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Intro

In 2021, SALTO Participation and Information Resource Centre
(SALTO PI) began working on the topic of digital transformation in
order to co-create a more unified understanding of this topic in
the European youth field. The mapping and gapping of resources
and practices connected to digital transformation was a key part
of this process. Analysis of its current state is crucial in formu-
lating the understanding on how to move forward with digital
transformation related work in a youth sector-centred way. Digital
transformation is a complex and continually-changing process
that affects nearly all areas of the youth field. Digital transforma-
tion is listed as one of the horizontal priorities in the EU Youth
Programmes (Erasmus + and European Solidarity Corps) in the
2021-2027 programme period and is also one of the new priorities
atthe EU level. The European Commission’s top priority, ‘A Europe
fit for the digital age’, emphasises the importance of embracing
digital transformation. To achieve this, the European Commission
highlights the need for investing in businesses, research and inno-
vation, reforming data protection, empowering people with the
skills necessary for a new generation of technologies and drafting
appropriate rules.




The aim of this report was to make the discussion around digital
transformation in the youth field more accessible by providing
trainers, youth workers and other multipliers with an accessible
and easy-to-read summary of existing tools, methodologies, train-
ing resources, good practice examples, studies and many more.
The analysis also helped to identify the gaps in the resources
which might translate into training and information needs in
the youth sector. The outcomes of this analysis aim to inform
the continuous development of the digital transformation topic
in the SALTO Participation and Information Resource Centre's
Participation Resource Pool.

This project should not be regarded as a scientific study. The dig-
ital transformation process is continually evolving - as are its meth-
ods, projects and tools. The data was collected over a period of 4
months in 2021 through desk-based research, a survey and a focus
group. While these analyses provide some insights into digital trans-
formation, it is important to note that they are not representative of
the entire European youth sector. The intention here is to provide
an initial overview of the digital transformation landscape and to
use it as a ‘conversation starter’ in order to examine and advocate
for more support in the sector. Despite its limitations, we hope that
many stakeholders will find this report useful in their work.
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What is digital transformation?

In the European youth field, digital transformation is
understood as a multi-stakeholder and inclusive process
encompassing the co-design, implementation and utilisa-
tion of people-centred digital technologies with and by
young people, youth workers and other relevant stake-
holders. Digital transformation changes the way most
areas of the youth field operate. Digital transformation

describes the evolving integration of digital technolo- -
gies into social, economic, and cultural processes and
structures.




Digital transformation refers to both the practical changes in organ-
isational functioning as well as society’s evolving cultural and social
norms. The practical application of digital transformation might
include the conversion or adaptation of traditional, non-digital and
manual processes into digital processes (e.g., going paperless). The
evolution of cultural and social norms can be seen in the way dig-
ital technologies influence, for example, modes of self-expression,
communication and participation (e.g., the use of social media for
youth-led campaigns/projects). Young people, youth workers and
other relevant stakeholders require appropriate support (e.g., dig-
ital literacy digital education) in order to participate, benefit from
and contribute to digital transformation in Europe.

Digital transformation is a dynamic process, and thus its definition
cannot be fixed or static. The fast-paced and disruptive nature
of digital transformation means that most (if not all) areas of the
youth field are impacted by the possible opportunities and chal-
lenges digital transformation might bring about. Opportunities
might include, for example, the formation of innovative, cross-
cultural and time-efficient digital tools and processes in the youth

field. Challenges, meanwhile, might be related to people’s lack of
digital access or/and skills, which might negatively impact demo-
cratic participation and civic space.

The characteristics' of inclusive and sustainable digital
transformation include:
D Multistakeholderism and participation

D Digital skills and education
D Access and infrastructure
b Strategy

D Innovation

D Sustainability

D Ethics

D

Digital well-being?

This definition and these considerations have been informed by
desk-based literature review analysis and input from the Advisory
Board involved in the co-creation of the digital transformation’s
definition for the European youth field. The full length version can
be found here.

' This set of characteristics is not set in stone and is under constant development in line with the ongoing changes in digital transformation.

