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Learning environments are changing rapidly, and there is an
ongoing digital reform regarding both informal and formal learning
contexts. Due to these changes, it´s important to produce scientific
knowledge describing this changing environment, and to provide
data to support decision making, advance teaching practices,
and develop academic and policy agendas. With this report we
introduce a new instrument, the Sociodigital practices inventory
for young students, developed to capture the changing nature of
these sociodigital phenomena. We share the initial findings of this
longitudinal study conducted for the first time with this new and
largely novel instrument that measures sociodigital participation.
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We have also included measures of social capital, assessment,
growth mindset, connected learning, and school belonging, as we
view these as closely intertwined with the phenomena measured by
the Sociodigital practices inventory. We see these findings as useful
to educators, parents, politicians, and researchers alike.
We conducted this first data collection by using the Sociodigital

Preface

practices inventory among Finnish students in the fall of 2019.
1262 students 11 to 12 years old and 1219 students 13 to 14 years
old participated in this survey, for a total of 2481 valid responses.
The survey was carried out in research-practice partnership with

Highlights

our team of researchers collaborating with city administrators and
teachers from the City of Helsinki. The instrument itself was built as

•

Students have a good grasp of basic digital

a joint effort by more than ten researchers1 from partner universities,
technology skills, and these are commonly

with a smaller group responsible for compiling this report.
practised at school.

On behalf of the Growing Mind consortium, we wish you an

•

interesting read!

In their free time, students engage in a broad
variety of online activities, especially those driven
by friendship and social relationships.

Tiina Korhonen University Lecturer, University of Helsinki

•

Netta Tiippana Doctoral Researcher, University of Helsinki

Digital gaming is a common activity, with average
gaming times of 9–11 hours per week.

Noora Laakso Doctoral Researcher, University of Helsinki

•

Problematic use of digital technology does not

Mikko Meriläinen Postdoctoral Researcher, Tampere University

appear to be an issue for Finnish 5th and 7th

Kai Hakkarainen Professor, University of Helsinki

graders.
•

Innovative, creative, or non-linear pedagogies are
largely missing in current school practice.

Follow us on our website
•

There is a need to support teachers in the creative

growingmind.fi/theproject/
and transformative use of advanced technologies.
1 Heidi Forsström, Kai Hakkarainen, Tiina Korhonen, Noora Laakso, Jenni Laurell, Jari Lavonen, Kati Puukko,
and Netta Tiippana from University of Helsinki, and Riikka Aurava, Mikko Meriläinen, and Jaakko Stenroos from
Tampere University.
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1

IN THE
SCHOOL
CONTEXT

SOCIODIGITAL
PARTICIPATION
IN THE SCHOOL
CONTEXT

1.1 Digital competences
Both 5th and 7th grade students felt they could recognize safety risks
online. While students described themselves as somewhat fluent in
areas such as using word processing programs and solving basic IT
programs, they reported much less confidence with more advanced
tasks such as programming or working with spreadsheets.
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Students’ skills relating to digital technology were studied

activities. The students were asked “How well can

4

you do the following things related to digital technology” and

3

were then asked to evaluate the items on a 5-point fluency

2

scale from 1=not at all to 5=very well.

1

4.53

4.41

4.30

4

4.13

5th grade

4.00
3.68

3

4.33

4.43

3.91

2

3.89

3.80

3.38

3.64

3.57

3.70

3.48

3.63

I would like
to use digital
technology
more in my
schoolwork

3.20

3.63

3.27

1

5th grade

3.43

3.43

3.53

3.63

3.21

3.24

3.17

3.29

2.99
3.28

2.16
1.97

I trust my
ability
to learn
things
related
to digital
technology

7th grade
5

7th grade

5

by presenting the students with 15 items depicting different

9

Figure 2.

I am more
enthusiastic about
my schoolwork
when I am
allowed to
use digital
technology

I think it’s
fun to learn
things about
digital
technology,
because they
offer new
challenges
continuously

I study
school
things
more
diligently
when I am
allowed to
use digital
technology

I am preI like to
pared to put solve chalin a lot of
lenging
effort to learn problems
something
related
related to
to digital
digital tech- technology
nology

I would
not like to
use digital
technology
in schoolwork

Means of single items of digital learning
orientation.

