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ORGANISING AND MANAGING RESOURCES ONLINE

Main competences to be developed within the
Module
Selecting digital resources
To Identify, assess and select digital resources for youth work
Creating and modifying digital resources
To create and co-create new digital youth work resources building on existing openlylicensed resources
Managing, protecting and sharing digital resources
To organise digital content and make it available to young people and to protect sensitive
digital content
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ORGANISING AND MANAGING RESOURCES ONLINE

Main competences to be developed within the
Module
Using digital tools to carry out community mapping and lifeworld analysis
Applying knowledge about digital tools and content to carry out community mapping
Guidance
Using digital technologies and services to enhance the interaction with young people,
individually and collectively
Self-regulated development support
Using digital technologies to support young peoples’ self-regulated learning and
development
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ORGANISING AND MANAGING RESOURCES ONLINE

Objective of the module
To help you learn how to organise digital resources online and then work with other
community members in order to create and co-create new ones and thus ensure
sustainable lifelong personal and professional development

Learning Objectives
Learn how to identify and modify digital content.
Learn how to create digital content in order to interact with and engage young people.
Deploy methods and practice to support the upgrading of skills for self-regulated learning
and personal development, among community members.
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ORGANISING AND MANAGING RESOURCES ONLINE

Learning outcomes
after taking this module, you will be able to





Organise online resources
Communicate and team working
Support self-regulated development
Provide guidance and mentoring
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ORGANISING AND MANAGING RESOURCES ONLINE
Area 1 – Skills for guidance and coordination of team work
This area is important to motivate self-reflection, engagement, learning and refreshing the
“learning to learn” competence, enhancing transversal skills.

Knowledge areas
 Scientific knowledge (domains of knowledge), cognitive content and methodological
thinking.
 Become interested in critical thinking and in community (society).
 Skills and abilities to perform tasks:
 Understand the skills and your capacity
 Perceive knowledge, skills and abilities
 Skills and abilities to perform tasks and take up jobs
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ORGANISING AND MANAGING RESOURCES ONLINE
Area 2 – Online Communication and Community building
Flourishing number of online apps to facilitate working, identifying, tagging, embedding
and sharing, creating and editing digital resources to support collaborative learning and
self-regulated development.

Knowledge areas
 Online communication: the use of digital means of communication in our lives, engage
people in collaborative activities and learning.
 Community building online, to bring about purposeful networks of people in order to
enhance their creativity, leverage capacity and share ideas.
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ORGANISING AND MANAGING RESOURCES ONLINE
Area 3 – Guidance, Coaching and Mentoring
Easy to use applications to support effective adoption of varying communication channels
with engaging codes of sharing content, knowledge and understanding, supporting skills’
upgrading and personal development.
 Use tools to engage with team/group/community members while offering them
support and guidance in order to start capacity building activities for themselves and
their community. Enhance mentoring and coaching skills
 Use of web conferencing tools to support the running of Webinars and create your
video and “screencasting”
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ORGANISING AND MANAGING RESOURCES ONLINE
Area 4 – Self-regulated Learning, Learning to Learn and Personal/ Professional
Development
The competence of self-regulated learning and personal development ensures sustainable
lifelong personal and professional development for the community members and
facilitates social innovation and inclusive growth.

Knowledge areas
 Action-Learning: how to make progress with your capacity to learn.
 Learning to Learn: develop your Learning to Learn competence.
 Develop your understasnding about self-regulated learning and personal/professional
development.
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Module 2:

PROGRAMME AND CONTENT CREATION
Main competence developed
Digital content creation for development

Competence description
To use digital technologies to support young people self regulated learning
and development
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Module 2:

PROGRAMME AND CONTENT CREATION
Objective of the module
To help you learn about the creation, use and reuse of digital content in
your daily work with young people for the process of change in social life.

Learning Objectives

 To learn to create & modify digital resources
 To learn how to create/edit digital content for effective social
inclusion/social communication/community reporting

 To learn the potential of digital content creation for empowerment and
make personal decisions.
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Module 2:

PROGRAMME AND CONTENT CREATION
Learning outcomes
After taking this module, you will be able to:
 Define digital content
 Search for digital content in the web using the right engines and the
most suitable search tools and tricks
 Create your own digital content to interact with and engage young
people
 Master copyright and licence issues related to the use and reuse of
digital content
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Module 2:

PROGRAMME AND CONTENT CREATION

What is digital content?
It´s any content that exists in the form of digital data

What to do with digital content?
Digital content can be created,used and re-used
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Module 2:

PROGRAMME AND CONTENT CREATION
Knowledge Area 1 - Digital Content creation and online
collaboration
This area helps you developing skills to collaborate virtually with people
from different backgrounds (cultural, social, etc.).
You can create your own digital content by: Drafting a document,
Recording a podcast, Shooting a video and you can collaborate virtually by
sharing and discussing your contribution it online.
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Module 2:

PROGRAMME AND CONTENT CREATION
Knowledge Area 2 - Digital Content use and re-use
There is a wealth of information and content available on the Internet that
you can use for your activities with young people (to engage them,
motivate them and empower them).
To exploit all the potential of the Internet, you need to know:
 where to search for information
 how to find the right information for you
 what are the intellectual property rights and use licenses associated to
the content you wish to use
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Module 2:

PROGRAMME AND CONTENT CREATION
Knowledge Area 3 – Copyright and use licenses
 According to the World International Property Organization, “Copyright” is a
legal term used to describe the rights that creators have over their literary
and artistic works.
 Copyright law protects only the form of expression of ideas, not the ideas
themselves.

