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Cross-National Comparative Index
Overview of the research
The Cross-National analysis of the six EU member states in the study
Germany, Spain, Cyprus and Lithuania

Greece, Ireland,

included both youth opinion and feedbacks from youth

work and initiative analysis as well as desk research of country statistics and Digital Agenda. Study
was carried out by project partners:
Ireland - CCS DIGITAL EDUCATION LIMITED
Germany - CULTURE GOES EUROPE (CGE)- SOZIOKULTURELLE INITIATIVE ERFURT EV
Greece - UNIVERSITY OF PIRAEUS RESEARCH CENTER
Lithuania - VSI PASAULIO PILIECIU AKADEMIJA
Cyprus - A & A Emphasys Interactive Solutions Ltd
Spain - Associacio Programes Educatius Open Europe

The main aim of this study is:
- to continue investigating the current scene in partner countries in relation to the 5 key aspects:
(1) the profiles of young people and youth workers in relation to the digital citizenship,
(2) the strategies/policies at the national and EU level in relation to the promotion of digital
citizenship in formal/non-formal learning,
(3) the provision of training opportunities youth workers in the public/private sector in the
particular field,
(4) the compliance of national policies/practice with EU/Council of Europe strategies and
initiatives in the areas under scrutiny here,
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(5) the digital needs of youth workers and young people. Innovation: The innovative character of
this proposed Output

SURVEY RESEARCH
Overview
An online survey was the main tool used to carry out field research into the needs
requirement of youth and young people in the areas covered by the project

digital

development, online collaboration, digital needs of young people and youth workers, training
opportunities, digital strategies and policies. The target group for the surveys was youth and
youth workers in varying age groups from 16 up to 35+. The survey aimed to gather demographic
and personal data about the respondents, their current ICT skills, information about their digital
skill sufficiency and needs.

Methodology
An online survey tool was used. A set of questions was agreed by the project team, and
an English version of the survey was created. This was then localised by the relevant project
partner to Greek, Lithuanian, German, English and Spanish. The survey questions gathered data
relating to:
Personal information, including gender, age, subject area
Educational and Economic issues including education level
Digital competences - Current use of skills areas and ways of obtaining knowledge
Vocational interests/aspirations

employment status, skill sufficiency for digital needs;

current skills on previously stated areas
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The survey findings were then exported and country level-analysis was conducted in
spreadsheets. The findings were then aggregated to compare countries, and to average between
countries. Because of the differing size of samples from the countries, the average between
countries was generally calculated by using the percentage value for the countries. A common
multicounty analysis document was created. Main findings were gathered and Cross-National
Index for dissemination purposes was created.
Main sources of information were partner collected information about policies, strategies
and existing initiatives in their countries, Digital Agenda Scoreboard, Young people and youth
workers surveys and focus group interviews.
Desk research or secondary research was also used. Project countries made National Desk
Researches and collected project-relevant data from existing national resources. In the result,
the collected data was used to create consolidated tendencies and perspectives for the CrossNational Index.
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Digital Citizenship Regulations and Integration
Both digital citizenship and acceptable use policies are needed to provide direction,
education and support as well as clear parameters for young people and youth workers.
Acceptable use policies may need to be updated, but they continue to serve a role in identifying
clear direction. Digital citizenship policies serve the important role of preparing young people,
youth workers, stakeholders and organizations for a changed and changing society. Digital
citizenship policies serve as a foundation to support and guide digital citizenship learning
instruction. While digital citizenship instruction is not fully formalized curricula (in the context of
partner countries), there is a slight moving towards it in partner countries (Germany, Lithuania,
Spain, Cyprus, Ireland). Sections addressing digital and technological fluency are within the
Framework of The Digital Agenda for Europe (DAE) which has been followed and progressively
implemented by the partner countries. It is one of seven flagship initiatives under the Europe
2020 strategy. It focuses on modern technologies and online services that will allow Europe to
create jobs and promote economic prosperity. It aims to improve the daily lives of EU citizens
and businesses in a variety of ways.
The Digital Agenda 2014-2017, European Strategy for the Digital Single Market and EU
Youth Strategy have been playing an important role in shaping and structuralizing the agenda of
digital citizenship within the partner countries and their national strategies (Germany, Lithuania,
Spain, Cyprus, Ireland, Greece). Although all partner National Digital Strategies differ and stress
out distinct focus areas, there are several major focus areas which are common to all states. The
major focus areas of digital strategies are as follows:
(1) Skills and motivation of the citizens to use the ICT;
(2) Development of electronic content;
(3) The ICT infrastructure.
The National Digital Programs (according to the data of Desk Research) are based on the
assumption that only balanced development of all these areas can lead to sustainable and rapid
development of the information society and result in implementation of the objectives envisaged
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in the Digital Agenda for Europe. There are 6 generalized aims which are also common to all
National Strategies:
1. To reduce the digital divide of the residents and to encourage them to acquire knowledge and
skills in order to enable them to fully and successfully use ICT;
2. To create new technologically advanced online public and administrative services and
encouraging the residents to use them;
3. To use ICTs in the promotion of the culture and language;
4. To promote the use of ICT for business development;
5. To develop broadband electronic communication networks in underserved areas;
6. To ensure safe, reliable, interoperable ICT infrastructure.
It is also important to mention that the main focus of all National Digital strategies is to present
a number of actions and aims in order to encourage citizens and business to be involved in a
digitally enabled society. In particular:
Teachers; in order for the children to acquire and improve digital skills, it is
necessary to improve the qualification of teachers Germany, Lithuania, Ireland,
Greece.
Youth not in employment, education or training (NEET)

