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SKATE ICT/AT Competency Framework 

A. Introduction 

Digital inclusive education as well as the use of assistive technology for fostering inclusive 
education for children with disabilities and all learners is in the core of the discussions around 
education for all, barrier free learning and non-discriminatory educational policies and practices 
(Hoogerwerf, et al, 2021).  One of the main barriers to full digital inclusion and the exploitation of 
technology to support inclusive education for learners’ with disabilities is lack of awareness and 
relevant competencies of various stakeholders in the educational sector (Hoogerwerf and Mavrou, 
2021). Through year acknowledgement of such barriers led researchers and professionals in the 
fields of inclusive education and (assistive) technology to explore ways to empower educators and 
facilitate capacity building of educational settings towards the use of technology for inclusive 
education. The design and development of competency frameworks has been part of such efforts, 
at local, regional and European levels, resulting in a number of frameworks specific to particular 
groups of users, groups of professionals or other target population. What has been proved 
challenging is to address the needs of a variety of stakeholders in the field of education, at 
different education levels. In addition, targeting particularly educators working with young 
learners, i.e. in Early Childhood Education and Care, has been even more difficult, as the use of 
technology in early years has always been an issue of debate. Hence, the use of technology for 
inclusive early childhood education is the focus of the SKATE project. 
 
The present competency framework is aimed at providing a comprehensive overview of skills and 
competencies related to different areas of professional development necessary to successfully 
design, develop, implement and assess inclusive educational activities by means of digital 
technologies.   
This framework is built on the ground of two premises:  
1. Nowadays the distinction between ICT and AT is rather blurred. Although there are still digital 

technologies that are being developed specifically for children with disabilities (e.g., special 
input devices, special rehabilitation software/app), they are nevertheless increasingly being 
used in combination with or substituted by mainstream technologies such as tablets or 
smartphones. As a consequence of the convergence between mainstream and assistive 
technologies, educators are now required to be aware of the potentials and usefulness of 
both ICT and AT to ensure inclusion of their students. Hence, here we refer to technology for 
inclusion as ICT/AT.  

2. The suggested framework is designed for all possible educators (e.g., curricular teachers, 
special education teachers, teachers’ aides, pedagogists) who are involved in Early Childhood 
Education & Care (ECEC) taking into consideration that they may be at any point be working 
with all ranges of young children. Hence, it is highlighted that we are seeing this as a more 
unified system framework, that does not specifically make a distinction between unified ECEC 
educational systems (0-6 years) or split systems (0-3 & 3-6 years).  
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In light of these premises, our aim is to create a competency framework that will bring together 
indicators and competencies included in existing frameworks that are specific to some of the 
components of our project aims. These components are: 

- Inclusive education, and inclusive pedagogies such as differentiation and universal design 
for learning 

- Digital (Assistive) Technology competencies and Digital Inclusion 
- Inclusive Early Childhood Education and Care 

 
Having in mind the above, the core team working on the Competency Framework decided to 
consult the following existing frameworks: 
 
1. Index for inclusion: http://www.csie.org.uk/resources/inclusion-index-explained.shtml. 

This framework suggested by the Centre for Studies on Inclusive Education, under the supervision 
of Booth and Ainscow, is a set of materials to guide schools through a process of inclusive school 
development. It is about building supportive communities and fostering high achievement for all 
staff and students. The framework aims at providing indicators and competencies for a whole 
school approach, targeting both school culture and policies, as well as classroom practice. For the 
aims of the SKATE competency framework we suggest to focus only on classroom practices as this 
is more relevant to the learning programmes to be developed in the project. In addition, the idea 
is to re-work the relevant Index for Inclusion indicators to be adopted and adapted here, on the 
basis of Early Childhood Education. 

 
2. Universal Design for Learning: https://www.cast.org/impact/universal-design-for-learning-

udl 
The UDL framework is one of the main concepts identified as core issues in the SKATE proposal. 
The framework can provide very detailed competencies and activities through the analysis of the 
main three principles to guidelines and checkpoints. However, for a more general framework 
required for SKATE we suggest to adopt and adapt the main idea/concept of the UDL general 
principles, and maybe use the detailed guidelines and checkpoints as a tool during the 
development of the learning programs and implementation of the framework. 

