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ABOUT THE DIGITAL EDUCATION LEADERSHIP CURRICULUM 
The Commonwealth Digital Education Leadership Training in Action (C-DELTA) project is a 
programme of the Commonwealth of Learning (COL) that intends to promote digital education 
in the Commonwealth nations. In order to develop Digital Education Leaders (DEL), these 
modules have been produced by the Centre for Innovation in Learning and Teaching CILT) at 
the University of Cape Town (UCT) in collaboration with COL. The Conceptual framework 
underpinning these modules has been published - see http://oasis.col.org/handle/11599/2442. 
However some aspects from the Concept Document are foregrounded here to assist you in 
understanding how the modules are planned and work together.  

A curriculum for digital education leadership requires two components: digital education and 
leadership in digital education, with digital literacies as the basis for both. The two components 
for the curriculum framework have been developed on the assumption that before an individual 
becomes a digital education leader, that individual must first demonstrate capability in the 
practices identified with digital education. In other words, the assumption is that a leader 
should be able to walk their talk and can only lead if they have the necessary knowledge in the 
“stuff” to be led. Hence, two linked frameworks have been developed: one addressing digital 
education and one addressing leadership in digital education.  

Overview 
The module overview gives you a general introduction to the module. We strongly recommend 
that you read the overview carefully before starting your study. 

Is modules of C-DELTA suitable for me?   
Digital education leadership is more than a set of digital abilities or skills; it is a method and set 
of processes for doing and thinking about digital education. In these modules we seek to 
develop you as a Digital education leader through fostering your digital literacy,  in order to 
develop your influence of others through your creative pursuits and innovations in the effective 
use of ICT for teaching and learning. This view goes beyond skills and competencies, although 
digital education leaders need to be fluent in the use of ICT for learning and teaching. As a digital 
education leader, you must be able to translate literacy to leadership through questioning the 
status quo, providing direction and exercising influence. 

We assume that leadership is an attribute of an individual and is not related to any position or 
roles they may have. Digital education leadership, from this perspective, will involve different 
players at different levels. However this initiative envisages primarily three sets of learners: 
students, teachers and policy makers.  

The modules all contain a number of multiple choice questions (MCQs) that will give you a sense 
of what concepts you are familiar with and which are new to you. Depending on your prior 
knowledge you may choose to use these MCQs to construct a personal learning path through the 
curriculum. However given that the activities within the modules are aimed at helping you 
develop capabilities and skills in digital education leadership we recommend that even if you 
are familiar with the content, that you engage in the activities.  

The depth and the way you engage with the curriculum is likely to differ depending on your 
context and prior experience. We anticipate that these modules may be suitable for individuals 
to undertake as a self-study resource.  

http://oasis.col.org/handle/11599/2442
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In addition, Governments, educational institutions and civil society organisations across 
Commonwealth countries and beyond may also like to use the framework, curriculum, courses 
and assessment tool developed in this project for workshops and group training. As the 
resources are published under a Creative Commons license, you are free to adapt them for your 
contexts under the license agreement. Many of the activities can be adapted to be done in a 
group and by working through the MCQs. It is also possible (at an organisational level) for the 
curriculum to be contextualised and customised for a group process. 
 

How Part 1 is structured 
Digital education has been defined here as the process of fostering people’s ability to live, learn 
and work in an evolving digitally mediated society by (i) developing digital identities, (ii) 
mobilising resources and (iii) engaging with networks.  
 
Part 1 (Modules 1-3) of the curriculum are structured around these three interrelated themes.  
 
Developing digital identities refers to working with the digital tools and networks to which 
you have access in your contexts in order to enable you to create and manage your own online 
presences and footprints, and to exercise control over your expression of this digital identity (or 
identities). By implication, this involves negotiating pathways within contexts.  
 
Mobilising resources refers to the processes of finding out which resources are available to 
you in your context, which skills you need in order to acquire the necessary capabilities to draw 
on these resources, the development of understanding of how these resources are used in 
practice in your particular contexts, and the development of capabilities to evaluate, combine 
and create new resources.  
 
Engaging with networks refers to interacting with networks in a manner that is meaningful 
and purposeful. This entails constructively sharing information, knowledge and resources. In 
the online space, this can entail building on your understanding of the social media ecosystem to 
enable choices regarding where and how you can create online profiles, interact with people 
across different networks and build of personal learning networks.  
 
How Part 2 is structured 
Part 2 of the curriculum comprises modules 4-7. It focuses on developing you as a Digital 
Education leader in order to work together with individuals, institutions, communities and 
networks to foster people’s ability to live, learn and work in an evolving digitally mediated 
society by: 

1. enhancing access — i.e., environmental considerations;   
2. making informed decisions appropriate to context — i.e., to choose from options in a 

given context and implement digital education; 
3. developing capacity in individuals, curricula and organisations — i.e., operational 

dimensions; and 
4. cultivating innovation — i.e. to reflect being a leader, foster collaboration and networks 

to accelerate innovation.   
 

The module content 
Each dimension comprises: 

• An introduction to the unit content. 
• Unit outcomes  
• New terminology. 
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• Core content of the unit  
• A variety of learning activities  
• A unit summary. 
• MCQ assessments, as applicable  

 

Resources 
For those interested in learning more on this subject, we provide you with a list of additional 
resources throughout the modules these are usually online resources with further links to a 
range of multimodal resources. We are cognisant of different contexts and the variation in 
access to the internet and so have tried to provide a range of resources. The curriculum aims to 
acknowledge histories, bodies of knowledge and thought leaders from a range of 
Commonwealth countries and is designed to be sensitive to participants’ contexts and 
experiences. However we are few people and would welcome  your suggestions and input in 
terms of resources and examples. The curriculum is CC BY-SA which enables you to adapt and 
modify the content and we hope that if you do so you will contribute your suggestions back to 
us.  
 

Your comments 
After completing these modules we would appreciate it if you would take a few moments to give 
us your feedback on any aspect of this module. Your feedback might include comments on: 

• content and structure. 
• reading materials and resources (including videos). 
• activities. 
• assessments. 
• duration. 

 
Your constructive feedback will help us to improve and enhance this module. 
 
Study skills 
As an adult learner, your approach to learning will be different to that from your school days: 
you will choose what you want to study, you will have professional and/or personal motivation 
for doing so and you will most likely be fitting your study activities around other professional or 
domestic responsibilities. Essentially you will be taking control of your learning environment. 
As a consequence, you will need to consider performance issues related to time management, 
goal setting, stress management, etc. Perhaps you will also need to reacquaint yourself in areas 
such as essay planning, coping with exams and using the web as a learning resource. Your most 
significant considerations will be time and space i.e. the time you dedicate to your learning and 
the environment in which you engage in that learning. We recommend that you take time 
now—before starting your self-study—to familiarize yourself with these issues. There are a 
number of excellent resources on the web.  
 
Timeframe 
As described above, as an adult learner, you will make choices about how deeply you want to 
engage with the module. This will depend on your prior experiences and context. The modules 
range between 30 and 60 pages and include 3-6 activities which require further exploration, 
reflection, engagement and exploration from you. We estimate if you engage fully with the 
modules it will take you 16-20 hours. 
 
Assessments 
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Each module also has a number of multiple choice quizzes. This will give you a sense of how 
well you have understood the concepts and content contained in each module. However it won’t 
give you the experience and skills you need in order to become a Digital Education Leader. The 
activities provided in the modules are for self-directed learning and development. Through 
engaging in these activities you will develop your own digital practices which will provide the 
basis for your development as a Digital Education Leader.  
 
Margin icons 
While working through these modules you will notice the frequent use of margin icons. These 
icons serve to “signpost” a particular piece of text, a new task or change in activity. A complete 
icon set is shown below. We suggest that you familiarize yourself with the icons and their 
meaning before starting your study.  
 

 

 
  

 

Activity Assessment Outcomes Terminology Summary 
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MODULE 6: CAPACITY BUILDING 

Unit 1: Mobilising resources 
Introduction 
In this unit, we will consider how to mobilise resources for designing a capacity building programme. 
In the light of opening up education to benefit a majority of learners, we consider that the capacity 
building process should allow for a flexible approach, which is responsive to varying contexts. This 
follows from Module 1 and 2 where you had looked at some websites and started to think critically 
about who produced them and how that impacts on the content they offer. Also Module 2 allowed 
you to understand how to critically search for information, considering contexts and contrasting 
viewpoints. This unit starts with the concepts of training and developing people’s capacity which 
include getting to know who your learners are and what are their learning constraints, strategies for 
facilitation, strategies for engaging stakeholders to best mobilise resources and strategies for 
developing people’s ability to develop or repurpose resources in their respective contexts.  

Lane (2008) suggests that “innovative designs for formal courses involve creating structured pathways 
through a mixture of existing and new content and activities using a mixture of media and technologies 
in the process.” Thus it is necessary to think about the processes and eventual objectives that could 
constitute such pathways, for building capacity. 

 

 
 

Upon completion of this unit you will be able to: 

● Analyse learner demographics and accessibility requirements 
● Compare and select resources for developing digital learning content and 

maximizing on Open Educational Resources.  
● Prioritize material selections and development based on learner 

requirements and resource accessibilities 
● Devise strategies for building capacity for digital literacies.  
● Develop learning material for capacity building and inclusive learning 
● Design learning activities based on the five principles of open educational 

technologies: designing for access, agency, ownership, participation and 
experience. 

 

 
Terminology 

Learner profile: The Learner Profile will identify strengths, gaps, development 
areas, interests and aspirations. It is aggregated from all 
activities, proficiencies and environmental background of the 
user, and provides a tool for goal setting and advising. 

