UNESCO
UNIVOC platform”.

This platform houses a comprehensive database of digital competence frame-
works that provide definitions and discussions on the necessary digital knowledge,
skills, and attitudes for individuals to become digitally competent educators,
learners, or citizens'®. Presently, the database includes 29 frameworks that vary in
terms of titles, descriptions, target groups, origins, and publication years. The ear-
liest framework, Skills Framework for International Age'!, was established in
2000 by the SFIA Foundation, a globally recognized nonprofit organization. Its
objective was to outline the fundamental digital skills and competencies required
across multiple sectors, including education and learning. It has since been em-
braced by governments, corporations, and individuals in nearly 200 countries and
is available in 13 languages. The most recent frameworks were published in 2022.
One such framework is DigComp, which describes digital competences for indi-
viduals and professionals. It originated from the European Union and is targeted
towards policy makers, teachers, trainers, employers, and unions.

The database encompasses frameworks that possess both theoretical and
practical applications. They serve as tools for describing and enhancing the digital
competence of individuals and professionals, developing methodologies to measure
these competences, and establishing a shared conceptual framework for competences.
Some frameworks provide guidance on teaching the necessary skills and aid educators
in integrating technology and digital literacy-related activities into their classroom
practices. Others focus on defining the skills required by individuals, educators, and
professionals in the 21st century. For example, the Indonesian National Digital Literacy
Framework focuses on addressing the challenges of hoaxes, cyberbullying, and online
radicalism, which are identified as the most significant potential dangers in Indonesia.

There are also platforms designed specifically for teachers: SELFIE, ProFuturo'?,
and students — ISTE '3, SELFIE offers an online, interactive tool that enables teachers

7 SELFIE for TEACHERS. Available from: https://education.ec.europa.cu/news/a-new-toolkit-
for-users-of-selfie-for-teachers (accessed: 14.10.2023).

8 Digital Competence Wheel. Available from: https://digital-competence.eu

® UNESCO UNIVOC. Availble from: https://unevoc.unesco.orgrhome/Digital+Transformation+
in+TVET (accessed: 15.11.2023).

10 UNESCO Digital Frameworks. Available from: https://unevoc.unesco.org/

' SFIA-8. Availble from: https://sfia-online.org/en/sfia-8

12 ProFuturo. Availble from: https://school.profuturo.education/

I3 ISTE. Availble from: https://iste.org/
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to receive feedback on their utilization of digital technology in their work. ProFuturo
is a digital platform aimed at enhancing teacher training and student learning.
The International Society for Technology in Education Standards for students (ISTE)
empowers students to voice their opinions and ensures that the learning process is
student-driven.

These frameworks have been developed at the global level by UNESCO,
national level by the European Union, North America, South Africa, Kenya,
Singapore, Norway, Australia, and Indonesia, and regional levels by UNESCO
UNIVOC, profit organizations such as Microsoft and McKinsey, and nonprofit
organizations like the SFIA Foundation.

The objective of this paper is to provide a concise review and assessment of
three tools presented by the European Commission: SELFIE for Schools, SELFIE
for TEACHERS, and the Digital Competence Wheel.

SELFIEforSchools. It is an online assessment tool, designed by the European
Commission with input from 5,000 education experts, practitioners, and students
from European countries. It has been thoroughly tested by over 67,000 school
leaders, teachers, and students across 14 European countries in 2017, and their
feedback has contributed to its development.

Available in over 30 languages, SELFIE can be utilized by primary, secondary,
and vocational schools throughout Europe. It consists of a series of questions targeting
school administrators, teachers, and students regarding the integration of digital
technologies within their educational institutions. Administrators are asked about
strategies and policies related to digital technology usage, while teachers are surveyed
on their applied teaching methods. Students, on the other hand, are encouraged to share
their experiences with digital technologies in learning. Consequently, the enhancement
of digital competence within a school relies on both organizational factors, such
as leadership and infrastructure, and pedagogical approaches and instructions.

