
Development of a Digital Competence Model

A1_Digital Competence Model
Aim: A model of digital transformation competences that can serve as a foundation and point
of reference for the subsequent processes of self-assessment, training, and certification. The
project proposal states that this model should have three components: knowledge and
understanding of digital technologies, interpersonal skills, and knowledge and understanding
of the concept of e-leadership. The European Digital Competence Framework for Citizens
(DigComp) was used as a starting point because of its universal and inclusive qualities.

Literature Review
We began by conducting a systematic review of the academic literature to locate academic papers
about digital competence or digital skills, soft skills, and e-leadership skills. We used Google
Scholar, Scopus, and Web of Science as databases. Our search was focused on frameworks for
digital competence as well as papers on the integration of soft skills, e-leadership, and digital
competency. 42 papers were located in total. 12 of them introduced new frameworks, and 22 of
them discussed digital competence and digital skills. The other 22 papers offered insightful
discussions on soft skills and e-leadership skills. Additionally, we incorporated reports about
DigComp applications as well as all four versions of the DigComp Report in our literature review.
The following step was to analyze all 42 papers in order to create a new model of digital
competence. We began by gathering all examples and definitions of digital competencies, soft
skills, and e-leadership skills. Second, we attempted to identify various themes and their
relationships. Each theme represented a component of digital competence. Each component was
then assigned to one of the model's three dimensions: technological knowledge, soft skills, and
e-leadership skills.

Initial Digital Competence Model
At the end of the analysis, we had developed a digital competence model with 19 areas or building
blocks. The first dimension, Technological Knowledge, included four blocks:
- Knowledge about Hardware and Software
- Knowledge about Information Management
- Knowledge about Digital Content
- Advanced Technological Knowledge
The second dimension, Soft Skills, had the following seven blocks:
- Self-Assessment and Self-Development
- Open Mindset
- Ethics and Responsibility
- Creativity and Innovation
- Problem Solving
- Face-to-Face Communication
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- Conflict Management
The third dimension, E-leadership Skills, consisted of eight blocks:
- Technological Skills
- Digital Communication
- Change Management
- Self-Leadership
- Helping and Motivating Others
- Team Working
- Trust-Building
- Time Management

To make the model more comprehensive and provide a better understanding of the building blocks,
we formulated four to six examples for each building block.

Refinement of the Model during Meetings
We presented this model to the whole group during online meetings as well as on the transnational
meetings in Zalec, Slovenia, and in Turku, Finland. During all meetings, we received valuable
feedback for improvement, such as re-labelling and summarising of building blocks, as well as
suggestions for further building blocks.

A2_Online Survey
Aim: online quantitative survey of representative samples of the three main target groups
“managers”, “students”, and “trainers” to investigate the digital competence model.

Since a survey that included all 19 competence areas seemed to be too comprehensive, we discussed
in the group what were the most important competence areas of this model. We finally selected 12
competence areas that we want to measure with our survey. To measure these areas, we used the
examples from our model to formulate 1-2 statements for each area. The user should then decide on
a scale from 1-5 whether he or she agreed or disagreed with the statement. Overall, 16 statements
were included in the survey.
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The survey was answered by nearly 600 people, which represented managers, students, and trainers.
The main outcome of the survey was that the age as well as the working position of the participants
among the VET schools in all project partner countries had an impact on technological knowledge,
soft skills, and e-leadership skills. Furthermore, the age and working position of the participants
impacted the use of technology by the managers, trainers and students.
However, these results reflected only statistical correlations/relationships among the selected
variables; they must be validated through focus group activities conducted by the project partners.

A3_Focus Groups
Aim: qualitative focus groups with the involvement of experts and operators from VET
ecosystem, businesses and the labour market to enrich and validate the results of the previous
activities. 12 Focus Groups (2 in each partner country) should be conducted.

In order to deepen and collect qualitative contributions that can enrich and validate the Digital
Competence Model, each partner organised locally at least 2 focus groups, involving managers,
training experts and labour market intermediaries of its territorial networks, for a minimum number
of 5 participants per meeting. In the focus groups, the following questions were discussed:

1. Show the model framework: do you find yourself in the three competence areas?
2. Do you observe missing competences? (send the slide with all competences before the focus

group; try to deepen the competencies related to AI if not emerging)
3. Do you think that age or position/role may affect the applicability of the model?
4. From your observatory, what is the situation on the labour market (skills shortage)? Can the

acquisition of these skills can give a competitive advantage (both for people who need to
enter the labour market and for those who are already employed)?

5. What balance do you see between strictly technical and human/soft skills?
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6. Having to carry out a self-assessment and then training programmes based on this skills
model, what suggestions can you give us?

7. Highlight five key messages emerging from the focus group

Summary of answers:

1. Overall, while the model's foundation was appreciated, participants indicated the need for more
specificity and clarity, especially in terms of distinguishing between certain competences and
clarifying terms used.
2. Across the board, there's an urge for more holistic thinking about technology's role in modern
life, not just its functional application but also its ethical, emotional, and health implications.
3. Overall, while the age factor seemed to consistently influence digital proficiency across different
groups, the role or position was perceived differently by each group. Some felt roles dictated
specific competencies, while others felt it was more about individual needs within those roles. The
feedback also touched upon the importance of evolving education and training to address these
disparities.
4. There's a notable deficiency of specific skills in various job sectors. Digital proficiency is
paramount in the VET-sector because:
Technological innovations in VET education require individuals to keep pace.
An escalating shift to online tasks necessitates digital adeptness.
Employers prioritize candidates who demonstrate proficiency in relevant digital tools.
5. In conclusion, while the balance between technical and human/soft skills might vary based on
professional roles, sectors, and contexts, there's a consensus that both skill sets are integral and
often complementary in the modern professional landscape.
6. In essence, the feedback emphasizes a blend of practical application, tailored feedback, official
recognition, learning from previous projects, and providing clear, tangible insights through
self-assessment tools for effective skills development.
7. The overarching themes indicate a need for an integrated approach to soft and technical skills, the
importance of relevancy and up-to-date content, and the value of clear, personalized feedback and
training.

Refinement of the Digital Competence Model
The feedback from the discussions in the group as well as insights from the survey and focus groups
were used to refine the digital competence model. The final model encompasses the following 19
competence areas.
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Changes affected the names of the competence areas as well as the examples. The section “conflict
management” in the Soft Skills dimension was renamed into “emotional intelligence”, and the
section “technical skills” under E-Leadership Skills into “technical and data management skills”.
Some major changes were done in the examples. In the dimension of Technological Knowledge, we
integrated more examples regarding artificial intelligence and cyber security. Similarly, since we
included new sections “emotional intelligence”, and “data management skills” we related the
examples closer to these concepts. For instance, we considered data analysis, data integrity, and
business intelligence as important data management skills to be included in the model. Finally, we
also reduced examples in the sections “self-leadership” and “time management”. On the next pages,
the detailed version of the digital competence model with all the examples is presented.
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