2 This category was added during the later stages of the project and was not included in the data analysis presented in this report.


https://participationpool.eu/resource-category/digital-transformation/

Co-defining the meaning of digital transformation

In May 2021, SALTO Participation and Information Resource
Centre (SALTO PI) established a Digital Transformation Advisory
Board® with the specific aim of better developing the topic of
digital transformation in the youth field. The main objectives of
the Advisory Board were to support SALTO Pl in developing an
approach towards digital transformation in the youth field and in
the EU Youth programmes (where digital transformation is one
of the horizontal priorities), as well as to contribute to the creation
of the digital transformation topic for the Participation Resource
Pool. The advisory board members were involved in the co-crea-
tion of a definition of Digital Transformation within the context of
the EU Youth Programmes and contributed to the development of
this mapping and gapping report.

3 Tolearn more about the members of the Digital Transformation Advisory Board, please click on this link.
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The Advisory Board is comprised of experts and practitioners
with diverse backgrounds and includes representatives of pub-
lic institutions, national agencies, youth (work) organisations,
academia and the private sector. Their expertise spans across
various fields, including digital & smart youth work, digital
participation, e-Governance, digital skills, digital inclusion, digital
transformation as a process, gamification, innovation, EU
policies and more.

The co-definition process began with a desk-based field-related
literature and online resources review. The themes identified
through the literature-reviewed analysis informed the co-creation
of the definition with the advisory board. The co-creation
process involved online focus groups as well as online mapping
and co-writing exercises (using Basecamp and Google Docs as
collaboration tools). The outcomes of the co-creative process
included

D ashortdigital transformation definition;

D alonger digital transformation definition including
key areas for consideration. In this report,
we provide a concise definition of the two.



Report Aim

The aim of the report is to create a general overview of digital
transformation (DT) resources, challenges and gaps in order to
advise SALTO PI in developing the content of the Participation
Resource Pool. The analysis aims to support SALTO Pl in under-
standing the topics for training events and in identifying gaps
(what types of tools, training and knowledge are missing in the
youth field). Additionally, the purpose of this report is to make
the discussion around digital transformation in the youth field
topic more accessible by providing trainers, youth workers and
other multipliers with an accessible and easy-to-read summary of
existing tools, methodologies, training resources, good practice
examples, studies and many more. The analysis also helped us
to identify any gaps in resources that might translate into training
and information needs in the youth sector. The outcomes of this
analysis also aim to inform the continuous development of the
field of digital transformation in the Participation Resource Poal.
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Methodology

Desk-based resources review

Resources related to digital transformation were identified using
online searchers. A group of 3 people searched for content using
the terminology used in the framework (e.g., youth and civic tech,
youth and digital inclusion). While most of the resources identified
here are specifically related to the youth sector, there are also
some that are for a more general audience/adults (e.g., design
thinking methods in the participatory digital transformation sub-
section). The list here is not conclusive nor does it include all the
resources that are available. The sample included here serves as
a way to obtain a general overview of the availability of resources
that might help trainers, youth workers and multipliers incorpo-
rate digital transformation into their processes and projects.

Focus group

Members of the digital transformation advisory board partici-
pated in an online focus group. The activity involved the mapping
and gapping of resources using a Miro board and was followed by
a discussion session.

The data collection process began in May 2021
and continued until October 2021.







Survey

The aim of the open-ended survey was to delve deeper into the
understanding among youth work practitioners of digital trans-
formation and to understand their needs in this area. The follow-
ing questions were included in the survey:

1. what is your understanding of digital transformation? What
are the first things that come to mind when you hear this
term?

2. What are the main challenges in your work regarding digital
transformation?

3. What have been some of the positive impacts of digital trans-
formation to date? What are some of the opportunities related
to digital transformation in the youth field?

4. whatare your future goals and aspirations in the area of digital
transformation (feel free to dream big and propose ambitious
solutions)?

5. Does your organisation have a digital (transformation) strat-
egy or any agreed plans on fostering digital transformation?

