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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. 
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Assessments 
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 7: CULTIVATING INNOVATION 
 

Unit 1: Mobilising resources 
Introduction 
In this module you continue developing your digital education leadership skills and abilities and reflect 
on your leadership style and practice as you work towards building networks and initiating 
collaborations 

Upon completion of this module you will be able to: 

 

 
Outcomes 

• Evaluate and reflect on practices (your own and others) as well as ways of 
improving it (critical reflection and redesign of resources) 

• Demonstrate the ability to cultivate digital well-being in the community the 
leaders are serving (model digital well-being) 

• Initiate and lead a collaborative project with selected individuals from one's 
network (demonstrate criticality in engaging with networks to create 

• Understand the difference between evaluation, research and assessment. 

• Recognize between different types of evaluation framework 

• Determine which evaluation framework is appropriate to apply to your 
context 

 

 
Terminology 

Evaluation: The making of a judgement about the amount, 
number, or value of something; assessment. 
Synonyms: assessment, appraisal, judgement, 
gauging, rating, estimation, ranking, weighing up, 
summing up, consideration, assay, analysis, 
opinion 

What is innovation in Digital Education? 
Innovation is often depicted visually as a “light bulb moment” - it is that instance when some new 
idea, process or method is discovered, in a specific context. Innovation is not a new concept to digital 
education, as the moment technology began to be used in teaching and learning it was seen as an 
innovation. People now regularly apply Roger’s “Diffusion of innovations” Theory to describe the 
spread of the innovated idea, practice, process, method, etc. The innovation comes to be adopted 
through a process of diffusion as it is engaged with the following key actors: early adopters, an early 
majority, a late majority and laggards (Rogers 1983).  

 

Specially in e-learning a crucial measure for innovation has been seen as  "...will it improve the 
educational experiences of a diverse student group..." Cox (2010). The Apereo Teaching and learning 
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awards has sought to capture a definition of innovation in digital education as “an innovative course 
or educational experience as one that, by design, engages and challenges students, resulting in greater 
student interest, a deeper level of understanding and/or a lasting change in the students' perception 
of an issue or topic.” They note that the innovative method, practice or strategy used may not be new 
in the world, but its implementation may be out of the ordinary in a particular field of practice or 
context. They go on to say that it is more than simply using new technologies; rather it is an approach 
to teaching and learning that results in a much-enhanced, even transformative, educational 
experience for students. 

Source” https://www.apereo.org/communities/atlas”. For the purpose of this program and module 
we will view innovation to mean transforming educational experiences.  

Gunn (2011) notes that institutional support and encouragement are often critical to innovation and 
that all articles in her literature review on innovation and e-learning either explicitly or implicitly point 
to the need for  strong and informed leadership in order to become transformational. While 
acknowledging that leadership and management are very different roles, she notes the reality  that in 
many university hierarchies (and it is likely this is the situation in other organizational contexts as well) 
that where power and decision-making reside at the top level. It is therefore reasonable to assume 
that senior managers have a key role to play in decisions around elearning. Cultivating innovation is 
therefore a crucial role of the digital education leader.  

Locating your digital identifications and representations 
As Kotecha says “The tipping point for African research innovation will not be merely the ability to 
fully access and use the new abundance of global knowledge and ideas to make active and significant 
contribution to its creation” (Kotecha, in Abrahams et al, 2008). The same could be said for any country 
outside the dominant “global north” and is a responsibility for a Digital Education Leader (DEL). 

The previous modules have taken you through a journey of understanding and becoming aware of 
your own digital identity. However, it is equally important to understand what kinds of digital 
representations exist, and could exist, about your communities, cities, country, etc. That is, your digital 
identity is actually situated in communities, cultures, regions, and ultimately, a global political and 
informational field of ‘the digital’. So as an individual you could perform certain role(s) - i.e. student, 
teacher, policy maker – but these roles only makes ‘sense’ in relation to, in context to social spaces 
and institutions (e.g. education, schools, community organizations, governments, etc).  

For this module, ‘You’ can refer to ‘you and the communities you identify with’, i.e. a collective you. 

Now, the internet is unfortunately dominated by particular communities and viewpoints, and your 
country and context might not be represented in many ways that it could be represented – the way 
you personally want them to be represented, the way institutions or laws might allow representation, 
the way they should be represented in terms of the people they attempt to represent, etc. 

Consider the following image. It is a map of the world based on internet population size rather than 
land-mass size. That is, the bigger the internet population, the more space the country occupies in the 
image. The shades of red indicate internet penetration (i.e. the darker the shade, the higher the 
penetration). 

https://www.apereo.org/communities/atlas
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Internet population and penetration by Mark Graham (CC BY)  

What does this suggest about the groups of people who are most positioned, in terms of access at 
least, to be authors and producers about themselves (and Others) online? 

If you are not authoring the stories about You online, who is? What are they saying about you?  What 
kind of representation is created online about You? 

Statistics about the internet population (the number of the world population using the internet 
through various devices) vary slightly between the organisations and methods producing the stats. 
They seem to have however, at most, 10% discrepancies between each other. We pose here data and 
stats from the United Nations. 

The International Telecommunication Union (ITU) is the United Nations specialized agency for 
information and communication technologies. It contributes annual and regular research which 
includes an Internet Development Index as a tool for countries, governments, educators, leaders, 
researchers - and of course other agents - to measure (1) the state of the country’s information society 
(including its digital divides) and (2) changes digital divide in the global information society. This Index 
measures 11 indicators in the three categories: Access, Use and Skills: 

Category 
and 

weighting 

Indicators 

Access 

(33.3%) 

1. Fixed-telephone subscriptions/100 inhabitants 
2. Mobile-cellular telephone subscriptions/100 inhabitants 
3. International Internet bandwidth (bits/s) per user 
4. Percentage of households with a computer 
5. Percentage of households with Internet access 

Use 

(33.3%) 

6. Percentage of individuals using the Internet 
7. Fixed (wired)-broadband subscriptions per 100 inhabitants 
8. Wireless broadband subscriptions per 100 inhabitants (minimum 
download of 256 kbit/s) 



8 | P a g e  

Skills 

(33.3%) 

9. Adult literacy rate (% population 15 and older who can read and write 
simple statements with understanding and do simple arithmetic 
calculations) 
10. Gross enrolment ratio secondary level (total enrolment in a specific level 
of education as a percentage of all eligible) 
11. Gross enrolment ratio tertiary level 
(total enrolment in a specific level of education as a percentage of all 
eligible) 

 

As of 2016, according to the algorithms of internetlivestats.com which uses data from the ITU, World 
Bank and UN Population Division, the global population is estimated to be 3.4 billion users (46% of the 
global population). 

Have a look at what this means for the Internet Development Index in the ITU’s Measuring the 
Information Society 2016 report. Where does your country feature? What contextual knowledge do 
you have to discuss this with? How do these aggregated national and regional ratings between 
compare with the variations of access, use and skill between regions within a country?  

Sources: 

http://www.internetlivestats.com/internet-users/ 

https://www.itu.int/en/ITU-D/Statistics/Documents/publications/misr2016/MISR2016-w4.pdf  

 

See the following articles for further reading: 

● PewResearch. (2016). Smartphone ownership and Internet usage continues to climb in 
emerging economies. 
http://www.pewglobal.org/2016/02/22/smartphone-ownership-and-internet-usage-
continues-to-climb-in-emerging-economies/  

 
● World Bank. (2016). Digital dividends. Washington: International Bank for Reconstruction 

and Development / The World Bank. Retrieved from http://www-
wds.worldbank.org/external/default/WDSContentServer/WDSP/IB/2016/01/13/090224b08
405b9fa/1_0/Rendered/PDF/World0developm0l0dividends0overview.pdf [CC BY] 

 

Curating, and authoring, these representations of yourself and 
your communities 
One of the markers of a DEL is someone who moves beyond consuming content and information 
available online to someone who creates and produces content. The dominant global views 
represented on the internet will not change if each individual person from across the world does not 
take it upon themselves to become a contributor. In addition if we contribute continuously in 
commercially driven closed spaces then the knowledge we have will be limited to an elite few. Even 
‘open and free’ spaces like LinkedIn and Facebook, are commercial in nature – that is they make their 
revenue by targeting adverts to users. Content that you produce on mediums openly, is still kept 
behind their ‘closed doors of registration and targeted ads’. However, even though some of this 
information is behind these closed doors, it is still important who authors and creates information 
about you, your community, your network, and so forth. 