Community of 
Practice: 

A community of practice is a group of people who share a 
concern or a passion for something they do, and learn how to 
do it better as they interact regularly. This definition reflects the 
fundamentally social nature of human learning 

Agency: When referring to a student it is about the student’s knowledge 
and capacity: -to act and make a difference -to have choices and 
the ability to act on those choices -to direct learning and take 



 

6 | P a g e  
 

responsibility for their own learning -to empower self-learning -
to contribute to the learning of others and how their learning 
community operates -understanding the process of how they 
learn and how to unlearn. 

Collaborative 
Inquiry 

Learners work closely together to enhance their understanding 
of the world around them. They develop a question, gather and 
analyse evidence, determine next steps and share their findings 
and recommendations. 

Digital fluency The ability to find, organise, understand, evaluate and analyse 
information using digital technologies. Learners use the right 
technologies effectively to achieve the outcomes they want. 
(Some people use this term 'digital fluency' interchangeably 
with 'digital literacy'). 

Learning design It's a more or less formal description of a pedagogical scenario 
(also called educational script or storyboard) and that may or 
may not follow an instructional design model. The process of 
learning design refers to the activity of designing units of 
learning, learning activities or learning environment. 

Crowdsourcing Crowdsourcing is a type of participative online activity in which 
an individual, an institution, a non-profit organization, or 
company proposes to a group of individuals of varying 
knowledge, heterogeneity, and number, via a flexible open call, 
the voluntary undertaking of a task. Brabham (2008) defined 
crowdsourcing as an online, distributed problem-solving and 
production model. 

Analysing learner needs  

All learners potentially face barriers to learning. These can be seen as a product of a 
mismatch between the needs of the learner and the learning experience and environment. 

Learning needs that affect learning can include: 

• sensory, motor, cognitive, emotional and social constraints, 
• individual learning approaches or preferences, 
• linguistic or cultural preferences, 
• technical, financial or environmental constraints. 

Some learners are more constrained than others and are therefore less able to adapt to the 
learning experience or environment offered; for this reason the learning environment or 
experience must be more flexible.  

A learner profile can be broken down into two main categories:  

1. Social, Personal and Professional Background  
2. Preferred learning/cognitive preferences  
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Social, Personal and Professional Background 
As a digital education leader, you may need to collect data about the backgrounds of the 
learners you are working with - in order to better understand their approach, for example – 
and prepare materials accordingly. When you are collecting data, it is possible to collect a 
lot of learner profile data – more perhaps than you could use. It is therefore important to 
think about what data you most need for the particular course you are preparing. For 
example,  

• For a course on a sequential subject (e.g., maths or a foreign language), data on prior 
learning might be the most important to have.  

• For a course on a professional subject (e.g., law, accountancy), the most important thing 
to know might be learners’ current work and the type of work that they hope to move 
into. 

• For a course on Digital Literacies, having a critical perspective on the way technology is 
impacting our daily lives might help to select appropriate material 

Here are some resources on doing research with people (as opposed to doing research about 
people-as-objects): 

1. Powley, R. 2013. Research Methods for Educational Leaders. Commonwealth of Learning. 
[CC BY SA]  http://oasis.col.org/handle/11599/2488  

2. Bergold and Thomas, 2012. Participatory Research Methods: A Methodological Approach in 
Motion. Forum: Qualitative Social Research. 13(1)30. [CC BY 4.0] http://www.qualitative-
research.net/index.php/fqs/article/view/1801/3334  

3. Tandon, Hall, Lepore and Singh. 2016. Training the Next Generation of Community Based 
Researchers: A Guide for Trainers. PRIA.org [see Knowledge Resources tab] 

You therefore need to adapt your profile data collection to your facilitation needs. 

The table below outlines the types of information you may need to collect from your 
learners.  

Table 1: Reflecting on learners needs 

Type of Data  Learner needs - Questions to ask You need to know this to decide...  

Literacy level 
and Prior 
knowledge 

Who are your learners? What 
challenges might  they face to 
understand the material? 

What help is there? How do 
learners access help?  

The level of Language to use when 
writing materials . 

What types of questions to ask to 
gather prior knowledge.  

How and where to direct them to 
levelling activities. 

Age Group  How can I better engage my 
learners?  

What types of examples to use The 
extent to which you can draw on 
learners’ experience (e.g., older 
learners will have more experience 
of work and levels of 
responsibility/awareness for 

http://oasis.col.org/handle/11599/2488
http://www.qualitative-research.net/index.php/fqs/article/view/1801/3334
http://www.qualitative-research.net/index.php/fqs/article/view/1801/3334
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understanding the risks related to 
living in a digital world)  

 

ICT skills  1.3 What attitudes and 
preferences do your learners have 
around ICT? 

 What ICT skills do your learners 
need? What skills do they already 
have? 

The skills you can assume learners 
have and which will have to be 
taught  

Reasons for 
Studying  

How  will this course enhance the 
knowledge that the students 
already have.  

How can this course allow them to 
explore advanced concepts and 
skills?  

What information should be 
communicated about how digital 
technologies can support their 
learning?  

The approach and types of 
examples to use to best motivate 
learners (e.g., learners studying 
digital literacies as educational 
leaders might be motivated by a 
different approach than that of 
learners studying digital literacies 
as software developers.) 

Home and 
Learning 
Situation  

Does the learner have a place to 
study? Does the learner have 
access to electricity?)  What types 
of digital devices do they have 
access to? 

Can you set a task that requires 
going to a library? 

 

The period of induction is critical 
for establishing expectations and 
easing students into new 
approaches. Social networks can be 
used to engage students before 
they arrive at university/college, to 
give them a sense of belonging, and 
to begin the process of sharing 
expectations including expectations 
about technology use 

Source: Modified from 
http://wikieducator.org/Training_Educators_to_Design_and_Develop_ODL_Materials/Developing_Learners%E2%80%99_P
rofile (CC BY SA) 

 
 

Reflection 
As an educator, try to think of the learners in your learning environment (Seminar, Online 
learning, Class-room; or are your working individually on this course, in which case this 
reflection would be quite individual and from your personal social and professional 
identifications?) Think of them in terms of their race, nationality, ethnicity, and social status 
etc. Jot down some 'sensitive' points that you think you need always to avoid to refer to or to 
use as examples in your classroom that could offend any particular student in general. 

A facilitator in the context of international organisations such as COL should therefore always 
bear in mind that the target groups for his/her course would indeed be diverse and spread 
over different cultures from all over the world. So learner profiling should range from the 
more general profile (or group) to the more specific (or individualised) profile. 

 

http://wikieducator.org/Training_Educators_to_Design_and_Develop_ODL_Materials/Developing_Learners%E2%80%99_Profile
http://wikieducator.org/Training_Educators_to_Design_and_Develop_ODL_Materials/Developing_Learners%E2%80%99_Profile
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Preferred learning/cognitive preferences 
Bent and Stockdale (2009) differentiate between learning styles, attitudes and habits: 

“Learning styles which are a reflection of an individual’s personality and are usually an unconscious 
trait, are difficult to influence or change. They can be thought of as the way in which a learner 
receives, sorts interacts and processes information. Learning attitudes are frequently a conscious 
train and often depend on motivations. In contrast, a learning habit describes the way in which a 
person has learned to learn.” 

Most of the recent literature however suggest that over-reliance on Learning styles can be misleading 
and harmful (For more information, you can have a look at Differing viewpoints about learning styles 
and preferences that are covered in the Learning styles and Preferences by Don Clark. 

In the context of digital literacies, individual learning will vary with respect to their learning habits or 
dispositions (Claxton and Carr, 2004). Thinking dispositions, such as a tendency to explore alternative 
views, tendency to wonder and probe, to seek connections and explanations, and to be reflective, 
should be embedded in learning activities that will enable learners to develop information 
discernment and make quality judgments. Provision for a variety of interaction with resources (e.g. 
databases, e-journals, books, peers, tutors and other individuals) can determine the level of new 
knowledge learnt or produced and the degree of changed behaviours.  

Extra resources – Thinking Critically 

● Learning styles don't exist - video (6.55 min) by Daniel Willingham.  
● The myth of learning styles - a blog post by Mo Costandi for the Wellcome Trust 

which hosts articles written by experts from the field of neuroscience and 
beyond.  

 

 
Activity 

 

Activity 1.1 Social Presence and Learning design 
implications 
Read through the article “The power of Social Presence for Learning” by Aimee 
Whiteside: 

http://er.educause.edu/articles/2014/5/the-power-of-social-presence-for-
learning.  

This should give you a good understanding of how awareness of one’s digital social 
presence has profound learning design implications. Key takeaways from Aimee’s 
article are:  

1. Social presence remains the key to a successful learning experience, and 
understanding social presence, with its critical connection to learning and 
community building, allows us to better support faculty and students. 

2. Understanding a wide selection of tools, media, and reflective activities 
helps faculty assist students in taking responsibility for their own learning. 

3. Providing iterative feedback and mindful assessments helps faculty meet 
learning outcomes and guide student learning. 

4. Implementing change in small steps is the key to understanding which 

http://www.nwlink.com/%7Edonclark/hrd/styles.html
http://www.nwlink.com/%7Edonclark/about/about.html
http://youtu.be/sIv9rz2NTUk
http://thinkneuroscience.wordpress.com/2013/04/11/the-myth-of-learning-styles/
http://www.wellcome.ac.uk/index.htm
http://er.educause.edu/articles/2014/5/the-power-of-social-presence-for-learning
http://er.educause.edu/articles/2014/5/the-power-of-social-presence-for-learning
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strategies work and which lead to frustration and discontent. 

 
For each of the takeaways, write down how you would address these in practice. 
Describe your own teaching and learning context and provide examples for each of 
these points. 

• You can refer to different colleagues who have a social presence and 
how they manage their identities. 

• List different tools that your peers use and examples of student agency.  
• Consider different changes that have occurred at your workplace / 

learning place and how changes had been managed or mismanaged.  