Spain, Germany,

Lithuania, Ireland, Greece, Cyprus.
Rural residents; residents experiencing regional divide

Lithuania, Ireland,

Cyprus.
Low-inc me

la i n m e han h ee

a e

f he c

n

s population

use the Internet but more often they are high-income population living in the
largest cities of the country Spain, Lithuania, Ireland, Cyprus
The disabled Lithuania, Ireland, Cyprus.
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Another important aspect worth to mention is that there are other national regulations
and integration strategies of (for) youth policies among partner countries which have been
discovered during the Desk Research of DICIPASS4YOUTH. These stakeholders, initiatives,
activities and programs correlate with objectives within the frameworks of National Digital
Strategies and cover the focus areas and enforce digitization processes in order to reach program
goals:

Cyprus - Programmes and activities organized by the Ministry of Commerce, the
Research Promotion Foundation and University of Cyprus related to increasing youth access on
digital technology have been recently developed in Cyprus. Initiatives organized at top level using
public funds have been created in order to promote entrepreneurship culture in digital
community. Digital citizenship is endorsed in these programmes, emphasizing the need for active
citizenship through digital technology. For the purpose of the integration of young people in the
labor market the government developed youth employment measures giving a priority in the
information technology and technology area. Youth policies moreover strengthen the
im

ance f

e a ing

h e e en a i n b die

ch a

he Y

h Child en Pa liamen

Youth Parliament Programme, House of Young Representatives as well as Youth Councils such as
Cyprus Youth Council, Municipal Youth Councils and Higher education student unions.
A

cia i n

ch a

he Y

hB ad fC

ini ia ed ac i i ie

m ing

ng e

le

rights campaigning towards the protection of human rights online and developing online youth
participation and citizenship including internet governance processes.

Germany - In 2019 a digital pact for schools (DigitalPakt Schule) was launched, a
scheme under which the Federal Government and the Länder are equipping schools with highquality digital technology. Over a five-year period, the Federal Government is providing a total of
five billion euros; with at least another half a billion euros coming from the Länder, the total is at
least 5.5 billion euros. Schools can apply to the respective Länder government for funding. To
enable this scheme, the upper (Bundesrat) and lower (Bundestag) houses of parliament amended
Sec i n
inf a

c f Ge man
c

e

Ba ic La

b b ilding ch

l cl

G ndge e
d f

The aim i

c ea e digi al ed ca i n

in ance and facilitating and improving teaching
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using digital means. The ag eemen

Digi alPak Sch

l

i

lanned

be

implemented in different municipalities of Germany; including Thuringia. The grants serve to
promote investments by the federal states and municipalities (associations of municipalities) in
the municipal infrastructure of general education schools and vocational schools in public
sponsorship as well as in the infrastructure according to the law of the countries of equivalent
schools in private sponsorship. The consideration of independent organisations is based on their
nationwide share of the number of students. For the privately owned schools, the school
authority assumes the rights and obligations of the municipalities under this agreement.

Greece - In 2019, Greece implemented a project to raise digital awareness; Young Digital
Leaders project by Action Synery1. This pilot project, aimed to empower young people through
digital citizenship, critical thinking and media literacy skills, so that they can grow up safe,
e

n ible digi al leade

In he f ame

k f he

jec a eache

and a a en

g ide a

developed, which have been adapted by Action Synergy to fit in the Greek context 2.

