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There is an important potential within the youth work sector to enhance and 
innovate practice through the use of digital technology and media and to 
use non formal and informal learning to help young people to create digital 

content and shape the digital world of the future. However, alongside these needs and 
opportunities there is also a lack of confidence, competence, strategic planning and 
investment to enable the youth work sector to fully embrace these developments.

On the other hand, in an increasingly digital world, there is a need not only to grow 
the skills of youth workers, but also to find innovative and appealing ways for young 
people to participate and regain interest in the democratic and civic processes.

Through the combination of both dimensions, the project has increased capacity of 
the youth work sector to incorporate digital means, raising the engagement of young 
people online.

Why carry out this project
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A
“Conversations are happening
whether you are there or not.”

Kim Carst



The  project #TurnYouthONline advocates  for  an inclusive digital 
education with  complementary main aims:

1. Level up the digital skills of youth workers on how to use ICT 
tools in planning and leading digital youth work activities in their 
daily work with young people;

2. Explore the innovative digital tools, to turn ONline participation 
of youth, preventing their disengagement with civic and democratic 
processes.

To achieve these aims, we will address the following specific objectives:

Focus on 5 specific tools to empower youth workers  to  fully  exploit  
all  the  potentials  of  digital  education and ICT tools to deliver basic 
skills education for their target groups;

Design a delivery model based on the approaches in O2, in the form of 
guidelines, tailored to the needs  of  stakeholders  (youth  organizations,  
public authorities, youth councils and municipalities).

Develop  and  pilot  innovative  and  youth-friendly approaches  to  
addressing  digital  inclusion,  working with 10 European organisations 
active in the field of youth participation, and serving young people  
with  fewer  opportunities  estimated  at  600 youngsters.

Map  together  with  the  participants  the  Internet Governance  process  
and  stakeholders,  and  the position of young people within.

Analyse  the  forms  of  digital  dis/engagement  of  young  people  
with  democratic  and  participation  processes in the 10 Participating 
countries.
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B
“What happens in Vegas stays in Vegas; what 
happens on Twitter stays on Google forever.”

Jure Klepic, Jureklepic.com
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communication techniques are becoming more and more 
widespread, the need for the digital engagement of young people 
has been growing. This toolkit will explore the behaviours of young 
people in the online environment, their needs as digital natives 
and how youth workers can address those needs, it will explore the 
different stakeholders of youth e-participation and their interests, 
develop guidelines for them, but it will also go more in-depth 
regarding topics such as digital addiction and digital exclusion.

Firstly, the participants have mapped in national groups different 
aspects of youth participation practices. Then, using the Mindmap 

method, the participants have come up with their own definitions 
for the concepts of participation, e-participation, digital citizenship, 
e-government and digital youth work. Also related with the topic 
of digital inclusion was the digital citizenship workshop, where 
the participants debated in groups controversial topics related to 
democracy. 

Another important aspect was clarifying the concepts that the 
participants were about to work with for the following days, 

using the Mindmap method.3



Mapping youth participation practices by country3.1
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C
“Monitor, engage and be transparent; these have 
always been the keys to success in the digital space.”

Dallas Lawrence, Levick Strategic Communications



Coming up with definitions3.2

OFFICIAL DEFINITION PARTICIPANTS’ DEFINITION

PARTICIPATION
Participation is a fundamental human right 
recognised in a number of international human 
rights treaties, starting with Universal Declaration 
of Human Rights, which provides for the right 
to participate in government and free elections, 
the right to participate in the cultural life of the 
community, the right to peaceful assembly and 
association, and the right to join trade unions. 
Participation is also a core principle of human rights 
and is also a condition for effective democratic 
citizenship for all people. 

(https://www.coe.int/en/web/compass/
citizenship-and-participation)

Participation is a process where the people have a 
right to decide their involvement.

