Digital youth work practice implementation:
practice reflection tool

This form is meant to be a tool to reflect on new practices, approaches or latest
information on digital youth work topics. It is intended as a tool to reflect on the
subject from the viewpoint of your work, so freely write down any thoughts as
narrowly or in-depth as you see necessary. This form can be used in events, training
courses or any other suitable setting where new practices are presented. You are
also free to modify it to suit your use case, according to the guidelines of the license
below.

We have based the structure of this tool based on data from the Screenagers
research report (2016) and the final report “Developing digital youth work” of the EU
expert group on digitalisation and youth. It has been further revised and rebuilt
during the Digital youth work project in 2019.

These training materials have been developed as part of the ‘Digital Youth Work’
project, a strategic partnership between 7 organisations across Europe, to build the
capacity of the youth work sector to deliver high quality youth work in a digital age.

They are based on training needs for practitioners identified by the EU expert group
on digitalisation and youth's 2018 report.

The resources from all partners are available at www.digitalyouthwork.eu.
The project has been funded by Erasmus+.

This work by Verke was developed in the project "Digitally Agile Youth Work" with
funding from Erasmus+. It is licensed under a Creative Commons Attribution-
ShareAlike 4.0 International License. Permissions beyond the scope of this
license may be available at https.//www.verke.org/?lang=en.

1

= : ) L camara Co-funded by the
(] . o
WIE N_—é‘ﬂ A 2 we fsaes, m education quuthl"ndk Erasmus+ Programme
di at ° “‘Wf}jﬂ(w v ek

ireland L mmme—em— of the European Union

)

digital

YOUTH WORK




New youth work practice / approach

Fill in the topic here

How would this practice / approach benefit my
organisation?

How would this practice / approach benefit the
young people we work with?

What kind of competencies would we need for
this to work?

What kind of hardware, software or facilities
would we need? (Minimum / best case
scenario)

How about other resources? (Time, worker
resources etc.)
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How much would doing this approximately Are there risks involved for young people, the digital
cost? organization or you? Could something prevent mg, WORK
this from working?
Who else do you need to involve in planning Where can you start in implementing this?
this? What will you do first thing tomorrow?
Notes:
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