Ireland - The National Youth Council of Ireland (NYCI) which is the representative body
for voluntary youth organizations, also promotes the integration of digital elements in everyday
life3. More specific, the NYCI has developed a Strategic Plan 2018-202, in which sets various
indica

and ac i n

ela ed

digi al

h

k One f he en i aged NYCI ac i n i

provide support to youth organizations in the area of digital youth work, through a suite of
training in digital youth work and offer information on relevant policies and practices. Moreover,
NYCI seeks to advance its work with the Irish Government and other agencies on the field of
digital youth work and im

ing he ec

in l emen in

m ing more opportunities for

young people4. NYCI also develops several training opportunities and organizes events related to
the promotion of digital youth work5. Apart from the Youth Councils which develop several

1

Young Digital Leaders(http://action.gr/home/projects/citizenship-education/young-digital-leaders/ )
Young Digital Leaders Guide (http://action.gr/wpress/wp-content/uploads/2019/01/Parent-Guide-2019-Greece_Greek.pdf}
3
Digi al Y h C ncil About Re ie ed f m https://www.youth.ie/about/, 10/2/2020).
4
Meister Daniel, Lowry Elaine, STRATEGIC PLAN 2018-2022, National Youth Council of Ireland, Dublin, 2018,
(Retrieved
from:
https://www.youth.ie/wp-content/uploads/2019/01/NYCI_StrategicPlan_2018-2022.pdf,
10/2/2020).
5
NYCI T aining E en
Re ie ed f m https://www.youth.ie/training-and-events/, 10/2/2020).
2
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actions aiming at promoting digital engagement of young people, Minister for Children and Youth
Affairs has also launched a National Youth Strategy (2015-2020), intending to support young
people to realize their maximum potential and also ease their transition from childhood to
adulthood. Regarding their digital engagement, the strategy focusses in the promotion the use
of new technologies and support the acquisition of digital skills for young people, supported also
by the implementation of the ICT Skills Action Plan6.

Lithuania - Recently established National Digital Coalition in Lithuania encounters most
active stakeholders for ICT skills. Through the Memorandum, signed on November 7, 2013 in
Vilnius, institutions, companies and organizations coordinating the promotion of a knowledgebased society in Lithuania, promoting and developing digital skills of young people and the
community at large as well as training ICT professionals agreed to form the National Digital
Coalition for the Promotion of Digital Skills for J b in Li h ania he einaf e efe ed
National C ali i n

a

he

and o cooperate in implementing information society development

programme 2014 2020 Digital Agenda for Lithuania in order to increase employment and to
achieve a more effective use of digital potential. The Partners of the National Coalition agree on
the following objectives:
1. To substantially reduce the shortage of IT professionals, to improve the conditions for the
private and public sector employees as well as all inhabitants to learn and continuously
improve the necessary ICT skills for job, the establishment of IT business and development
of the digital market.
2. To attract more young people to choose ICT and other science studies and professions, to
ensure the acquisition of digital skills also when learning other professions.
3. To raise public awareness of the importance of digital skills and competences.7

6

Department of Children and Youth Affairs, NATIONAL YOUTH STRATEGY 2015–2020, Government Publications,
Dublin,
2015,
(Retrieved
from:
https://www.youth.ie/wp
content/uploads/2019/04/20151008NatYouthStrat2015to2020.pdf, 10/2/2020)
7

More info on the tasks and activities here: http://www.skaitmeninekoalicija.lt/en/

Page | 10

Concluding Statements
Digitalization has brought a series of fundamental changes to the way we live our lives
and has seamlessly penetrated all aspects of post-industrial societies. The advancement of
technology in the last years has impacted not only in society but also in economy of the states.
This rapid growth of digitalization led into a perquisite by governments to adjust to changes
technology brings and create national reforms which aim at using technology in order to enhance
online access to benefit citizens, businesses and employees.

Ensuring the effective

transformation in the digital era, digital citizenship needs to be promoted. Specifically, digital
citizenship refers to the great responsibly by both citizens and governments to use technology in
a responsible manner. The European Union in the last years has developed actions to promote
digital citizenship education including safety and protection of citizens in the digital environment.
Plenty of strategies have been developed in Ireland, Lithuania, Cyprus, Greece, Spain and
Germany aiming at incorporating digital citizenship, mainly by the implementation of actions
related to the digitally engagement of citizens. In particular, the National Digital Strategies (NDS)
commit at encouraging citizens to be involved in a digitally enabled society, by the creation of
many initiatives related to trainings for digital adoption and development of digital skills.
In addition to this, there are several good practices of initiatives, programs and activities
among partner countries e.g., Digital Youth Council and National Youth Council of Ireland (NYCI),
Youth Board of Cyprus, Young Digital Leaders (Greece), digital pact for schools (DigitalPakt Schule
- Germany) which focus on actions related to youth and youth work.
Nevertheless, it is essential that more programs and policies to be developed, directing
also to young people with fewer opportunities (such as NEETs), as it is possible for them to lack
in digital competences knowledge, and they may not have equal access to resources and tools
for improving them. For these disadvantaged groups who are struggling with social exclusion,
their digital participation, given that we live in a digital age, is essential for ensuring their social
inclusion, and thus their active engagement in society.
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In the field of youth work there is also a need of integration policies and strategies. Based
on the gathered data, only 3 elements of digital citizenship competence framework have been
integrated on a moderate level among partner countries so far. Other elements remain barely
integrated on national level. According to the results of the responders (youth workers): Ensuring
the security of hardware and personal data while online, Respect for the rights and
responsibilities in the digital world and Effective use of digital technologies based on critical
awareness are the elements which most likely will be integrated on a daily basis or in a day to
day youth work practices among partner countries.
Only 3 elements out of 9 with the integration level 50% out of 100% indicates low
ac ical in eg a i n am ng