Key words: process, people, involvement, social 
right, decision

E-PARTICIPATION
E-Participation is about fostering civic engagement 
and open, participatory governance through 
Information and Communications Technologies 
(ICTs). Its objective is to improve access to 
information and public services as well as to 
promote participation in policy-making, both for the 
empowerment of individual citizens and the benefit 
of society as a whole. 

(https://publicadministration.un.org/en/
eparticipation)

E-participation is an inclusive tool reglemented 
by an online entity which offers possibilities for 
people to take part and engage.

Key words: Online, inclusive, engagement, civic 
initiative, progress, groups, decision, account, 
online
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E-PARTICIPATION
E-Government refers to the use of internet 
technology as a platform for exchanging information, 
providing services and transacting with citizens, 
businesses, and other arms of government. 
E-Government may be applied by the legislature, 
judiciary, or administration, in order to improve 
internal efficiency, the delivery of public services, 
or processes of democratic governance. 

(https://www.igi-global.com/dictionary/
investigating-enterprise-application-integration-
adoption/9385)

E-government is a digitalized method attending 
the facilitated interactions between citizens 
and government  through increased access and 
transparency, which also involves inherent risks to 
include security, privacy and equal inclusion.

Key words: digitalization, transparency, interaction, 
direct communication, privacy 

DIGITAL CITIZENSHIP

Digital Citizenship refers to the ability to engage 
positively, critically and competently in the digital 
environment, drawing on the skills of effective 
communication and creation, to practice forms of 
social participation that are respectful of human 
rights and dignity through the responsible use of 
technology. 

(https://www.coe.int/en/web/digital-citizenship-
education/digital-citizenship-and-digital-
citizenship-education)

Digital citizenship is the inclusive place or concept 
on the internet where people have personal profiles 
that allow them to do online payment, e-voting and 
also provide ease of access and democracy.

Key words: Democracy,  e-voting, profile, internet, 
inclusion

DIGITAL YOUTH WORK

Digital youth work means proactively using or 
addressing digital media and technology in youth 
work. Digital youth work is not a youth work method 
– digital youth work can be included in any youth 
work setting (open youth work, youth information 
and counselling, youth clubs, detached youth work, 
etc.). Digital youth work has the same goals as 
youth work in general, and using digital media and 
technology in youth work should always support 
these goals. 

(https://ec.europa.eu/youth/news/developing-
digital-youth-work-%E2%80%93-agile-mindset-
crucial_en)

Through digital youth work youngsters that 
are inexperienced can get opportunities and 
connections through the technology where they 
learn about the usefulness of apps and the 
interaction through globalization.

Key words: People, Erasmus, computer, technology, 
interactions, internet, education
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Young people in social media3.3

There is a growing debate on how the nature of citizenship is changing due to how young 
citizens use digital media. In order to go more in-depth regarding this topic, we needed first 
to analyze young people’s behaviour in social media.

Some 
interesting 
points 
that were 
shared 
during the 
discussion 
were:

The evolution of Social 
Media: each social 
media platform has its 
own moment of going 
up and going down. 

Diffusion of the 
functionalities: one 
platform copies the 
features of other 
platforms

There is a strong need 
for digital education for 
young people, but also 
for parents

#TurnYouthOnline 14



Digital Citizenship3.4

The participants brainstormed on the most challenging aspects of digital citizenship and 
then debated the most voted proposals.

What population are underrepresented in your country and how 
can you increase their participation?

The national minorities and immigrants are less represented and 
one idea is to increase their online participation. The solution is 

education: you can teach people how to use tools to increase the 
participation of underrepresented population.
 

Merits of democracy: is democracy blind and corrupt?

As well intended as democracy may be, the way it’s implemented 
often leads to inequalities. Democracy can be interpreted as the 

dictatorship of the majority, because it doesn’t take into account 
differences and the individuality of each and every person in the 
group, so it leads to inequalities. The way it’s implemented today 
doesn’t allow measures of positive discrimination to be taken. 
We often feel frustrated by the public authorities because the 
Parliament often passes a law that frustrates public sentiment, 
that doesn’t have public consent and we often feel governed by 
power and money.  