6. What kind of support would you need from SALTO Pl in the

short term to enhance the opportunities and reduce the chal-
lenges described (e.g., materials, training, etc.)?
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Analysis framework:
digital transformation topics structure 1.0

The digital transformation framework (see Section 2) informed
the formation of SALTO PlI's digital transformation topic struc
ture 1.0 in the Participation Resource Pool. The structure was
created to offer a practical way to navigate the topics of digital

transformation, which explains why it does not entirely mirror
the digital transformation framework. The categories presented
below were developed in 2021. However, as our work progressed,
we have learnt about additional areas of digital transformation
that require attention. To address this, we outline SALTO PI digital
transformation topic structure 2.0 for the Participation Resource
Pool in the later part of this report.

e 6 0 °¢
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1. Multistakeholderism & Participation
Digital Governance

Digital Inclusion

Civic Tech

Policy Development

Participatory Digital Transformation
(including Participatory Design)

D Societal Change & Automatisation

2. Digital Education
D Digital Citizenship
D Digital Competencies
D Digital Transformation & Youth Work

(incl. Smart Youth Work and Digital Youth Work)

D Virtual and Blended Mobility
21st Century Pedagogies & Methodologies
EdTech

3. Emerging Technologies
b loT
Al and algorithms
Robotics
Virtual Reality
Smart Cities and Communities
NextGen Internet (5G etc.)

4. Digital Sustainability
D Sustainable Digitalisation
D Digital Transformation & Climate Change

15


https://www.digitalsme.eu/what-is-sustainable-digitalisation/

Mapping and gapping:
digital transformation resources according
to their availability

Based on our sample, we identified three categories of resources
based on their availability, diversity of types of resources and focus
on the youth field. We define a digital transformation resource
as a source of information that covers at least one of the areas
outlined in our framework (in Section 6). We distinguish below
between the following types of resources:
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0000

INFO LIBRARY INSPIRING PRACTICE STUDY
A range of different types Examples, descriptions and An analysis of topics related
of information on digital discussion on digital trans- to digital transformation.
transformation. formation projects as well

as tips on how to approach

them.

Table 1. Types of resources mapped out in the report.

TOOLS

Practical resources and tips
on how to implement digital
transformation activities.
This category also includes
examples of interactive
learning.
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Good

In this category, we included resources
that are easily available, provide a range
of types of resources and are specifically
focusing on the youth sector. Overall, the
category of Digital Youth Work seems to
have the largest amount of resources
available related to digital transformation
that are specifically aimed at the youth
sector. There is a rich variety of resource
types (e.g., tools, inspiring practices)
available that are both theoretical and
practical. This category is followed by
Digital Competences (Digital Education)
and Digital Inclusion (Multistakeholde-
rism & Participation).
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The medium category encompasses
a range of resources that are both
youth-sector centred together with
broader resources (e.g., design thinking
toolkit) related to digital transformation
(e.g., virtual mobility in youth work, youth
internet governance). Resources belong-
ing to this category can be found in each
of the topics. The availability of these
resources is limited and there is a need
for development or/and access to existing
resources that are useful for the youth
sector.

Low

In the low category, there is a low number
of resources (if any) that are related to
digital transformation. These resources
are rarely related to both digital transfor-
mation and the youth field. The two key
topics in this category include Emerging
Technologies and Digital Transformation
& Climate Change.



Category/subcategory Availability of resources: Good Medium Low
Multistakeholderism & Participation

