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Why COMANITY?

Background and context
The need for a competence framework and self-assessment tool

For young people from disadvantaged backgrounds, these risks are amplified. Social class, 
gender, ethnicity and geography heavily prescribe the career choices and aspirations of young 
people. Young people from family backgrounds with a history of parental unemployment, 
low levels of education, low income and health issues are more likely themselves to under-
achieve in education; become unemployed or get low-paid, precarious jobs (Pantazis et. 
al., 2006)1.  Young people from communities with high levels of poverty, poor housing, high 
levels of deprivation, health issues and crime are more likely to become NEET and long term 
unemployed in later life, because more affluent communities enjoy greater access to and 
monopolisation of resources. Inequalities are therefore reproduced through everyday life. 
Young people may regard themselves as free agents making their own, individual ways in the 
world, but they continue to derive from their family and class backgrounds, particular sorts 
of social and cultural capital rooted in local economic history and conditions that may inhibit 
their opportunities and life-chances (Bourdieu, 1986)2. 

Other evidence suggests that these structural problems faced by disadvantaged young people 
are reinforced by other factors like monetary poverty, insufficiently incentive-driven social 

Young people everywhere, from whatever their background, are arguably facing more problems 
and challenges than the post-war generations that came before them. Young people now 
live in a ‘risk society’. As the old institutions of industrial society - family, community, social 
class - are undermined by globalization, economic instability, cuts in education and welfare 
budgets and withdrawal of support for transitions from school to higher education and to 
work - young people must learn to ‘navigate in their society’ for themselves (Beck, Giddens 
and Lash, 1994; 2000).

1  Pantazis, C., Gordon, D. and Levitas, R. (2006) Poverty and. Social Exclusion in Britain, Bristol, The Policy Press.
2 Bourdieu, P. (1986). The forms of capital. In J. Richardson (Ed.) Handbook of Theory and Research for the Sociology of 
Education (pp. 241-58). New York, NY: Greenwood).

COMANITY’s vision and rationale reflects two mutually reinforcing dynamics that are shaping 
the ‘youth landscape’ in the EU. These are:

 • rapid and dramatic changes in the structures and dynamics that shape young people’s 
lives and which affect their life chances;

 • financial pressures and economic measures that have significantly affected the 
capacity of nations in the ‘developed world’ to adequately deliver their welfare and 
social services – including youth services.



protection, a low investment in education and lifelong learning, a lack of public services that 
allow (re-)integration into the labour market, the political under-representation of young 
people, who are disconnected from family support and the lack of integrative measures to 
facilitate successful transitions into independent living for young people with low personal 
resources and facing institutional and structural constraints (Reuter, 2012). Again, a number 
of studies have shown that a significant proportion of young people from disadvantaged 
backgrounds are also ‘digitally excluded’ with limited access to advanced ICTs and poorly-
developed digital and media competences. (Redeker et. al. , 2008; Cullen et. al., 2014)3.

Against this background, youth services throughout Europe are currently experiencing 
increasing demand to provide support for increasing numbers of young people who are 
presenting with increasingly more complex issues.  The problem is, youth services have 
been cut across the board as governments have reduced expenditure on health, welfare and 
social services in response to the economic crisis, the financial ‘crash’ and the subsequent 
imposition of ‘austerity policies’. For example, in the UK, in 2011, the average decrease in 
funding for education-based youth services in the UK nationally was 28%4.  In addition, as 
demand rises, and the supply of youth services shrinks because of ‘austerity’ measures and 
cuts to social services, the quality of youth services also decreases5.