#TurnYouthOnline 15



Is e-voting reinforcing democracy?

It has pros and cons. E-voting as a tool opens a democratic process 
to more people, so it’s inclusive, easier, more eco-friendly. It’s 

very important to have e-information before the e-voting process. 
It’s important to have traditional voting as well, because some 
areas don’t have access to Internet. Democracy is not just about 
voting, we have more tools to improve the real democracy. Some 
of the cons are threats, hacking, digital security. 

The voting system in Europe is too old and needs to evolve in 
order to include more young people

There’s no single voting system within Europe, the countries all 
have different voting systems, but it is a fact that in statistics 

young people are the demographics that participate the least to 
elections. This may be because old parties are still ruling and 
controlling countries, or there are many new parties and nobody 
knows what to choose. Another difficult thing for youngsters is that 
politicians speak in terms difficult to understand. Youngsters don’t 
get enough education and information about political processes. 
Introducing digital tools like a safe e-voting system and laying 
focus on accessible media like TV debates or more websites with 
information could help.

“Democracy 
can be 
interpreted 
as the 
dictatorship 
of the 
majority, 
because it 
doesn’t take 
into account 
differences 
and the 
individuality 
of each and 
every person 
in the group, 
so it leads to 
inequalities.”

#TurnYouthOnline 16



It’s a convenient method used to achieve the task of understanding and enhancing 
communication between the members in a group, developed in 1955 by the American 
psychologists Joseph Luft and Harry Ingham. 

The Johari window model is used to enhance the individual’s perception on others. This 
model is based on two ideas- trust can be acquired by revealing information about you to 
others and learning yourselves from their feedbacks. Each person is represented by the 
Johari model through four quadrants or window pane. Each four window panes signifies 
personal information, feelings, motivation and whether that information is known or 
unknown to oneself or others in four viewpoints.

The method was used in the “Online reputation workshop” and adapted to the topic. 
The participants had to do a series of exercises that made them reflect and reveal things 
about themselves to others: write quotes that define them, finish the sentence “I am…” 
in 10 different ways, making screenshots of the last things they posted online and 
sharing them with other participants, then making statements about each other based 
on the screenshots, pick a quote from the ones that they wrote down (not their own) 
and try to characterize the person who wrote it and guess who it is. All the features that 
have been shared can be put into one of the squares of the window.

More: https://www.communicationtheory.org/the-johari-window-model/

THE JOHARI WINDOW
METHOD

#TurnYouthOnline 17
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Digital addiction3.5

SCENARIO CONSEQUENCES SOLUTIONS

IN FAMILY

•	 No communication between 
family members

•	 Frustration 
•	 You get disconnected 
•	 Emotional isolation 
•	 Fear of missing out 

•	 Set a good example
•	 Stricter parenting
•	 Setting boundaries

WITH FRIENDS

•	 Prioritizing the digital life 
•	 No interaction
•	 Portraying that their life is 

perfect 
•	 Lack of social skills

•	 Understand that it’s better to 
live your life instead of living in 
a virtual reality

•	 Practicing social skills

AT WORK

•	 Impacts your productivity
•	 Inhibits your ability to perform 

the essential functions of the 
job

•	 Impacts mental wellbeing

•	 A healthy tech policy, with clear 
communication guidelines, is 
vital

•	 Establish boundaries
•	 Law reinforcement
•	 Make productivity count
•	 Open working space
•	 Controlled internet

IN A ROMANTIC 
RELATIONSHIP

•	 Lack of communication
•	 Emphasized the social proof 

(the need to be validated)
•	 Virtual relationships formed 

over internet create a huge 
gap in everyday face to 
face interaction in real life 
relationships, since the latter 
is more challenging and lack 
the idealism that the former 
appears to have