Digital Governance o

Digital Inclusion L

Civic Tech o

Policy Development ®

Participatory Digital Transformation (including Participatory Design) ®

Societal change & Automatisation o
Digital Education

Digital Citizenship J

Digital Competencies L

Digital Transformation & Youth Work L

Virtual and Blended Mobility o

21st Century Pedagogies & Methodologies o

EdTech o
Emerging Technologies

loT ®

Al and algorithms |

Robotics ®

Virtual Reality |

Smart Cities and Communities ®

NextGen Internet (5G etc.) J
Digital Sustainability

Sustainable Digitalisation L

Digital Transformation & Climate Change L
Digital Rights o

Table 2. Resources mapped using the SALTO PI digital transformation topics structure 1.0 and according to their availability.
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https://participationpool.eu/resource-category/digital-transformation/multistakeholderism-participation/
https://participationpool.eu/resource-category/digital-transformation/multistakeholderism-participation/digital-governance/
https://participationpool.eu/resource-category/digital-transformation/multistakeholderism-participation/digital-inclusion/
https://participationpool.eu/resource-category/digital-transformation/multistakeholderism-participation/civic-tech/
https://participationpool.eu/resource-category/digital-transformation/multistakeholderism-participation/civic-tech/
https://participationpool.eu/resource-category/digital-transformation/multistakeholderism-participation/participatory-digital-transformation/
https://participationpool.eu/resource-category/digital-transformation/multistakeholderism-participation/societal-change-automatisation/
https://participationpool.eu/resource-category/digital-transformation/education/
https://participationpool.eu/resource-category/digital-transformation/education/digital-citizenship/
https://participationpool.eu/resource-category/digital-transformation/education/digital-competencies/
https://participationpool.eu/resource-category/digital-transformation/education/digital-transformation-youth-work/
https://participationpool.eu/resource-category/digital-transformation/education/virtual-and-blended-mobility/
https://participationpool.eu/resource-category/digital-transformation/education/21st-century-pedagogies-methodologies/
https://participationpool.eu/resource-category/digital-transformation/education/edtech/
https://participationpool.eu/resource-category/digital-transformation/emerging-technologies/
https://participationpool.eu/resource-category/digital-transformation/emerging-technologies/iot/
https://participationpool.eu/resource-category/digital-transformation/emerging-technologies/ai-and-algorithms/
https://participationpool.eu/resource-category/digital-transformation/emerging-technologies/robotics/
https://participationpool.eu/resource-category/digital-transformation/emerging-technologies/virtual-reality/
https://participationpool.eu/resource-category/digital-transformation/emerging-technologies/smart-cities-and-communities/
https://participationpool.eu/resource-category/digital-transformation/emerging-technologies/nextgen-internet/
https://participationpool.eu/resource-category/digital-transformation/sustainability/
https://participationpool.eu/resource-category/digital-transformation/sustainability/sustainable-digitalisation/
https://participationpool.eu/resource-category/digital-transformation/sustainability/digital-transformation-climate-change/
https://participationpool.eu/resource-category/digital-transformation/digital-rights/

Future analysis framework:
digital transformation topics structure 2.0

In the months following the resources collection (October 2021),
our team carried out additional research and community engage-
ment. Through a series of focus groups and workshops examining
digital transformation in the youth sector, we learnt that there is
a need for additional topics to be included in SALTO PI's digital
transformation topic structure 2.0 in the Participation Resource
Pool. The 2.0 version of the structure highlights the need for
future mapping and gapping activities as well as for ongoing anal-
ysis of the topics that might be of relevance to the youth sector.
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1

. Multistakeholderism & Participation
D Digital Governance
D Digital Inclusion
D Civic Tech

D Policy Development

D Participatory Digital Transformation
(including Participatory Design)
Societal Change and Automatisation
Digital Communities and Environments
Digital Transformation Strategies

. Digital Education

D Digital Citizenship

D Digital Competencies (incl. coding and programming)

D Digital Transformation & Youth Work (incl. Smart Youth
Work and Digital Youth Work)

D Virtual and Blended Mobility
21st Century Pedagogies & Methodologies
EdTech

3. Emerging Technologies

loT

Al and algorithms

Robotics

Virtual Reality

Smart Cities and Communities
NextGen Internet (5G etc))
Intelligent Process Automation

4. Digital Sustainability

Sustainable Digitalisation
Digital Transformation & Climate Change

6. Digital well-being
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Conclusion

The aim of this report was to provide trainers, youth workers and
other multipliers with an overview of digital transformation in
the youth sector and a database with some of the existing digi-
tal transformation tools, methodologies, training resources, good
practice examples, studies and much more. Using SALTO P! digital
transformation topics structure 1.0 in the Participation Resource Pool
as our analysis framework, we looked for resources according to
the topics (see Section 6). From our sample, we have learnt that
topics such as digital youth work and digital education have the
biggest volume of resources related to digital transformation. The
digital transformation topics that are least represented in the
data include topics related to Emerging Technologies.
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The resources mapped out in this report provide a small sample
of the available resources. Our mapping and gapping analysis
helped us to identify the current and potential future needs in
the sector. Digital transformation is a rapidly developing area in
the European youth field. There is an increasing need to ensure
that all young people, trainers, youth workers and other stake-
holders have access to resources that are informative, engaging
and empowering.