h

ke

Ed ca

h

ke d n inf m and

ac ice

the competence framework of digital citizenship enough.
The data gives strong implications to formulate Digital Citizenship learning framework as
the objective to provide new learning frameworks for educators and youth workers with details
on the nine elements of digital citizenship. These elements should be taught and incorporated
into their working environment policies and performance standards regarding technology usage.
Additionally, you workers should utilize the already given information included in national
programs to introduce their target groups to the concepts of digital citizenship, helping to build
the bridge between educators and different generations in today's age of expanding use of
educational technology.
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Perception of Digital Citizenship
Digital citizenship can be defined as the norms of behavior with regard to technology use.
As a way of understanding the complexity of digital citizenship and the issues of technology use,
abuse, and misuse, we have identified nine general areas of behavior that make up digital
citizenship: 1. Etiquette: electronic standards of conduct or procedure; 2. Communication:
electronic exchange of information; 3. Education: the process of teaching and learning about
technology and the use of technology; 4. Access: full electronic participation in society; 5.
Commerce: electronic buying and selling of goods; 6. Responsibility: electronic responsibility for
actions and deeds; 7. Rights: those freedoms extended to everyone in a digital world; 8. Safety:
physical well-being in a digital technology world; 9. Security (self-protection): electronic
precautions to guarantee safety.
Digital citizenship speaks to several levels of responsibility for technology. Some issues
may be of more concern to technology leaders while others may be of more concern to teachers,
youth workers, young people. Topics within digital citizenship are wide and varied, so there is no
definite perception of digital citizenship. The following narrative is also very well reflected in the
results of this index.
Few notes before data analysis and comparison. The answers of the responders are very
similar to the responses of young people, therefore juxtaposition and combination of the results
was inevitable. According to this data, it is also very difficult to set a straight narrative of digital
citizenship meaning. Although some answers are different, some are synonymous of others,
some can be called as extensions of foundational definitions, we can set up a frame of 3 layers
based on the answers:
1) Active participation (involvement in virtual actions, social activities) and e. voting
2) Virtual safety (virtual protection, identity theft, e-safety, e-documents, e-visa)
3) Social dimension (social networks, browsing, global knowledge, responsible behaviour).
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Based on the countries reports (Greece, Lithuania, Germany, Cyprus and Spain) we can also
highlight the most used and referred key words of digital citizenship: virtual protection (40%), evoting and e-citizenship accordingly (30%), digital communication (30%). Young people and youth
workers demonstrate an adequate knowledge and understanding about digital citizenship even
though around 70% of all participants (including youth workers and young people) have never
heard about the term digital citizenship.
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Priorities and Needs of Digital Competences
Research and practice suggest different definitions and classifications of digital skills and
competence (DSC). An emerging classification in the EU identifies three main categories of DSC
for learners/citizens: Job-specific digital skills, Digital skills for ICT professionals and Digital
competence. The latter one, within the frame of DICIPASS4YOUTH project, is the focus area.
Digital competence: also referred to as digital literacy, encompasses a set of basic digital skills,
covering information and data literacy, online communication and collaboration, digital content
creation, safety and problem solving 8. Digital competence 9 is about the ability to apply those
digital skills (knowledge and attitude) in a confident, critical and responsible way in a defined
context (e.g. education). Since 2006, digital competence is one of the eight key competences in
the EU for lifelong learning.
As mentioned before there are 9 key elements of digital citizenship. Since education is
at the heart of any society, students, youth workers, young people are the ones that should be
educated in using technology in a responsible manner, ensuring the safety of the online
environment for generations to come. Consequently, the aspects of digital citizenship revolve
around their usage of technology for various purposes. Therefore it is crucial to point out the
most important elements and provide an adequate set of knowledge in order to help for youth
workers and young people to cope with nowadays digital challenges. Youth workers and young
people been asked to prioritize and choose up to 3 elements from the list below:

8

For example, using computers and mobile computing devices to retrieve, assess, store, produce, present and
exchange information; communicating and participating in collaborative virtual networks; the confident and critical
use of social media and the Internet in general.
9
C m e ence i f mall defined b Cedef a he abili
e kn ledge kill and personal, social and/or
me h d l gical abili ie in
k
d i a i n and in
fe i nal and e nal de el men
www.cedefop.europa.eu/it/publications-and-resources/publications/4117
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1. Equal access to digital technologies and online resources to all young people despite their
socioeconomic status, disability, geographical obstacles and other factors (Digital Access)
2. Careful, responsible and safe use of online shopping possibilities (Digital Commerce)
3. Careful, responsible and safe use of digital communication tools (email, messaging, blogs,
social networks) (Digital Communication)
4. Effective use of digital technologies based on critical awareness and understanding (Digital
Literacy)
5. Understanding and following ethical standards of conduct or procedure in a digital
environment (Digital Etiquette)
6. Understanding and following legal requirements in a digital environment (e.g., avoiding
pirating sites, plagiarism, etc.) (Digital Law)
7. Respect for the rights and responsibilities in the digital world (Digital Rights and
Responsibilities)
8. Physical and psychological well-being in a digital technology world (Digital health and
Wellness)
9. Ensuring the security of hardware and personal data while online (Digital Security)

Young People
According to the young people in Lithuania Digital Communication, Digital Access, Digital
Security are the top 3 elements. These elements got more than 50% of the votes and received
comments during focus group. Meanwhile in Cyprus - Digital Access (62%); Digital
Communication (40%); Digital Security (54%). In Germany answers to this question were diverse;
the majority of the respondents (almost 60%) chose the first choice E

al acce

digi al

technologies and online resources to all young people despite their socioeconomic status,
disability, geographical obstacles and other factors (Digital Access . The second highest
percentage went for the 4th choice (almost 44%) Effec i e

e f digi al echn l gie ba ed n

critical awareness and understanding (Digital Literacy). Spain results reveal that the main
concern of the participants is related to social inclusion and equality in terms of access to digital
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technology (Digital Access). As stated on the previous research, the digital divide is still a problem
in Spain and contributes to enlarge the inequalities among its population. Also, participants are
concerned about online safety (Digital Security) when using digital tools such as social networks,
which relates to the other to highest ranked concerns which are Rights and Responsibilities on
the online world, digital literacy and critical thinking. In Greece Digital security stands out as the
most important characteristic (Approx. 65%), followed by Digital Access (Approx. 56%) and Digital
Communication (Approx. 50%).

Youth workers
The collection of data (the qualitative and quantitative research) from the project
countries (Cyprus, Greece, Lithuania, Germany and Spain) stresses out several front-running
choices among youth workers. Based on the survey in Germany, youth workers think that the
most important aspect of digital citizenship is Digital security and Digital rights in contrast with
young people that for them the most important aspect is Digital access. Additionally, during the
Focus group discussion, the aspect of Digital security, Digital access and Digital communication
are the most important element in education and youth work. Meanwhile in Lithuania based on
the data, there are 2 leading choices among youth workers. Careful, responsible and safe use of
digital communication tools (email, messaging, blogs, social networks) (Digital Communication)
and element of Equal access to digital technologies and online resources to all young people
despite their socioeconomic status, disability, geographical obstacles and other factors (Digital
Access). As the third most important element of digital citizenship in the line of competences
according to the youth workers is Respect for the rights and responsibilities in the digital world
(Digital Rights and Responsibilities). The data from Cyprus shows that based on online survey
for young people and youth workers and focus group, results, youth workers are lacking
knowledge concerning the Digital Security, Digital Law, Digital Health. According with the vast
majority of the young people, the most important elements of digital citizenship are Digital
Access, Digital Communication and Digital Law. Spain: The research here presented shows that,
in Spain, there is a lack of equality on Digital access for tools and resources and a digital divide,
resulting on a lack of basic skills and literacy in the digital world. Most of the youth workers of
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the different surveys and the focus groups agreed that there is the need of a stronger need on
education related to digital competences as well as digital citizenship-related aspects. Results in
Greece showed that young people excluded Digital Communication, Digital Security and Digital
Law, while youth workers showed concerns and needs towards Digital Rights and
Responsibilities, Digital Security and Digital Access.
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Concluding Statements
Today, teachers and youth workers are asked to support a shift from teaching to learning,
create digital resources including open educational resources, use digital technologies for
professional development and themselves play new roles in relation to these changes. Due to
these reasons, project countries initiated qualitative and quantitative data research in order to
find out about the dominant digital tendencies among youth workers and young people and
highlight the needs of digital competences/skills. Here are the highlights of the data:
The Cross-National Comparison clearly shows 3 leading elements of importance among
all partners collected data in the field young people. Digital Access (23.81 % from all available
choices) and Digital Security (23.81%) remain the most important elements. As the third most
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important element in the scale of priorities