https://www.itu.int/en/ITU-D/Statistics/Documents/publications/misr2016/MISR2016-w4.pdf
http://www.internetlivestats.com/internet-users/
https://www.itu.int/en/ITU-D/Statistics/Documents/publications/misr2016/MISR2016-w4.pdf
http://www.pewglobal.org/2016/02/22/smartphone-ownership-and-internet-usage-continues-to-climb-in-emerging-economies/
http://www.pewglobal.org/2016/02/22/smartphone-ownership-and-internet-usage-continues-to-climb-in-emerging-economies/
http://www-wds.worldbank.org/external/default/WDSContentServer/WDSP/IB/2016/01/13/090224b08405b9fa/1_0/Rendered/PDF/World0developm0l0dividends0overview.pdf
http://www-wds.worldbank.org/external/default/WDSContentServer/WDSP/IB/2016/01/13/090224b08405b9fa/1_0/Rendered/PDF/World0developm0l0dividends0overview.pdf
http://www-wds.worldbank.org/external/default/WDSContentServer/WDSP/IB/2016/01/13/090224b08405b9fa/1_0/Rendered/PDF/World0developm0l0dividends0overview.pdf
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One of the fundamental premises of this curriculum is that people author, contribute to, and create 
knowledge on Digital Educational Leadership openly, and as freely as possible.  

 

What is digital curation? 
“Digital curation involves maintaining, preserving and adding value to digital research data throughout 
its lifecycle. 

The active management of research data reduces threats to their long-term research value and 
mitigates the risk of digital obsolescence. Meanwhile, curated data in trusted digital repositories may 
be shared among the wider UK research community. 

As well as reducing duplication of effort in research data creation, curation enhances the long-term 
value of existing data by making it available for further high quality research. 

The digital curation lifecycle 
Digital curation and data preservation are ongoing processes, requiring considerable thought and 
the investment of adequate time and resources. You must be aware of, and undertake, actions to 
promote curation and preservation throughout the data lifecycle. 

The digital curation lifecycle comprises the following steps: 

Conceptualise: conceive and plan the creation of digital objects, including data capture methods and 
storage options. 

Create: produce digital objects and assign administrative, descriptive, structural and technical archival 
metadata. 

Access and use: ensure that designated users can easily access digital objects on a day-to-day basis. 
Some digital objects may be publicly available, whilst others may be password protected.  

Appraise and select: evaluate digital objects and select those requiring long-term curation and 
preservation. Adhere to documented guidance, policies and legal requirements. 

Dispose: rid systems of digital objects not selected for long-term curation and preservation. 
Documented guidance, policies and legal requirements may require the secure destruction of these 
objects. 

Ingest: transfer digital objects to an archive, trusted digital repository, data centre or similar, again 
adhering to documented guidance, policies and legal requirements. 

Preservation action: undertake actions to ensure the long-term preservation and retention of the 
authoritative nature of digital objects.  

Reappraise: return digital objects that fail validation procedures for further appraisal and reselection.  

Store: keep the data in a secure manner as outlined by relevant standards.  

Access and reuse: ensure that data are accessible to designated users for first time use and reuse. 
Some material may be publicly available, whilst other data may be password protected.  

Transform: create new digital objects from the original, for example, by migration into a different 
form.” 

Re-used from http://www.dcc.ac.uk/digital-curation/what-digital-curation/ [CC BY] 

Additional resource: 

http://www2.le.ac.uk/services/research-data/rdm/what-is-rdm/digital-curation 

 

http://www.dcc.ac.uk/resources/curation-lifecycle-model
http://www.dcc.ac.uk/digital-curation/what-digital-curation/
http://www2.le.ac.uk/services/research-data/rdm/what-is-rdm/digital-curation
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Online content creation 
With an increase in low-cost, mobile, flexible, ubiquitous technology solutions and  mobile technology 
more easily integrated with “free” social media and with no direct financial costs to end-users access, 
new opportunities have opened up for all students including those from developing countries to 
engage online. NOTE: Despite being free all users do indirectly pay for each service, often by providing 
their personal information and becoming a product for the service to market to advertisers on its 
platform (Schneier, 2010.).  

These are interwoven into global networks in the colloquially known ‘Web 2.0’ with increased 
opportunities for ‘social networks’ that enable their users to create, share and show connections. In 
short, there are now many more convenient opportunities for learners to engage in content 
production rather than content consumption (Aghaei, Nematbakhsh and Farsani 2012). 

Online content creation (OCC) “has been viewed as an opportunity to promote a democratic and 
diverse public sphere in which elite voice[s] no longer dominate” (Schradie, 2011). However Schradie 
(2011) and Brake’s (2014) studies from the global North point out that people who engage in OCC are 
a minority of internet users, suggesting that there is a participation gap between a minority of 
producers and the majority of people who are ‘authored about’. So while OCC has the potential for 
promoting democratic and public spaces for many authors, in effect, this participation gap challenges 
the potential for the internet to operate as an egalitarian public space. For example, a study conducted 
by the EDUCAUSE Centre for Analysis and Research (ECAR), across 15 different countries, shows that 
consumption – rather than production – is the dominant practice amongst university students 
(Dahlstorm and Brookes 2014). 

In their article on geographies of information inequality, Graham and Foster (2014) noted that the 
small amount of participation in the internet from Sub-Saharan Africa has meant that much of the 
content created about this region comes from other global regions. They use the analogy of ‘core and 
periphery regions’ to refer to the creating region as a core (producer), and the represented region as 
the periphery (consumer, represented by others, not a producer of their own representations).   

A visualisation of the edits performed on one day, for English Wikipedia, further emphasizes the global 
disparity of online content creation  

 

 
Source: http://stats.wikimedia.org/wikimedia/animations/requests/ [CC BY SA] 

See the following for an interactive visualisation of the above map:  

http://blog.wikimedia.org/2011/05/22/new-interactive-visualization-shows-global-distribution-of-
wikipedia-edits/ 

 

http://stats.wikimedia.org/wikimedia/animations/requests/
http://blog.wikimedia.org/2011/05/22/new-interactive-visualization-shows-global-distribution-of-wikipedia-edits/
http://blog.wikimedia.org/2011/05/22/new-interactive-visualization-shows-global-distribution-of-wikipedia-edits/
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It is therefore crucial that students particularly from under-represented parts of the world become 
empowered to be creators and producers of online content.  

Using Wikipedia as a proxy indicator of freely available online knowledge, research from 
whoseknowledge.org reports that only 20% of the world (primarily white male editors from North 
America and Europe) edits 80% of Wikipedia currently, and estimates that 1 in 10 of the editors is self-
identified female.  

Studies have also found that 84% of Wikipedia articles focus on Europe and North America, and most 
articles written about the global South are still written by those in the global North, so that even where 
content is present, skewed representations remain.  

 

 
Activity 

Activity1.1: Locating yourself in the world 
Consider and browse the site: www.7billionothers.org. Read its “About” section, 
watch some of its videos and read some of its transcripts. This site aims and 
claims to be a world-representative site of human stories, aiming to bring human 
beings into closer relationships with each other. 

 

The purpose of this activity is to locate 'yourself' (i.e. representations of You) in 
publicly available online repositories of stories, tweets/trends, and 
news/documentaries. By "yourself" we mean, identifications - issues, trends, 
news, content, identities, characterizations, etc.  

Locate how you are represented, and how other regions and peoples are 
represented. 

You can also browse a site like www.gapminder.org/dollar-street, which has 
visual representations of homes from different areas in the world. 

1. Have you been able to locate any representations of you, your region, your 
people on 7billionothers? Do they represent you at all? 

What does this (either your inclusion or exclusion) imply for global 
representativeness? Who is authoring and who is being authored about? Are you 
from a region that is well-represented, accurately represented, mis-represented? 

2. What are the political influences behind the portrayal of people in the way it 
does? Are these ‘ways of seeing’ respectful to people? In what ways yes, in what 
ways no? 