While the majority of resources require further development
and diversification, there are some that need our immediate
attention. For example, there is a need for practical resources
(e.g., tools, inspiring practice) on how to approach the topics of
Al and algorithms. Examples of such resources might include
toolkits or lesson plans focusing on Al and robotics. Topics
such as Smart Cities and Communities and NextGen Internet
(5G etc.) are important elements of digital transformation. In
order to ensure that young people understand and participate

in the formation of future technologies, it is crucial to provide
tools and examples of inspiring practice in the area. In addition,
it is critical to create more resources that explore the topics
of digital sustainability and digital rights. What are some of
the ethical needs related to digital transformation? How can
young people actively engage with these topics? All forms of
resources (e.g., studies, tools, inspiring practice, info library)
are required in order to examine and address these questions
more effectively.

SALTO PI digital transformation topics structure 1.0 in the
Participation Resource Pool has provided us with an initial anal-
ysis of the existing resources. However, as this report indicates,
there is a need for additional analysis that will take into account
the new areas of interests as listed in SALTO PI digital trans-
formation resource pool structure 2.0. In the meantime, SALTO
Pl continues to update its digital transformation resources
available in the Participation Resource Pool.
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You can find more digital transformation related
resources in participationpool.eu/resource
with the filter Digital Transformation



http://participationpool.eu/resource 

Multistakeholderism & Participation

Inspiring Practice

%@ Info Library

Category Title Type of resource:

Digital Governance  Youth Internet Governance Forum Movement #EveryVoiceCounts WWW

Digital Inclusion Youth inclusion, digital solutions and the global pandemic WWW
Social inclusion, digitalisation and young people WWW
Digital youth inclusion and the big data divide: WWW
examining the Scottish perspective

Civic Tech Civic Tech Field Guide WWW
Stronger Together WWWwW
Civic tech toolbox (in German) WWW
The OGP Toolbox WwWw
Mobility and youth participation within the EU: @ WWW
are they incompatible?
Online Youth Activism. The power of the hashtag @ WWW
Digital civic engagement by young people @ WWW

Policy Development New and innovative forms of youth participation in decision-making o—© @ WWW
processes

Participatory Digital 'W(e) - participate - Harnessing digital innovation e o WWW

Transformation for youth e-participation at local level’



https://youthigf.com/
https://pjp-eu.coe.int/documents/42128013/63918992/POY%2520EYE%2520Digital%2520platforms%2520covid%252026%2520May%25202020.pdf/ebef686d-c741-9e35-e2c1-96fb299eb759
http://pjp-eu.coe.int/documents/42128013/47261953/053120+Study+on+SID+Web.pdf/0057379c-2180-dd3e-7537-71c468f3cf9d
http://policyreview.info/articles/analysis/digital-youth-inclusion-and-big-data-divide-examining-scottish-perspective 
http://civictech.guide/ 
http://strongertogetherproject.eu/ 
http://www.demokratie-toolbox.ch/alle-tools-von-a-bis-z/ 
http://ogptoolbox.org/en/ 
http://ega.ee/blog_post/mobility-and-youth-participation-within-the-eu-are-they-incompatible/
http://webalkans.eu/en/yea/events/online-youth-activism-the-power-of-the-hashtag/ 
http://www.unicef.org/media/72436/file/Digital-civic-engagement-by-young-people-2020_4.pdf 
http://rm.coe.int/new-and-innovative-forms-of-youth-participation-in-decision-making-pro/1680759e6a 
https://u.pcloud.link/publink/show?code=XZ2UMhXZ8kDMuwMEKXRXC54rXJ1IjbO6WQLy

Category

Participatory Digital
Transformation
(continues)

Societal Change &
Automatisation

Title Type of resource: @ @

A Roadmap for the delivery of eParticipation: lessons learned from

O

the STEP project is by itself an interesting source, but the chapter
‘Framework and Recommendations for the delivery of e-Participation
with Young People’

Tools and tips on youth e-participation,

ECAS Digital Democracy Day 16 (video)

Guidelines for successful e-participation by young people (video)

MOOC on Erasmus Plus: Design Your Participatory Approach
SPECULATIVEEDU

New learning materials for digital youth participation

Civic Participation of Youth in the Digital World

The future of work in Europe

DigiGen: research into the impact of technological
transformations on the Digital Generation

Dream Jobs? Teenagers' Career Aspirations and the Future of Work

Automation Will Hit Young People Hardest. Can These Non-profits
Prepare Them for It?