In this context, youth services can only succeed by increasing their efficiency and effectiveness 
and by increasing their intake of volunteers. However, they face big problems in these two 
areas. First, austerity measures have led to an exodus of trained youth workers from the 
sector, because both wages and jobs have been cut. This has also led to a significant loss in 
capacity, skills and know-how. The remaining ‘rump’ of youth services therefore struggles 
on with limited capacity and limited skills. Youth services don’t have the skills to reach out to 
and engage with disadvantaged youth. This situation is not conducive to increased efficiency 
and effectiveness. Secondly, youth services and third sector organisations struggle to attract 
volunteers in those areas where service demand is highest – in ‘disadvantaged’ communities. 
This is because marginalised young people don’t trust mainstream youth services. They 
don’t volunteer because they don’t have time, money or motivation (GHK, 2010)6. Thirdly, 
youth services and third sector organisations tend to avoid trying to recruit volunteers from 
‘difficult’ neighbourhoods. They know they can rely on affluent communities for volunteers, so 
they take this easier option. Young people from ‘advantaged’ backgrounds are the ones most 
likely to receive support from parents and families to take part in volunteering activities. 
Youth workers therefore often make the rational decision not to invest time and resources in 
less reliable young people from ‘hard to reach’ backgrounds and communities (Dean, 2016)7. 
But affluent volunteers don’t have the skills to engage with marginalized young people either 
(Eliasoph, 2013)8.

3  Redeker, C, A Hache, C Centento (2008). Using ICTs to promote education and employment opportunities for immigrants 
and ethnic minorities. IPTS Policy Brief. Seville
4  Davies, B. (2013) ‘Youth work in a changing policy landscape: the view from England’  Youth & Policy. 110: 6-32.
5  Bradford S and Cullen F (2014). Youth Policy in Austerity Europe. Intnl. Jnl. Adolescence and Youth, 19.
6  GHK (2010). Volunteering in the European Union. Brussels: DG EAC
7  Dean, J (2016). Class diversity and youth volunteering in the UK: applying Bourdieu’s habitus and cultural capital. http://
shura.shu.ac.uk/11193/
8  Eliasoph, N. (2013) The Politics of Volunteering. Cambridge, UK: Polity.



Why a new competence framework is needed

Users: whom the framework and tool are aimed at

COMANITY’s solution to the situation described above is to create a new role for youth work: 
the ‘Community Animateur’. The ‘Community Animateur’ can be thought of as a ‘Social Mediator’ 
who makes a bridge between young people on the margins and other community actors and 
institutions. Animateurs act as a point of mediation between hard to reach young people 
and ‘the system’. They catalyse relationships between disconnected learning and inclusion 
entities – for example by organizing cross-sectoral, cross-agency workshops involving 
schools, youth organisations, local businesses and civil society actors. They organize radical 
– and sometimes disruptive – inclusive development and learning initiatives.  They valorize 
and build on the resources of the community to develop, in collaboration with young people, 
social innovations aimed at solving problems in the community. The Animateur is typically 
a professional youth worker or volunteer working with young people. However, the vision 
of COMANITY is that, in time, as a result of the collaborative work that takes place between 
the Community Animateur and young people on the margins, more young people who would 
not normally get involved in social and civic participation – including volunteering – will be 
encouraged to do so, and may even become Community Animateurs themselves.

The implementation model for the COMANITY competence framework positions the Community 
Animateur as a connecting point between the mainstream ‘System’ – represented by Youth 
Services and Youth Organisations – and Young People’s ‘Lifeworld’ – represented by ‘Community’. 
It should be emphasised that young people don’t belong to a single, geographically-defined 
‘community’ but occupy multiple communities – defined by culture, ideology, demography, 
ethnicity, gender and on-line life – at different points in time and in different combinations.

For young people ‘on the margins’ – particularly those whose life chances and opportunities 
are limited by structural inequalities – the gap between them and ‘the System’ is sometimes 
perceived as unbridgeable, both by themselves and by the organisations tasked to support 
them.

The evidence shows that youth services and organisations lack some aspects of the 
organisational intelligence and the organisational capacity to bridge the gap. For example, 
there is evidence that many youth services and NGOs avoid communities with high levels of 
‘multiple deprivation’ (like high youth unemployment, anti-social behaviour, and low income) 
when seeking to recruit youth volunteers, because they see these communities as ‘difficult’ 
and ‘hard to reach’.