3. What are better ways still, of doing things like this - of representing people, or 
people-representing-themselves in digital spaces? 

4. Can 7billionothers.org be considered a network? A community? What does it 
do for identity, our shared sense of belonging as a species in one shared 
commons (planet earth)? 

5. Now that you have had a look at the website 7billionothers.org is there anyone 
you feel you need to talk to hear their story, in person? Is there a need to acquire 
this information in person, or would you rather watch them online? Should there 
be a limit to the amount of narratives you can consume about others digitally? 

6. Could you absorb the same amount of this kind of information/experience with 
people face to face? What does that say about the nature of the digital medium 

https://upload.wikimedia.org/wikipedia/commons/a/ab/Key_theme_-_Global_South%2C_WMF_Metrics_Meeting_February_2015.pdf
https://upload.wikimedia.org/wikipedia/commons/a/ab/Key_theme_-_Global_South%2C_WMF_Metrics_Meeting_February_2015.pdf
https://en.wikipedia.org/wiki/Gender_bias_on_Wikipedia
https://en.wikipedia.org/wiki/Gender_bias_on_Wikipedia
http://www.zerogeography.net/2011/09/geographies-of-worlds-knowledge.html
http://papers.ssrn.com/sol3/papers.cfm?abstract_id=2382617
http://papers.ssrn.com/sol3/papers.cfm?abstract_id=2382617
http://www.7billionothers.org/
http://www.gapminder.org/dollar-street
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and the face to face medium? 

7. Would you take some of these Questions as shown on 7billionothers.org 
and perform them with other people face to face? Why or why not? Go for it.  

8. If you look at gapminder/dollar-street, which site do you consider represents 
You ‘better’? (Better for what purpose/aim? In what ways? Better for whom?) Do 
they represent you at all?  

 

The overall question this activity is asking you to consider, as a citizen and as an 
author (or potential author) online, is Who Should Be Authoring Whose Story? If 
you we do not speak for yourselves, who speaks for us, what do they say about 
us, and how do they speak about us? What are our own ways of speaking and 
representing ourselves? 

 

 Reflective questions 
Would you want to participate in these sites, by way of producing content and 
knowledge? Here or elsewhere? Would you like to start your own site of this nature? 

 

How can you appropriate the ability to speak for yourself and your community, and 
determine your own self-representations? 

What gaps do you perceive in online content creation in your community 

 

Solving digital education problems for the future 
Future proofing 
In general, the term "future-proof" refers to the ability of something to continue to be of value into 
the distant future, so that the item does not become obsolete. Future-proofing is the process of 
anticipating the future and developing methods of minimizing the effects of shocks and stresses of 
future events. It’s not a term that’s applied often to digital education, but as a Digital Education Leader 
you need to flexible and adaptable and think about how we best prepare young people for the work 
and world of the future.  

There are many ways to achieve this and we proposed two approaches in this unit.  

One, is to come at the problem from the start in a completely different way using creative thinking 
tools like “design thinking” which you were introduced to in module 6. The other is to examine and 
reflect on changing needs of digital education projects through evaluation in order better understand 
and improve learning and teaching.  

 

Instructional design ‘versus’ learning design 
The designing of learning activities is an age-old activity. Many different terms, including ‘teaching’, 
‘mentoring’ and ‘coaching’, have been used to refer to these design processes. To more clearly 
distinguish the design aspects from other activities in teaching and training, other terms have been 
proposed. In the mid-20th century ‘instructional designer’ was suggested to describe a person with 



13 | P a g e  

the knowledge and skills required in the design, development and evaluation of instruction.  

Other terms have also been used over the years as the digital has become to play an increasingly 
important role in education.  These include ‘online learning developer’ and ‘e-learning designer’. More 
recently the term ‘learning designer’ (Walling 2014: 13) has been used. Walling explains that: “Within 
some segments of the education profession, a transition is taking place. The term instructional 
designer is being replaced with learning designer. The reason behind this nominal transition is an 
awakening (or reawakening) notion that the focus in education should be on learner outcomes more 
than on instructional inputs” (Walling 2014: 131).  

Considering the conceptual differences between ‘instructional design’ and ‘learning design’, which 
would inform the pedagogy and practices: 

● the ‘instructional design’ approach can be argued to be more focused instruction - i.e. 
giving instruction, taking instruction, instructional instruments, materials, task and objects. 

● whereas the ‘learning design’ approach is focused more on learner, learning, processes of 
learning, and materials, tasks and objectives that are centred around or framed through 
the lens of ‘learner-learning’ (including the instructional designs, frameworks, instructions 
etc). 

This can be thought of as a turn from instruction-centric educational practices to learner-centric 
practices - where instructions are objects of knowledge, are learners are subjects of knowing. It is a 
subtle but important distinction, to focus on the agent of knowing rather than the object of knowledge 
in the educational practice. The work of discipline of critical pedagogy is  

Instructional design can be conceived of as a “method or a process [that] helps produce plans and 
models describing the organization of learning and teaching activities, resources and actors’ 
involvement that compose an instructional system or learning environment” (Paquette 2014:661). 
The instructional design field emerged some time before the Internet, but many of the principles and 
processes have fed into subsequent conceptions of designing for online learning, including ‘learning 
design’. 

Learning design has been defined as “a methodology for enabling teachers/designers to make more 
informed decisions in how they go about designing learning activities and interventions, which is 
pedagogically informed and makes effective use of appropriate resources and technologies. This 
includes the design of resources and individual learning activities right up to curriculum-level design” 
(2013:7). 

The learning design definition explicitly includes technology, and according to Conole, “takes a much 
broader perspective and sees design as a dynamic process, which is ongoing and inclusive, taking 
account of all stakeholders involved in the learning-teaching process” (2013:35). 

 
Activity 

Activity 1.2: Terminology 
Terminology: What’s the difference 

Do we need instructional designers/ learning designers? Joshua Kim in an opinion 
piece in InsideHigherEd says his organisation were looking for a person to 
“provide leadership and support for the development of innovative and effective 
teaching and learning practices using information technology." A job description 
for someone who clearly needs to be a Digital Education Leader. It appears that 

                                                           

1 Walling, D.R. (2014). Designing learning for tablet classrooms: Innovations in instruction. Switzerland, Springer 
International. 
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what to call such a person resulted in much debate. He describes some of the 
issues around the use of this terminology and ask What do you think?  What 
would you rather be called, and why? 
https://www.insidehighered.com/blogs/technology-and-learning/instructional-
designer-vs-learning-designer 

 

What do you call Digital education leaders in your organisation context? What 
terminology are you familiar with? Is it instructional designer? Learning designer 
or something different like educational designer?   

 

Read the blog post and the comments and think about what terminology you 
would prefer to use in your organisation and why? Talk to colleagues about what 
they think is more appropriate.  

Do you see yourself as a person who engages in learning design/ in instructional 
designer/ learning designer? 

 
Design thinking 
In module 6, you were introduced to Kahle’s five principles of designing learning based on the design 
thinking approach and explored the became familiar with the concept of Design Thinking.  