 
You can ask students to take a Digital Literacies survey to learn more about their 
level of digital literacy and how it affects their learning and future employability 
prospects by taking a survey. There are many surveys that are available on Digital 
literacies:  

1. The  Professionalism in the Digital Environment (PriDE) project at the 
University of Bath has developed a Survey which can be accessed at  
http://skills-survey.bath.ac.uk (CC BY SA) 

2. The Digital Literacy Survey created by the European Computer Driving 
Licence (ECDL) this survey consists of a variety of questions based on 
common ICT tasks, and identifying new media tools. You will be able to 
compare your digital confidence to your actual levels of digital literacy. 
Accessible at http://www.digitalliteracy.eu/ 

3. The Open University UK has a self-assessment checklist for digital 
literacies to allow learners to be more aware of the need to be finding the 
right sources of information, proficiency in the use of social networking 
tools and digital identity managements. 
http://www.open.ac.uk/libraryservices/beingdigital/accessible/accessible
-pdf-35-self-assessment-checklist.pdf 

After learners have been able to situate their level of digital literacies and are more 
aware of their social presence in the digital realm, they can form part of a more 
vibrant and productive community.  

 

In the next section, we will be discussing how to Compare and select resources for developing digital 
learning content and maximizing on Open Educational Resources 

Comparing and selecting resources for developing digital learning content and maximizing 
on Open Educational Resources 
Before we begin our searching for educational resources, it is important to consider what 
our current instructional and curricular needs are. Here are a few questions to ponder to 
help you identify some potential topic areas and keywords: 

1. Are there any specific content gap areas in my existing curriculum? For example, I 

http://skills-survey.bath.ac.uk/
http://www.digitalliteracy.eu/
http://www.open.ac.uk/libraryservices/beingdigital/accessible/accessible-pdf-35-self-assessment-checklist.pdf
http://www.open.ac.uk/libraryservices/beingdigital/accessible/accessible-pdf-35-self-assessment-checklist.pdf
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might have an urgent need for STEM literacy resources. 
2. Are there new types of digital materials that I would like to integrate into my existing 

curriculum? For example, I might want to offer my students more opportunities to 
use interactive games and simulations. 

3. Are there innovative teaching and learning strategies and styles that I would like to 
incorporate into my instructional plan? For example, I might desire to try some kinesthetic 
learning or guided inquiry activities. 

4. Are there current events and news topic areas that I need resources for? For example, I 
might be interested in finding the latest resources on climate change or refugees. 

OER Discovery in Action 
Science Teacher and OER Trainer, Joanna Schimizzi walks us through her process of thinking 
deeply about what types of resources she currently needs to support innovative teaching 
and learning in her class (considering the questions above), identifying a keyword to type 
into the search bar (kinetic energy), then exploring the results, refining her search, and 
reflecting on the resource she discovered. 

Watch a short video on searching OER at https://www.youtube.com/watch?v=EV4K-V2cHYk 
(CC BY-SA)  

Reflect on the existence of educational resources that are free for accessing, reuse and repurposing 
and redistribution. What are the implications for teaching practices? Adhering to prescribed 
textbooks? Setting standards? As an educational leader what are your thoughts of using others 
contents and making modifications to suit your own purpose? 

 
 

Reflection 
Post your understanding of Open Educational Resources and implications for your 
practice. While OER is becoming main stream in many educational institutions, their 
reuse and re-integration into the repositories is not as consequential. Why do you 
think this is so? Write down your thoughts in the form of a mindmap showing the 
different enablers and challenges to OER adoption.  

Go through the Curation notes by a group of OER community practitioners and 
thinkers, and observe the way that the ideas are generated and flow across each 
other. What are your thoughts about this collaborative “discussion” of ideas? Look 
back at the Mindmap and add any instances of enabling and challenging factors. 
Consider, human, technical and process-based factors and outcomes.  

 

Design learning activities  
Kahle (2008) had proposed 5 principles for open educational design:  

• Designing for access,  
• Designing for agency,  
• Designing for ownership,  
• Designing for participation, and  
• Designing for experience.   

https://www.youtube.com/watch?v=EV4K-V2cHYk
https://docs.google.com/document/d/10V8VX53Lwjs4snnyVMGrYeZPA_vooHT2lxIvWcMbbMk/edit


 

12 | P a g e  
 

Access refers to the ability for a wide variety of people to effectively learn from education resources 
since these can be relatively easy to obtain. When creating learning material designed for agency, the 
people who partake of these material can then easily rework the contents or modify source codes 
eventually to fit their own purposes and contexts. Ownership refers to Richard Stallmans philosophy 
of four freedoms – that users of resources should be able to incorporate these resources into new 
forms and functions. Participation refers to the need for learning to form aprt of a social context as 
well as a community of practice that generates and sustains the creation of learning resources. Design 
for experience look at learner experiences and emphasises the importance of aesthetical and used-
centred designs for better human-computer interactions for to capture attention and engage the 
mind.  As Kahle puts it: “these principles would enable the positive transformation of both the 
educational technologies and the educational communities that adopt them” 

Watch Design Thinking -- Maximizing Your Students' Creative Talent: Co Barry at TEDxDenverTeachers. 

Co Barry talks about design processes as firstly developing empathy (access and experience) for the 
cause you want to learn about. This would enable learners to strive for enhancing their knowledge 
about the issue and maximize their learning (Agency). Secondly she highlights rapid prototyping 
method for devising solutions for the problem that they have found out by being more engaged and 
a sense of achievement (participation and ownership).   

Having a design approach to creating learning activities enables a more holistic learning experience 
and allows for students to think more creatively and propose authentic, research-based solutions.   

Watch the video by Alistair Creel on Openness in Education – 

How open should we be in our teaching? Is open always best or is there a case for more restricted 
communities?  

When designing learning activities for a wide range of learners, the challenge is that each student will 
have different levels of technology use and ability to think critically about the use they make of 
technology and their digital presence. Culture is also an important factor when thinking of the 
responses / learning artifacts that you expect from learners and their ability to innovate.  

The case study from the Virtual University for Small States of the Commonwealth (VUSSC): Capacity 
Building in ODL and ICT depicts the various opportunities that came out from the collaborative 
venture. This bottom-up approach involved an intensive use of technology in education and used 
three modes of instruction : 

1. The face-to face workshops where participants from various countries were required to be 
trained in using open source authoring tools and content development 

2. Online instructions and 
3. The development of the Transnational qualifications framework  

 

 
 

Activity 1.2: Mapping openness 
Read the VUSSC capacity building case study and using Kahle’s framework, map out the 
various instances of how VUSSC meets the five principles of openness in design. You can 
use a tabular format for this activity.  

How does the fact that this was a Ministers of Education supported project enable this 
capacity building exercise?  

 

https://www.youtube.com/watch?v=nyt4YvXRRGA
https://connect.sunet.se/p8oagfudxl5/?launcher=false&fcsContent=true&pbMode=normal
http://oasis.col.org/handle/11599/2270
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Additional reading 

Mamykina et al (2016) Learning from the Crowd: Observational Learning in 
Crowdsourcing Communities 
www.eecs.harvard.edu/~kgajos/papers/2016/mamykina16learning.pdf 

 

The OER design process 

OER framework by Witthaus et al 2011 

 

We will now follow the OER design flowchart.  

This framework was part of a 2011 presentation by Gabi Witthaus, (University of Leicester), Julian 
Prior (University of Bath), Sam O’Neill (University of Derby), Alejandro 

Armellini (University of Leicester) that explained the process for the University of Leicester’s (and 
others in their network) of OER production and development. The CORRE model is “a framework for 
transforming teaching materials into OER” which assumes that those who implement the model will 
have a substantial amount of known materials available to support the building of an OER. They 
emphasize four phases: 

• Content 
• Openness 
• Reuse & Repurpose 
• Evidence 

CONTENT 
Choose a topic you would like to develop as an Open Educational Resource. Search for appropriate 
content using OERCommons, or any other OER repository as has been listed.   

OPENNESS 
Check the rights for the contents that you have selected. If you need clearance, then email the 

http://www.eecs.harvard.edu/%7Ekgajos/papers/2016/mamykina16learning.pdf
https://www.oercommons.org/
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people concerned. 

Start building your course on each of your respective team discussion forums. For the moment you 
will be compiling the contents using a collaborative approach. You can consider using Google Drive, 
Google Docs or creating a Google Site to share these resources openly.  

REUSE/REPURPOSE 
Organise yourselves into teams of 5-6 members. Propose that 2 members form part of a 
coordination team. This duo will be responsible for evaluating and providing suggestions to the 
content developer team. The Development team will propose their design template as per Kahle’s 
design principles. The coordination team will then post their feedback and constructive criticisms in 
the comments section for each page. 

 Based on the comments from your peers, rework the contents and pilot them and learning activities 
in your respective schools for one class. Ask for permission to record the students accessing and 
learning the contents. Gather feedback on video about how they liked the contents and what they 
had learnt. Please note that if you have two/three chapters, then you will need to organise 
two/three sessions. Or it could be in two other schools. 

EVIDENCE 
Present your OER course, student use and reflections in a PowerPoint presentation. 

This presentation can serves as a proof - evidence - of your course design. 

 

 
 

Activity 1.3: Crowdsourcing on wiki educator 
Access the page at Wikieducator Learning in a digital Age. 
https://wikieducator.org/Learning_in_a_digital_age/Crowdsourcing_topics_for_Li
DA. 

Observe the way in which the contents have been planned out and eventually in 
the design blueprint. An example for the 
https://wikieducator.org/Learning_in_a_digital_age/Design_blueprint has been 
provided for the Digital skills for collaborative OER development.  

The final approved Course specification can be accessed at 
https://wikieducator.org/Learning_in_a_digital_age/LiDA_approved_course_spec
ification.  

Perform a google search with the terms Wikieducator Learning in a digital Age – 
What do you observe about the different results?  