I can use
word processing
programs

I can recognise risks
related to my
own safety
online and
avoid them

I can make
multimedia presentations

I can use
cloud
storage
services

I can solve
basic IT
problems

I can edit
videos

I can draw
or paint
with painting and
graphic
programs

I can edit
images
online or
with image
processing
programs

5
7th grade

4

3.07

2.98

2

5th grade

2.94

3

2.37
2.87

1

3.20
2.53

Digital learning orientation was explored

2.37

2.36

2.35

through eight items. Students were asked

1.2 Digital learning
orientation

“How well do the following statements

2.53

2.29

2.39

2.48

Overall, 5th graders had a more positive digital
on digital technology describe you?”

learning orientation compared to 7th graders.
The answers were evaluated on a 5-point
I can make
music using
digital
technologies

I can use
spreadsheet
programs

I can make
animations

I can code by
using some
block- or
text-based
programming
language

I can make
digital 3D
drawings or
models

I can create
and maintain
a blog or a
website

I can build
automated
devices, such
as robots or
smart products

Their attitude towards challenges was more
scale from 1=Completely disagree to

favorable, and they liked solving challenging
5=Completely agree.

problems related to digital technology more
often than 7th graders.

Figure 1.

Means of single items of sociodigital
competences.
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Figure 3.

Means of single items of

SOCIODIGITAL PARTICIPATION

sociodigital practices at school.

1.3 Digital practices
7

7th grade

5th grade

6

According to the students, technology practices in
classrooms often consisted of practising basic uses of

5
4
3

digital technology. The most common digital practice
in schoolwork among 7th graders was making a

4.27

2

4.35

3.43

3.39
3.68

3.20

3.37

3.17

3.25
3.62

2.93

3.75

1
In class,
we practice basic
use of digital technology

multimedia presentation, followed by making a
digital portfolio. 5th graders reported playing digital
learning games, learning to recognize and avoid

I make
digital
portfolios
related to
schoolwork

online safety risks, and sharing their own technology
knowhow as more common than activities such as

During
class I am
guided to
recognize
risks related to my
own safety
online, and
to avoid
them

I make
multimedia presentations
related to
schoolwork

Teachers encourage me
to share with
others my
know-how on
devices, programs, and
applications

I play learning games or
other digital
games related to schoolwork

2.59
2.77

2.05
Teachers
use animations
or simulations
in their
teaching

making portfolios or multimedia presentations.
The

students

sporadic

use

reported
of

7

only

virtual

6

or
School related digital practices

augmented reality technology.
were studied using 13 items. The

Similarly, classroom activities
are the following things involved in

1

your schoolwork?” The items were

or

programming,

appeared
evaluated on a 7-point frequency

mostly as curiosities: they were
scale from 1=Never to 7=Daily.

reported to not be done at all,
or at most only a couple times
a year.

3
2

devices, making digital games,

5th grade

4

students were asked “How often

focused on building automated

7th grade

5

1.76

1.64

1.98

1.78

I code with some
graphic or textbased programming language
related to schoolwork

I make 3D
drawings or 3D
models related
to schoolwork

1.61
1.90
I design or make
digital games related to schoolwork

1.59
1.74
In class, we
build devices
utilizing automation, such as
robots or smart
devices

1.85

1.46
1.62
I use virtual
or augmented
reality related
to schoolwork

I maintain
a blog or
similar
information
platform related to the
topic we are
studying

13

1.4 Co-creative practices

1.5 Collaborative activities

Co-creative practices at school
were examined by asking the

Students reported being guided to work in pairs

students “How often are you

On average, students reported utilizing

Students’ self-directed internet use

or groups on average once a week, and this

guided to do the following

the internet to support their studies

to support schoolwork and learning

was the most frequent co-creative pedagogical

during class?” Responses were

once a month or less frequently.

was studied with 6 items. The students

practice of those measured. In turn, making

evaluated on a 7-point scale from

Although

were asked “How often do you do the

inventions and contacting people outside of

1=Never to 7=Daily.

tutorials, asked for help or helped

following things online”? The items

others online, and took part in study-

were evaluated on a 7-point scale

related online conversations, these

from 1=Never to 7=Daily.

school were rare practices, with an average
frequency ranging from a couple of times a
year to once a month.

Figure 4.

students

watched

video

Means of single items of

activities were largely occasional.
pedagogical practices
at school studying.