The role of the Community Animateur is to bridge the unbridgeable.

To make this happen, what is needed is a new set of competences to support this role.



In turn, their staff – youth workers and volunteers – lack the competences needed to engage 
with young people who are ‘on the margins’, not least because their host organisations lack 
the organisational intelligence and capacity to provide them with these competences.

To resolve this situation, the COMANITY Implementation Model works as follows:

 • COMANITY develops a ‘Community Animateur competence framework’. This is targeted 
at staff (youth workers and volunteers) in youth services and related organisations, 
like NGOs providing support for young people. The framework is comprised of three 
competence domains – i) Enabling Emotional Intelligence competences  ii) Community 
Animateur-specific competences iii) enabling Digital Competences (see Section 4)

 • COMANITY develops a self-assessment tool, mapped against the competences in the 
competence framework (see Section 4)

 • This self-assessment tool enables users (youth workers and volunteers) to assess 
their level of competence in the two domains of the framework. It provides them with 
a Competence Report that shows them where the gaps are in these domains. The 
results of the Report can help customise an individual ‘Learning Plan’ for the user in 
the Community Animateur Training programme.

 • Users (youth workers and volunteers) then participate in the Community Animateur 
Training programme. The programme helps them to acquire the Community Animateur 
competences they need to work with young people ‘on the margins’.

 • On graduation from the programme, youth workers and volunteers work as Community 
Animateurs, engaging with young people ‘on the margins’ in collaborative action 
learning projects that aim to solve real problems that affect young people in their 
‘lifeworld’.

 • As a result of this ‘co-production of knowledge’, the participating youth workers and 
volunteers further increase their Community Animateur competence levels. The 
learning derived from these activities is fed back into refinement of the COMANITY 
competence framework, self-assessment tool and training programme.

 • Some young people who work in these collaborative action learning projects may 
then choose to take a more formal role as volunteers in their communities. They may 
then wish to participate in the Community Animateur training programme and become 
Community Animateurs themselves. 

 • The new competences acquired by participating youth workers and volunteers are 
absorbed back into their host organisations – youth services and youth organisations 
– to increase organisational intelligence, capacity and the quality of services delivered. 
In addition, these organisations may wish to use the COMANITY Organisational 
Intelligence self-assessment tool to identify gaps in their service capacity with regard 
to engaging with young people ‘on the margins’. This will contribute to organisational 
learning and to improved services.

 • The learning acquired by the young people who participate in the action learning 
projects, and the actions they take in the experiments, will be absorbed into the 
‘lifeworld’ as increased social capital.



Competence framework
conceptual model

The conceptual model is comprised of three competence domains, with associated competence 
areas in each domain, and a set of competences in each area:

 • Domain A: Enabling Emotional Intelligence competences. These are the core emotional 
intelligence competences (or emotional capabilities) required by Community 
Animateurs to carry out their role. There are four competence areas in this domain 
with three competences each – 12 competences in total.

 • Domain B: Community Animateur specific competences. These are youth workers and 
volunteers’ competences adapted specifically to the Community Animateur role. There 
are five competence areas in this domain for a total of eighteen competences.

 • Domain C: Enabling Digital Competences. These are digital competences adapted to 
the Community Animateur context which enable Community Animateurs to carry out 
their role. There are four competence areas in this domain for a total of nineteen 
competences.
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The competence framework

Enabling Emotional Intelligence competencesA

Intra-personal
competences

Inter-personal
competences

Emotional self-awareness

Accurately assessing awareness of one-self and awareness of 
one’s relationship to the world around

Accepting the limitations of a situation and the factors that cannot 
be controlled

Sensing other people’s emotions and imagining what someone 
else might be thinking or feeling

Awareness of ethical factors in relationships and decision-
making; awareness of social responsibility; awareness of working 
with diversity

Awareness of personal qualities; acceptance of qualities; acting 
on qualities

Understand how accurate awareness of the external world promotes a balanced 
perception of reality