 

Propose an outline for a learning content which will follow the design principles 
set by Kahle based on Design Thinking (Design for Access, Agency, Participation, 
Ownership, Experience)  

Propose design choices for tools and technologies that would help you to have as 
open an approach to the Content development as possible. Use the template 
below to fill in your design outline:  

Your 
proposal 

Questions to ask Design principles 

https://wikieducator.org/Learning_in_a_digital_age/Crowdsourcing_topics_for_LiDA
https://wikieducator.org/Learning_in_a_digital_age/Crowdsourcing_topics_for_LiDA
https://wikieducator.org/Learning_in_a_digital_age/Design_blueprint
https://wikieducator.org/Learning_in_a_digital_age/LiDA_approved_course_specification
https://wikieducator.org/Learning_in_a_digital_age/LiDA_approved_course_specification
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 Who is the technology open for? 1. Design for access 

 What is the degree of user action 
and control over the technology? 

2. Design for agency  

 How can you allow people to have a 
stake in the contents through open 
licensing 

3. Design for ownership 

 How can you encourage community 
involvement in developing or 
extending the resource? 

4. Design for participation 

 What are the design considerations 
for aesthetics of use as users will 
quickly make judgements 

5. Design for experience 

Additional resources 

Watch Creative thinking - how to get out of the box and generate ideas: Giovanni 
Corazza at TEDxRoma 

https://www.youtube.com/watch?v=bEusrD8g-dM 

http://ed.ted.com/lessons/let-s-make-history-by-recording-it-storycorps-ted-
prize  

Andy Lanes’ article “Designing for innovation around OER” 
http://jime.open.ac.uk/article/download/2010-2/401/ 

 

 

 

Activity 

Activity 1.4: Designing a seminar on Digital Literacies 
You are now required to design a seminar /webinar for a topic based on digital 
literacies (eg Recognizing Spam or Dealing with cyberbullying, How to present your 
digital portrait online, etc) 

 

Set the objectives of the seminar/ webinar based on the learner profiles. You are 
free to decide who your learners are.  

 

Select the appropriate resources for your seminar/ webinar. Decide on the format 
of the Seminar/ webinar.  Are you looking for more interactivity? Are you going to 
ask your participants for feedback?  

 

Devise a Checklist for your Seminar/ Webinar based on your searches and Webinar 

https://www.youtube.com/watch?v=bEusrD8g-dM
http://ed.ted.com/lessons/let-s-make-history-by-recording-it-storycorps-ted-prize
http://ed.ted.com/lessons/let-s-make-history-by-recording-it-storycorps-ted-prize
http://jime.open.ac.uk/article/download/2010-2/401/
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requirements. You should indicate the topic, target audience, Objectives etc. You 
have been provided with a Webinar template checklist which can be freely 
downloaded, amended and distributed with attribution.  

Go through the different checklists provided and elect the most comprehensive 
Checklist that can be re-uploaded onto the SlideShare.  

Post the checklist on a discussion forum. 

 

 

 

Summary 

Unit Summary 
In this unit you learned about learning design principles for building capacity 
around digital literacies. You analysed the learners and their learning needs and 
designed learning content and activities to enable and facilitate learner 
engagement and foster opportunities for the learners to have a more open 
approach to learning.  

You also were introduced to Kahle’s five principles for designing learning and 
applied it to two instances – the VUSSC case study and creation of your own open 
content.  

 

 

Assessment 

Assessment 
1. There is a lot of existing and new material, media, technologies and possible 

activities. Designing an innovative approach to formally build capacity of 
individuals would prioritize  

a. Maximum exposure to the range of both existing and new material, media, 
technology and types of activities 

b. Creating curated and structured pathways through a mix of existing and new 
material, media,  technology and types of activities 

c. Testing and trying out the new material, media, technologies and types of activities 
to develop a personal sense of them 

2. Which of the following is a tool for understanding strengths, gaps and 
development areas of users? 

a. Learner profile 
b. Communities of practice 
c. Collaborative inquiry 
d. Social nature of human learning 
3. Because of the social nature of human learning, it will be good to ensure we build  
a. Agency 
b. Collaborative inquiry 
c. Communities of practice 
d. Crowdsourcing practices 
4. In order to build capacities of digital education leaders, learning design should 

focus on  
a. Fluency with change-networks 

https://www.slideshare.net/aprixsolutions/webinar-planning-and-checklist-guide
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b. Digital fluency 
c. Building agency 
d. All of the above 
5. Which of the following describes the practice of learners working closely together 

to understand the world around them, to develop a question, gather and analyse 
evidence, determine and share their findings. 

a. Collaborative inquiry 
b. Crowdsourcing 
c. Social nature of learning 
d. Cooperative learning 
6. A person who can find organise, understand, evaluate and analyse information 

using digital technologies, to achieve desired outcomes, can be said to have 
a. Digital fluency 
b. Digital agency 
c. Digital citizenship 
d. Digital literate 
7. A learning design consists primarily of  
a. Exposure to a generous, curated selection of material, media, technology and 

types of activities 
b. Clearly defined objectives and outcomes for a set of concepts, abilities and 

aptitudes that an educator wishes to build in learners 
c. A sequenced set of curated activities, materials and types of technologies, which 

may or not come with instructional design 
d. None of these 
8. An online activity of distributed problem-solving, through an open call and 

multiple response process, can be considered through   
a. Crowdsourcing 
b. Collaborative inquiry 
c. Community of practice 
d. Classroom practice 
9. When preparing a Learner Profile, which of the following combinations would be 

reasonable categories to combine to prepare a rounded/balanced/comprehensive 
profile? 

a. Sensor sensory, motor, cognitive, emotional and social constraints 
b. Individual learning approaches or preferences 
c. Social, Personal, Professional Background, cognitive preferences 
d. None of these 
10. When gathering social, personal and professional data for preparing instructional 

designs, which of the following should one look to determine 
a. Literacy levels 
b. Learning styles 
c. Student personality types 
d. All of the above 
11. In terms of learning through digital technological mediums, the inclusion of 

discussion groups and chat rooms is aimed at developing  
a. The social presence of learning 
b. Communities of practice 
c. Digital literacy confidence 
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d. Building competence 
12. Digital literacy comprises of  
a. Ability and confidence in searching, finding and deciding what information to use 

online 
b. Being able to read and translate multiple language sites online 
c. Knowledge of instructional design and online learning approaches 
d. All of the above 
13. If you are looking for open resources with a teaching focus, you should see what’s 

on: 
a. oercommons.org 
b. creativecommons.org 
c. wikipedia.org 
d. google.com 
14. If you are looking for a resource that can be adapted and edited, which of the 

following OER licenses declares it is not suitable for your purpose? 
a. CC BY  
b. CC BY-NC  
c. CC BY-ND 
d. CC By-SA 
15. The ‘CORRE model’ is a framework for transforming teaching materials into OERs, 

and features the following four phases on: 
a. Selecting content from the syllabus, Identifying collaborators who are digitally 

literate, Repurposing existing print media, Publishing your Outcomes of Evidence 
b. Selecting a set of materials you’ve worked with, Identifying  aspects of the 

materials you wish to reuse, Repurposing the materials for a new outcome, Sharing 
your Evidence of the process 

c. Selecting Content, Identifying the rights of Openness, Repurposing, and producing 
an Outcome of Evidence 

d. All of the above 
16. When re-using and re-purposing materials, it is crucial to   
a. Keep the same licensing and copyright agreements as the original 
b. Innovate and contextualize the materials for desired outcomes 
c. Contribute your repurposed materials to the OERcommons.org 
d. Follow the license conditions and remix appropriately 

 

Check Your Progress: 

1. B 2. A 3. C 4. C 5. A 6. A 7. C 8. A 9. C 10. A 11. A 12. A 13. A 14. C 15. C 16. D 
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Unit 2: Developing Digital Identities 
Introduction 
“Modern day internet-mediated communication in social networks involves ‘Being seen by those we 
wish to be seen by, in ways we wish to be seen, and thereby engaging in identity expression, 
communication and impression management are central motivations”. 
                                                 (Tufekci 2008, p.21 in Davis (2016) 
 
As we must have realized by now, we all use the cyberspace to exchange different types of 
information; this trend of turning to the cyberspace is not going to be reversed but rather we will 
continue to see an increase in volume and types of transactions we carry out.  
 
To make the most of this cyberspace in order to facilitate our personal and professional lives, we need 
to develop the “digital” skills and also inculcate these skills amongst stakeholders, employers and 
learners so that we all participate fully and reap the benefits of being engaged in the digital world.  
 
In Module 2, we have discussed how to develop digital identities and how we need to be wary of what 
to display on a particular platform. In this module, we see some strategies to help others develop 
healthy digital identities and raising awareness of digital well-being. 

Upon completion of this unit, you will be able to: 

 
Outcomes 

• Develop capacity to facilitate others in developing healthy digital identities. 
• Become aware of issues related to digital well-being 
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Activity 

 

Activity 2.1 Recognising Issues related to Healthy Digital 
Identity 
In the process of engaging in the cyberspace, we directly or indirectly create a digital 
identity/profile/footprint. Sometimes, this identity/profile is created without our 
knowledge, insidiously. 
 
See El Pariser’s video on “Filter bubbles” for an introduction to the way search and news 
algorithms filter out parts of the world, resulting in an online experience becoming 
‘browsing within an invisible bubble’. These algorithms and web-site habits of collecting 
information on all users’ actions, results in “the data” that we generate being used 
without our knowledge (as part of large database sets known as “big data”). Sometimes, 
we purposely mould that identity (See “Ditch the label”) and sometimes, this identity is 
“manipulated” or stolen . These algorithms are also being used in policing to predict 
patterns and profiles and depending on who have resources and power, then the ones 
being profiled are put in vulnerable positions where they are stereotyped, monitored 
and under surveillance.  
 
See https://www.youtube.com/watch?v=afExzX-wtxY for an entirely open conference 
on Digital Blackness, hosted at Rutgers University, which exposes more social 
implications of these algorithms; jump to time code 57.14).  
 