 
3. Entelis+ Competency Framework: https://entelisplus.entelis.net/wp-

content/uploads/2022/01/D3.17-ENTELIS-Competency-framework.pdf):  
The ENTELIS+ was developed as a competency framework for those supporting the digital 
inclusion of persons with disabilities. It was based on the idea of the DigCompEdu 
(https://ec.europa.eu/jrc/en/digcompedu) and the ATLEC competencies frameworks  on 
developing digital competencies of individual learners at different levels as well as the ATLEC 
competency framework for professionals (https://atlec-project.eu/).  

 
4. KPT Guidelines for Lifelong Learning in Assistive technology: 

https://www.at4inclusion.org/wp-content/uploads/2020/12/KPT-
bookguidelines_ENG_11_557-2.pdf:   

The KPT Guidelines have been written within the framework of the Keeping Pace with Assistive 
Technology (KPT) Project, European project for the development of assistive technology (AT) 
training and education. The guidelines are more focused on a rather narrower conceptualization 
of Assistive Technology, specific for persons with disabilities interpreted as limitations, where the 
SKATE project focuses more on educators (teachers and their teams/collaborators) in a framework 
of inclusive education as a whole school approach with the support of digital (assistive) 
technologies. Therefore, the KPT were consulted for the SKATE framework in a more flexible way.   

http://www.csie.org.uk/resources/inclusion-index-explained.shtml
https://www.cast.org/impact/universal-design-for-learning-udl
https://www.cast.org/impact/universal-design-for-learning-udl
https://entelisplus.entelis.net/wp-content/uploads/2022/01/D3.17-ENTELIS-Competency-framework.pdf
https://entelisplus.entelis.net/wp-content/uploads/2022/01/D3.17-ENTELIS-Competency-framework.pdf
https://ec.europa.eu/jrc/en/digcompedu
https://atlec-project.eu/
https://www.at4inclusion.org/wp-content/uploads/2020/12/KPT-bookguidelines_ENG_11_557-2.pdf
https://www.at4inclusion.org/wp-content/uploads/2020/12/KPT-bookguidelines_ENG_11_557-2.pdf
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B. Structure of the SKATE Competency Framework: 

1. Areas of Competencies  
 
Competency frameworks differ significantly in terms of the areas (domains) of competencies they 
include, as these may vary in terms of the aims, target audience, setting and scope of each 
framework. In the field of ICT/AT and digital literacy in general various competency frameworks 
focus on a range of aspects of competencies, from more technical and practical skills development 
to more understanding and attitudinal aspects, or a combination. Other variations are in terms of 
individual development of competencies, or a more collective and team/organizational capacity 
development. For the purposes of the SKATE project a blend of both individual and team capacity 
development perspectives is adopted, as explained earlier in this document. In addition, building 
upon the work of the ENTELIS network and the ENTELIS and ENTELIS+ projects, the SKATE team 
has decided on the following areas/domains of competencies. These are inspired by some of the 
domains/areas of the Entelis Self-Assessment Tool for Schools 
(https://www.entelis.net/resources/tools-e-g-curricula-courses-handbooks-etc/) as well as 
points/areas from the SKATE Methodological framework (IO1/A1). The areas have taken into 
consideration the pedagogical aspect of the educators professional development (i.e. designing 
and implementing appropriate pedagogies for ECEC and inclusive education), the digital 
competencies aspect (i.e. be familiar, selecting and using ICT/AT) and the leadership aspect of the 
role of educators (i.e. management, administration and collaborations at classroom and school 
level). 
 
Areas of Competencies of the SKATE Competency Framework for Educators for the Use of ICT 
and Assistive Technology for Inclusive Education 

 
● Design of Curriculum and Learning Process: This area will include competencies for 

learning design: e.g. assessment of needs and barriers (identification of children needs and 
prior experiences), setting objectives and learning outcomes, plan/design learning and 
assessment activities appropriate for ECEC, developing and integrating IEPs in the inclusive 
classroom curriculum, UDL indicators  

● Implementation of Teaching and Learning Strategies: This area will include competencies 
for implementing inclusive pedagogies, integrating AT/ICT in the learning process, 
implementing UDL guidelines 

● Resources: This area will include knowledge of ICT and AT that can be used in ECEC, 
selection, modification, development/creation, and use of basic resources (ICT-AT) and 
educators own digital competencies 

● Classroom Management and Collaborations: This area will include definition of roles 
including parents’ and learners’ involvement, collaborative teaching, AT experts and other 
professionals, more practical management issues such as setting up the equipment, 
safety, maintenance and technical support, and classroom set up.   