•	 Choose outdoor activities

AT SCHOOL

•	 Lack of focus/engagement
•	 The teachers don’t know how 

to approach people with digital 
addiction

•	 Cyberbullying

•	 Integrate digital devices so 
much that the students don’t 
want to use them anymore

•	 Restricting usage can help, but 
also can create more problems

#TurnYouthOnline 18



One thing that young people have to realize is that their voice holds so much power 
in today’s democracy. That’s why we have focused also on presenting the European 
Citizens’ Initiative (ECI) and asked the participants to create online campaigns 

related to Components of E-participation, Internet Governance, E-democracy, Digital 
Youth Work, Digital Inclusion and share them publicly.

European Citizens’ Initiative (ECI) is a European Union mechanism aimed at increasing 
direct democracy by enabling “EU citizens to participate directly in the development of 
EU policies”, introduced with the Treaty of Lisbon in 2007. The initiative enables one 
million citizens of the European Union, who are nationals of at least one quarter of the 
member states, to call directly on the European Commission to propose a legal act (for 
example a Directive or Regulation) in an area where the Member States have conferred 
powers onto the EU level. 

Digital Tools for Youth Workers - a collection of tools that youth workers can use in their 
work, grouped 

Two of the teams focused on the components of e-participation, one creating an 
Infographic and the other one a brochure detailing the components in a short, attractive 
manner.

Another team chose the topic of Internet governance and data protection, in order to 
bring more awareness to who are the different stakeholders in this process, creating an 
infographic.

Digital Inclusion campaign: Embrace the DIGI-corn in YOU, in order to promote good 
practices in the field of digital inclusion.

#TurnYouthOnline 19
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“If what you are doing doesn’t add 
value, they won’t listen to you”

Marcus Sheridan
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Another aspect that we focused on during the activities was the inclusion 
of young people and their level of participation to the decision-making 

process. In order to tackle this objective, the participants were introduced 
the ladder of youth participation and had to make some research in order 
to present some decisions from the government/public authority (at local/
regional/national levels) that affected young people and the process behind 
it.4



The ladder of youth participation4.1

Italy, Universal Civil Service - Level 3 on the 
ladder

The establishment of this program represents an almost 
absolute novelty on the European and world scene, it is 
in fact possible to refer only partially to other experienc-
es. This initiative encourages young people to be active 
in peace processes in Italy and abroad and aims to im-
partially promote solidarity and cooperation, nationally 
and internationally, with particular regard to protection of 
social rights, personal services and education for peace 
among people. Even if it’s made for young people, they 
didn’t have a word into it, so it’s on level 3.

More info: https://www.serviziocivile.gov.it/main/
corpi-civili-pace/cosasonoccp.aspx?fbclid=IwAR23CF-
CPFLBXRCOMMZEJaSOwrZC87eKLv9WaqkGHdyZO-
fOQB012dlZBlufI

London, The Night Tube - Level 5 on the 
ladder

Demand for a 24-hour Tube service is clear - late night 
Tube use has increased at double the rate of day-time 
trips and Night bus usage has risen by 173% since 2000. 
In 2016, influenced by a board of young people that rep-
resented their peers, the decision to keep the London 
tube open throughout the night on Fridays and Saturdays 
was made. 

More info: https://tfl.gov.uk/campaign/tube-improve-
ments/what-we-are-doing/night-tube

France, Family Planning - Level 7 on the ladder

This started as a feminist movement that asked for free contraception for youngsters and the right to choose what happens 
with their bodies. They convinced the state to fund their initiative and now throughout France there are family planning centres 
where young people can go and get free contraception or free abortions. 

More info: https://www.planning-familial.org/fr/le-mouvement-112?fbclid=IwAR0Z6J7u5vIiP1TDhZW6WQ4B_RMX3dT-
KQ2egXOKh10vaulv5fhyqePwJg7Q

Going from participation to E-participation : how is this chang-
ing the process of climbing up the ladder? 