 Copyright also protects ‘derivative works’ – such as translations, adaptations,
and music arrangements – without prejudice to the copyright in the preexisting work.
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EMPOWERING YOUNG PEOPLE
Introductory video on Youtube
https://youtu.be/HCorbpUTTTs
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EMPOWERING YOUNG PEOPLE
Module content
 Introduction – Media literacy and democracy

 Development – Becoming a responsible digital citizen
 Conclusion – Digital literacy for social inclusion
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EMPOWERING YOUNG PEOPLE

Introduction – Media literacy and democracy
Information and Media literacy aims at “developing the individual critical
understanding and citizen participation i.e., the empowerment and interaction of
people in public life through the media, and by reason of the development of
individual capacities for critical understanding of media literacy in the sociopolitical sphere” (Source: EAVI Study on Assessment Criteria for Media Literacy
Levels).
Democracy has emerged together with mass media: newspapers. Democracy
meant that individuals had new rights (freedom of speech, freedom of opinion,
etc), and freedom of press led printed media to become a pillar of democracy.
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EMPOWERING YOUNG PEOPLE

Introduction – Media literacy and democracy
In the 20th Century, new media emerged: radio, television and became the main
source of information for the citizens. They also contribute to forge opinions.
In the 2000s, there was the Internet revolution. Now, it has become the main
source of information and news, especially among young people.
Printed traditional media have become less attractive for the new generation. Also,
their vital role as promoting democracy is debated because some young people do
not trust anymore the information coming from traditional media.
Alternative sources of information are spreading on Internet and they are more or
less reliable.
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EMPOWERING YOUNG PEOPLE

Introduction – Media literacy and democracy
Media education for young people is important because:
 Role of media in our democracy systems
 Spread of fake news and disinformation campaign
 To prevent certain behaviours: cyberbullying, hate speech..
 It is necessary for building our citizenship skills!
When processing a piece of information, there is a risk to understand it through
the lens of its own personal convictions. This means that we often interpret factual
evidence through the filter of our values, feelings, tastes, and past experiences.
Media education is key to reduce the inequalities in accessing, understanding
information and media and to develop critical thinking.
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EMPOWERING YOUNG PEOPLE

Becoming a responsible digital citizen
Digital citizen - a person who develops the skills and knowledge to effectively use
the Internet and other digital technology, especially in order to participate
responsibly in social and civic activities.
Information and Media literacy skills are key for these issues:
1)
Online identity
2)
Cyberbullying / Hate speech
3)
Fake news and disinformation
4)
Participation to the society and politics
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EMPOWERING YOUNG PEOPLE

Becoming a responsible digital citizen
1) Understanding the concept of “online identity”
Internet identity, also online identity is a social identity that an Internet user
establishes in online communities and websites.
Why does online identity matters?
- Social and personal life: relationships with others and how others perceive you.
- Professional life: online reputation, mostly in public access for instance when
you look for a job.
Part of your online identity is the way you behave online (called the “netiquette”).
This is a code of conduct to be a responsible citizen.
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EMPOWERING YOUNG PEOPLE

Becoming a responsible digital citizen
2) Cyberbullying and hate speech
Cyberbullying and hate speech are two disrespectful behaviours that one can
encounter online. Its consequences are to hurt, affect people and must therefore
be prevented at the earliest age.
Cyberbullying includes sending, posting, or sharing negative, harmful, false, or
mean content about someone else. It can include sharing personal or private
information about someone else causing embarrassment or humiliation.
One-third of students who were bullied online reported symptoms of depression,
a figure which rose to nearly one-half for those who experienced both online and
offline bullying.
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EMPOWERING YOUNG PEOPLE

Becoming a responsible digital citizen
3) Understanding and detecting fake news
Fake news and disinformation campaigns are often seductive content aiming to
shape or confirm one’s and social groups beliefs, prejudice or opinions.
Fake news are also sometimes called “hoax” (a falsehood deliberately fabricated to
masquerade as the truth).
It follows diverse strategies: Misappropriation of pictures; fabrication of data; the
use of shocking arguments targeting emotions; Click-bait strategies to attract
readers.
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EMPOWERING YOUNG PEOPLE

Becoming a responsible digital citizen
4) Actively participate as a (responsible) digital citizen
Why is it important to have information and media literacy skills?
 To be free! (i.e. ability to think by yourself rather than believing everything that
the others say)
 To behave in a responsible and respectful manner online
 To participate to the democratic process through traditional ways (votes) and
new forms of participation (online, etc.)
 To change our environment, the society and create a better world for our
children!
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EMPOWERING YOUNG PEOPLE

Conclusion – Digital literacy for social inclusion
 Youth workers and volunteers have an important role to play in fostering
information and media literacy of young people.
 Young people from marginalised communities tend to be less equipped to
critically assess the reliability of a news and to have less trust in mainstream
media.
 Media literacy skills empower the young people to become active citizens,
hence fostering their inclusion in the society and the economy.
 There are many activities possible to introduce media education and its
importance to young people, have a look to the additional resources!
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