7
6

6

5th grade

5.14

3.90

4

4.89

2

3.86

3.89

3.77

3.51

4

5th grade

3.41

3.14

3.06

3.15

2.90

3.32

3

4.11

3.38

3.63

3.66

3.53

3.62

1
In class,
we work
in pairs or
in groups

7th grade

5

4.52

5

3

7

7th grade

In class, I
am guided
to seek
information online
or from a
library

In class, we
In class, I
are guided
am guided
to analyze
to utilize the
information information and
and informaskills I have
tion sources gained outside
critically
of school

In class, I
am guided
to plan my
own work

In class, I
am guided
to explain
phenomena with
pictures or
words

At school, students are allowed to take
part in planning
the topics and
phenomena to be
studied

2

2.92
2.94

1
Online, I help
people I know in
things related to
studying

I ask people I
know for help
online in things
related to
studying

I watch video
tutorials made by
others in order to
learn new things

2.67
1.80
2.47

1.75

I take part
in online
conversations
about studying

I share
documents
related to
studying
online

I ask people
I have met
online for
help in things
related to my
schoolwork

Figure 5.

Means of single items of

7
6

7th grade

5th grade

5
4
3
2

3.48

3.44

collaborative activities online.

2.97

2.75

2.82

2.60

3.38
3.26

1
In class, I am
guided to form
questions and pose
problems to promote my learning

At school, I am
guided to familiarize
myself with the topic
to be studied independently, before it
is studied in class

In class, we are
guided to make
inventions

In class, we are
guided to be in
contact with people
outside of school
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In addition to the groups mentioned, advice was
sought from grandparents as well as other relatives
such as cousins, uncles, aunts, and godparents. Pets
were also commonly mentioned.
Students reported that tasks at school and projects

1.6 Connected Learning

related to studying had awakened their interest

Students’ receiving of help and

and made them aware of skills that they did not

advice was studied with the question

previously know they had. This was more common

“how often do these people give

for 5th graders than 7th graders, whereas it was

ideas or advice when using digital

more common for 7th graders to report that skills

technology to assist studying?” The

they had picked up in their spare time had helped

question was evaluated on a scale of

them with their schoolwork. Differences between

1=Never to 7=Daily.

cohorts were minor, however.

Figure 6.

Means of how often these people give
ideas or advice when using digital technology to assist studying

This section consists of two
items

measuring

principles

of

different

connected

learning: one focused on
asking

others

for

7th grade
7
6
5

3

and advice, and the other

2

and academic orientation.
When using digital technology to support studying,
5th grade students most often asked for help from
their parents, followed by teachers and friends. 7th
graders asked for help from parents, friends, and
teachers equally often.

4.27

4.19

4

ideas

examining interest-powered

5th grade

4.28
4.75

4.09

2.59
4.36

1
A parent/parents/
guardian

A friend/
friends

Teacher/teachers

2.71
A sibling/siblings

2.28
2.08
Online community

2.05
2.53
Someone
else, who?

16
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1.7 School belonging

Interest-powered and academic
orientation was explored with three

On average, students mostly felt that other students

statements. The students expressed

and teachers notice if they are absent from school, and

their agreement with the individual

that people at school are friendly to them. However, it

statements using a 5-point scale

was somewhat less common for students to report that

from 1=Completely disagree to

they felt getting heard or that they mattered to other

5=Completely agree.

people at school.

School belonging was studied by
asking students to choose the option
that is closest to how they feel on a
5-point scale from 1=Completely
disagree to 5=Completely agree.

Figure 7.

Means of single items of
connected learning on.

Most of the items measuring school belonging were
rated slightly higher amongst 5th graders than 7th
5

5th grade

7th grade

3.67
4
3

3.26
3.57

2

graders. An interesting exception to this was an item

Figure 8.

3.15

stating that “other students at school take my opinions
seriously”, in which the average values were nearly

3.40

3.33

Means of single items of school

identical between cohorts.

belonging.

1
5
Skills I have picked
up in my spare time
have helped me do my
schoolwork

Tasks at school or projects related to studying
have awakened my
interest in new things

Tasks at school or projects related to studying
have made me notice
that I have skills I didn’t
know I had

7th grade

4.04

3.97

3.80

4.02

3.99

4
3

4.18

2

5th grade

3.56

3.55

3.73

3.67

1

5

Other students
and teachers
notice if I am
absent from
school

People at this
school are
friendly to me

2

My skills are
noted at school

7th grade

4
3

Other students
at school like me
the way I am

3.51

3.82

1
I take part and
am included
in lots of
activities at
school

3.45

3.43

3.44

3.33

Other students at
school take my
opinions seriously

I feel like I get
heard when I am
at school

My opinions
that I express at
school matter

5th grade

3.43

3.20

3.51

3.07

I feel like I matter to people at
this school

I think I am like
the other students at school

18
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1.7 Assessment
Pedagogical practices related to assessment

Assessment was examined by asking

were applied from a few times a year to a few

the students “How often do things

times per month depending on the practice.

described in the statements happen

Self-assessment

during class?” Responses were

and

getting

feedback

during studying were the most common

evaluated on a 7-point scale from

assessment practices. All practices were

1=Never to 7=Daily.

more common in the 7th grade cohort.