The term design thinking is traditionally associated with the arts and engineering education and 
architecture education . More recently this term has been adopted in the educational field (Razzouk 
& Shute 2012) and specifically in the online learning design discourse.The Harvard Teaching and 
Learning Lab described design think as “a vocabulary, shared mindset and toolkit of strategies for 
understanding challenges and building innovative solutions” and notes that “Education can benefit 
from adopting these practices to pedagogy, classroom and school design and policy development.” 
https://tll.gse.harvard.edu/design-thinking 

In a more theoretical article Clinton and Hokanson’s (2012) describe how design thinking can fit into 
traditional “instructional design”/ “learning design frameworks” and how design thinking can play a 
role in both understanding the problem and evaluating a project. 
http://hokanson.design.umn.edu/publications/2011ClintonHokanson%20CreativityLoops.pdf  

By now you will realise there is no one right way to approach learning design. Clinton and Hokanson 
mention the ADDIE (Analysis, Design, Development, Implementation, and Evaluation) model which 
comes out of an instructional design perspective. This is just one way of approaching learning design. 
Another very useful way that also aligns with design Thinking is the Think-Explore-Design-Develop-
Implement-Evaluate (TEDDIE) design for learning model developed by Hodgkinson-Williams in 2015 
and revised as a teaching resource over a number of years. Hodgkinson-Williams, C.A. & Deacon, A., 
Govender, S. & Pallitt, N. (2017). EDN4501W 2017 - Theme 1: Thinking like a learning designer. 
Lecture notes for EDN4501W. University of Cape Town. 
https://docs.google.com/document/d/1NXf42H1nHis_yFs9_5K72ph4o4gsrjQh9eYhBxrQItU/edit?usp
=sharing 

 

 

 

https://www.insidehighered.com/blogs/technology-and-learning/instructional-designer-vs-learning-designer
https://www.insidehighered.com/blogs/technology-and-learning/instructional-designer-vs-learning-designer
http://hokanson.design.umn.edu/publications/2011ClintonHokanson%20CreativityLoops.pdf
https://docs.google.com/document/d/1NXf42H1nHis_yFs9_5K72ph4o4gsrjQh9eYhBxrQItU/edit?usp=sharing
https://docs.google.com/document/d/1NXf42H1nHis_yFs9_5K72ph4o4gsrjQh9eYhBxrQItU/edit?usp=sharing
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Activity 

Activity 1.3 : Thinking like a designer 
Watch the video, All about Learning. Design Thinking, for a quick overview of 
design thinking. (3.22min) 

Watch the video, Ewan McIntosh on Design Thinking for Librarians' and Teachers' 
professional development, for an overview of design thinking in educational 
contexts. (5.50min) 

Designers’ stories 

Christopher Pappas, founder of The eLearning Industry's Network, has compiled a 
short eBook on ‘How to become an Instructional Designer’. He has included the 
viewpoints of 24 Instructional Design Experts who share their stories and personal 
experiences. Take a read of a story and think about the learner designer’s 
knowledge, skills and dispositions. Can you identify “designerly ways of thinking” 
in their stories? 

Learning Designers’ experiences 

Imagine you could interview one of these instructional designers. Note some key 
questions about what you would like to find out about practicing learning 
designers’ knowledge, skills and dispositions.  What questions might you ask them 
to reveal their underlying “designerly ways of thinking” 

Consider how design thinking might help you in future-proofing the digital 
education projects you are involved with? Is this an approach you think could 
work in your organisation?  

Doing design thinking 

Download this CC-BY-NC-SA licensed toolkit developed specifically for educators. 
https://education.uky.edu/nxgla/wp-content/uploads/sites/33/2016/11/Design-
Thinking-for-Educators.pdf The resource describes the design thinking approach 
as well as incorporating workshop/ group type activities that can assist your 
organisation think about education differently.  

Are there 2-3 colleagues you work with who would help you get started on a design 
thinking path?  

The first two steps in the toolkit are best done in a small group and involve defining 
the challenge (p. 19) and creating a project plan (p21). Start small with these two 
activities and see where it leads you. 

 

Strategies for evaluation 
Evaluation is defined in the Cambridge Dictionary as the process of judging something's quality, 
importance, or value. In terms of research approaches it can be viewed as “the systematic acquisition 
and assessment of information to provide useful feedback about some object” (see Trochim, 2006 
https://www.socialresearchmethods.net/kb/intreval.php).  

Evaluation is an underpinning theme of this Unit. We started by asking you to evaluate what you see 
and believe to be true or real online. To challenge yourself in terms of what you think you know about 
the world and how other people view where you come from or are located. Now we focus specifically 
on evaluating digital education. 

https://www.youtube.com/watch?v=3sOeSkTUTA0
https://www.youtube.com/watch?v=3sOeSkTUTA0
https://www.youtube.com/watch?v=s0EdPH3ysjo
https://www.youtube.com/watch?v=s0EdPH3ysjo
https://www.youtube.com/watch?v=s0EdPH3ysjo
http://elearningindustry.com/elearning-authors/christopher-pappas
http://elearningindustry.com/elearning-authors/christopher-pappas
http://elearningindustry.com/instructional-designer/
https://education.uky.edu/nxgla/wp-content/uploads/sites/33/2016/11/Design-Thinking-for-Educators.pdf
https://education.uky.edu/nxgla/wp-content/uploads/sites/33/2016/11/Design-Thinking-for-Educators.pdf
https://www.socialresearchmethods.net/kb/intreval.php
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Thinking about evaluation in digital education 
Even when you consider the definition of evaluation provided in the key terms above you can see that 
the overlap between assessment, evaluation and research is blurred.  

How do we separate out these components and think about evaluation as something discrete?   

The Institute of teaching, learning and academic leadership - ITAL  - notes that assessment is the 
process of objectively understanding the state or condition of a thing, by observation and 
measurement. Assessment of teaching means taking a measure of its effectiveness. “Formative” 
assessment is measurement for the purpose of improving it. “Summative” assessment is what we 
normally call “evaluation.” 

Evaluation is the process of observing and measuring a thing for the purpose of judging it and of 
determining its “value,” either by comparison to similar things, or to a standard. Evaluation of 
teaching means passing judgment on it as part of an administrative process. 

(source: http://www.itlal.org/?q=node/93)  

But what about the difference between evaluation and research? Certainly there are very many 
overlaps. 

 Scriven (1991) defines evaluation as … the systematic determination of the quality or value of 
something 

•       It is done according to a specific plan/method, in a thoughtful way 

•       It measures merit/worth/compliance, often geared towards informing improvement 

•       It is focused on a specific programme/intervention/technology 

  

Sarah Goodier has adapted a diagram from an OER where she highlights the difference between 
research and evaluation 

 
Source: https://www.slideshare.net/SarahG_SS/evaluation-a-means-to-gain-
insights-into-and-improve-the-roer4d-project 

 

http://www.itlal.org/?q=node/93
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Approaches to evaluation 
There are many approaches to evaluation and the intention in this module is alert you, as a digital 
education leader, to the importance of continuous monitoring and evaluation in digital education. You 
won't be able to become an expert at evaluation but if you understand its importance you can begin 
to build it into your projects, courses and activities.   

You have already been introduced to one approach to evaluation that  is well tested in online and 
distance education namely Tony Bates’s decision-making evaluation framework called “SECTIONS” 
(see Module 5, Unit 2,)  

 

The Comprehensive Initiative on Technology Evaluation highlights the issue that educational 
technologies of “all types are quickly gaining popularity across the developing world”. Different role 
players across different sectors have made huge investments in these technologies (both in time and 
money)  in hopes that they will transform learning.. However, assessing the best uses of an educational 
technology in the classroom is difficult. Not only do uses of the technologies vary, but our different 
contexts influence how people learn with technology. 

Evaluation is therefore important because it can be used as a tool to reflect on your own practice and 
issues you may not have fully anticipated in adopting an intervention. it can also be used as a planning 
tool if you are contemplating the creation of, or adoption of a new digital education intervention.  

Many resources are available to guide you in thinking about and undertaking a digital education 
evaluation. 

International collaborations such as Better Evaluation aim to improve evaluation practice and theory 
by sharing and generating information about options (methods or processes) and approaches. 

 

 
Activity 

Activity 2.1 : Applying an evaluation framework 
Think about a digital education project that you are involved in as part of your 
learning/teaching/work 

 

What aspects would be beneficial to evaluate? How will you interpret the meaning 
of the information you will collect? 

 

Using one of the frameworks mentioned above develop an evaluation plan.  
http://wiki.ubc.ca/images/1/19/SECTIONS_Framework.pdf 

 

Think about how you can action this evaluation and how you will openly and 
publicly share the results and findings so your learnings  can benefit others in our 
digital community. 

 

 
Summary 

Unit Summary 
The aim of this first Unit is to help you as a Digital Education Leader think critically 
by positioning yourself using situated OERs. The unit asks you (as student, teacher, 
or policy-maker) to locate and curate the way you are represented (by way of the 

http://cite.mit.edu/reports/educational-technologies-evaluation
http://www.betterevaluation.org/
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community/network of online presences that attempt to represent, and speak for, 
them/their city/country etc). 

We want you to understand the global inequities that exist online beyond that of 
access but in terms of who is authoring content. We want you to reflect and 
understand how vital it is that DEL’s encourage active participation and creation of 
content online. 