Describe different kinds of limitations (e.g. not being a leader; inability to control 
external factors; not being able to change the past)

Understand the advantages of recognising other people’s emotions

Understand the importance of ethical factors in making decisions

Realise the benefits and shortcomings of self-confidence

Take time to take stock, and reflect on recent events in daily life

Ability to speak openly about feelings

Ability to step into someone else’s shoes

Ability to assess the implications of decisions for all stakeholders

Apply self-confidence assertively in appropriate situations

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Skills examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Acknowledge importance of reflecting how actions impact on environment

Be confident in describing one’s own limitations

Realise the benefits of understanding how other people’s emotions affect rela-
tionships

Behave independently and take into account the position of those who do not 
hold power

Willingness to engage with people outside my usual group

Empathy

Self-confidence

Social responsibility

Good-enough-ness

A.1

A.2

1.1

2.1

1.2

2.2

1.3



Adaptability

Affective
competences

Resilience

Anxiety management

Belief and assertiveness

Stress management

Initiative

A.3

A.4

3.1

4.1

3.2

4.2

3.3

Communicating with others; supporting others in developing their 
potential; managing conflicts

Coping with and adapting to challenges

Taking responsibility for behaviours and actions in a direct, 
honest and appropriate way

Understanding how stuckness works; taking a leadership role in 
resolving situations of stuckness

Recognising how anxiety arises; how it affects relationships and 
behaviours; how it can be managed

Recognising how stress arises; how it affects relationships and 
behaviours; how it can be managed

Understanding that attitude, language and body language affect how others feel

Understanding that supportive social networks help people to address problems

Understands that you have needs that should be met otherwise you may feel 
undervalued, rejected, angry or sad

Understands the factors that lead to behavioural stuckness

Understands that anxiety is related to feelings of lack of control

Understands that stress is linked to self-esteem and feelings of being not-good-
enough

Applying leadership to resolve a conflict

Able to set realistic goals when confronted by the need to change

Takes responsibility for his or her own behaviour

Takes the lead in getting others to think out of the box

Assesses factors that lead to personal anxiety

Can carry out a stress inventory

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Skills examples

Skills examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Show leadership in situation where there is different positions expressed

Recognize that we can’t always choose what happens to us, but we can choose 
how we react to our circumstances

Recognises that people should not take responsibility for the behaviour of oth-
ers or for situations which are beyond his or her control

Recognises the importance of acting on opportunities when they arise

Recognises that flexibility is necessary in managing anxiety

Recognises how external stress factors can be internalised

2.3 Relationship-handling



The role of optimism and feelings of happiness in emotional well-
being

Ability to identify information needs of young people and relevant 
sources of information to address these needs

Applies the principle of “multiple belonging” and supports young 
people in working productively with different identities

Ability to understand, select and design relevant methods for  
interpreting  and disseminating information relevant to young 
people

Capacity to use information to help young people become better 
informed and make better choices and decisions

Understands that happiness is relative

Knows which sources of information can be accessed

Understands that each youth  belongs to a number of different communities 
within which he/she plays a different role

Knowledge of different ways to collect information

Knows which sources of information should be used to address the different 
knowledge needs of young people in different situations

Able to identify factors that are associated with feelings of unhappiness

Skill to organize existing appropriate information resources

Supports youth in finding a personal “synthesis” of  their multiple belongings

Skill to collect, choose, interpret and use information according to the context of 
the activity

Identifies the information relevant to an issue or a question

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Skills examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Recognises that happiness is connected with understanding limitations

Recognises that young people have particular needs for information

Recognises that different communities young people belong to may sometimes 
be in conflict

Sees the collection and use of information as natural and important

Is comfortable with uncertainty when dealing with and using the collected infor-
mation

Optimism and happiness4.3

B Community Animateur-specific competences

Organising 
and Managing  
Information and 
Resources

B.1 Identifying appropriate resources to support open access 
of information for young people

Choose and design appropriate methods for collecting, 
interpreting and disseminating information (data, 
resources, findings, etc.)