The questions provided in SELFIE are categorized into eight distinct areas:
leadership, collaboration and networking, infrastructure and equipment, continu-
ing professional development, pedagogy support and resources, pedagogy imple-
mentation in the classroom, assessment practices, and student digital competence.
Furthermore, schools have the option to personalize their questionnaires and in-
clude up to 10 additional questions. Each user group is assigned a specific number
of questions within each area. For instance, the infrastructure and equipment sec-
tion contain thirteen questions for school leaders and teachers, and six questions
for students. The answers provided by all three groups are then compiled into
a comprehensive report. It is worth noting that a higher response rate leads to
a more accurate and valuable report.

The result section of SELFIE presents the findings of each area and user
group in a color-coded format. School leaders are indicated by the color blue,
teachers by red, and students by yellow. This differentiation aids in the interpreta-
tion of the results. The overview section for each area provides the average rating
given by each user group. However, users can access more detailed information
through pop-up windows and symbols, such as the number of questions answered
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in that area by each user group, the specific results for that area, the average rating
per user group, the number of users who provided responses, the rating scale uti-
lized, and the breakdown of answers presented as percentages.

The results for each user group are presented in a wheel format, with each
segment representing a question from SELFIE and each area being color-coded.
It is important to note that only school administrators have access to the full re-
port, although any part of it can be printed in any language.

The results obtained from SELFIE offer a snapshot of a school's current
standing in terms of its use of digital technology for learning. This assessment
also helps identify areas that require improvement in terms of digital implemen-
tation. The findings can be utilized for self-reflection, initiating discussions, and
developing action plans aimed at enhancing the use of digital technologies for
more effective teaching and learning practices.

A student from Spain claims: “It is a great opportunity for us, and it is very
important that our viewpoints are valued. We are the key people for building,
step-by-step, a better use of technologies for learning”. A teacher from Italy ar-
gues: “We have clearer goals now and we are working to address the different
viewpoints that we saw through the SELFIE school report”. A school leader from
Ireland supports them: “SELFIE made consensus easier because it prompted us
to have detailed discussions about digital learning” [18].

In general, SELFIE possesses a notable abundance of advantages when com-
pared to its drawbacks. Shifting our attention towards the former, SELFIE can be
characterized as:

e comprehensive — it involves the whole school community (school leaders,
teachers and students);

e customizable — school can select and add questions and statements to suit
its needs;

e matching experience — it allows all participants to answer questions that
match their experience, as students, teachers or school leaders;

e free and anonymous — it is free of charge; answers are anonymized and
data is secure;

e tailor-made — each school receives a personalized, interactive report which
provides both in-depth data and quick insights into strengths and weaknesses.

Nevertheless, a significant drawback of SELFIE development lies in the ab-
sence of an option for early childhood and higher education. SELFIE is currently
limited to three formats, specifically designed for primary, secondary, and voca-
tional schools. However, the integration of ICT in higher education is no longer
a mere choice, but rather an imperative need. In fact, Mamdouh Alenezi et al. [18]
argue that digital technologies not only enhance teaching and learning, but also
foster student engagement, reduce educational disparities, and enable flexible
learning anytime and anywhere. Therefore, educators in higher education would
greatly benefit from the introduction of SELFIE for this level, as it would allow
for a comprehensive assessment of various aspects related to digital technology
applications in higher education.
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SELFIEforTEACHERS. The COVID-19 pandemic has prompted a shift towards
remote and online learning, thereby creating an increased demand for professional
development programs and support among educators to enhance their digital compe-
tence [19]. Educators have expressed the need for a self-assessment tool to evaluate
their digital competence, which has been developed by the Joint Research Centre of
the European Commission. Subsequently, this tool, known as SELFIEfoTEACHERS,
has undergone enhancements and additional support features, originating from its
initial version. Its official launch took place on World Teachers Day in October
2021, following a pilot phase involving over 4,000 teachers across five countries.
The tool is now accessible in more than 20 languages.