Figure 9.

Means of single items of evaluation.

7
7th grade

6
5
4

5th grade

3.91

3.56

3
2
1

3.49

In class, I am
guided to evaluate
my own learning

3.41

During studying,
I get feedback to
direct my studying

3.03

2.80

2.85

2.61

In connection with
schoolwork, I am
to give and receive
feedback from others

I evaluate my own
skills in relation to
the aims together
with the teacher

BEYOND
THE SCHOOL
CONTEXT
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7th graders’ free-time internet use was
Students’ use of digital technologies and social

Sociodigital participation

slightly more active than 5th graders’,
media beyond school context was explored

with the older students more commonly
by asking students ”How often do you do the

seeking and sharing information related
following things using digital technologies?”

to their own interests.
The items were evaluated on a 7-point scale
from 1=Never to 7=Many times a day.

ii

Sociodigital
participation
BEYond
tHE ScHool
contEXt
2.1 Sociodigital participation

Figure 10.

ciodigital participation.

7
6

5.36

5

4.57

5th grade

4.29

4
3
2

4.01
3.07

5.99

5.55

3.90

3.59

1
I message with
friends using
social media
and different
applications

I follow
vlogs,
youtubers,
and videos
made by
others

I look for
and follow
online
information
related
to my
interests

I update my
status on
social media

3.53

I share
content that
interests me
on social
media

3.05

2.55

3.08

I follow
Interned
forums or
blogs

I process
images
digitally

7
6

4

7th grade

1

5th grade

2.85

3
2

online platforms weekly or several times a week. It was considerably

7th grade

6.43

5

Students messaged with friends and peers daily and used other

Means of single items of so-

3.34

1.69

1.63

1.52

1.50

1.47

1.37

2.03

1.92

2.06

1.53

1.62

1.57

I maintain
a blog or
web pages

I maintain a
vlog, am a
youtuber, or
publish my
own videos

more common for students to view content made by others than to
share their own content. Activities driven by friendship and social
relationships were more common than interest-driven activities.

I follow
gaming
streams made
by others

I code with
graphic or
text-based
programming language

I make music
myself and
share it
online to
others

I share code
I write or
programs I
make with
others

I share
stream from
my own
gaming

2.2 Social capital
Students’

responses

showed

online

Students’ social capital online was measured

interactions to be more common for older

with the question “What kind of social

students. It was much more common for

networks do you have online?” Items focused

7th graders than 5th graders to report

on social media based social capital and

social media bringing new people into

they were evaluated on a 5-point scale from

their lives, and feeling that they were part

1=Completely disagree to 5=Completely

of a larger social community online.

agree.

2.3 Gaming

Students’ digital gaming practices were studied
through questions examining who they played with,

Figure 11.

Means of single items of sociodigital participation.

their gaming motives, engagement with broader
gaming culture, and gaming amounts. Most items

5
4

7th grade

were evaluated on a 7-point scale from 1=Never

3.42

3.28

3.22

5th grade

3.20

a 5-point scale from 1=Completely disagree to

3
2

to 7=Daily, with gaming motives evaluated on

3.04

2.78

2.74

2.81

5=Completely agree.

1
Social media
brings new
people to talk
with into my
life

5

3.15

When I feel
lonely, there are
several people
on social media
I can talk to

I feel like
I am part
of a larger
social
community
online

Being in contact
with others on social
media makes me
interested i different
ways of thingking
and....

and with others. Gaming with friends and
acquaintances was much more common than
with strangers. 5th graders played on average

7th grade

3.08
4

3.00

5th grade

slightly over 9 hours per week and the 7th
2.28

3
2

Students played digital games both alone

graders approximately 11 hours per week,
although individual variation was considerable.