Using information to support the social inclusion of young 
people

1.1

1.2

1.3

B.2
Mapping, 
Networking
and Mediation

2.1 Understanding the application of ‘multiple belonging’



B.3 Active Listening

Community Mapping and Lifeworld Analysis

Diversity Awareness

Networking and stakeholder engagement

Intercultural competences

Community Mediation

3.1

2.2

3.2

2.4

2.3

2.5

Ability to use information management competences to map 
community structures, stakeholder groups and lifeworlds of 
young people

Capacity to apply identity-related theory and practice to working 
with different community groups

Works with different stakeholder groups in communities to 
establish relationships and collaborative working

Refers to mechanisms dealing with power within and between 
groups

Giving full attention to what other people are saying and expect, 
taking time to understand the points being made, asking 
questions as appropriate, and not interrupting at inappropriate 
times

Knowledge of methods and approaches towards working with 
diverse groups of young people times

Knowledge of stakeholder mapping

Knowledge of the notions and concepts of acceptance of ambiguity and change

Understands how to address and communicate differently depending on the 
group of stakeholders

Knows how conflict situations can develop in young people’s communities

Knowledge of the various dimensions and elements of active listening and 
non-verbal communication

Knowledge of diversity-related mechanisms

Applying ethnographic techniques to understand situation of young people in 
their communities

Uses appropriate tools and methods to support young people in deconstructing 
and reconstructing reality (tackling stereotypes, prejudices, assumptions, etc.)

Facilitation of multi-stakeholder meetings

Ability to manage conflict situations

Pays attention to body language

Skill to use methods and approaches that enable cooperation among and work-
ing with different young people within a group

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Skills examples

Skills examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Recognises that community and identity are socially constructed

Demonstrates an understanding of their own biases and behaviours when ad-
dressing stereotypes

Recognises that different community positions and perspectives are of equal 
importance 

Understands culture as a dynamic and multifaceted process 

Non-judgmental and engaging attitude; listens openly, without judgement 

Sensitivity and openness to diversity 

Advice, 
Guidance
and Support



Supporting informed choices and decisions

Supporting resilience

3.4

3.3

Working with young people to help them deal with the ups and 
downs of life and other developmental and life changes

Actively looking for ways to help young people develop their 
capacities, choices and decision-making

Knowledge and application of project design and planning 
methods and practices to support young peoples development 
and civic participation

Running collaborative projects and programmes to maximize 
young people’s creativity and talent in ways that help them 
develop

Identification and application of appropriate resources in 
collaborative civic participation and development projects and 
programmes

Supports young people in identifying and meeting participation 
and development needs and overcoming any barriers

Understanding why young people react as they do within a given context

Knowledge of human behaviour and performance; individual differences in abili-
ty, personality, and interests; learning and motivation

Knowledge of methodologies used in youth training

Knowledge of principles and various methods for the development of young 
people’s creativity and talent 

Knowledge of different participationl and developmental resources 

Knowledge of the dynamics of participation and development processes 

Using logic and reasoning to identify the strengths and weaknesses of alterna-
tive solutions

Considering the relative costs and benefits of potential actions to choose the 
most appropriate one collaboratively with the group members

Skill to choose, adapt or create an appropriate method

Application of blended learning environment to develop young people’s creativity

Skill to assess young people’s participation and developmental needs

Skill to establish a supportive relationship with young people

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Skills examples

Skills examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Non-judgemental about problems and issues young people face 

Openness to alternative life pathways for young people 

Openness and sensitivity to socio-political contexts of young people 

Courage to improvise, adjust and deal with unknown and unpredicted situations 

Is comfortable with addressing and applying the principles of non-formal 
learning when designing a programme with a particular focus on ‘learner-cen-
teredness’, ‘transparency’, ‘democratic values’, ‘participation’ and ‘social trans-
formation’ 