❏ Based on above videos, write down, what you consider to be the threats, 
opportunities and challenges to a healthy digital identity (maximum of 100 
words). 

Based on the Video from Rutgers University, reflect on how it is important to be critical 
of issues related to power: how those people and organisations who have power define 
your profile, your path and your “identity” 

 

Prior to addressing how we can develop capacity to facilitate others in developing healthy digital 
identities and to become aware of issues related to digital well-being, let us recap on what users 
should be wary about: 

Digital identity health and some related issues 
Privacy Businesses have access to your private information to assist them in their 

marketing strategies/development of new products, etc, very often without 
us knowing. 

This is done through cookies for instance. 

Your employer or potential employer will check your Facebook page to 
decide if you can be hired.   

− “Yes, Employers will check your Facebook before offering you a job. 
(The Huffington Post, 04 May 2013)  

http://www.ted.com/talks/eli_pariser_beware_online_filter_bubbles
https://www.facebook.com/DitchtheLabel/videos/10154097367221008/
http://bollywoodlatestfashion.com/lady-thought-dating-saif-ali-khan-14-months-knowing-truth/
https://www.youtube.com/watch?v=afExzX-wtxY
http://www.huffingtonpost.com/rachel-ryan/hiring-facebook_b_2795047.html
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− Facebook can tell you if a person is worth hiring (Forbes,  05 March 
2012) 

− Employability and the digital future of work (Helen Beetham) 
http://www.networkedlearningconference.org.uk/abstracts/pdf/S2_P
aper3.pdf 

Hence knowledge gained from Unit 2 is also to ensure that you build a 
healthy identity. 

We need to decide what should be on that “borderless” internet and what 
information should remain private. Already discussed in Unit 2. 

Information posted online through our “online identity” leave traces, are 
sometimes archived and hence retrievable anywhere, anytime and 
sometimes, years after an event happened, though we may have deleted 
the information. 

Big data Some interesting Ted Talks on Big data, addressing how though big data is 
vital for the economy and business, there are certain privacy issues to be 
addressed. 

● Jennifer Golbeck: The Curly Fry Conundrum: Why Social media 
“likes: say more than you might think: very interesting talk about 
how our “likes” and “follow” on social media create our social 
media identity. 

● Alessandro Acquisti: Why Privacy matters, who discusses how big 
data is either a force for freedom or a force to manipulate us and 
we need to address the issues of making the most of big data 
without it affecting our privacy. 

Identity theft/ 
manipulation 

Our identities once online, can be manipulated and we can be at the mercy 
of dishonest users. 

Multiple 
identities/ 
existence 

Most internet users have an offline identity and sometimes multiple online 
identities, depending on the communities they are engaged in. 
 
Boyd, D., 2002. Faceted id/entity: Managing representation in a digital 
world (Doctoral dissertation, Massachusetts Institute of Technology). 

Vulnerability 
to and 
scrutiny by 
“the internet 
mob” ( 
Cheung 
(2014) and 
online 

See the TedTalk by Monica Lewinsky: The Price of Shame . 
 
It demonstrates how vulnerable one can be online to the “internet mob”, 
and how such online shamming can take a global dimension. So do our 
posts. These can be shared: we need to be careful when posting sexist, racist 
or other discriminatory comments.  
 
Cheung, A.S., 2014. Revisiting privacy and dignity: online shaming in the 

https://www.forbes.com/sites/kashmirhill/2012/03/05/facebook-can-tell-you-if-a-person-is-worth-hiring/#665d96d864ce
http://www.networkedlearningconference.org.uk/abstracts/pdf/S2_Paper3.pdf
http://www.networkedlearningconference.org.uk/abstracts/pdf/S2_Paper3.pdf
http://www.ted.com/talks/jennifer_golbeck_the_curly_fry_conundrum_why_social_media_likes_say_more_than_you_might_think
http://www.ted.com/talks/jennifer_golbeck_the_curly_fry_conundrum_why_social_media_likes_say_more_than_you_might_think
http://www.ted.com/talks/alessandro_acquisti_why_privacy_matters
https://dspace.mit.edu/handle/1721.1/39401
https://dspace.mit.edu/handle/1721.1/39401
https://dspace.mit.edu/handle/1721.1/39401
https://dspace.mit.edu/handle/1721.1/39401
http://www.ted.com/talks/monica_lewinsky_the_price_of_shame
http://www.mdpi.com/2075-471X/3/2/301/htm
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shaming 
 

global e-village. Laws, 3(2), pp.301-326. 
http://www.mdpi.com/2075-471X/3/2/301/htm 

Sexual Digital 
Identity 
 

We see increasingly girls creating sexy Facebook profiles and posting photos 
with high sexual connotations. Stern (2006) discussed how girls are 
experimenting sexual “self-commodification” online.  
 
Ringrose, J., 2010. Sluts, whores, fat slags and Playboy bunnies: Teen girls’ 
negotiations of ‘sexy’ on social networking sites and at school. Girls and 
education: Continuing concerns, new agendas, pp.170-182. 
 

 

Facilitating the Development of Healthy Digital Identities 
The question thus is how do we, as digital education leaders, ensure that others leaders – students, 
policy makers, facilitators, teachers, and so on - develop capacity to both ‘develop and facilitate 
others’ in developing healthy digital identities, based on some of the issues above. 

 

Designing A Training/Facilitation Programme 
There are various models to design a training programme using different instructional design models. 
The most common one is the ADDIE model (Analysis, Design, Development, Implementation, and 
Evaluation): 

[Creator: Fav203, https://en.wikipedia.org/wiki/ADDIE_Model; CC BY SA 3.0] 
 
Analysis: Here, we carry out Needs Analysis and target population analysis. 

o At this stage, we normally hold advisory meetings/consultations with stakeholders to learn 
about what their training needs are, what they expect their students/target audience to know, 
we see what others are doing and also what potential employers want to see in their future 
employees, so that we get to more about:  

• What students need to know – what they already know = instruction/training to be 
designed 

http://www.mdpi.com/2075-471X/3/2/301/htm
http://www.mdpi.com/2075-471X/3/2/301/htm
http://www.mdpi.com/2075-471X/3/2/301/htm
http://www.mdpi.com/2075-471X/3/2/301/htm
http://www.mdpi.com/2075-471X/3/2/301/htm
http://www.mdpi.com/2075-471X/3/2/301/htm
https://www.researchgate.net/profile/Jessica_Ringrose/publication/274067832_Sluts_whores_fat_slags_and_Playboy_bunnies_Teen_girls%27_negotiations_of_%27sexy%27_on_social_networking_sites_and_at_school/links/5513d0f90cf283ee083491b1/Sluts-whores-fat-slags-a
https://www.researchgate.net/profile/Jessica_Ringrose/publication/274067832_Sluts_whores_fat_slags_and_Playboy_bunnies_Teen_girls%27_negotiations_of_%27sexy%27_on_social_networking_sites_and_at_school/links/5513d0f90cf283ee083491b1/Sluts-whores-fat-slags-a
https://www.researchgate.net/profile/Jessica_Ringrose/publication/274067832_Sluts_whores_fat_slags_and_Playboy_bunnies_Teen_girls%27_negotiations_of_%27sexy%27_on_social_networking_sites_and_at_school/links/5513d0f90cf283ee083491b1/Sluts-whores-fat-slags-a
https://www.researchgate.net/profile/Jessica_Ringrose/publication/274067832_Sluts_whores_fat_slags_and_Playboy_bunnies_Teen_girls%27_negotiations_of_%27sexy%27_on_social_networking_sites_and_at_school/links/5513d0f90cf283ee083491b1/Sluts-whores-fat-slags-a
https://www.researchgate.net/profile/Jessica_Ringrose/publication/274067832_Sluts_whores_fat_slags_and_Playboy_bunnies_Teen_girls%27_negotiations_of_%27sexy%27_on_social_networking_sites_and_at_school/links/5513d0f90cf283ee083491b1/Sluts-whores-fat-slags-a
https://en.wikipedia.org/wiki/ADDIE_Model
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• What is the profile of target audience in terms of access to technology, level of 
education, profile (mature v/s young learners), any preferred learning and perceptual  
styles, etc 

 
Design: At this stage, we   

• Write the learning outcomes of the course; Refer to Bloom’s Taxonomies when writing 
learning outcomes, bearing in mind the three domains of learning – affective, cognitive 
and psychomotor (how we feel, how we think and how we do); 

• Sequence the units (e.g. simple to complex, prerequisite skills first, etc); 
• Select the most appropriate media depending on the learning outcomes. Questions you 

need to ask include the format of the training programme/activity: is it a brochure, is it 
a talk, a campaign, a formal training programme, etc? Each will have its own format, 
design rules and advantages and constraints; 

• Design activities, assignments based on the outcomes. Verbs used when writing your 
learning outcomes should guide you through the process of designing appropriate 
activities and assignments;. 

• You also decide on the types of activities (assessment, self-assessed, group work, 
examinations, MCQ v/s essay type questions etc); 

• Select resources (open, copyright); 
• Design the train the trainer’s programme and  prepare guidelines for 

teachers/tutors/facilitators;  
• Consider the rules and regulations of the institution (e.g. in terms of duration, level, and 

number of hours/credits, etc). 

 
Sometimes, prior to Implementation stage, there is a pilot testing phase, depending on your time 
constraints. Otherwise, the first offer of your course/training is the testing phase. 
 
Develop: Here, we actually develop the training based on blueprint designed at the previous stage. 
This is also the stage where you will also develop multimedia materials or use existing OERs. 
 
Implementation: Deliver the training. 
 
Evaluation: where you evaluate the training (formative/ summative evaluation, tutor’s feedback, 
student feedback questionnaires, external reviewer etc) before you re-offer the training. 