SELFIEforTEACHERS is anchored on the DigCompEdu Framework '“. It serves
as a self-reflection tool that aids in the professional growth of teachers' digital
competence. Its primary objective is to assist teachers in understanding how digi-
tal technologies are utilized in teaching and learning, while facilitating the plan-
ning of collaborative professional learning activities with their peers. Moreover,
it is designed to support school leaders in fostering the further development of
teachers' digital competence. Additionally, teacher educators can utilize this tool
to guide their students in charting their own learning pathways and designing courses
for their students. Lastly, teacher trainers and education authorities can employ
SELFIEforTEACHERS to facilitate teachers' advancement in digital competence.

Completing the SELFIEforTEACHERS assessment usually takes around
25 minutes. It comprises a total of 32 competences, spread across six different
areas of digital competence in accordance with the European Framework for
the Digital Competence of Educators'®. Each area entails between three and nine
specific competences, encompassing diverse aspects wherein technology can po-
tentially be applied.

e Professional engagement (organizational communication, online learning
environments, professional collaboration, digital technologies and school level
infrastructure, reflective practice, digital life, professional learning through digital
technologies, professional learning about digital technologies, and computational
thinking).

e Digital resources: searching and selecting, creating, modifying, managing
and protecting, sharing.

e Teaching and learning: teaching, guidance, collaborative learning, self-
regulated learning, and emerging technologies.

e Assessment: assessment strategies, analyzing evidence, feedback and
planning.

4 Digital competence frameworks for teachers, learners and citizens. Available from:
https://une-voc.unesco.org/home/Digital+Competence+Frameworks/lang=en/id=3#tbar (accessed:
01.06.2023).

15 Buropean framework for digitally competent educational organisations. DigCompOrg,
2015. Available from: https://joint-research-centre.ec.europa.eu/european-framework-digitally-competent-
educational-organisations-digcomporg_en (accessed: 16.07.2023).
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e Empowering learners: accessibility and inclusion, differentiation and per-
sonalization, actively engaging learners, and blended learning.

e Facilitating learners’ digital competence: information and data literacy,
communication and collaboration, content creation, safety and wellbeing, respon-
sible use, problem solving 6.

The competencies span a range of levels, from Al to C2: Al represents
awareness; A2 signifies attempt; B1 denotes usage; B2 involves analysis, reflec-
tion, and redesign; C1 entails support and involvement; and C2 represents initia-
tion and contribution. Teachers are given the opportunity to select the level that
best aligns with their current digital competence. Following the completion of
all assessment items, teachers receive an automated report detailing their results
(A1 — newcomer, A2 — explorer, Bl — integrator, B2 — expert, C1 — leader, C2 —
pioneer), along with recommendations for improvement and reaching the next
level of competence. Additionally, they are awarded a certificate and digital badge
for their participation'”.

SELFIEforTEACHERS offers teachers the ability to establish or join a group,
plan collaborative learning activities, exchange practices, and track their progress
over time or compare it to the group and global average outcomes. Numerous
benefits are associated with this tool, as evidenced by a testimonial from an Irish
teacher who states, “It is arriving at the perfect moment. As we transition post-
COVID, we are considering how we can meaningfully engage teachers in deve-
loping their digital capabilities and competence. One major challenge is to have
a clear understanding of their existing competence level. This tool truly benefits
teachers”!®. However, an important drawback of the tool is its dependency on an EU
account for usage.

We hold the belief that designers are continually working on enhancing
the tool. An example of this is the Knowledge Center Digisprong'®, which is a free
self-reflection tool based on SELFIEforTEACHERS and the DigCompEdu Frame-
work. Notably, it goes a step further by linking the suggestions in the SELFIE
report to training courses. Consequently, teachers receive personalized feedback
along with a defined educational pathway.

It is crucial to acknowledge that SELFIE for TEACHERS primarily serves
as a self-reflection tool that presents subjective data and does not provide a com-
prehensive and validated 360-degree assessment of teachers' digital competence.

Digital Competence Wheel. The Digital Competence Wheel is a practical
and effective tool that provides a comprehensive evaluation of an individual's
digital competences. It assesses their strengths and weaknesses in the digital realm
and offers suggestions for improvement. The process of creating a personal Digi-

16 Digital Competence Framework for Educators (DigCompEdu). Available from:
https://joint-research-centre.ec.europa.eu/digcompedu_en (accessed: 15.11.2023).