Digital Communication (19.05%). Youth workers

on the other hand - Digital Rights and Responsibilities (30% from all the choices), Digital
Communication (19.05%) and Digital Security (26%).
In overall, 29 % of youth workers according the data, said that integration of digital
citizenship in youth work is important and more than 49% from all the responders agreed that
the importance of this digital curricula integration is way higher and assessed it as very
important.
Digital access involves the ability to connect with others or access information using
technology. There is a need (based on data) of instructions on how to find valuable and safe
information on the Internet, how to help disadvantaged communities use computers or other
resources at to increase their digital access.
Digital security indicates the need to stay safe online. Although the Internet can be an
excellent resource, youth workers, students, young people need to know how to avoid viruses,
scams, or strangers online. Internet safety lessons, learning materials, courses could include
anything from why privacy online is important to what to do if they encounter a cyberbully or
stranger.
The options that young people and youth workers have for communicating online are
greater than ever. Text, email, social media, and online games are all ways that might digitally
in e ac
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he

F
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ea n i

im

an

each h

c mm nica e afel and

effectively online.
The smooth integration process of digital citizenship agenda is a complex issue and
require equal involvement of all actors. Digital progress needs broadly based learning platforms,
better governance, resources and full support of public bodies. Digitized learning is reducing the
costs, easier and faster to set up and provides tremendous ease of access. This type of a learning
culture is focused mainly on collaboration and communication.
Therefore, this research asked the responders from all partner countries to identify
practical, social, economic issues causing low integration level of the concept of digital
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citizenship. In other words, the responders (youth workers) were asked to identify and name the
main components which would boost the process of digital integration. Based on the data from
project countries (Lithuania, Cyprus, Greece, Germany and Spain), Advising and mentoring (34%)
and training opportunities (31%) are two the most desired components, which according to the
responders could ease the process of integration.
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Further learning priorities
Learning tools and technology enable young people and youth workers to develop
effective self-directed learning skills. They are able to identify what they need to learn, find and
use online resources, apply the information on the problem at hand, and even evaluate resultant
feedback. This increases their efficiency and productivity. In addition to engaging young people
and youth workers, digital learning tools and technology sharpen critical thinking skills, which are
the basis for the development of analytic reasoning.
Even though there are many resources and tools that are available and free for everyone,
there are not enough on-site orientation trainings, learning courses, lectures or practical
seminars about Digital Citizenship.
The data, gathered through this
research, shows that the average
percentage of young people
who would be interested and most
likely attend a course related with
Digital Citizenship is above 70%.

In the field of youth work, according
to the data, the result is even more
positive and goes beyond 80% from
all responders.
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The collected data shows that the framework of Digital competence (in the context of
partner countries) is still an innovative element within the curricula of education programs or
non-formal learning agenda and is still an interesting learning field for youth workers and young
people.
The firm number of young people, youth workers, specialists, educators also create an
assumption that there are various systemic, practical, social access obstacles. In other words,
the summary of the comments of the responders highlight the fact that digital citizenship is not
a daily-practice topic which could be easily accessible in project countries. The results of the
research support this tendency:

About 78% in Cyprus, 100% respondents in Lithuania, 89% in Spain and the majority of young
people (87.5%) from Germany answered that they have never participated in a training course,
workshop or event related to Digital Citizenship. In the field of youth work the numbers are
similar: 71% in Germany, 89% in Spain, 79% in Cyprus, and Lithuania with 70%.

It is also important to identify suitable learning methods and approaches. Ineffective
teaching and mentoring tools, approaches can also cause issues of passiveness and low
attendance. Knowledge and information should be delivered in the most participant-friendly
manner. Due to this reason, the data analysis of DICIPASS4YOUTH project, included Further
Learning section where our responders were able to express their preferences towards different
learning methods and strategies. Based on the data gathered from Cyprus, Lithuania, Germany,
Spain and Greece, the highest preference for training method is a combination of online training
and face to face training. This option across the countries got around 50% of support. The second
option among young people is Face to face learning. This option resulted with the percentage of
27 and left Online training below with the percentage of 23.
Learning methods and options are crucial to the success of youth work. That is, the
instructional components of planning in teaching, leading and mentoring depend on the selection
of teaching materials and ways how certain information is delivered. Therefore it is very
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important to adapt to the needs of youth workers and bring the most suitable ways to learn
about Digital Citizenship.
According to the research, there is a similar tendency to learn about Digital Citizenship
using a combined approach (combination of face to face learning and online training). As the
second preference in the field of youth work is online training (29%) and below face to face
training (24%)
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Concluding Statements
There is a clear tendency among youth workers and young people in the sense of training
methods. Based on collected data, a combination of face to face training and online training
remains as the number one preference among all responders. It implies and presupposes that
youth workers and young people desire dynamics, interdisciplinary approach and combination
of different learning opportunities. The data also shows that online training is user-friendly
learning approach among young people and youth workers and holds a strong support at the
ll

Acc ding

he c mmen

and

ecifica i n in he ca eg

f O he

f he

questionnaires face to face learning method is an old-fashioned method unless there are digital
elements, innovative practices which make the process of learning more attractive, less boring
and friendlier.
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Conclusions and recommendations
Consolidated conclusions
Even though, youth ICT literacy and digital citizenship related activities in partner
countries are carried out in both formal and non-formal educational organisations, NGOs
and public libraries, PIAPs as well as in the strategic planning level institutions, formal
education (and non-formal) are not capable to change as fast as required according to the
needs of young people and youth workers today. According to collected data, Digital
Access, Digital Communication, Digital Commerce, Digital Literacy, Digital Etiquette,
Digital Law, Digital Rights and Responsibilities, Digital Health and Wellness and Digital
Security are the recommended topics to be included to school agenda and informal
learning processes. In this case informal education (social initiatives, programs and
actions) is also most welcome and expected by youngsters.