Analysis of the Digital Transformation of Society and its Impact on
Young People’s Lives

Youth CO:LAB: Opportunities and challenges around digital
transformation for young people in Asia and the Pacific

Digital Skills and Youth Entrepreneurship:

An Overview of Digital Transformation
| am The Future of Work: Now What?

Youth entrepreneurs engaging in the digital economy:
the next generation

Link

=3
3
=

3
3
=

<
3
=

=
2
=

<
3
=

=
2
=

3
3
=

=
2
=

3
3
=


http://step4youth.eu/wp-content/uploads/2018/03/A-Roadmap-for-the-delivery-of-e-Participation-1.pdf 
https://www.youtube.com/watch?v=o4ziIA_U-nA 
https://www.youtube.com/watch?v=8rjaIQHYI1U 
https://www.youtube.com/watch?v=_fVuH9mXPWs&t=22s 
https://speculativeedu.eu/category/news/activities/ 
https://nexusinstitut.de/en/new-learning-materials-for-digital-youth-participation/ 
https://www.eurasia.undp.org/content/rbec/en/home/library/democratic_governance/CivicParticipation.html 
https://www.mckinsey.com/featured-insights/future-of-work/the-future-of-work-in-europe 
https://www.digigen.eu/ 
https://issuu.com/oecd.publishing/docs/dream_jobs_teenagers__career_aspirations_and_the_f 
https://www.edsurge.com/news/2020-12-16-automation-will-hit-young-people-hardest-can-these-nonprofits-prepare-them-for-it 
https://pjp-eu.coe.int/documents/42128013/47262517/Analysis+of+the+Digital+Transformation+of+Society+its+Impact+on+Young+People+Lives+-+Lars+Norqvist.pdf/efaff33a-89bc-3947-b618-01160e693872 
https://www.youthcolab.org/post/opportunities-and-challenges-around-digital-transformation-for-young-people-in-asia-and-the-pacific 
https://www.oneyoungworld.com/blog/digital-skills-and-youth-entrepreneurship-overview-digital-transformation 
https://futureofwork.oecd.org/en
https://www.uncdf.org/article/5631/youth-entrepreneurs-engaging-in-the-digital-economy-the-next-generation 

g
.
Digital Education
5 E z
£ £z 8
Category Title Type of resource: @ @ e 0 Link
Digital Citizenship European Schoolnet: Digital Citizenship Projects T WwWw
Digital Citizenship Education Booklet WWWwW
Digital Citizenship Lesson WWWwW
Digital Citizenship Curriculum WWW
What Is Digital Citizenship & How Do You Teach It? WwWw
Digital Competences Digital Competence Framework 2.0 | www
Do young people in the EU have digital skills? [ ] WWw
DigitalSkills Up WWW
YSkills WwWw
EdTech Hub I WwWw
CODERDOQOJO Foundation Resources WWW
RASPBERRY PI Foundation WWW
FreeCodeCamp: create a Super Mario Clone WWWw
EU Digital Skills and Jobs Platform [ WwWw
The Game Educators Handbook I WwWw
Digital gamification for youth engagement e o [ ] WwWw

28



http://www.eun.org/projects/digitalcitizenship 
https://rm.coe.int/16809382f9 
https://www.youtube.com/watch?v=f4B0q2oOLbs 
https://www.commonsense.org/education/digital-citizenship/curriculum 
https://www.aeseducation.com/blog/what-is-digital-citizenship 
https://ec.europa.eu/jrc/en/digcomp/digital-competence-framework 
https://ec.europa.eu/eurostat/web/products-eurostat-news/-/edn-20200715-1 
https://www.digitalskillup.eu/ 
https://yskills.eu/ 
https://edtechhub.org/ 
https://coderdojo.com/resources
https://www.raspberrypi.org
https://www.youtube.com/watch?v=025QFeZfeyM 
https://digital-skills-jobs.europa.eu/en/inspiration 
https://www.pelikasvatus.fi/gameeducatorshandbook.pdf 
http://socialinnovation.lv/wp-content/uploads/2013/12/GAMI-ENG_fullversion_web.pdf 