2. Levels of Competencies 
 
Competency frameworks often distinguish between levels for which different terminology may be 
used, as well as different steps in progression, proficiency or expertise. For instance, some 
frameworks use a three-level approach: e.g. Basic, Average, Advanced or Core, Intermediate, 
Advanced, etc. Others use a six or eight level approach (e.g. see DigComp 2.1. for Citizens), which 

https://www.entelis.net/resources/tools-e-g-curricula-courses-handbooks-etc/
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further split the three common levels to more specific and detailed progression of competency. In 
addition, some frameworks define their levels according to standard education levels such as the 
EQF levels, while others choose to define their levels in the more specific context of the particular 
framework, and present those as proficiency statements for each domain of competencies.  
 
For the development of the SKATE Competency Framework, it was decided that levels of 
Proficiency across Areas (domains) of Competencies, will be limited to three: Beginner, 
Intermediate and Advanced.   
 
For the definition of the Levels the customized proficiency statement approach was used. The 
project team decided not to map the SKATE framework levels to EQF, as EQF are mostly used for 
broader frameworks that are later expanded to certificate programmes and have several criteria 
to evaluate level of competency. Additionally, the aim of the SKATE project is to focus on capacity 
building for digital competency development of educators and other professionals that support 
learners with disabilities to develop their own digital competencies, and it was built upon the work 
of previous and running projects of the ENTELIS network: the ENTELIS and ENTELIS+ projects. 
Therefore, the link to the outputs of those projects is important and to this end Levels of 
Competency for the SKATE project are: 

(a) mapped with the ENTELIS self-assessment tool for schools. The tool focuses more on a 
whole school approach and evaluation. However, defining individual educators' level of 
competencies in relation to the whole school approach for digital inclusive education is 
conceptualized in the broader idea of a more ecosystem approach. In addition, the SKATE 
project learning programmes will be developed through a co-design approach involving 
different possible members of an ECEC school setting, and hence a whole school approach 
to the definition of levels of competency seem more appropriate rather than a more 
individual competency development approach. 

(b) follow the approach of ENTELIS+ Trainers Competency Framework, in which proficiency 
statements were developed to define the three levels of competency adopted in the 
framework. These proficiency statements are inclusive of the individual competencies 
identified in each level across the areas (domains) of competency.   
 

Based on the above rationale, the three levels of the SKATE Competency Framework are defined 
as follows: 

 
o Beginner: Proficiency statement: To acquire basic knowledge, basic skills and basic 

understanding (attitudes) at the level of acknowledgement and take into consideration the 
right of learners with disabilities to have access and use ICT/AT in ECEC. This is linked to the 
ENTELIS Self-Assessment tool for Schools as an indication of starting a good practice 

o Intermediate: Proficiency statement: To acquire and develop good knowledge, skills and 
understanding (attitudes) at the level of designing learning experiences with the use of ICT/AT 
for all learners and particularly learners with disabilities in ECEC. This is linked to the ENTELIS 
Self-Assessment tool for Schools as an indication of making some and/or good progress at 
classroom level with collaboration of main stakeholders 

o Advanced: Proficiency statement: To acquire and develop very good (expert in some extent) 
knowledge, skills and understanding (attitudes) at the level of implementing and evaluating 
experiences with the use of ICT/AT for all learners and particularly learners with disabilities in 
ECEC, as well as supporting colleagues to this end. This is linked to the ENTELIS Self-
Assessment tool for Schools as an indication of having a good practice in place at school level 
(i.e. involving the majority of the school staff and collaborators. 
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3. Presentation of the SKATE Competency Framework 

Table 1 below presents the way the SKATE Competency Framework has been structured and 
presented in order to facilitating alignment of individual competencies/indicators in each Area, 
across all three Levels. 
 

