
Balance between school community's 

well-being and digitalization

School is a part of a wider social system [1]. The
systemic development of schools can be influenced at
the interfaces of students, parents, teachers, principals,
the school community, and the education system.

As society is changing at an accelerating pace and
global crises are affecting school communities, schools
are also changing and are in need of reform. Schools’
crisis preparedness needs to be strengthened.

Teachers’ work must be made meaningful and emphasis
should be placed on its essentials. In addition to
teaching content, schools should focus on supporting
learning skills and well-being in school communities
throughout the students’ schooling.

The developmental phases of children and adolescents
together with the opportunities offered by digitalization
should be considered in today’s schools. Teaching
should develop socio-emotional skills [2, 3] and other
21st-century skills without which students will not be
able to cope in our rapidly changing societies.

Based on our multidisciplinary longitudinal studies, we recommend that the following issues should be
considered in school development: 

School as part of a wider social system 
(ecological systems model) [1].
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Greater use of technology in schools can increase the
motivation to learn and prevent school fatigue [9, 10].
Well-designed video games can engage and even
‘hook’ their users. Video gaming also develops
players’ attention skills and performance in attention-
demanding tasks [11].

High-quality pedagogically designed educational
games and apps developed with the support of public
funding could increase students’ motivation and well-
being and improve learning outcomes. To prevent
gaps in digital skills, practices should be aligned
across schools [12]. 

Digital preparedness for future crises needs to be
developed. Platforms for distance and hybrid learning
must be built to support genuine seamless interaction
[13]. Long-term hybrid readiness can use advanced
technologies such as robotics and virtual reality [14].

A digital infrastructure that reaches all schools and all
students in every Finnish municipality should be
created.

Greater use of digital technology in schools can
support motivation and attention skills [4]. The
meaningful use of technology can also contribute to
teachers’ well-being and motivation, and possibly
even reduce fatigue [5, 6].

Teachers need support, social resources, and time to
develop interactive digital pedagogies along with the
entire school community. Teachers’ digital skills need
to be developed to make widespread use of
technology for learning support [7, 8].

The rest of the school community (pupils, parents,
principals) may also need support in digital literacy.

Recommendation: 
A comprehensive national digital infrastructure
that reaches all students throughout Finland.

Developing teachers’ digital skills

Comprehensive digital infrastructure for schools

Recommendation:
Targeted support for teachers' digital skills and
new training opportunities.
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Recommendation:
Educational games and apps
to support students’ study
motivation and well-being.

In addition to the potential negative
effects that are often discussed,
research shows that digital media also
have many positive effects, for example,
on young people’s learning, sense of
community, and well-being [15, 16]. In
fact, academic pressures and doing
homework too late at night may exhaust
students more than interacting through
social media in the evening [17].

Balancing well-being, social

interaction, and digitalization
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The Growing Mind project aims to provide models for personal,
social, and educational renewal, as well as for the
development of schools, teachers, and students. The project
aims at achieving societal impact and focuses on the social,
individual, and institutional challenges of digitalization. The
project is conducted in a research-practice partnership with
schools, supporting the implementation of curriculum
objectives and the development of students’ 21st-century skills
and teachers’ professional development.

This policy brief has been made in collaboration with the
following research projects: Growing Mind, Bridging the Gaps,
DigiConsumers, EduRescue, ySkills, Agents.
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Digitalization and social interaction
skills should not be seen as
opposites but as intertwined [18].
Instead of banning the use of
digital devices, children and
adolescents should be taught how
to use them in a meaningful way to
support learning and well-being
[19].

Young people should be offered
support to regulate their digital
activities in relation to other
aspects of their lives [17],
especially social relationships [20].
This will enable them to make
appropriate use of digital solutions
and find a balance between the
different aspects of their lives.
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