Category

Digital
Transformation

& Youth Work
(incl. Smart Youth
Work and Digital
Youth Work)

Title Type of resource:

Digital Youth Work EU

Perspectives on youth webinar - digital youth work

The road to smart youth work

Youth work practitioners have to be agile.
The EU sees digital youth work as an opportunity for the future

Developing digital youth work

European Guidelines for Digital Youth Work

Modes + Tools of online youth work (video)

Inclusion & Diversity in Digital Youth Work

Technology and the new power dynamics:
limitations of digital youth work

A guide to delivering digital youth work

Confidence Boost in Digital Youth Work Workshop (video)

MOOCdigital. Video Games in Youth Work

MOOCdigital. The Among Us video game as a space for communication

Guidelines: Digital tools for non-formal education

DIGI YOUTH: South East European Youth Network (SEEYN)

Handbook & Tools

Articles on digital youth work by IJAB

Youth Work 2.0 Toolkit
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https://www.digitalyouthwork.eu/ 
https://www.youtube.com/watch?v=z3e5qogW1yw 
https://pjp-eu.coe.int/en/web/coyote-magazine/the-road-to-smart-youth-work 
https://www.eywc2020.eu/en/news/youth-work-practitioners-have-to-be-agile-the-eu-sees-digital-youth-work-as-an-opportunity-for-the-future.12
https://op.europa.eu/en/publication-detail/-/publication/fbc18822-07cb-11e8-b8f5-01aa75ed71a1 
https://www.digitalyouthwork.eu/guidelines/
https://www.youtube.com/watch?v=RvCp8S-lQZo 
https://digitalinclusion.salto-youth.net/

https://pjp-eu.coe.int/documents/42128013/116591216/Limits+of+digital+youth+work.pdf/732ddd6a-15cb-02a6-c336-efa9aa8154c0

https://www.ukyouth.org/wp-content/uploads/2021/01/Digital-Youth-Work-Guide.pdf

https://www.youtube.com/watch?v=rqNDzt2hb7w

https://youtu.be/o8BDQfqZMWU 
https://youtu.be/8r0ne_sgUXc 
https://egyesek.hu/wp-content/uploads/guidelines-digital-tools-for-non-formal-education_final.pdf 
https://www.seeyn.org/
https://digiyouth-seeyn.com/digital_tools 
https://ijab.de/en/projects/internationale-jugendarbeitdigital/current-articles-on-internationale-jugendarbeitdigital 
https://youthworkers.eu/toolkit/ 

Category

Virtual and
Blended Mobility

21st Century
Pedagogies &
Methodologies

EdTech
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Title Type of resource: @ ? e

MOVE IT: Foreseeing the future of digital youth mobility
and youth work in 2030 (video)

Digitally Enhanced Mobility. CIVIS Handbook on Virtual Mobility

Virtual Exchange and its role in Blended Mobility Initiatives

Webinar: Virtual Mobility: Initiatives and best practices
for a worldwide virtual mobility

MOVE IT - Youth mobility in the digital era (online event)

21st Century Pedagogy: An Educator’s Guide for Teaching the Future

8 methodologies that every 21st-century teacher should know

Co-design Best Practice Report

The Design Kit

Design Thinking Resources and Activities

Using games in youth work for development education (toolkit) -
National Youth Council of Ireland

e

Gamification Methods For Educational Management

Digital Natives

EdTechHub

EdTech Digest

EdTechTools: a global repository of education technology platforms
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https://www.movidis.eu/ 
https://www.facebook.com/jugendfuereuropa.de/videos/foreseeing-the-future-of-digital-youth-mobility-and-youth-work-in-2030-move-it-f/252467319513581/ 
https://civis.eu/storage/files/civis-virtual-mobility-handbook.pdf

https://www.unicollaboration.org/wp-content/uploads/2020/09/Position-paper-on-Blended-Mobility.pdf
https://www.youtube.com/watch?v=PiUZmympZYo 
https://www.jugendfuereuropa.de/veranstaltungen/MOVE-IT/ 
https://owlcation.com/academia/21st-Century-Pedagogy-An-Educators-Guide-for-Teaching-the-Future
https://www.realinfluencers.es/en/2019/05/09/8-21st-century-methodologies/ 
http://www.cocreate.training/wp-content/uploads/2017/07/co-design_best-practice-report.pdf 
https://www.designkit.org/methods