Table 1: The Output format/presentation: 
 

Level 
 
Areas 

Beginner 
(corresponding to 1 & 2 of 
ENTELIS self-assessment) 

Intermediate 
(corresponding to 3 & 4 of 
ENTELIS self-assessment) 

Advanced 
(corresponding to 5 of 
ENTELIS self-assessment) 

Design of 
Curriculum and 
Learning Process 

Indicators/competencies 
 

Indicators/competencies Indicators/competencies 

Implementation 
of Teaching and 
Learning 
Strategies 

Indicators/competencies Indicators/competencies Indicators/competencies 

Resources Indicators/competencies Indicators/competencies Indicators/competencies 

Classroom 
Management 
and 
Collaborations 

Indicators/competencies Indicators/competencies Indicators/competencies 

 

4. Ideas for future development of the framework  
 
As the SKATE project follows a co-design approach, an additional structural element of the 
Framework could be its further support with examples of scenarios. The framework will be used to 
assist the SKATE team and involved stakeholders in the design and development of the learning 
programmes for the training of educators. It is therefore suggested that during and after the 
implementation of the pilots, teachers/participants can map their practices as examples and 
scenarios to the framework and add to them in the final version. The scenarios are expected to be 
the outcome of the previous phases of the project: the implementation of the ENTELIS Self-
Assessment Tool for Schools, the development of the learning programmes, the design of learning 
processes with the use of ICT/AT and their pilot implementation by the participating educators 
and the feedback to be obtained by educators, trainers and learners (and parents). 
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C.      The SKATE Competency Framework 
 

Level Beginner 
 

Intermediate 
 

Advanced 
 

Areas 

Design of Curriculum and 
Learning Process 

To identify the importance of  
participation for all,  
 
To be aware of the 
physical, digital, societal 
and other barriers to 
participation for 
learners with disabilities. 
 
To plan lesson and play sessions having 
all learners in mind 
 
To design evaluation activities 
contributing to the achievements of all 
learners 
 
To design learning and play activities that 
promote learner’s 
development/education, collaboration 
and participation 
 
To be aware of the importance and the 
benefits of ICT/AT for all learners and 
especially learners with disabilities  
 

To seek and remove barriers to learning and 
participation in all aspects of the curriculum 
and lesson design 
 
To define universally designed play and 
learning and play objectives for ECEC 
 
To consider principles of universal design for 
learning in terms of engagement, 
representation and action & expression in all 
aspects of the learning and play process and 
design with the use of ICT/AT. 
 
To transfer learners’ individualized 
educational program’s objectives in relation 
to ICT/AT into inclusive lesson planning 
 
To consider possible use of ICT/AT in all 
aspects of the curriculum and learning 
process design. 
 

Identify individual children skills and 
needs and compare them with the actual 
learning objectives 
 
To design curriculum and lessons that 
promote awareness on ICT/AT and 
diversity to all learners 
 
To evaluate and redesign lesson plans 
based on the principles of universal 
design for learning, by integrating ICT/AT 
to support all learners. 
 
To validate the appropriateness of the 
ICT/AT used by the learners 
 
To make recommendations and provide 
support to colleagues for 
the use of ICT/AT based on the principles 
of inclusive pedagogies. 
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Level Beginner 
 

Intermediate 
 

Advanced 
 

Areas 

Implementation of Teaching 
and Learning Strategies 

To encourage all learners’ participation 
during teaching and learning activities 
 
To apply basic accessibility solutions in 
play and learning activities for learners 
with disabilities 
 
To encourage role-playing with ICT - AT 
solutions for all learners  
 
To provide positive role models of using 
ICT/AT solutions by teachers 
 
To consider provision of alternative 
options through ICT/AT for learning, 
language, motor and sensory needs of all 
learners 
 
To encourage communication with 
various and alternative means amongst 
all learners 
 
To provide opportunities of familiarizing 
with ICT/AT solutions for all learners 
 
  
 
  

To promote all learners’ interaction and 
collaboration through creativity and play for 
learning 
 
To integrate ICT/AT as an integral and 
embedded part of play and learning 
activities. 
 
To use the personal ICT/AT of learners with 
disabilities in all learning and play activities 
 
To support and provide possibilities for 
learners to use ICT/AT in activities in and out 
of the classroom 
 
To identify inaccessible content and 
strategies that exclude some learners from 
any learning, play and social activity. 
 