 
For each of the above stages, there are several decisions to be made such as cognitive load (how 
much information can be handled especially when training complex cognitive tasks, issues that 
require high level of reflection and evaluation), how to engage students in collaborative and 
constructivist learning, what tool should be used for what purpose. You might wish to locate and 
read up on Gagne’s events of instruction and Angelo’s 14 Principles, for some tips on how to 
organize your lesson/training.  
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Reading 

Readings 
Commonwealth Certificate for Teacher ICT Integration Manual, Commonwealth 
of Learning, 2015. http://oasis.col.org/handle/11599/676  

Five E-Learning Design Strategies that Keep Learners Coming Back for More 
https://www.learningsolutionsmag.com/articles/155/five-e-learning-design-
strategies-that-keep-learners-coming-back-for-more 

Kort, B., Reilly, R. and Picard, R.W., 2001. An affective model of interplay between 
emotions and learning: Reengineering educational pedagogy-building a learning 
companion. In Advanced Learning Technologies, 2001. Proceedings. IEEE 
International Conference on (pp. 43-46). IEEE. http://hd.media.mit.edu/tech-
reports/TR-547.pdf  

Pekrun, R., 2014. Emotions and learning. International Academy of Education. 
Australia: International Bureau of Education. 
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.691.9950&rep=rep1&
type=pdf 

 

 
Activity 

 

Activity 2.2: Student Pathway 
Watch the Video “Internet Safety” at 
https://www.youtube.com/watch?v=WrMqMxDVW44  

Fill in the form below with your input: 

Your first impression 
after watching this 
clip 

 

Audience that you 
feel this clip is 
addressing 

 

Write the learning 
outcome/s of this clip 

 

Comment on the use 
of emotions (fear, 
shock) in this clip and 
whether you feel this 
is an effective tool 
(100 words). 

 

Identify three 
strategies used in this 
clip that you find that 
were effective in this 
clip. 

1. 
2. 
3. 

Identify 3 aspects 1. 

http://oasis.col.org/handle/11599/676
https://www.learningsolutionsmag.com/articles/155/five-e-learning-design-strategies-that-keep-learners-coming-back-for-more
https://www.learningsolutionsmag.com/articles/155/five-e-learning-design-strategies-that-keep-learners-coming-back-for-more
http://hd.media.mit.edu/tech-reports/TR-547.pdf
http://hd.media.mit.edu/tech-reports/TR-547.pdf
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.691.9950&rep=rep1&type=pdf
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.691.9950&rep=rep1&type=pdf
https://www.youtube.com/watch?v=WrMqMxDVW44
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that need to be 
rethought or 
improved to make 
the clip more 
effective. 

2. 
3. 

 

 

  

 

Activity 

Activity 2.3 Teacher pathway 
Consider the following articles and videos on cases of cyber bullying and 
harassment, digital child abuse and suicide: 

A 12 year girl kills herself after cyber bullying and harassment: 

https://www.youtube.com/watch?v=uXNI55yv5f4  

http://america.aljazeera.com/articles/2013/9/12/bullied-12-year-
oldusgirlcommitssuicide.html 

 

Cyber harassment in Pakistan: 

http://stream.aljazeera.com/story/201612130107-0025335  

 

Digital child abuse and digital violations to identity, body-privacy and everyday 
sense of safety: 

https://www.ted.com/talks/sebastian_bortnik_the_conversation_we_re_not_hav
ing_about_digital_child_abuse?language=en 

https://www.ted.com/talks/alessandro_acquisti_why_privacy_matters 

Now consider the task of designing a sensitization campaign for University students 
that will be integrating one or more of these clips as part of the training 
programme. Guidelines 

i. Write a short report of about 400 words justifying the choices you made while 
designing this short presentation (what guided your choices in terms of use of 
words/photos/statistics, etc) 

ii. Work on a PowerPoint, as a trainer on Cybercrime etc, intervening with this 
target group (10-15 slides). 

https://www.youtube.com/watch?v=uXNI55yv5f4
http://america.aljazeera.com/articles/2013/9/12/bullied-12-year-oldusgirlcommitssuicide.html
http://america.aljazeera.com/articles/2013/9/12/bullied-12-year-oldusgirlcommitssuicide.html
http://stream.aljazeera.com/story/201612130107-0025335
https://www.ted.com/talks/sebastian_bortnik_the_conversation_we_re_not_having_about_digital_child_abuse?language=en
https://www.ted.com/talks/sebastian_bortnik_the_conversation_we_re_not_having_about_digital_child_abuse?language=en
https://www.ted.com/talks/alessandro_acquisti_why_privacy_matters
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Activity 

 

Activity 2.4: Internet Safety 
Watch the Video “Internet Safety” at 
https://www.youtube.com/watch?v=WrMqMxDVW44  

Questions 

i. Discuss in not more than 100 words how emotions have been used in this 
clip to appeal to a certain audience. 

ii. Identify some ethical concerns that should be addressed when designing 
training/facilitation programmes in the field of digital literacy (300).  You 
should support your arguments by making reference to the literature in 
the field. 

 

Digital Wellness 
“I think it’s useful, and potentially radical, to suggest that digital capability includes self-care, and 
that self-care requires a critical awareness of how digital technologies act on us and sometimes 

against us, as well as allowing us to pursue our personal and collective aspirations in new ways.”  
(Beetham, 2016) http://design-4-learning.blogspot.ie/2016/03/what-is-digital-wellbeing.html) 

 
Digital well-being is about how technology invades our life and how we should be wary of that to 
ensure digital well-being. 
 
Coined by Beetham, “To care for our 'digital wellbeing' is to: 

• look after personal health, safety, relationships and work-life balance in digital settings;  
• act safely and responsibly in digital environments;  
• manage digital stress, workload and distraction;  
• use digital media to participate in political and community actions; 
• use personal digital data for wellbeing benefits; 
• act with concern for the human and natural environment when using digital tools;  
• balance digital with real-world interactions appropriately in relationships; 
• … 

(from: (HelenB’s elearning blog, What is “Digital wellbeing”? 24 March 2016, http://design-4-
learning.blogspot.ie/2016/03/what-is-digital-wellbeing.html) 
 

How To Raise Awareness Of Digital Well-Being. 
Teaching about digital wellness is tricky as it involves higher order skills, more to do with change in 
mindset, a new paradigm as we are here dealing with the affective domain, the “how we feel about 
something”. 
 
 
 
 

https://www.youtube.com/watch?v=WrMqMxDVW44
http://design-4-learning.blogspot.ie/2016/03/what-is-digital-wellbeing.html
http://design-4-learning.blogspot.ie/2016/03/what-is-digital-wellbeing.html
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Readings 
Teaching/Learning Strategies 
http://www4.ncsu.edu/~damcconn/affect_teach_strategies.html  

 

Affective Domain of Teaching (University of South Africa) 
http://w3.unisa.edu.au/teachinglearning/goodteaching/grants/projects/docume
nts/affective-domain-final-report-april-2013.pdf  

 

Miller, M., 2005. Teaching and learning in affective domain. Emerging 
perspectives on learning, teaching, and technology. Retrieved March, 6, p.2008. 
http://epltt.coe.uga.edu/index.php?title=Teaching_and_Learning_in_Affective_D
omain  

 

Blasco, P.G., Moreto, G., Roncoletta, A.F., Levites, M.R. and Janaudis, M.A., 2006. 
Using movie clips to foster learners' reflection: improving education in the 
affective domain. FAMILY MEDICINE-KANSAS CITY-, 38(2), p.94. 
http://www.stfm.org/fmhub/fm2006/february/pablo94.pdf  

 

  

 
Activity 

 

Activity 2.5: Raising awareness of digital wellbeing  
This is an activity intended to raise your awareness about digital-well being, and 
develop your reflective capability to assess your own well-being. 

Keep a journal over two days, detailing as far as possible how you and those around 
use internet (through any digital device: PC, smart phones etc). Bear in mind the 
following:  
● look after personal health, safety, relationships and work-life balance in digital 

settings;  
● act safely and responsibly in digital environments;  
● manage digital stress, workload and distraction;  
● use digital media to participate in political and community actions; 
● use personal digital data for wellbeing benefits; 
● act with concern for the human and natural environment when using digital tools;  
● balance digital with real-world interactions appropriately in relationships; 

After identifying  3-4 bad/toxic habits, propose some teaching strategies  to be used to 
address each bad habit to ensure that you educate your peers of the negative effects 
of these habits on their digital well-being 

Habit Strategies to be used to educate peers (resources/links 
to be used can added) 

1)   
2)   
3)   
4)   

 

http://www4.ncsu.edu/%7Edamcconn/affect_teach_strategies.html
http://w3.unisa.edu.au/teachinglearning/goodteaching/grants/projects/documents/affective-domain-final-report-april-2013.pdf
http://w3.unisa.edu.au/teachinglearning/goodteaching/grants/projects/documents/affective-domain-final-report-april-2013.pdf
http://epltt.coe.uga.edu/index.php?title=Teaching_and_Learning_in_Affective_Domain
http://epltt.coe.uga.edu/index.php?title=Teaching_and_Learning_in_Affective_Domain
http://www.stfm.org/fmhub/fm2006/february/pablo94.pdf
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Summary 

 

Unit Summary 
In this unit, you learned about issues concerning digital identities so that these 
can then be used a guide when you as a teacher, student and policy maker are 
confronted with such a situation. 

