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@ solving > Finding gaps in digital competencies

Digital competences are framed by two important human activities, namely problem solving and
learning. Although we devoted a relatively large space to words such as pedagogy or leaming in
the previous text, we did not deal with learning more systematically. In the coniext of modem
technology, learning is one of the most important and distinctive competencies that one needs.
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Digital competence cannot be acquired and the feeling that in five or ten years a person will still
be digitally literate. Bofivoj Brdicka uses the image from Alice in Wonderland - we have fo run
like a race and hope that in the context of the surrounding world we will at least stand still.

If we accept the concept of the necessity of continuous leaming, other imporiant questions will
arise - what should one leam? When? How? Or perhaps in the context of our reflections more
generally - does the digital envireonment change the educational process? These are just some of
the questions we will try to answer in this last chapter, although Digcomp itself may narrow it to
a . finding and closing gaps in education, we believe that a broader perspective is key for us

1‘0 ra r|an jally with regard fo the Czech educational reality, which still strongly emphasizes the

edus nénal content in the form of topics and learning outcomes, not the systematic development
of competencies - whether for problem solving or leamning

V asaryk Unlv v ‘ | ¢ | One of the basic starting points of andragegy. but also the focus of strife, is what an adult should
. U learn. There are authors who will emphasize the dimension of interest - one learns what one has
mcer / L a ceriain interest, which can be expressed by need or hobby. Another, more skeptical current

emphasizes the role of economic adaptation - one learns to mainiain or improve one's social or
economic status

The online environment has enabled the emergence of the phenomenon of open educational
resources (OER), which represent one of the key premises in thinking about education in
cvberspace Availahle courses texthooks fexis or even social arouns or scientific communities
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* The course is based on DigComp 2.1:
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5 domains (there is a task from each
domain)
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