We then talked about the need for future proofing and provided you with two ways 
of doing this for your digital education projects. Design thinking was proposed as 
one way to help you think creatively about problems and challenges. Evaluation 
that was formative and developmental provided you with another strategy to 
reflect on and improve your digital education projects 

 

 
Assessment 

Assessment 
1. What is the key concept of innovation in digital education 

A) Using new technologies for teaching and learning 
B) Improving educational experiences for students 
C) Creating a transformative, educational experience for students. 
D) An intervention that is out of the ordinary in a particular field of practice or 

context 

2. Developing capacity for digital education in an organisation needs to be done by  

A) Digital education enthusiasts and experts 
B) Staff with responsibility for the IT environment and technical expertise 
C) Senior managers who have a key role to play in decision making  
D) A combination of the above 

3. Social media enables increased content production because it is  

A) Free to use 
B) Allows users to create, share, and show connections  
C) Is available on many low-cost, mobile platforms 
D) Is convenient and easy to use  

4. Which of the following best describes ‘innovation’? 

A) Ideas and/or practices that are seen as new to a particular context 
B) Ideas and/or practices that reproduce different versions, adaptations - or 

alterations – to ideas and practices in a particular context 
C) Ideas and/or practices that use, re-use, re-mix and build upon existing 

materials 

5. An educational resource – a course or experience for example – that could be 
considered an educational innovation, is   

A) One that has surveyed the available and appropriate technological 
affordances, and has, by design, included a curated set of technological tools 
in educational practices 
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B) One that has been, broadly speaking, catered to students find most interests 
that they find the most engaging and captivating, such that they have a 
sustained engagement with the material 

C) One that has been designed to, and does, engage students and help facilitate 
a lasting change in student’s sense of a given issue 

D) None of these 

6. What do we mean by critical thinking? 

A) Considering the essential, top priority, unavoidable factors for the given 
issue/topic such that one builds a comprehensive and full understanding of 
the given issue/topic 

B) Questioning and scrutinizing a given issue/topic as it is, to evaluate and 
interrogate it in relation to other issues/topics, and possibilities of how it 
could be 

C) Questioning and scrutinizing a given issue/topic to better understand its 
essential working elements such that we can improve on these working 
elements  

D) All of these 

7. For an innovation to be considered as widespread in a given context, according to 
the Roger’s Theory of Diffusion, it will have  

A) Been shared – privately or publicly – beyond a tipping point of diffusion or 
penetration, such that it is featured in the majority of users 

B) Been adopted by some initial users, who are responsible for taking the 
innovation into the majority 

C) Been adopted by some initial users and later users, who gradually diffuse the 
innovation rapidly then at a slower pace 

D) None of these 

8. In terms of a best spreading pattern for an educational innovation, a digital leader 
should 

A) Conduct a change management initiative to see the process through 
B) Roll-out the innovation systematically and strategically 
C) Follow Roger’s Theory of Diffusion 
D) Work with their context, to self-determine what is best for their interests and 

those of their context 

9. Assuming that formal, material and infrastructural access to the internet is 
democratized across the globe, and digital literacies and capabilities are also not a 
barrier to entry, which of the following issues constrains the democratic potential of 
the internet? 

A) That most of the content that has already been produced has come from the 
US and Europe, which means that new content will have to compete with 
existing content 

B) Legislation about online content creation varies across regions, and the more 
democratic a country’s laws are the more equitable the online content 
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participation and production will be 
C) The dominant language of the internet is English, and speakers of English as 

a Foreign Language are forced to communicate and compete in English 
D) None of the above 

10. The content producers come from a concentrated region from the global ______  

A) North 
B) South 
C) East 
D) West 

11. The process of maintaining, preserving and adding value to digital research data 
throughout its lifecycle 

A) Digital innovation 
B) Digital curation 
C) Open Educational Practices 
D) Online Activism 

12. “Online content creation (OCC) has been viewed as an opportunity to promote 
a democratic and diverse public sphere in which elite voices no longer dominate.”  
Which of the following is the least relevant addition to extend on this statement? 

A) However, there is a participation gap between a minority of content authors 
and the majority of people who are authored about. 

B) However, this opportunity has been, and always will be, compromised unless 
governments adopt legislation to democratize their information practices. 

C) Regardless of a minority of content authors, and a majority of users, and 
regardless of legislation, citizens (whether ICT-users or not) ultimately have 
the power to effect change to this public sphere. 

D) None of these. 

13. “The internet, being a virtual and digital dimension, with no centralised 
government or international law, is such a fundamental evolution in human 
civilization that it operates outside of the influence of conventional political action 
from states and social movements that wish to effect change and revolution to the 
very internet itself.”  Can a mass social movement that manifests as mobilised and 
organised popular action – through strikes, gatherings, marches, occupations, etc – 
ultimately have any effect on this virtual dimension?  

A) Yes, the internet is not an evolution that operates outside our civilization, 
and so civil action can and will affect this human creation. 

B) No, because there are ultimately no governments of the internet to protest 
against. 

C) Yes, because the internet is in the process of forming a centralised, multi-
national governing body like the United Nations, which will then have 
legislative authorities on the internet as the first virtual country.  

D) No, because the activities provided by corporations and corporate sites are 
the dominant activities online, and these private agencies can operate 
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outside the effect of political action directed at governments. 

14. Which of the following explains the internet cores and peripheries analogy? 

A) The cores refers to the areas, sites and locations where the main servers and 
archives of the internet are kept; the peripheries are areas, sites and 
locations that use and access the internet 

B) A small amount of participation from Sub-Saharan Africa has meant that it 
operates as a periphery of a small region of online content creators which 
operate in other global regions 

C) The US and Europe, as first origins of the internet, have become its core; 
participation from Sub-Saharan Africa, Asia, and the global South has come 
to occupy a periphery participation 

D) All of these. 

15. The website www.7billionothers.org content is about  

A) The lives of people from regions across the world 
B) Visual and audio representations of people’s lives from regions across the 

world  
C) How a certain way of seeing, represents certain objects of information 
D) Population statistics 

16. Which combination of the following concepts would best strengthen future-
proofing capabilities? 

A) Evaluation and Design thinking 
B) Communities of practice and social media 
C) Instructional design and assessment 
D) Learning design and evaluation 

17. Design Thinking is a problem-solving approach that  

A) Is focused on understanding a problem, identifying its points of intervention, 
and thoughtfully Designing a solution 

B) Is focused on the task and act of Design, as a framework of attending to and 
addressing a problem, task or issue 

C) Is borrowed from the artistic, aesthetic and creative disciplines as an addition 
to creating well-structured instructional and learning designs  

D) Looks at how to design thinning of individuals for learning 

18. Learning design 

A) Rejects the instructional design paradigm, to focus instead on learner and 
learner-centric educational practices 

B) Builds on the instructional design paradigm, to focus on the learner and 
learner-centric educational practices 

C) Is the same as the instructional design paradigm, as it is also focused on the 
learner and a learner-centric educational practice 

D) Focuses on leaning as a subset of education 

http://www.7billionothers.org/
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19. The process of anticipating outcomes and developing methods of minimizing the 
negative effects of those outcomes can be described as 

A) Instructional design 
B) Design thinking 
C) Future proofing 
D) Learning desing 

20. The difference between evaluation and research 

A) Research involves explorative and analytical processes that are driven by 
researcher and research methodology; Evaluation involves analytical 
processes that are driven by their comparative considerations against given 
standards, criteria and objectives 

B) Research involves curating online content with certain interests in mind, 
while Evaluation involves curating online content with certain criteria in mind 

C) Both A and B 
D) Neither A nor B 

 

Check Your Progress: 

1. C 2. D 3. C 4. A 5. C 6. B 7. C 8. D 9. D 10. A 11. B 12. B 13. A 14. B 15. C 16. A 17. B 18. B 19. C 20. A 
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Unit 2 Engaging with networks  
Introduction 
In order to begin to engage with and expand your network, it is important to have a critical 
understanding of the diverse and multiple ways in which the world has been constructed and viewed. 
Whilst the world wide web has expanded people access to information and networks and has not 
necessarily changed the dominant view of the post-modern world. 

