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1. Analysis: Competency Gap, Target Audience and Digital 
Playboard. 
1.1. Instruc�onal Goals: Analysis of Competency Gaps as Specified in the Competency 
Framework. 
Confer the Competency Framework for this Digital Learning Solu�on. 

1.2. Target Audience Characteris�cs: Analysis of Student Prerequisites. 
Confer the Competency Framework for this Digital Learning Solu�on. 

1.3. Digital Playboard: Analysis of Technical Possibili�es and Limita�ons. 
Confer the Common Digital Playboard. 

2. Design: Crea�ng a Blueprint for a Digital Learning Solu-
�on. 
2.1. Learning Objec�ves: Specifica�on of a Competency Focus and Crea�on of Learning 
Goals. 
2.2. Instruc�onal Strategies: Determina�on of the Required Learning Ac�vi�es, Educa�onal 
Contents and Methods for Reaching the Learning Goals. 
2.3. Digital Delivery Method: Design of Appropriate Medium, Format, Usability, Applica�on, 
Availability, and Interface of the Digital Learning Solu�on According to the SAMR-model. 
2.4. Tes�ng Strategies: Integra�on of Methods for Evalua�on and Feedback into the Digital 
Learning Solu�on. 
2.5. Valida�on: Feedback from Ongoing Stakeholder (TP 2+3+5) Review of the Proposed 
Learning Solu�on. 
2.6. Visual Representa�on: Model of the Digital Learning Solu�on. 

3. Develop: Crea�on of a Showcase that Realizes a Part of 
the Blueprint. 
3.1. Learning Resources: Crea�on of Educa�onal Content, Media, Guidance for Ac�vi�es, 
and Instruc�ons for Using the Digital Learning Solu�on. 
 

3.2. Valida�on: Ongoing Stakeholder (TP2+3+4) Review of Learning Resources and Ac�vi�es. 
 

3.3. Pilot Test: Adjustments are Made to the Showcase based on Small-Scale Tests. 
 

Kommenterede [MH1]: •What is the scope of this 
digital learning solu�on in terms of its competency 
span? Why? 
•What, then, is the specific competency focus for this 
digital learning solu�on? Why? 
•How does this competency focus translate into learn-
ing goals that aim for the construc�on of specific 
knowledge and skills? 

Kommenterede [MH2]: •What types of learning ac-
�vi�es and experiences can lead to the construc�on of 
both knowledge and skills that are specified by the 
learning goals? 
•What types of educa�onal content (e.g., curricula, 
texts, cases, videos, images, etc.) is required to create a 
learning experience that can facilitate the construc�on 
of the intended knowledge and skills with the students. 

Kommenterede [MH3]: •What digital formats/inter-
faces can serve as appropriate and efficient mediums 
for facilita�ng an interac�ve learning solu�on that can 
accommodate both the learning experiences and educa-
�onal content that are required for students to reach 
the specified learning goals? 
•How is the applica�on of this digital interface/for-
mat/medium affec�ng the didac�cs of the learning situ-
a�on? Subs�tu�on, Augmenta�on, Modifica�on or Re-
defini�on (cf. SAMR)? 
•What digital formats are useable/available in all part-
ner countries? 

Kommenterede [MH4]: •How can test protocols and 
feedback – both forma�ve and summa�ve – be inte-
grated into the digital learning solu�on? 

Kommenterede [MH5]: •What do TP2+3 say about 
the didac�c and pedagogical aspects of the digital learn-
ing solu�on? 
•What do TP5 say about the useability, availability, and 
feasibility of developing this digital learning solu�on? 
•What technological, didac�c, pedological, organiza-
�onal or infrastructural considera�ons might we have 
overlooked? 

Kommenterede [MH6]: Finally, the work above is visual-
ized by crea�ng a  model og flow chart which sketches the 
learning process and interac�on with the digital learning so-
lu�on. 



4. Appendix: Relevant Documents and Models 
4.1. Competency Framework 
 

4.2. Modified ADDIE Model 

 

Kommenterede [MH7]: Insert high-resolu�on image of 
the competency framework here. 

Kommenterede [MH8]: Edit ADDIE model in accordance 
with our final proces. 



4.3 SAMR Model 

 

 

4.4 Digital Playboard Kommenterede [MH9]: Insert a model of our common 
digital playboard, 
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