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Using the building blocks and
activity cards decide in your
teams whether the activities are
year 1, 2 or 3, attach to a block
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Session Title
Digital Wheel of Fluency

Overview of session

Groups joined the room armed with crystals and a learner profile, of who they had to navigate
through the curriculum maze.

In the Digital Wheel of Fluency room, the group was split into 2 teams of 4 people. Each team spun
the wheel to determine which category question they received from the six JISC digital capability
elements:

e ICT proficiency

¢ Information, data and media literacies

e Digital creation, problem solving and innovation

e Digital communication, collaboration and participation

e Digital learning and development

e Digital identity and wellbeing

The team answered a question on that element. For each correct question they won the related
element in the form of a ‘curriculum block’, which was an example of an activity that could be used
to build the element into the curriculum.

After the question round, teams then had to build a curriculum for their learner from the example
blocks won, using Lego. Thought needed to be given to at what point in the students journey each of
the activities would appear, either year 1, 2 or 3, crystals were won for teams who could justify their
placement and explanation. Crystals could be spent to buy extra curriculum blocks if required, or for
help with questions — 50/50, ask the host or ask the other team. Bonus crystals could also be won if
participants suggested why a curriculum block related, or required adapting, to the requirements of
their learners’.

Resources used on the day
e Instruction slides (PPT) Link in email attachment
e Link to digital wheel (create your own Digital Wheel decider: https://wheeldecide.com/)

Further reading/learning
e Six elements of the JISC digital capabilities framework
e JISC digital capability service



https://wheeldecide.com/index.php?c1=ICT+proficiency&c2=Information%2C+data+and+media+literacies&c3=Digital+creation%2C+problem+solving+and+innovation&c4=Digital+communication%2C+collaboration+and+participation&c5=Digital+learning+and+development&c6=Digital+identity+and+wellbeing&c7=ICT+proficiency&c8=Information%2C+data+and+media+literacies&c9=Digital+creation%2C+problem+solving+and+innovation&c10=Digital+communication%2C+collaboration+and+participation&c11=Digital+learning+and+development&c12=Digital+identity+and+wellbeing&c13=ICT+proficiency&c14=Information%2C+data+and+media+literacies&c15=Digital+creation%2C+problem+solving+and+innovation&c16=Digital+communication%2C+collaboration+and+participation&c17=Digital+learning+and+development&c18=Digital+identity+and+wellbeing&c19=ICT+proficiency&c20=Information%2C+data+and+media+literacies&c21=Digital+creation%2C+problem+solving+and+innovation&c22=Digital+communication%2C+collaboration+and+participation&c23=Digital+learning+and+development&c24=Digital+identity+and+wellbeing&cols=1F85DE,DE861F,311FDE,DE1F2E,D2DE1F,18C666&t=Digital+Wheel+of+Fluency&time=5&width=850
https://wheeldecide.com/
http://repository.jisc.ac.uk/6611/1/JFL0066F_DIGIGAP_MOD_IND_FRAME.PDF
https://digitalcapability.jisc.ac.uk/
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