Plenty of strategies have been developed in Ireland, Lithuania, Cyprus, Greece, Spain and
Germany aiming at incorporating digital citizenship, mainly by the implementation of
actions related to the digitally engagement of citizens. In particular, the National Digital
Strategies (NDS) commit at encouraging citizens to be involved in a digitally enabled
society, by the creation of many initiatives related to trainings for digital adoption and
development of digital skills.

There are several good practices of initiatives, programs and activities among partner
countries e.g., Digital Youth Council and National Youth Council of Ireland (NYCI), Youth
Board of Cyprus, Young Digital Leaders (Greece), digital pact for schools (DigitalPakt
Schule - Germany) which focus on actions related to youth and youth work. Nevertheless,
it is essential that more programs and policies to be developed, directing also to young
people with fewer opportunities (such as NEETs), as it is possible for them to lack in digital
competences knowledge, and they may not have equal access to resources and tools for
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improving them. For these disadvantaged groups who are struggling with social exclusion,
their digital participation, given that we live in a digital age, is essential for ensuring their
social inclusion, and thus their active engagement in society.

The collected data and cross-national analysis give strong implications to formulate Digital
Citizenship learning framework as the objective to provide new learning frameworks for
educators and youth workers with details on the nine elements of digital citizenship.
These elements should be taught and incorporated into their working environment
policies and performance standards regarding technology usage. Additionally, you
workers should utilize the already given information included in national programs to
introduce their target groups to the concepts of digital citizenship, helping to build the
bridge between educators and different generations in today's age of expanding use of
educational technology.

The Cross-National Comparison clearly showed 3 leading elements of importance among
all partners collected data in the field young people. Digital Access (23.81 % from all
available choices) and Digital Security (23.81%) remain the most important elements. As
the third most important element in the scale of priorities

Digital Communication

(19.05%). Youth workers on the other hand - Digital Rights and Responsibilities (30%
from all the choices), Digital Communication (19.05%) and Digital Security (26%).

In overall, 29 % of youth workers according the data, said that integration of digital
citizenship in youth work is important and more than 49% from all the responders agreed
that the importance of this digital curricula integration is way higher and assessed it as
very important.
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From the report it is seen that search on the internet, social media, communication and
files sharing are the skills youth perceive as having. From the quantitative data it is also
can be seen that particularly skills and digital citizenship elements needed for youth
inclusion and youth work in general.
Youth workers and young people are lacking knowledge about digital Rights and
responsibilities, struggling to understand digital etiquette and potential virtual security
threats.
Even though there are many
resources and tools that are
available

and

free

for

everyone, there are not
enough on-site orientation
trainings, learning courses,
lectures or practical seminars about Digital Citizenship. The data, gathered through this
research, shows that the average percentage of young people who would be interested
and most likely attend a course related with Digital Citizenship is above 70%.
In the field of youth work,
according to the data, the result
is even more positive and goes
beyond

80%

from

all

responders.
The collected data showed that the framework of Digital competence (in the context of
partner countries) is still an innovative element within the curricula of education
programs or non-formal learning agenda and is still an interesting learning field for youth
workers and young people. The firm number of young people, youth workers, specialists,
educators also created an assumption that there are various systemic, practical, social
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access obstacles. In other words, the summary of the comments of the responders
highlight the fact that digital citizenship is not a daily-practice topic which could be easily
accessible in project countries.
Introduction and orientation towards the term and strategy of digital citizenship are
highly desired and recommended processes: neither the majority of youth workers are
familiar with the term and possibilities, nor there are many, specifically focused learning
tools.

With the rapid rise of digital technology and its increasing use in business, education and
culture, it is important to ensure everyone can understand and engage with digital skills.
Digital literacy is vital for economic growth, job creation and daily usage. About 70 per
cent of youth workers from Lithuania, Cyprus, Germany, Greece and Spain faced
difficulties seeking ICT skills and knowledge. Half of youth assess their ICT knowledge as
insufficient in the key productivity areas. Promoting digital technologies and digital
citizenship concept can be a key driver of competitiveness and innovation in the media,
information, and communication technology sectors.