“One of the most relevant topics across The Commonwealth, when it comes to 
digital identity and online safety, is the discussion on building capacity for self-
protection among new internet users. Many in emerging markets are coming online 
for the first time, 'oblivious' with little understanding of the basic web technologies 
and dynamics of online communities that seasoned internet users understand 
clearly. Vulnerabilities are on the rise due to increasing internet users who do not 
understand basic online security.” The question then, is “How might we, as digital 
education leaders in these areas take on the role of building capacity for developing 
healthy online behaviour in these user groups?” – Maletšabisa Tšabi Molapo, 
Digital Education Leader, working globally from Lesotho and South Africa. See 
http://www.herchancetobe.org/ 

 

 
Assessment 

 

Assessment  
1. As a digital education leader, it will be important to focus on  

a. fashioning your digital identity communicating exactly your intended impression 
b. being aware of the security issues and risks in terms of personal information on 

digital identities 
c. developing the skills of your stakeholders to fashion their digital identities 
d. using digital skills 

2. The following are responsible for showing your digital identity, activities and 
materials to others, on searches and social media feeds: 

a. Filter bubbles 
b. Algorithms 
c. Cookies 
d. Apps  

3. Which agencies are legally permitted to survey and profile your digital identities? 

a. The police and governmental security forces 
b. Educational institutions 
c. Marketers and salespersons 
d. All of the above 

4. Social media sites like Facebook, Twitter, Instagram and GoogleChat have now been 
legally mandated to allow users options to: 

a. User preferences being used as part of the site’s Big Data 
b. Review any research that has been created using the user’s data 
c. Sign up as click-labourers for which they must receive a royalty fee 
d. None of the above 

5. The ADDIE model of designing a Training Facilitation programme consists of 

http://www.herchancetobe.org/leadership
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a. Analysis, Design, Development, Implementation, and Evaluation 
b. Agency, Design, Development, Integration and Evaluation 
c. Adapted Design, Development, Implementation and Evaluation 
d. Assess, Design, Discuss, introspect and evaluate 

6. A Needs Analysis in a Training Facilitation programme using the ADDIE model 
involves 

a. Determining a learner profile 
b. Determining the needs of the economy for GDP growth 
c. Determining the learning outcomes for the learner group 
d. Developing a course map 

7. When original information is deleted online, it is likely to still be linked to or stored: 

a. In Internet archive 
b. Servers of social media 
c. On Google search indexes  
d. All of the above 

8. When a user creates a digital identity based on his/her personal name (as it appears 
on their citizen/identity documents for example) 

a. they have full rights and powers to control how their digital identities are expressed 
b. the digital identity can be freely manipulated and edited by others 
c. information from the digital identity is possible to be used, re-used, adapted without 

consent 
d. None of the above. 

9. For a digital user, the ways in which they represent themselves in digital platforms 
are likely to be expressed through 

a. one online identity 
b. multiple online identities 
c. an offline identity 
d. social media 

10. For a digital education leader, the ways in which they represent themselves in 
digital platforms depends on the strength and cohesion of their  

a. Online identities 
b. Offline identity 
c. Personal identity 
d. Online activities 

11. Which of the following would be the most professional strategy for managing user 
identities between their offline identity and multiple online identities 

a. Ensure that the online identities always match and reflect authentically, the 
offline identity 

b. Work strategically and tactically to show portions of the offline identity, through 
online identities 

c. It depends on the profession, and type of work that the user engages in 
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d. It depends on the user’s preferences and comfortabilities, even if that 
compromises their digital presence range 

12. Data-collection practices are increasing as the internet continues to ‘expand’. Who 
owns the data that is collected? 

a. This depends on the Terms and Conditions of each website 
b. The user who generates the data always own the data 
c. Nobody owns data, it is a public good 
d. None of the above 

13. Digital well-being is about looking after personal health, safety, relationships and 
work-life balance in digital settings. Which of the following could be considered 
everyday tactics of managing this.  

a. Improving one’s digital literacy and familiarity with digital platforms 
b. Read the Terms and Conditions of websites for updates in their policies 
c. Deciding and acting on your personal preferences to ensure your digital activities 

mirrors this 
d. None of the above 

14. Which of the following has been a direct, negative result of increasing connectivity 
and access? 

A.      Online harassment and bullying  
B.      Online public arguments 
C.      Digitally-aided social movements 
D.      Digital child abuse 

 

Check Your Progress: 

1. C 2. B 3. D 4. D 5. A 6. A 7. D 8. C 9. B 10. C 11. D 12. A 13. C 14. A 
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UNIT 3: ENGAGING WITH A NETWORK 

Introduction 
In this Unit, you will learn how to build capacity by making use of and actively engaging with the 
networks (e.g., getting advice from experts on how best to train individuals in their institution; sharing 
resources). We will revisit some of the elements of digital literacies, namely the communications and 
collaboration skills and digital scholarship. JISC highlights that these skills relate to the use of 
technology to participate in digital networks for learning and research, allowing for the co-construction 
of knowledge through academic, professional and research practices that depend on digital systems. 
Collaborative networks have been instrumental for development of sharing knowledge and skills as 
best practices in higher education. In the context of digital literacies, capacity building will relate to the 
establishment of conditions for mapping the system together, organizing teams and strategic planning, 
cultivating collaborative learning and distribute leadership and infrastructure.  

Upon completion of this unit you will be able to: 

 
Outcomes 

• Demonstrate how forming part of a network helps to build capacity. 
• Establish the essential tasks for network managers and managing 

accountability. 
• Collaborate with community leaders to build efficient and sustainable 

networks and communities of practice 

 
Terminology 

Collaborative 
networks 

Formal or informal structures involving multiple 
nodes – agencies and organisations – based on a 
common interest through which public goods and 
services are planned, designed, produced and 
delivered. 

Open Educational 
Practices 

The use of Open educational Resources for teaching 
and learning in order to innovate the learning process 
(Ehlers 2010). They are represented in teaching 
techniques that draw upon open technologies and 
high-quality open educational resources (OER) in 
order to facilitate collaborative and flexible 
learning.[1][2] They may involve students participating 
in online, peer production communities [3] within 
activities intended to support learning [4] or more 
broadly, any context where access to educational 
opportunity through freely available online content 
and services is the norm 

Participatory culture is “a culture with relatively low barriers to artistic 
expression and civic engagement, strong support for 
creating and sharing one's creations, and some type 
of informal mentorship whereby what is known by 
the most experienced is passed along to novices” 
(Jenkins, 2006, p. 3). 

https://en.wikipedia.org/wiki/Open_Educational_Resources
https://en.wikipedia.org/wiki/Open_educational_practices#cite_note-JISCOEPbrief-1
https://en.wikipedia.org/wiki/Open_educational_practices#cite_note-JISCOEPbrief-1
https://en.wikipedia.org/wiki/Peer_production
https://en.wikipedia.org/wiki/Open_educational_practices#cite_note-COLTdef-3
https://en.wikipedia.org/wiki/Open_educational_practices#cite_note-OPALdef-4
http://onlinelibrary.wiley.com.ezproxy.brighton.ac.uk/doi/10.1002/jaal.368/full#jaal368-bib-0004
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Collaborative Networks 
Since the 1990s, the strategic mission of universities has moved beyond the tradition of teaching and 
research toward a “third mission” related to better addressing the needs of industry and 
contributing directly to economic growth and development (Readings, 1996). In developing 
countries, a major concern is the poor quality of education and the lack of financing available to 
universities, which often indicate insufficient capacity to join industry in innovation- related projects. 
Economic development, globalisation and the need to connect public policies with strategic and 
institutional context are pushing Universities to look for strategic alliances that can be sustained and 
productive. Thus, arrangements between two or more institutions involving the exchange, sharing or 
co-development of products, technology or services constitute the Horizontal Collaborative 
Networks (HCN) which are important for a knowledge-based economy as competition for funding, 
attracting students and the need for strategic partnerships intensifies. 

Personal Learning Networks and The Networked Learner  

An important feature of new life-long learning models is the emergence of self-directed learning 
which can be enhanced by using technology to build your own Personal Learning Network (PLN) – a 
group of people who can guide your learning, point you to learning opportunities, answer your 
questions and give you the benefit of their own knowledge and experience. 

Personal Learning Networks can be facilitated through the use of a range of ICT tools, some of which 
include professional learning communities and websites, social networking sites (Facebook, Twitter, 
LinkedIn), social bookmarking tools (Diigo, Delicious), wikis (wetpaint, Wikispaces) and MOOCs 
(Massive Open Online Course). 

Essentially, anyone that you interact with, whether they are social contacts, professional peers or 
experts in their field, can be considered part of your Personal Learning Network. 

You can consult the Participatory Research in Asia (http://pria.org/) for a range of resources, toolkits, 
publications that can be used to engage with networks, in co-constructive and democratic ways of 
knowledge-construction. 

View the presentation by Kristen Teglia and Lindsay Carp, Instructional technologist at Fordham 
University. The presentation entitled Transform Your Teaching Practice with Twitter: Develop a 
PLN, will guide you through the changes that occur in learning when optimising on technology. The 
use of Twitter to connect to communities of practice and getting instant feedback to your questions 
just-in-time, just-in-context by experts in your field is a powerful learning tool-  

 
Activity 

 

Activity 3.1: growing your PLN 
Read David Warlick’s article about how to grow your personal learning network 
and avoid information overload.  

http://landmark-project.com/workshops/handouts/gypln_ll.pdf 

Reflect on the effects of information overload on learners in your context (school, 
university, work). How could digital literacies help to manage this information 
overload? 

OER Curation in Action - Crowdsourcing 

In the state of Washington, a group of ELA educators are curating close reading resources - 
https://www.oercommons.org/groups/chs-reading-resources/814/ 

http://pria.org/
https://www.youtube.com/watch?v=09_tj1x7Khc
https://www.youtube.com/watch?v=09_tj1x7Khc
http://landmark-project.com/workshops/handouts/gypln_ll.pdf
https://www.oercommons.org/groups/chs-reading-resources/814/
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In Maui, Hawaii, educators from Kamalii Elementary School Group are curating resources for 
teachers to use with their students in different grades, as well as professional development 
resources for the teachers at their school: https://www.oercommons.org/groups/kamalii-
elementary-school/876/ 

 

Reflection 

Read the following article: 

http://portal.scienceintheclassroom.org/sites/default/files/post-files/science-2013-porcello-240-
1.pdf 

Given what we have explored in this unit how might OER Curation and crowdsourcing impact how 
you select, organize, and share resources? Share one or two ways you see OER Curation benefiting 
your work.  