•	 It’s faster, but if you don’t have people that have digital 
skills, it might be slower. 

•	 You can reach more people online, organize something on 
a national/international level.

•	 It can be more diverse and more interesting for the youth 
because they are digital natives.

•	 E-participation shouldn’t replace participation, but should 
complete and complement it. 

There are several things that lead to the digital exclusion of 
young people and the participants looked at this from several 
points of view: lack of access, lack of digital skills, internet 
governance, lack of digital education, technological develop-
ment.

The participants were split into 5 groups, each one analysing 
in depth one of the following topics: lack of physical access 
to internet access/lack of devices, lack of digital skills, lack 
of digital education, internet governance and technological 
development. The groups had to think about causes, conse-
quences and solutions to these problems, then share them 
with everyone.
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Digital exclusion: causes, consequences and solutions4.2

There may be quite a few consequences, but there are also so many solutions that can be implemented in 
order to include young people in the decision-making process.

So what do these actually lead do?

#TurnYouthOnline 22
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“I think there should be regulations on social 
media that it negatively affect the public good”

Elon Musk
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At the moment, Internet governance involves a variety of actors/
stakeholders. Those include Governments, Business sector, Civil 

society, Tech community, Academia and Media. As a group, we analyzed 
their interests and concerns. In order to realize the complexity of the 
internet governance process, the participants first worked together in order 
to define the concept, then they were asked to vote on the most important 
stakeholders for the internet governance process and define their stakes. 

5



GROUP STAKEHOLDERS WHAT IS THEIR STAKE? WHAT ARE THEIR 
CONCERNS?

1 GOVERNMENTS

•	 Keep society running, keep the rights of civil society
•	 Political behaviour 
•	 Economic business pressure 
•	 Societal influence 
•	 Privacy 
•	 Business sector influences governmental services

2 BUSINESS SECTOR 

•	 Economic Benefits
•	 Open access 
•	 Low cost of use 
•	 Expansion of internet usage 
•	 Connectivity
•	 Low entrepreneurial barriers 
•	 Dependance 

3 CIVIL SOCIETY

•	 Ease of use
•	 Privacy (anonymous/ message)
•	 Freedom of expression
•	 Contribute (content creation)
•	 Access to information 
•	 Fast connection!!
•	 General availability

4 TECHNICAL 
COMMUNITY

•	 Innovation
•	 Health of the internet
•	 Ease of access 
•	 Research 
•	 Fair payment 
•	 More influence 
•	 Work regulation 

5 ACADEMIA

•	 Communication 
•	 Exchange of ideas
•	 Data collection/ information Sharing
•	 Business interests/  profit 
•	 Academic content 
•	 Research and development 
•	 Data security and plagiarism prevention 

6 MEDIA

•	 Information
•	 Influencing opinion
•	 Government 
•	 Business
•	 Publicity
•	 Providing access to culture and education
•	 Exchange of ideas
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“You can still say whatever you want to say on social 

media, but you have to be willing to stand by your words.”
Candace Owens
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According to the European Commission, digital literacy and 21st 
century skills play a crucial role as part of modern-day citizenship 

and modern life in general. Youth work should be able to encourage this. 
Therefore, youth workers need an agile mindset, willing to try new things,  
learn from both success and failure, and be supported to do so. As we’ve 
seen before, digital youth work means proactively using or addressing 
digital media and technology in youth work. 

Youth workers are sometimes in a lot of pressure to adapt to the 
changing nature of the digital media and to keep updating their skills, 

in order to relate to their target group, so in order to fully  exploit  all  
the  potentials  of  digital  education and ICT tools to deliver basic skills 
education for their target groups, the participants shared different tools 
that are useful in their work.

The participants analysed the main technological developments 
focusing on the interaction of/with young people through social 

networks. Then, they became promoters of digital youth work and they 
presented an interesting tool to the other participants in the format of a 
fair. Furthermore, through the workshops led by the participants, more 
tools have been presented and experienced.