https://www.ideou.com/pages/design-thinking-resources 
https://u.pcloud.link/publink/show?code=XZb7KwXZ9j5HKw3mIyHBUi3vr2fhfHkcpljy 
https://game-edu.eu/
https://crnonline.de/project/digital-natives/

https://edtechhub.org
https://www.edtechdigest.com/ 
https://database.edtechhub.org/tools/ 

Emerging Technologies

Info Library
nspiring Practice

Study
Tools

Category Title Type of resource: @ @ Q
2020)

Al and algorithms Declaration on Youth Participation in AlGovernance (

Adolescent perspectives on artificial intelligence

UNESCO and UNITAR's Al and Human Rights course ® |
Teens in Al ®
What is Artificial Intelligence - and how does it affect YOU? |

Artificial intelligence: what you should better know

Robotics Edurobots ® ®
Virtual Reality Virtual Reality in Youth Work I I
ARETE
Smart Cities and Future skills for future cities L
Communities
How an app connects Phoenix youth with life-changing jobs ®

NextGen Internet Next Generation Internet initiative ’


https://rm.coe.int/declaration-on-youth-participation-in-ai-governance-eng-08122020/1680a0a745.
https://www.unicef.org/globalinsight/stories/adolescent-perspectives-artificial-intelligence
https://en.unesco.org/news/join-unesco-and-unitars-ai-and-human-rights-course 
https://www.teensinai.com/ 
https://www.voicesofyouth.org/ai 
https://europa.eu/youth/get-involved/your-rights-and-inclusion/artificial-intelligence-what-you-should-better-know_en 
https://edurobots.eu/
https://www.digitalyouthwork.eu/?material=virtual-reality-in-youth-work-en
https://www.areteproject.eu/
https://leadersinternational.org/results-insights/future-skills-for-future-cities/ 
https://www.smartcitiesdive.com/spons/how-an-app-connects-phoenix-youth-with-life-changing-jobs/611683/ 
https://digital-strategy.ec.europa.eu/en/policies/next-generation-internet-initiative


g
[ ] [ ] o [ ] o z‘ g
Digital Sustainability £
£ £z 8
Category Title Type of resource: @ @ e 0 Link
Digital Youth4DigitalSustainability: 12 recommendations from youth * WWW
Transformation &
Climate Change The New Shores I WWW
Infographic: The Carbon Footprint of the Internet I WWW
What colour is the cloud? WWW
Sustainable Sustainable Digitalization: Guidelines For A Digitalization WWW
Digitalisation We Need For The Future We Want T
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https://gi.de/fileadmin/GI/Allgemein/PDF/Youth4DigitalSustainability_Recommendations.pdf
https://newshores.crs.org.pl/#game
https://www.climatecare.org/resources/news/infographic-carbon-footprint-internet/
https://www.eib.org/en/stories/digital-footprint
https://www.sustainable-digitalization.net/wp-content/uploads/2019/11/SDigiG-online.pdf


Category

5 Rights Foundation

Data Detox Youth

g
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S £
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E £ g ¢
Title Type of resource: @ Q
Child Protection and Children’s Rights in the Digital World o
Young people help draw up UN digital protection recommendations ®
Rights Arcade, game app to make human rights learning accessible

Digiethik. Talking to children and young people about Digital Ethics

Young People, Ethics, and the New Digital Media:
A Synthesis from the GoodPlay Project
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https://5rightsfoundation.com/
https://tacticaltech.org/news/data-detox-youth/
https://childrens-rights.digital/einstieg/index.cfm
https://news.un.org/en/story/2021/03/1088182 
https://www.amnesty.org/en/latest/news/2022/01/amnesty-launches-game-app-to-make-human-rights-learning-accessible/ 
https://digiethik.eu/en/talking-to-children-and-young-people-about-digital-ethics/

https://clalliance.org/wp-content/uploads/files/young_people_ethics_and_new_digital_media1.pdf 
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