17 SELFIE for TEACHERS. Available from: https://education.ec.europa.eu/news/a-new-toolkit-
for-users-of-selfie-for-teachers (accessed: 15.11.2023).

13 Tbid.

19 “Digisprong” of the Flemish Community. Available from:
https://commission.europa.eu/projects/digisprong-flemish-community _en (accessed: 20.10.2023).
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tal Competence Wheel takes approximately 15 minutes. Participants are asked
to respond to a series of 52 questions and rate themselves on a 7-star scale, selecting
the description that best matches their abilities. The scale ranges from 1 (to a very
small degree) to 7 (to a very large extent).

At the conclusion of the assessment, individuals are prompted to select
a specific job type to compare their answers with others in a similar role and iden-
tify the most crucial competences within the domain of digital literacy. The results
of the assessment are then generated in the form of the DC wheel and sent to
the participant's email address. By clicking on any competency within their wheel,
individuals can access a more detailed explanation of the competence and its cor-
responding score. Each competency summary highlights areas that require im-
provement in order to strengthen overall digital literacy. Furthermore, individuals
have the opportunity to compare their results with those of other users, gaining
insight into their relative strengths and areas that necessitate additional effort.

Additionally, participants receive personalized recommendations in the form
of a report that lists three competences with the lowest scores. To enhance their
overall skill set, individuals are encouraged to follow the suggested exercises as-
sociated with these competences.

The platform offers two subscription options: free and premium. The free
version provides individuals with a snapshot of their current level of digitalization
in their professional lives. The premium subscription, however, offers enhanced
features that include the ability to build individual profiles, gain a comprehensive
overview of an organization's digital competence levels, integrate the organiza-
tion's learning materials into the platform, establish a direct link between results
and resources, and monitor personal progress in digital development.

In the current study, the Wheel was tested by six participants in order to
conduct further research on the digital competences of lecturers at the University
of Porto, Perm National Research Polytechnic University, and the University of
Tyumen. The participants consisted of five professors, comprising 2 males and
4 females, within the age range of 35-50 years old. These participants represented
various departments, including Computer Design, Environmental Protection, Pub-
lic Relations, Foreign Languages, Mass Communication, and Educational Studies.
All participants were provided with the opportunity to utilize the Wheel to evalu-
ate their digital competences.

Table presents the average results and total scores of the six participants
across all six areas of competences. The total score indicates the aggregate evalua-
tion of scores across all competences and questions. This score corresponds to one
of eight levels of digital literacy: levels 1-2 represent the Foundation level, levels
3—4 signify Intermediate proficiency, levels 5—6 denote Advanced expertise, and
levels 7-8 indicate Highly Specialized competence.

In general, the participants exhibited a wide range of total scores, spanning
from 47% (participant D) to 84% (participant E). A score of 47% corresponds to
Level 2, where users are capable of independently performing simple tasks with
some guidance when necessary. A score of 53% at Level 3 indicates that users can
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complete routine and well-defined tasks, as well as solve straightforward prob-
lems on their own. At Level 4, a score of 67% signifies users' ability to perform
routine tasks and solve straightforward problems independently. Lastly, scores of
84% and 83% at Level 6 demonstrate users' proficiency in completing tasks and
identifying the most appropriate solutions for most problems, while also being
able to adapt solutions to complex contexts?’,

Results of the Digital Competence Wheel test

Areas A B Cc D E F
Information, % 86 62 47 52 85 84
Communication, % 85 68 78 58 83 79
Production, % 81 78 34 31 81 86
Safety, % 75 58 54 46 76 71
Total score, % 82 67 53 a7 84 83
Level Advanced 6 | Intermediate 4 | Intermediate 3 | Foundation2 | Advanced6 | Advanced6

Source: compiled by Elizaveta A. Osipovskaya, Svetlana Yu. Dmitrieva, Anastasiia A. Savelyeva.