The Commonwealth of Learning (COL), as an intergovernmental organisation is strongly committed to 
linking together and redefining nations originally connected through the British Empire. It is 
purposefully seeking to build on common heritage in language, culture and  education, and enable 
these countries to work together (see https://www.col.org/about/what-commonwealth-learning)  

The Unit aims to make you think about representations of countries and nations and the implicit 
power dynamics and implications that underpins these in order to assist you as a DEL move beyond 
these to better mobilise resources. In order to ‘step back and take stock’ of where you are in terms of 
your networks, it is important to reflect critically on who owns or participates in the network and how 
you can increase your participation in strategic network to advance the needs of your organisation or 
project. 

 

Upon completion of this unit you will be able to: 

 
Outcomes 

▪ Analyse and identify your current situation and gaps 
▪ Understand your position as a digital education leader  
▪ Expand your digital networks 
▪ Understand how you can contribute to changes in policy and 

legislation in digital education leadership 
 
 
 

 
Terminology 

Community of 
practice 

The group of people you work with regularly as a 
digital education leader 

Online hate speech The expression of hatred usually towards 
minority groups using a digital medium 

 

Mapping yourself globally 
As a digital education leader it is essential that you are able to increase people's awareness of 
themselves and others in order to stimulate critical and divergent thinking. In order to create an 
awareness of the world and possible gaps between countries and people you will need to be able to 
find tools and strategies for engaging students beyond their own context.  

One example of such a tool is Gapminder  - a non-profit venture, kind of like  a modern “museum”, on 
the internet. Its intent is to promote sustainable global development and achievement of the United 
Nations Millennium Development Goals. Although Gapminder is often associated with disciplines such 
as geography (purely because of the nature of the data it draw on), it allows students and teacher to 
look at the world from social, economic and environmental perspectives.  Gapminder works on the 

https://www.col.org/about/what-commonwealth-learning
http://www.gapminder.org/
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premise that by having a data-based view of the world you can 'fight the most devastating myths by 
building a fact-based world view that everyone understands'. It’s described by the Geographical 
Association of the UK as an “invaluable resource for making sense of contested concepts like uneven 
development, inequality and change”.  

However, as useful as it can be as an online resource, with so much data and visualisations, we must 
also be able to question the sources of data, the subjectively chosen data sets, the biases in the 
methodological approaches used in this statistical modeling style, etc. That is, no data or information 
is neutral and ‘merely a fact’ – data and information are ‘chosen facts’ that can suggest a certain 
picture of a situation. Ideology, assumptions and epistemology shapes what data we collect, how we 
analyse data, and how we represent the analysis. So, gapminder is a useful tool – as an option. But 
should not be taken as ‘The Only Tool’ to use. 

 

 
Activity 

Activity 2.1: Evaluating graphical representations of the 
world 
The intention of this activity is to give you a sense and opinion of how the images 
of (our) reality differ from, and inform our perception of, and relationship to reality. 
To what extent are, have, can the images of reality (map digitization) shaped your 
belief systems about our reality? 

 

Gather a few different versions of the world map. Pick one of these online 
resources 

http://livelearnevolve.com/peters-projection-world-map/ 

http://www.businessinsider.com/mercator-projection-v-gall-peters-projection-
2013-12 

Optional: https://za.pinterest.com/pin/603552787532165177/  

 

Do a comparative analysis of different versions of world maps - 

1. Discuss the implications on perception from Mercator Vs. The Peters projection 
maps. 

2. See what you can find on other maps - like the Dymaxion and Peirce Quncuncial 
(e.g. https://www.bfi.org/about-fuller/big-ideas/dymaxion-world/dymaxion-map) 

3. Can you find any earlier maps of the world (e.g. from the ancient, pre-modern, 
medieval periods)? How did ‘we’ represent ‘ourselves’? Who is responsible for this 
representation of ‘us’? 

 

The aim of this activity was to evaluate the different ways in which representations 
of particular places and positions in the global system occur, and what implications 
these different ways of representing ourselves affects ourselves. 

Specifically, the difference here is that the Mercator map is the most popular 
map - used by Google, Wikipedia, the UN, and most commodifications of the 
world. However, this Mercator map perceptively-distorts the size of continents 
from their actual land-mass size, and thus renders North America, and 

http://www.geography.org.uk/resources/gapminderandworldmapper
http://www.geography.org.uk/resources/gapminderandworldmapper
http://livelearnevolve.com/peters-projection-world-map/
http://www.businessinsider.com/mercator-projection-v-gall-peters-projection-2013-12
http://www.businessinsider.com/mercator-projection-v-gall-peters-projection-2013-12
https://za.pinterest.com/pin/603552787532165177/
https://www.bfi.org/about-fuller/big-ideas/dymaxion-world/dymaxion-map
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Greenland bodies as larger than Africa, for example. What does this do for our 
ability to frame and understand importance, dominance and geopolitical 
relationships, specifically because of the historical power-configurations 
between developing countries (mostly minimised, marginalised, in the 
Mercator projection)? 

Could you explore who designed these maps, and for what purposes? How did their 
contexts and power influence how they designed the world? 

 

Build capacity to support new kinds of learning 
 

Professional growth and development  
In module 1 you encountered the concept of digital identity, you later worked through managing and 
building that identity (Module 3) before working through how to develop your personal learning 
networks (Module 4). You also looked at your professional networks in Module 1 and 4.   

Now you need to move beyond your own personal experience and look at how you can develop 
capacity in others.  

“How can you support the development of teaching and professional staff, and your organisation’s 
development of learners’ own digital skills as resources for learning.  

Whatever the vision for your organisation it can only be delivered by skilled staff. Digital education 
skills must not be left to specialists, although digital education enthusiasts and experts are hugely 
valuable to the organisation. Skills need to be integrated into the day-to-day professional practice of 
all staff, whatever their subject area or role. 

Student-facing staff need to understand how digital technologies can support day-to-day learning 
habits as well as subject-specific practices. Teaching staff need to keep up to date with new 
approaches in the classroom and new ways of using technology to support and record learning, 
wherever it takes place. Staff with responsibility for the IT environment need to be aware of how it is 
being used for teaching and learning, and to appreciate the value of innovation and specialisation as 
well as safety and standardisation. 

Learners themselves bring many skills and experiences from their use of digital technologies. Some of 
these may need to be adapted and progressed if they are to support the independent learning 
demanded of them at FE level. But in other ways - such as their use of digital media (images, video, 
animations and apps) and their habits of sharing and collaborating online - learners have much to 
show us. Learners also expect to leave with skills for employability. Digital skills, evidence of digital 
outcomes, and an e-portfolio to show what they have learned, are all vital to what the FE and skills 
experience can offer.”  

 

Adapted from Developing leaders for a digital age Oxord Brookes University Open Course CC BY SA 
Authors Helen Beetham and Ellen Lessner 
http://www.moodle.openbrookes.net/course/view.php?id=28&section=6 adapted by Cheryl Brown 

 

 

 

http://www.moodle.openbrookes.net/course/view.php?id=28&section=6
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Activity 

Activity 2.2: Reviewing your organisations digital 
capacity  
Complete this online  questionnaire developed as part of the Oxford Brookes open 
Moodle course 'Developing Leaders for a Digital Age'. The questionnaire is a review 
of digital capacity (skills, expertise, know-how) in your organisation 

https://docs.google.com/forms/d/e/1FAIpQLSfGOBkhCQq-
icXGsfp3d1BpkjmOfVrx4UHZ58x2ySmRF7j_iw/viewform 

Review the summary of responses and your own responses. Are the similar different? 
Does it help you understand needs and opportunities in your own organization? 

 

Your current digital networks 
Over the module you have grappled with understanding your digital identity, and developing 
networks. In this unit we want you to take stock of where you in terms of your digital presence as a 
digital education leader and reflect on where you want to be and what steps you need to take to get 
there.  

 

We introduce you to the concept of Communities of practice (CoP) and explore their value and role in 
developing and growing networks in digital education.  Communities of practice, teams and networks 
have been around for as long as human beings have banded together.  

 

They are comprised of groups of people who share a passion for something that they do, and who 
interact regularly to learn how to do it better. From Wikipedia: "The group can evolve naturally 
because of the member's common interest in a particular domain or area, or it can be created 
specifically with the goal of gaining knowledge related to their field.  