 
Activity 

 

Activity 3.2: Expanding network relationships 
Consider Marlon Peterson’s TED Talk 2016 - “Am I not human? A call for criminal 
justice reform” 

In this talk Marlon presents an example of communication programme that 
connects young people in prisons and young people who are outside prison; 
capacity building through relationship building through letter writing and 
communication. 

Have a creative-thinking session with 3 or 4 peers to discuss what it could look 
like, to create a similar network that engages with others from conventionally 
separated contexts (e.g. in your own city, country, location, continent).  

 

 
 

Readings 
Kirkwood, Adrian & Price, Linda (2016) Technology-Enabled Learning Implementation 
Handbook. Burnaby: Commonwealth of Learning. 
http://oasis.col.org/handle/11599/2363 (CC BY-SA)  

 

Networking helps to build capacity 

 ‘The starting point of connectivism is the individual. Personal knowledge is comprised of a network, 
which feeds into organizations and institutions, which in turn feed back into the network, and then 
continue to provide learning to individuals. This cycle of knowledge development (personal to 
network to organization) allows learners to remain current in their field through the connections 
they have formed’ (Siemens, 2004) 

 

A network, in contrast to a hierarchy which is defined in terms of hierarchical relationships, in general 
terms refers to different people or institutions linked together with respect to specific activities or 
tasks – a purpose. Finding a common shared interest and working across organisations to build teams 
around specific projects allows to harness the creative energies of voluntary participants with little or 
no financial compensation. The case studies below illustrate the various forms of collaborative action 

https://www.oercommons.org/groups/kamalii-elementary-school/876/
https://www.oercommons.org/groups/kamalii-elementary-school/876/
http://portal.scienceintheclassroom.org/sites/default/files/post-files/science-2013-porcello-240-1.pdf
http://portal.scienceintheclassroom.org/sites/default/files/post-files/science-2013-porcello-240-1.pdf
https://www.ted.com/talks/marlon_peterson_am_i_not_human_a_call_for_criminal_justice_reform
http://oasis.col.org/handle/11599/2363


 

34 | P a g e  
 

aimed at capacity development within and between network nodes namely  

a. Developing and sharing software. 
b. Promoting the use of information for action 
c. Conducting research, education and training. 
d. Creation of training and other resource materials. 
e. Fund raising. 
f. Carrying out political advocacy. 

 

a) Developing and sharing software – Case of Linux 

IN 1991, a 21-year-old student at the University of Helsinki, Finland, posted a short message on 
Usenet: “I’m doing a (free) operating system (just a hobby, won’t be big and professional like gnu) for 
386(486) AT clones. This has been brewing since April, and is starting to get ready. I’d like any feedback 
on things people like/dislike in Minix….” His name was Linus Torvalds, and with this short message, he 
attracted such a big crowd of software developers that the first version of this new Operating System 
was completed in just three years. 

Linux 1.0 was made publicly available in March 1994, and it started one of the biggest crowdsourcing 
initiatives ever launched. By 2008, the revenue from servers, desktops, and software running on Linux 
was nearly 30 billion euros. Crowdsourcing not only seems to be fun for software engineers, but it also 
delivers a solid business model. 

Software development is an innovative and knowledge-intensive process that takes 
advantage of the collective wisdom, creativity, and productivity of myriad people in an 
increasingly global context. 

 

Figure 1. The differences among crowdsourcing, outsourcing, open source, and proprietary 
software development.  

Crowdsourcing lets members of the crowd participate as providers of software development 
tasks requested enterprises. Simultaneously, it supports business value transfer between 
providers and requesters. In contrast, open source development doesn’t support business 
value transfer between providers and requesters, and traditional outsourcing doesn’t allow 
open participation. 

(Source https://www.infoq.com/articles/collaborative-software-development-platforms) 
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b) Promoting the use of information for action – Case of the International Research Institute 
for Climate and Society (IRI) 

The International Research Institute for Climate and Society was created to strengthen the capacity of 
individuals and organisations to request climatic information that would be most useful to their local 
needs rather than simply consume the data that the IRI forecast group judged would be of value. . 
Bringing users into the initial and subsequent discussions establishes a sense of trust and ownership 
as the local meteorologists in developing countries could then add value to the training and shifted 
the focus from capacity building to capacity development. This has enabled long-lasting partnerships 
that have led to better tailoring and reception of IRI’s knowledge, data, information, tools and 
products, as well as enhanced the application of this information towards decision making. 

https://earth-perspectives.springeropen.com/articles/10.1186/2194-6434-1-21 
 

c) Conducting research, education and training – Case of the University of Hong Kong 

In the educational field, a study at the University of Hong Kong, suggest that students' online 
social networking directly influences social learning and can positively influence academic 
learning. (Yan Yu et al, 2011).  In terms of learning, students reported that Facebook allowed 
them to connect with the faculty and other students in term of friendship/social relationship, 
provide comments to peers/share knowledge, share feelings with peers, join Groups 
established for subjects, collaboration, notification, discussion, course schedule, project 
management calendar and to use educational applications for organizing learning activities. 
(Science Daily)  
https://www.sciencedaily.com/releases/2011/05/110509091557.htm 
 

d) Creation of training and other resource materials- Case of the Red Cross Red Crescent. 

The Red Cross Red Crescent Learning platform www.ifrc.org/learning-platform) is a global yet local 
online learning community. It consists of hundreds of short, free, high quality, self-directed, 
multilingual Red Cross Red Crescent courses covering both programmatic as well as support focused 
functions and activities as well as professional and personal development. 

Courses are developed by IFRC subject matter experts, National Society expert teams and third-party 
course developers. There are also social learning communities and functions available for peer-to-peer 
sharing and learning. The Learning platform is available to be used by all Red Cross Red Crescent youth, 
volunteer and staff members worldwide as well as those working in partner agencies and the general 
public. 

Today the Learning platform, used in all 190 National Societies, has over 130,000 active learners. It 
receives approximately 10,000 new user registrations and sees over 5,000 course completions every 
month. 

e) Fund raising - Case of Nikweli (Tanzania)  

Crowdfunding is a novel method of raising monetary contributions from a large number of people, 
typically online, to fund a project or venture. Despite its slow adoption in developing economies, 
crowdfunding has been heralded as an opportunity to expand access to capital for entrepreneurs. In 
2013, the World Bank published a report, Crowdfunding’s Potential for the Developing World, which 
estimated a $96 billion crowdfunding market in the developing world by 2025.  Infodev (2015) claims 
that the greatest cost of running a crowdfunding campaign was the staff time required to prepare, 
execute, and follow-up on a campaign. The campaign is a major time commitment and can detract 

https://earth-perspectives.springeropen.com/articles/10.1186/2194-6434-1-21
https://www.sciencedaily.com/releases/2011/05/110509091557.htm
http://www.ifrc.org/learning-platform
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from ongoing business operations. Nikweli (Tanzania) is a human resources matching engine for 
service industry businesses in Tanzania. The company is run by Tiffany Tong, who faced challenges 
raising funds to register her company, refine her website, perform outreach, and advertise. Nikweli 
used Kickstarter to raise $5,000 from 40 backers, which surpassed her goal of about $4,000. Tong 
chose donations crowdfunding over grant financing because grant application processes were too 
protracted, and she needed money relatively quickly. Although the company currently has two private 
investors, the company was too early stage at the time for venture capital or a bank loan. “There was 
a lot to follow up on. We had to send out personalized emails to friends and family,” Tiffany said. The 
outreach, while time consuming, “was fun, but was also time we could have spent doing things for the 
company.” 
 

 
Activity 

 

 

Activity 3.3: Building capacity 
Reflect on the above four cases of how networking builds capacity.  

Do you have any anecdotes to share about networks that you belong to and 
which have helped you to develop skills and knowledge in a particular area?  

Post a short account of your experience mentioning clearly which network, 
what was the objective and what you learnt within that particular context.  

You can also include any types of challenges that you came across and whether 
you were able to overcome these and how. 

 

 
Activity 

 

Activity 3.4: Information overload 
Read David Warlick’s article about how to grow your personal learning network 
and avoid information overload.  

 

Reflect on the effects of information overload on learners in your context (school, 
university, work). How could digital literacies help to manage this information 
overload?  

 

Imagine you are an events manager for the University. Using a flowchart, draw the 
information flow when you need to advertise for a workshop. Identify bottlenecks 
of where information takes longer to reach the target audience (Note that there 
are different audiences –Local, international) and how would your personal 
learning network help you to reduce these bottlenecks. 

 

 
Summary 

 

Unit Summary 
• In this Unit, you have learnt how forming part of a network helps to build 

capacity. 
• Investigated the essential tasks for network managers and managing 

accountability. 
• Considered different cases of community leaders and learnt how they build 

efficient and sustainable networks and communities of practice 
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Assessment 
1. The main benefit of an online Personal Learning Network is to  
a. Mimic the classroom environment so that students still benefit from the social 

nature of learning with and from others 
b. Leverage the unique characteristics of online platforms, to afford benefits that 

can’t be achieved in the classical classroom environment 
c. Engage with a network to share resources, ideas, materials and also 

disagreements 
d. None of these 
2. A style of working together that involves relatively low barriers to individual 

expression and civic engagement, strong support for creating and sharing one's 
creations, and some practices of mentorship whereby what is known by the 
most experienced is passed along to novices 

a. Participatory culture 
b. Personal learning network 
c. Open Educational practices 
d. All of the above 
3. The development of Linux was due to a successful  
a. Collaborative networks 
b. Propriety initiative 
c. Personal learning networks 
d. Movement supporting open 

 

Check Your Progress: 

1. B 2. A 3. A 
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