There is also a clear tendency among youth workers and young people in the sense of
training methods. Based on collected data, a combination of face to face training and
online training remains as the number one preference among all responders. It implies
and presupposes that youth workers and young people desire dynamics, interdisciplinary
approach and combination of different learning opportunities. The data also shows that
online training is user-friendly learning approach among young people and youth workers
and holds a strong support at the polls. According to the comments and specifications in
the ca eg
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face to face learning method is an old-

fashioned method unless there are digital elements, innovative practices which make the
process of learning more attractive, less boring and friendlier.
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Consolidated recommendations
Youth workers have to be informed on ICT and digital citizenship skills necessary to fulfil
work tasks in youth work and have ability to access resources to obtain/improve them.
Develop the necessary ICT knowledge for jobs standards, make opportunities and tools
for youth to discover their readiness for work, use them in carreer guidance activities,
empower youngsters to became active social and virtual citizens, bring the set of digital
values and responsibilities. Develop and promote ICT knowledge recognition and
certification models on the national level.

The ICT learning and training programmes should include a clear structured syllabus,
globally acceptable and topics based on e-Learning technologies. It is important to include
a validation method within the training programmes to assess their knowledge and skills
as well.

It is also important to provide questionnaires and statistics for ICT skills levels to public
employees, teachers, and students at all education levels. In addition, the digital literacy
framework should include modules such as e-Inclusion, e-Citizen, e-SME, e-Society and to
take into consideration the dominance of social media.

More support must be given to non-formal training organizations that ensure filling gaps
in ICT skills and Digital Agenda for Europe and encourage formal vocational institutions to
contribute to this life-long learning process providing open courses. Encourage to use
widely mass forms of training courses as distance education and MOOC. Develop and
implement fast ICT training and re-training models.
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It is also important to provide the group of vulnerable youth with new ways of learning
and to improve their skills, promoting inclusion to the labour market, active participation
in the social, political, economic and cultural life of the virtual societies in which they live
and promote self-employment solutions, including social economy tools.

In order to attract young people to Digital Citizenship trainings like DICIPASS4YOUTH, the
content for youth (regarding learning opportunities) should be designed in the attractive,
user-friendly manner. The content should contain different medias (audio, video, etc.)
also it should be reached by young people using their daily virtual environment.

Innovative approaches for encouraging young people in acquiring/improving digital skills
should base and focus on career guidance and education, thus enhancing young people
awareness on the importance of e-skills in every field.
Based on several national indexes, it was also suggested that a learning method using
apps that include games, quizzes, videos should be used in combination to help educate
about the ethical use of internet.

Creative initiatives for non-formal ICT training have to be easier mainstreamed and
introduced to formal education system.

More society awareness raising campaigns about the importance of ICT skills and digital
citizenship program for youth work and the importance and perspectives in ICT needed
in Lithuania, Greece, Spain and Germany.

Awareness raising campaigns about digital citizenship skills and values for young people
should be extended to parents, teachers, cross-sectoral youth workers and career
consultants.
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The programmes that young people would be interested in (1) need to be more related
to future jobs less theoretical and more practical, (2) have to give them new knowledge
ha

he d n

hink he al ead ha e and (3) learning methods have to be more

adjusted to their time and needs. For sure, we must not forget to continue with public
campaigns of raising awareness about the importance of digital skills.

In addition, there is a need to raise self-awareness about digital skills and knowledge
young people and youth workers own. Creators of DICIPASS4YOUTH program, whether
they are from formal or non-formal institutions, have to be more connected with youth
workers and young people so they can understand what type of ICT knowledge and skills
they need in real sector

There is also a growing importance of ethical and empathic online behavior. Digital
citizens need to know not only how to use the internet and media competently, to be
aware of their rights and responsibilities and how to protect themselves online; they also
need to relate socially and empathetically with others. For this reason, concepts such as
ethical behavior or online empathy are increasingly evident and must appear more
frequently in digital citizenship programs and practices.

Based on empirical data gathered through the research, there are few main digital
competences which are indentified by young people and youth workers as highly desired.
These competences presuppose a framework which could be followed in order to
strengthen digital skills and create learning programs:
-

Digital access involves the ability to connect with others or access information
using technology. There is a need (based on data) of instructions on how to
find valuable and safe information on the Internet, how to help disadvantaged
communities use computers or other resources at to increase their digital
access.
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-

Digital security indicates the need to stay safe online. Although the Internet
can be an excellent resource, youth workers, students, young people need to
know how to avoid viruses, scams, or strangers online. Internet safety lessons,
learning materials, courses could include anything from why privacy online is
important to what to do if they encounter a cyberbully or stranger.

-

The options that young people and youth workers have for communicating
online are greater than ever. Text, email, social media, and online games are
all a
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to teach how to communicate safely and effectively online.
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