 

The term ‘community of practice’ was coined by Etienne Wenger and Jean Lave in the early 1990s to 
describe ‘a group of people who share a concern, a set of problems or a passion about a topic, and 
who deepen their knowledge and expertise by interacting on an ongoing basis’ (Wenger et al., 2002). 
CoPs are characterised by mutual learning, shared practice and joint exploration of ideas. (Hearn and 
White 2009 https://www.odi.org/sites/odi.org.uk/files/odi-assets/publications-opinion-
files/1732.pdf 

 

CoPs come in a variety of shapes and sizes for different purposes and functions. Some of the 
differences include membership composition (homogenous vs diverse), formality (structured and 
formal vs unstructured and informal), dispersion (distributed vs centralised), location (within 
organisations/networks or across organisation/networks) and focus (broad and far-reaching vs closely 
defined) and location (online or in real life).  

 

As a DEL you have a responsibility to develop, share and communicate what you learn to your 
networks.  One way of doing this is to draw on the concept of CoPs to build better linkages between 
knowledge, policy and practice?  

https://docs.google.com/forms/d/e/1FAIpQLSfGOBkhCQq-icXGsfp3d1BpkjmOfVrx4UHZ58x2ySmRF7j_iw/viewform
https://docs.google.com/forms/d/e/1FAIpQLSfGOBkhCQq-icXGsfp3d1BpkjmOfVrx4UHZ58x2ySmRF7j_iw/viewform
http://en.wikipedia.org/wiki/Community_of_practice
http://en.wikipedia.org/wiki/Community_of_practice
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Activity 

Activity 2.3: Taking stock of your networks 

 
Image source:  Adapted from (CC BY-SA) 
https://niccipallitt.wordpress.com/2015/09/06/from-digital-footprint-to-
digital-scholar-and-beyond/   

Reflect back on the earlier discussions in this module about the need for DEL to be 
Online Content Creators. Think about your context and work and how you and your 
Community of Practice can share content openly. 

Using the image above as stimulus, work through the process of reflecting on 
yourself as a digital education leader. In module 4 you looked at your online “digital 
identity” by Googling yourself”.  

What type of DEL do you want to be? Are you satisfied that the representation of 
your online self represents you as a DEL? 

Decide on some SMART goals (Specific, Measurable, Attainable, Relevant and Time 
bound) and identify how you want to go (virtually) as a DEL.  

● Identify 3-4 aspects you can work on and the network you want to be 
involved in.  

● Now that you have a sense of the gaps in your network look at expanding 
your network to include others.  

The first step is develop relationships. Think about your community (ie who 
comprises your community) and then map what their common digital education 
interests and issues.  

Talk to people in your community - whether they be colleagues, friends or people 
you engage with virtually. Find out about networks they belong to and value. Do 
they belong to a CoP? Do they see a need for new CoPs? 

Further reading:  

https://www.tonybates.ca/2014/10/01/the-role-of-communities-of-practice-in-a-

https://niccipallitt.wordpress.com/2015/09/06/from-digital-footprint-to-digital-scholar-and-beyond/
https://niccipallitt.wordpress.com/2015/09/06/from-digital-footprint-to-digital-scholar-and-beyond/
https://www.tonybates.ca/2014/10/01/the-role-of-communities-of-practice-in-a-digital-age/
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digital-age/ 

 

The way people behave online 
Earlier in the modules you have encountered issues around online health and well being and  ways of 
behaving online. However as increase your engagement and management of virtual networks or 
communities of practice it becomes NB for you to be aware of inappropriate and aggressive practices 
which manifest themselves in digital world  

One of the biggest issues raised recently in terms of policy in the online environment has been the 
issue of hate speech. “In recent years an ominous picture about online hate speech has started to 
materialise within cyberspace. This is not new (indeed society has often been hateful and suspicious 
and distrustful of the other).  However behind the anonymity of technology it certainly seems more 
prevalent and visible in some contexts. Indeed, recent polls suggest that as many as four out of five 
respondents have encountered hate speech online and two out of five have personally felt attacked 
or threatened. Although it is difficult to get accurate statistics about the spread of hate speech in 
cyberspace, the picture is becoming increasingly clear: the internet is alarmingly effective at spreading 
hate speech – so much so that most internet users have encountered it at some point. To make 
matters worse, hate speech usually targets the most vulnerable groups within  society: children, 
minorities, and immigrants – groups that by definition have little capacity to protect themselves, both 
in the online and the physical worlds. (ERCIM 2016 https://ercim-news.ercim.eu/en107/r-i/mandola-
monitoring-and-detecting-online-hate-speech) 

So what is hate speech? UNESCO (2015) express their view as such.  

As with freedom of expression, on- or offline, UNESCO defends the position that the free flow of 
information should always be the norm. Counter-speech is generally preferable to suppression of 
speech. And any response that limits speech needs to be very carefully weighed to ensure that this 
remains wholly exceptional, and that legitimate robust debate is not curtailed. In the case of 
expression of hatred, international standards can help us at a broad level to identify what is hate 
speech and how we can respond to it.  

Source: Gagliardone, I., Gal, D., Alves, T., & Martinez, G. (2015). Countering online hate speech, Paris: 
UNESCO. Retrieved from http://unesdoc.unesco.org/images/0023/002332/233231e.pdf 

 One of the means of countering the prevalence of this is through media and information literacy. As 
a DEL it is part of your responsibility to help educate people about this issue and we have covered the 
topic of digital citizenship and wellbeing in earlier modules. However there are ways that you can 
engage with your networks and mobilise resources to deal with equipping and capacitating yourself 
and your community of practice to proactively contribute to digital frameworks and legislature about 
this issue.  

 

 
Activity 

Activity 2.4: Exploring legislation  
Germany is known for having some of the world’s toughest hate speech laws, and 
now the government wants social media companies like Facebook and Twitter to 
take responsibility for the regulation, misinformation and illegal content. Have a 
look at this video which talks about this bill 
http://stream.aljazeera.com/story/201703272339-0025406 

Do you think Germany’s approach to hate in the digital age the right move? The 
webpage and video has generated some discussion online. How do you agree, 

https://www.tonybates.ca/2014/10/01/the-role-of-communities-of-practice-in-a-digital-age/
https://ercim-news.ercim.eu/en107/r-i/mandola-monitoring-and-detecting-online-hate-speech)
https://ercim-news.ercim.eu/en107/r-i/mandola-monitoring-and-detecting-online-hate-speech)
http://unesdoc.unesco.org/images/0023/002332/233231e.pdf
http://stream.aljazeera.com/story/201703272339-0025406
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disagree, locate yourself in relation to the discussion in this video?  

Is there legislation or position paper from your country or context on hate speech 
online? For example does your country have a view on this? Does your organization 
or institution have a code of conduct in relation to hate speech online? Are people 
aware of this?  

Have you personally encountered hate speech? Reflect on the context and 
situation. What could you have done to have report, educate or stop the 
proliferation of hate speech in this situation? 

 

Digital Labour, Unions, and Politics 
Data is not neutral. Every search, click or like on the internet generates data that is collected. Without 
being aware, your internet activity is under surveillance. We have a current situation where multi-
national, elite corporations have economic, cultural and social power more than nation-states, 
peoples and internet users. These are companies like Facebook, Uber, Youtube, Google, Microsoft, 
Alphabet,to name a few. How do we problematize the relationship between the corporation and the 
citizen? 

Christian Fuchs, Marisol Sandoval, Jernej A. Prodnik, Sebastian Sevignani, and Thomas Allmer have put 
together a special issue edition of Triple C (Communication, Capitalism and Critique), the Journal for 
Global Sustainable Information Society: Volume 12 (2014), Number 2: page 464-801, for the purpose 
of Theorising Digital Labour and Virtual Work. - http://www.triple-
c.at/index.php/tripleC/article/view/631 

To understand these issue we will use Facebook as an example. Think about: Who is Facebook’s client? 
It is not the user (i.e. persons with Facebook profiles). It is rather, the advertising agent who pays 
Facebook for providing it targeted advertising services, based on profiled potential-customers. So how 
would one describe Facebook – is it primarily a social media site, or an advertising corporation? Its 
profits are generated by advertising revenue. Its ‘items of sale’ are a user’s attention (visually, 
cognitively) and are based on a user’s clicks, likes, and data.  