Regarding specific competences, participant A achieved the highest scores
in Collaboration (97%), and participant C excelled in Social Awareness (93%).
Collaboration refers to the ability to coordinate efforts in both traditional and digi-
tal contexts, while Social Awareness implies the demonstration of appropriate be-
havior in social interactions, with an awareness of how technology can influence
society and social relationships. On the other hand, the lowest scores were ob-
tained in Configuration (Production) by participants C and D, with scores of 14%
and 8% respectively. Configuration pertains to the ability to adjust applications
and devices and resolve technical problems?!.

The participants received recommendations on how to improve their indi-
vidual overall scores. Participant A was advised to enhance their competences in
Law, Health, and Automation, which scored 60, 67, and 73% respectively. Partici-
pant B's lowest scores were in Media Choice, Search, and Configuration (56, 57,
58%). Participant C exhibited deficiencies in Configuration, Automation, and
Search competences (14, 19, 29% respectively). Participant D needed to focus on
Configuration, Automation, and Health (8, 17, 29%). Lastly, participants E and F
had their lowest scores in Health and Data Protection.

Generally, Automation and Configuration displayed the lowest scores among
the participants. Automation refers to the ability to modify or create digital solu-
tions that can automate tasks, while Configuration involves adjusting applications
and devices to personal preferences and resolving technical problems or tasks??.
In our perspective, these skills may be less essential for a university professor who
teaches subjects such as languages or history, as technical specialists may perform

20 Digital Competence Wheel. Available from: https:/digital-competence.eu
2! Ibid.
22 Ibid.
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these tasks more effectively. Conversely, Health, which encompasses caring for
both physical and mental well-being in a technology and media-driven environ-
ment, is a much more crucial competence for educators who must embrace tech-
nology in their daily lives.

The testing of the Digital Competence Wheel has revealed numerous evident
advantages. These include the tool's accessibility, visual and interactive nature,
user-friendly interface, and provision of credible, reliable, and comprehensive in-
formation regarding an individual's level of digital competence. However, the wheel's
self-assessment nature may raise concerns about its objectivity when individuals
take the test. Recommending anonymous usage of the tool could address this issue
and lead to a more objective assessment of professors' digital competence levels.

Conclusion. Today, the use of digital technologies empowers teachers and
facilitates a transformation in their roles. Consequently, educators who possess
the requisite knowledge and proficiency in technology may supplant those who
lack such expertise. As digital competencies evolve incessantly, it is imperative
for instructors to adapt by continuously updating their professional development
programs. Unfortunately, due to the rapid emergence of new technologies, it is not
always feasible to maintain pace with these advancements. Hence, training pro-
grams for educators should prioritize the cultivation of creativity in employing
both established and cutting-edge tools, enabling them to effectively navigate
novel, uncertain, and intricate scenarios, exemplified by technologies like GPT
chat or other technological innovations. In essence, these programs should foster
the development of multidisciplinary competencies, as well as skills in learning
and innovation.

One pertinent matter that needs to be addressed in future studies revolves
around the incorporation of Al in the DigComp Framework. We contend that Al
should be viewed in a transversal manner, as its impact encompasses information
interpretation, generation, and security. Nevertheless, an organized approach to Al
implementation should regard the framework as a modular system, allowing for
the creation of specialized educational training modules that focus on specific skills.

SELFIE for School offers a comprehensive depiction of a school environment
by involving administrators, teachers, and students. Regrettably, its applicability
in higher education settings is limited, as the questions are tailored to the school-
level context. On the other hand, the Digital Competence Wheel provides a de-
tailed profile of educators and supplies comprehensive information. However, it is
crucial to acknowledge that the resulting profile may not be entirely objective.
Therefore, the Wheel should be used in conjunction with other assessment methods.

One notable drawback of this study is its theoretical nature, compounded by
a small sample size. Nonetheless, the findings underscore the variance in compe-
tencies among lecturers in different fields, necessitating a focus on cultivating di-
verse skill sets. Future research endeavors could involve faculty members to dia-
gnose their digital competencies, serving as a basis for proposing targeted training
programs to address the identified areas of improvement.
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