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Why is the use of 
ICT for learning 
important?

What we as educators need to think carefully about when 
designing learning experiences is how learners use ICT 
and whether it is used in powerful ways to solve complex 
problems, construct knowledge or create knowledge-
based products. We also need to think about how ICT can 
help learners collaborate in ways that were impossible 
before or communicate through new expression 
mediums.
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21CLD Use of ICT for Learning
We live in a connected world with unprecedented access to various digital information and experiences. The use of digital technology continues to transform how we live and work. The ongoing adoption of new advances in technology has become more essential to living and working in the 21st century. In today’s globalised, knowledge-based economies, individuals increasingly need skills to intelligently consume information and ideas and design and create new knowledge and ideas using digital technologies. Using a broad palette of digital technologies, we can engage with ideas in new and innovative ways that were not possible before. 
In addition, through using these digital technologies, we can connect with and build relationships with a broader network of people.  This enables us to understand our world more profoundly by engaging with many perspectives.  Because it is only by engaging with and being challenged by others that we begin to understand ourselves and the world we live in truth. 
Given the extensive use young people make of digital technologies in their world outside of the classroom, we need to ensure that they can understand and use these technologies in powerful ways to learn and make sense of the world they live in. While digital technologies are becoming increasingly common in classrooms and learning environments, they are often used to present or consume information rather than transform learning experiences. We need to design learning experiences so that young people develop the skills to evaluate and analyse informationdatabut and design and create new information and ideas using a wide range of digital technologies. 
Many educational systems refer to digital technologies as ‘ICT’, so this is the term we will use as it is what many educators are most familiar with. For clarity, when we use the word “ICT”, this encompasses the full range of available digital tools, both hardware and software. By “hardware”, we mean computers and related electronic devices such as tablets and notebooks, e-readers, smartphones, personal digital assistants, camcorders, graphing calculators, and electronic whiteboards. With regards to software, this includes everything from an Internet browser and multimedia development tools to engineering applications, social media, and collaborative editing platforms.
ICT is a powerful tool to promote and support a wide range of what is often referred to as 21st-century skills. What we as educators need to think carefully about when designing learning experiences is how learners use ICT and whether it is used in powerful ways to solve complex problems, construct knowledge or create knowledge-based products. We also need to think about how ICT can help learners collaborate in ways that were impossible before or communicate through new expression mediums.
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Learner Use of ICT?
• Learners use ICT directly to complete all or part of the 

learning activity.

• It is considered ICT use if the learners are required to 

use ICT or can use ICT to complete an activity.
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Learner use of ICT
Learner use of ICT happens when learners use ICT directly to complete all or part of the learning activity. The educator’s use of ICT to present materials to learners does not count as learner use: learners must have control over the ICT use themselves. 
Some educators’ use of ICT can enhance their teaching significantly: for example, educators can show simulations that make complex content easier for learners to visualise. However, this rubric focuses only on how the learning activity requires learners to use ICT in their learning.
This rubric looks at the opportunities learners have to use ICT. It is considered ICT use if the learners are required to use ICT or can use ICT to complete an activity.
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Supports Knowledge Construction?
• Learners use ICT directly for the knowledge-

construction part of a learning activity.
• Learners use ICT to indirectly support knowledge 

construction.
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Use of ICT to support knowledge construction
Knowledge construction occurs when learners generate ideas and understandings that are new to them through interpretation, analysis, synthesis, or evaluation. This rubric examines whether the learning activity requires that learners use ICT in ways that support knowledge construction, either directly or indirectly.
ICT supports knowledge construction when:
Learners use ICT directly for the knowledge-construction part of a learning activity. For example, learners use a computer to analyse scientific information.
Learners use ICT to indirectly support knowledge construction by using ICT to complete one step of an activity and then using information from that step in the knowledge-construction part of the activity. For example, learners might search for terms related to current events on Twitter and then analyzetheir responses offline. The information they found on Twitter supported their analysis, saying that ICT use supported knowledge construction.
The knowledge construction supported by ICT must be about the activity’s learning goals: learning to use the ICT does not qualify. For example, learners might learn about PowerPoint as they create a presentation for history class. But to be considered knowledge construction using ICT, PowerPoint must help them deepen their interpretation, analysis, synthesis, or evaluation of historical ideas, not just to deepen their knowledge of using the tool.
Evaluation of Internet resources related to the learning goals is also considered knowledge construction. Some learning activities are designed to help learners become intelligent, ethical users of Internet resources rather than passive information consumers. For example, learners might be required to find several sources on a topic and evaluate their credibility before selecting which information to rely on.
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Required for Knowledge Construction?
• Learners complete knowledge construction 

activities that would be impossible or impractical 

without the use of the ICT.
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ICT is required for knowledge construction
ICT is required for knowledge construction when it allows learners to do construction activities that would be impossible or impractical without using the ICT. For example, learners might be asked to communicate with learners in another country over two weeks to research the impact of the recent drought on their community. Email enables learners to construct knowledge that they could not construct without ICT because metaphysical mailing letters would be impractical in this short time. The use of email is required for making this knowledge.
Many activities that require knowledge construction can also be done without ICT. For example, learners may be asked to find information about the beaks of various bird species with different diets and develop categories of different types of beaks. If learners use the Internet for this activity, they are constructing knowledge, but ICT is not required: they would be able to achieve the same learning goals without ICT by using printed books in a library.
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Designers of ICT products?
• Learners create ICT products that others can use.

• When learners act as designers, ICT is supporting 

their real-world problem-solving and innovation.
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Designers of ICT products
Learners are designers of ICT products when they create ICT products that others can use. For example, if learners record a podcast and make it available on the internet, they are creating an ICT product others could use. The product lasts beyond the learning activity and can be used or enjoyed by an outside audience.
When learners act as designers, ICT is supporting their real-world problem-solving and innovation. Learners must have an authentic audience in mind, such as a community that needs the information their podcast will provide, or younger learners who will learn about disease prevention from the simulation learners are building. In their design, learners must attend to the needs and preferences of that audience. Ideally, but not necessarily, the product might actually be used by the intended audience. Learners who create a product with no particular audience in mind do not qualify as designers under this definition.
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Learners create digitally
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Question
Match the 21CLD Use of ICT for Learning Rubric level with the 
learning activity.
Level 1 Level 2 Level 3 Level 4 Level 5
• Students work with a partner to design and write a program using 

the Microsoft MakeCode block-based programming environment 
for primary math students.

• Students learn how to take notes in Microsoft OneNote 
notebooks.

• Students follow the steps in a tutorial to practice loops using the 
Microsoft MakeCode block-based programming environment.

• Students watch an instructional video explaining how computer 
programmers solve problems.

• Students investigate loops by debugging code.

Presenter Notes
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Match the 21CLD Use of ICT for Learning Rubric level with the learning activity.
Level 1	Level 2	Level 3	Level 4	Level 5
Students work with a partner to design and write a program using the Microsoft MakeCode block-based programming environment for primary math students.
Students learn how to take notes in Microsoft OneNote notebooks.
Students follow the steps in a tutorial to practice loops using the Microsoft MakeCode block-based programming environment.
Students watch an instructional video explaining how computer programmers solve problems.
Students investigate loops by debugging code.
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Microsoft 21CLD
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Decision Tree
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