 

If you want to briefly experiment with the amount of data you generate, count the number of mouse 
clicks, keypad presses, page scrolls, decisions and audio/visual-attention you spend online. A free app 
like WhatPulse can help you do this. Download and install here. It records the number of keypad 
presses and mouseclicks made. One could easily go through thousands of mouseclicks (decisions) in a 
few days. All your clicking online, is eligible for capture and monitoring, for observation and 
surveillance, from algorithms of Facebook, Google and so forth. If your email account remains logged 
in, while you browse other pages (and even close your email tab but do not sign out), your email 
provider will be collecting information about your internet activity, and using this for its profit-
generating purposes – typically advertising.  

So, if Facebook directly uses and profits off the labour and work performed by a person, should it not 
be paying that person for their work? Facebook does not structure its Terms and Conditions in this 
way. Rather, its slogan is ‘Free and Always Will Be’. However, this is a misleading premise. It is free for 
users to perform work and labour, to generate data as potential-customers and subject their attention 
and imagination to targeted advertising, to create profits for private share-holders. 

In economic justice terms, the nature of this unpaid labour is exploitative and unfair. How can we as 
internet users determine and demand certain rights and terms about the way in which we work 
online? Fuchs and Sandoval offer a useful starting point to discuss internet users as digital labourers 
and digital workers, since internet users generate the ‘raw materials, commodities, and service’ that 

http://www.triple-c.at/index.php/tripleC/article/view/631
http://www.triple-c.at/index.php/tripleC/article/view/631
https://whatpulse.org/downloads/
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is sellable. With the conceptual framework of workers and labourers, we can access the discourse and 
historical evidence of workers’ rights and unionized protection from corporate-exploitation. Through 
this framing of digital users as digital labourers, how could we understand our position and rights to 
withhold labour from the elite/profit-owner. i.e. going on strike, downing tools, organising protests 
against corporations and practices. 

Following from there, what are these workers’ rights - individually and collectively? What is the scope 
of digital-users’ unions in these ‘tech-services’? What happens if Facebook users go on strike? What 
would that look like? How can we think about how to organise and mobilise social, civic action – 
wherever it might be? In these economic terms, everyone is either a digital user/worker or a potential-
digital-user/worker. Such civic action then is not exclusively for the digitally literature populations. 
This is worth some researching on your own, and discussing this with other users, workers, and 
labourers. 

See a Review of Fuch’s Digital Labour and Karl Marx (CC BY). 

Digital Activism 
For the last part of this module we want you to think about connecting social issues and digital 
activism, digital advocacy and digital movements. The last few years have seen many social 
movements that have used digital media as tools to mobilise, organise, and bring about real social, 
political and educational change.  

An example is the  #RhodesMustFall and #FeesMustFall movements started in South Africa and 
reaching across the globe.  

The #RhodesMustFall and #FeesMustFall student educationist movements began in South Africa, in 
2015 and 2016 respectively. These were educational campaigns for decolonizing the cultural and 
material realities that South African students are affected by. For these, digital social media like 
Facebook, Twitter and WhatsApp became useful tools to communicate, mobilise, organise, and for 
students to Tell Their Own Story (rather than corporate media usurping and mis-telling the story).  

The use of the internet and digital medium for social change is not new. You will find several videos 
on this on the internet, including TED Talk.  

What these shows us is, that social movements and digital activism have a two-way relationship – a 
dialectical, interactive, mutually influential relationship. With the #RhodesMustFall and #FeesMustFall 
movements, digital media was a tool for mobilising, organising, and online content creation of the 
narrative and meaning that argued against Rhodes – it gave voice and authorial space to people to 
control their own narrative, which was crucial to effect the material changes needed to denounce 
Rhodes and freeze Fee increases from 2015 to 2016.  

The movement also has at its core another very real educational issue – that of the curriculum. They 
want the university to decolonise and to have diverse, representative teaching bodies and curricula 
that aren’t rooted in Europe and the global north. 

What is the role of the Digital Education Leader in this? Perhaps to understand the turmoil that 
education faces in the 21qst century and to reflect carefully on the values, assumptions and beliefs 
that are embedded in the systems we operate in.   

 

Resources 

1. Course: Education for a Digital World: Advice, Guidelines and Effective Practice from Around 
Globe. http://oasis.col.org/handle/11599/52 

2. Course: Critical Thinking http://www.oercommons.org/courses/critical-thinking-social-
media-technology/view 

http://jwsr.pitt.edu/ojs/index.php/jwsr/article/view/541
https://theconversation.com/students-in-south-africa-feel-unheard-heres-one-way-to-listen-66805
http://oasis.col.org/handle/11599/52
http://www.oercommons.org/courses/critical-thinking-social-media-technology/view
http://www.oercommons.org/courses/critical-thinking-social-media-technology/view
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Summary 

Unit Summary 
In this unit you learned how geographical visualisations can influence or distort 
representation of information about countries in different ways. You also learnt 
how you can use online visualisation tools to offer alternate views and present data 
in different ways so that it can open up students and people’s thinking about what 
we know and our own common perceptions. 

In this unit you also learned the value of communities of practice for developing 
online networks. You also learnt about how people use online networks in negative 
and distractive ways and what you as a DEL can do to be more involved in helping 
people you lead.  

You were also introduced to two cases of Digital Activism – one emerging from the 
MustFall movements in South Africa, and one of the conceptual framework for 
Digital Labour – as ways that could better equip you for the future 

 

Now that you have reached the end of this module we challenge you to start “future moving”. Become 
an active DEL. Participate in digital education, make your contribution and voice, empower others. 
Don’t stand on the side of networks and communities of practice, place yourself at the centre through 
innovating and transform digital education in your context and beyond.  

 

 
Assessment 

Assessment 
1. Digital literacy when combined with critical thinking, into approaches like Critical 
Diversity Literacy, can afford an education leader to understand how 

A) Multiple differences in society become ‘differences that matter’  in terms of the 
material and cultural life quality and experiences for all persons in a given 
context  

B) To effectively use online resources, create online content and make innovations 
in digital technologies 

C) Digital divides are created, and thus, afford comprehensive and multi-
disciplinary means to close these gaps 

D) None of these 
 
2. Facebook as a corporation is  
A) An advertising channel 
B) A social media network site 
C) A public space 
D)          All of these 
 
3. Exploitative labour can be described as 
A. A company or person making use of another person’s work and/or labour, without 

fair compensation and treatment 
B. A company or person making use of another person’s work and/or labour, without 

a contract 
C. A company or person making use of another person’s work and/or labour, without 

a mutual agreement between the two parties 
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D. None of these 
 
4. Digital labour 
A. Communities of practices working together online, in a team orientation 
B. The work and labour that internet uses perform online, measured in the forms of 

mouseclicks and keypad-presses 
C. Work and activism that is concerned with digital spaces, digital platforms and digital 

rights 
D. All of these         

 
5. Digital politics 
A) Online political conversations and movements that trade in information, data and 

opinions about events that happen outside the digital space 
B) Actions and events that are concerned with power dynamics between institutions 

and persons in relation to digital spaces, which may or may not use digital platforms 
C) The trend of corporations to merge and acquire other smaller companies, to form 

and/or operate as multi-national corporations that have influence on political 
agents of nation-states 

D) All of these. 
 
6. Digital Unions  
A) Are virtual communities of practices  
B) Are trade and collaboration agreements between separate organisations, 

enabling free and open access to resources between the institutions 
C) Could be formed to unite, mobilise and organise socially for digital-political 

interests, as a form of trade union 
D) Is a myth. 
 
7. Which one of the following is not user-generated data that is used to profile users as 
customers 
A) Mouseclicks and mouse movements 
B) Keypad presses 
C) Time spent on web pages or web sections 
D) Clicks that decide things (e.g. ‘Like’ buttons, Click ‘x’ to close a pop-up window) 
 
8. User-generated data on websites is, typically, owned by 
A) The user 
B) It depends on the Terms and Conditions of the website in question 
C) The website 
D)           No one  

 

Check Your Responses: 

1. A 2. D 3. A 4. B 5. B 6. C 7. B 8. C  
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