To provide alternative methods of 
assessment of learning, language, motor and 
sensory learning, development and 
performance of all children with the use of 
ICT/AT. 
 
 
 

To design and implement collaborative 
activities for all learners in and out of the 
classroom 
 
To differentiate materials, learning 
objectives, teaching methodologies and 
assessment approaches with the use of 
ICT/AT and accessibility requirement for 
each child 
 
To reflect and re-design learning for 
actively engaging learners in using their 
ICT/AT and accessibility requirements. 
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Level Beginner 
 

Intermediate 
 

Advanced 
 

Areas 

Resources To distribute school resources fairly in 
classroom supporting inclusion 
 
To recognize basic common ICT/AT 
solutions for particular children’s needs.  
 
To have basic technical and functional 
knowledge about the specific equipment 
used by specific learners 
 
To be aware of the referral routes 
including access to funding, professional 
advice on the use of ICT/AT and support 
as required to address learners’ needs 
 

 

To have knowledge of basic ICT/AT that can 
be used for the inclusion of children with 
disabilities in the classroom 
 
To use ICT/AT and accessibility resources for 
the needs of particular children. 
 
To know reliable sources of information 
about ICT/AT solutions at local/national level 
and to be aware of funding mechanisms, 
policies and standards at local level. 
 
To set up, configure and implement 
common/basic ICT/AT resources for young 
learners with disabilities 
 
To refer to the legislation and policy 
procedures for access to funding, 
professional advice on the use of AT and 
support as required to address learners’ 
needs 
 
 
 
 
 
 
 

To create accessible materials to support 
children with disabilities participation in 
play and learning. 
 
To support children’s parents through the 
ICT/AT selection and funding 
processes/mechanisms 
 
To recognize the limitations of resources/ 
ICT/AT seek continuous improvement  
 
To search and identify/select ICT/AT and 
accessibility resources for the particular 
needs of individual learners. 
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Level Beginner 
 

Intermediate 
 

Advanced 
 

Areas 

Classroom Management and 
Collaborations 

To value sharing of ideas, experiences 
and obstacles on the use of ICT/AT with 
colleagues 
 
To plan, teach and review the use of 
ICT/AT in partnerships with other 
teachers in inclusive education 
 
To collaborate with school assistants and 
other stakeholders (e.g., parents, other 
teachers) for the implementation of the 
ICT/AT solutions in the school setting 
 
To communicate with all stakeholders 
(e.g., parents, other teachers, school 
assistants etc) on issues of ICT/AT in ECEC 
 
To be aware of the need to stay up-to 
date with innovative practices in the use 
of ICT/AT in ECEC for inclusive education 
 
To be aware of self-reflective practices 
for the use of ICT/AT in ECEC for inclusive 
education 

To be aware of the experts to contact to 
setting up an ICT/AT implementation plan 
  
To organise the learning environment 
(activities, resources, opportunities for 
participation, collaboration, etc.) to promote 
interaction and respect learners' individual 
needs and characteristics. 
 
To communicate and report the outcomes of 
the use of ICT/AT in an ECEC classroom to all 
stakeholders involved 
 
To be aware of the procedures for solving 
problems in the use of ICT/AT following a 
team approach 
 
To encourage participation in projects and 
innovations using ICT/AT in ECEC for 
inclusive education 
 
To implement self-reflective practices for the 
use of ICT/AT in ECEC for inclusive education 
 

To manage set up, maintenance, 
upgrades and safety of ICT/AT and 
accessibility applications 
 
To organize / participate / 
manage/coordinate multidisciplinary 
groups of stakeholders to plan and 
implement ICT/AT based learning 
activities 
 
To recognize possible safety issues 
related to ICT/AT use in order to plan 
mitigation/reduction strategies 
 
To support colleagues in the same field of 
educational practice 
 
To manage communication with national 
or local authorities for issues of ICT/AT in 
ECEC 
 
To participate and implement in projects 
and innovations using ICT/AT in ECEC for 
inclusive education 
 
To share and support colleagues in using  
self-reflective practices for the use of 
ICT/AT in ECEC for inclusive education 
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