Thus, through the two approaches, the following tools have been 
introduced: Google Classroom, Slack, Trello, Badge Wallet, Whatsapp 

newsletter, Facebook groups, Eurocaching, E-portal, Virtual exchanges, 
Kahoot, Canva, Powtoon.6



Google classroom - it’s a feature of Google that can be used as an e-learning tool, you can use it 
for classrooms, students, virtual exchanges, you can combine it with other tools like Zoom, you can 
connect it with Google Drive, Google Forms, you can share it with teachers and more teachers can 
join.

Slack - a very useful tool where you can share messages, files, services, especially between your 
teammates. You can join different channels, you can create work teams, use hashtags, it enables you 
to connect your services like Google Drive, Dropbox. 

Inspiration board on Trello - it’s a platform that can be used for personal and business use. Users 
can create their task boards with several columns and move the tasks between them. Typically 
columns include task statuses: To Do, In Progress, Done.  When the users find a resource they like, 
they add it there so everyone from the team can see it. 

Badge wallet - it’s a useful app for workshops, working with volunteers, that you can create an 
account on and create tasks that people have to do. When people complete all the tasks they get a 
badge from the organization. When you do a longer workshop its a very interactive way to keep 
people engaged. 

Whatsapp newsletter - it’s a way for organizations to engage with their audience and keep them 
updated about the projects they have. You can provide a link and people can subscribe to it and 
unsubscribe whenever they want. 

Eurocaching - inspired by Geocaching - outdoor recreational activity, in which participants use a 
Global Positioning System receiver or mobile device and other navigational techniques to hide and 
seek containers, called “geocaches” or “caches”, at specific locations marked by coordinates all over 
the world. You can look for caches and place your own cache with information about Erasmus+, 
ESC, etc.  

Facebook groups - Tandem-partner - a lot of exchange students are coming to Germany, but 
they don’t know the language. This group include local people, german students, foreign students. 
People can ask for help with language and locals will do it.

E-portal -  it’s a database for classes for university students, a tool where you can share lectures, 
create lectures, e-books, notes (you can share your notes that you took during classes).

Virtual exchanges- in order to be more environmentally friendly and not travel by plane to an 
exchange, you can organize a virtual exchange with your target group. This practice is also more 
inclusive for people with fewer opportunities.
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Powtoon - a useful tool for creating short, engaging videos for your work. It’s 
online, you can log in with your Facebook or Google account and it has templates 
that you can choose from. It’s very useful for when you want to create some short 
explanatory videos and it can also create videos using the dimensions fit for 
Facebook or Instagram. (Link: https://powtoon.com)

Botmake.io - you can create your own Bot that can make your work as an 
organisation easier by automatically replying to the questions that the people send 
you. (Link: https://bootmake.io)

Canva - a useful and very easy to use tool for designing posters, cover photos, 
event photos, etc. (Link: https://canva.com)

Kahoot - a game-based learning platform, used as educational technology in 
schools and other educational institutions. Its learning games, “Kahoots”, are 
multiple-choice quizzes that allow user generation and can be accessed via a web 
browser or the Kahoot app. (Link: https://kahoot.com)

1

2

3

4
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“Social media is reducing social barriers. It connects 
people on the strength of human valus, not identities.”

Narendra Modi
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In order to design a delivery model in the form of guidelines, tailored 
to the needs  of  stakeholders, the participants had a brainstorming 

session. Working in pairs, the participants had to think about what 
each stakeholder should do in order to foster youth participation. Then, 
the participants were split into 6 groups and they worked on creating 
a Google Slide document, putting together the guidelines for all the 
different stakeholders
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DISCLAIMER

The European Commission’s support for the production of this publication does not 
constitute an endorsement of the contents which reflects the views only of the authors, 
and the commission cannot be held responsible for any use which may be made of the 
information contained therein.