2.80

2.71

2.71

2.45

Motives for gaming varied, with competencerelated motives prominent. In addition to

1
Being in contact with people on social
media encourages me to try
new things

In the social
media there are
many people
with whom I
can talk about
my problems in
confidence

There is someone
on social media
I can turn to for
advice about
making important
decisions

I don’t know
anyone on
social media
with whom I
could talk about
my problems

playing digital games, some students engaged
with gaming culture in other ways, for example
creating content for games or designing games
themselves.

23
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Figure 12.
7

Means of single items of how often do you play digital games.

5.06

6

7th grade

4.60

5th grade

5

3.49

4

5.42

3

4.92

2

2.4 Problematic use of digital

3.57

technology

1
I play games
on my own

Figure 13.

I play games with
people I know

I play games with
other gamers whom I
don’t know

Means of single items of how often do you do related to digital gaming.

7
6

7th grade

5
5th grade

3.36

4

2.61

3
2

3.27

1.79

2.74

1.97

1
I customize my
character

Figure 14.

1.43

I customize the
games I play

1.63

I create content
related to gaming

I design and/or
create my own
games

On

average

the

use

of digital technology
did not appear to be
problematic for students.

Figure 14. Means of single items of motivations for gaming. Revised version of this scale

While

some

students

includes two items on social motives.

re p o r t e d
7

controlling their digital

6
5
4

7th grade

3.57

3.56

media use, on average

3.58

1
In games,
I enjoy
competition and
challenges

3.51
Games give
me experiences of
being capable and
successful

Students’ problematic use of digital technology

5th grade

3.31

3
2

difficulties

3.10
I play
games to
relax

3.07
2.88
Gaming
is pretty
much
killing
time for
me

3.01
2.74
I play games
so I can be
in peace
and have a
chance to be
by myself

2.78

2.72

digital technology use did
2.62

was examined through five items. Students were

not appear to negatively
asked “How well do the following statements

2.62
Gaming
is an important
hobby
for me

2.72
It is important
for me to
develop as
a gamer

2.48
1.57

I play games
to help me
with my bad
feelings

impact relationships or
dealing with digital technology describe

schoolwork. Overall, the
you?” and the statements were evaluated on a

problematic use scores
7-point scale from 1=Completely disagree to

were lower for 5th graders
7=Completely agree.

than for 7th graders.

25
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Figure 15.

27

Means of single items of problematic use.

7
6
5
4

Students’ beliefs regarding the nature of

7th grade

intelligence and giftedness were studied

3.75
3.23

3
2

5th grade

2.90

2.56

through questions examining whether

2.19

intelligence and talent are fixed traits or if

3.25
2.79

1

2.71

2.10

1.93

they can be developed and changed. Items
were evaluated on a 6-point scale from

I often keep
doing things
related to digital
technology
until later than I
originally though
I would

I have a strong
need to do
things related
to digital
technology
continually

I have tried to
control my digital
technology use
without success

Because of digital technology
use, my schoolwork doesn’t
get done

Figure 16.

Use of digital
technology
causes
problems in my
relationships

Means of single items of growth
1=Completely disagree to 6=Completely
mindset. Lower value indicates
agree.
higher growth mindset.

7th grade

6

2.5 Growth mindset

5
4

A growth mindset was common among both
5th and 7th graders. This was indicated by most
students believing that human intelligence and

3
2

5th grade

2.78

2.77

2.63

2.63

2.78

2.77

2.75

2.79

People can learn
new things,
but not really
change their
basic giftedness

People can learn
new things, but not
really change their
basic intelligence

Giftedness is
something about
a person that can’t
be changed very
much

Intelligence
is something
about people
that can’t be
changed very
much

1

giftedness are traits that can be developed, rather
than immutable.

7th grade

6
5
4
3
2
1

5th grade

2.59

2.47

2.43

2.42

2.63

2.70

2.58

2.53

To be honest,
you can’t really
change how
gifted you are

People have a
certain amount
of intelligence,
and not much
can really be
done to change
it

People have a
certain amount of
giftedness, and
not much can
really be done to
change it

To be honest,
you can’t really
change how
intelligence you
are

The Growing Mind project (2018–2023) produces means for the renewal and development of schools, teachers, and students on the personal,
social, and institutional level. The project aims for societal impact and
brings to the forefront the challenges arising from digitalization. The
project activities are done in cooperation between school practitioners
and university researchers. The activities support the aims of the Finnish
core curriculum, students’ 21st century skills and teachers’ professional
development. The research-based models produced by the project will
be disseminated throughout the country through the national Innokas
Network. Follow us on our website https://growingmind.fi/theproject/ or
on Twitter: @GrowingMindEdu
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