Empathy, honesty and respect

B.4 Delivering 
participation 
programmes

Planning and designing participation programmes

Creating an inspiring participation environment

4.1

4.2

Supporting young people in overcoming barriers

Identifying and providing appropriate resources to support 
civic engagement and collaborative working

4.4

4.3



C.1

5.1

5.2 Promoting creativity, problem-solving and out of the box 
thinking

Stimulating active participation and empowering 
marginalized young people

Working with young people to explore radical and emancipatory 
ways of changing their situation

Designing and running projects and activities that enable young 
people to solve problems in radical ways

Knowledge of principles of participatory / emancipatory / empowerment 
pedagogy

Demonstrates an understanding of factors that support and block creativity

Application of empowerment theory and practice

Skill to apply methods and ways encouraging creativity, problem solving and 
‘out-of-the-box’ thinking

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Dares to share emotions and insights honestly and respectfully 

Courage to explore radical and disruptive approaches 

B.5 Empowering 
young people

To use digital technologies to enhance organisational 
communication with young people, community representatives, 
stakeholders and other third parties

To use digital technologies to engage in collaboration with 
other youth workers and volunteers, sharing and exchanging 
knowledge and experience, and collaboratively innovating youth 
work practices

To individually and collaboratively reflect on, critically assess and 
actively develop one’s digital youth work competence and practice

Knows how to elect the most appropriate channel, format and style for a given 
communication purpose, audience and context

Knowledge of relevant technology platforms and tools for sharing

Knows which professional development websites to go to to get new ideas

Make use of digital technologies for communication e.g. with young people, 
stakeholders, community groups

Applies tools like social media to share information

Able to use on-line forums to catch up on latest developments

Knowledge examples

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Attitude examples

Willing to reflect on and discuss how digital technologies are used effectively for 
organisational communication

Willing to improve on and expand practice through use of digital tools

Willing to experiment with new youth work practices through digital 
technologies

Enabling digital competences

Networking
and Mediation

C

Organisational communication

Professional collaboration

Reflective practice

1.1

1.2

1.3



To modify and build on existing openly-licensed resources and 
other resources where this is permitted. To create or co-create 
new digital youth work resources.

To organise digital content and make it available to young people 
and other stakeholders. To effectively protect sensitive digital 
content.

Applying knowledge about digital tools and content to carry out 
community mapping and analysis of data from lifeworld analysis

Digital personal development1.4

To use digital sources and resources for continuous professional 
development

Knows how to use the internet to improve or update skills

Can participate in online courses, webinars, or consult digital training materials 
and video tutorials

Knowledge examples

Skills examples

Attitude examples Enthusiastic about improving digital competences

Selecting digital resources

Creating and modifying digital resources

Managing, protecting and sharing digital resources

Using digital tools to carry out community 
mapping and lifeworld analysis

2.1

2.2

2.3

2.4

C.2

To identify, assess and select digital resources for youth work. To 
consider the specific objective, context, engagement approach, 
and user group, when selecting digital resources and planning 
their use.

Awareness of common platforms which provide resources

Knows how to make modifications to digital resources to fit them to youth devel-
opment projects, e.g. editing or deleting parts, adapting the general settings

Knows how to respect and correctly apply privacy and copyright rules

Knows which online tools can be used for ethnocgraphic research and analysis

Evaluates the reliability of digital resources found  online and checks their suit-
ability for target group and specific development objective

Integrates a range of interactive elements and games into self-created instruc-
tional resources 

Share content on virtual learning environments or by uploading, linking or em-
bedding it e.g. on a website or blog

Can use content analysis programmes to analyse data from focus groups

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Strategic and reflective approach to digital resources

Creative attitude to using digital resources

Respect for privacy

Open to innovative techniques in digital data analysis

Organising 
and Managing 
Resources

C.3

To use digital technologies and services to enhance the 
interaction with young people, individually and collectively

Programme and 
Content Creation

3.1 Guidance



Accessibility and inclusion

Collaborative development

Self-regulated development

Digital Content Creation for development

4.1

3.2

3.3

3.4

Knows how to use digital technologies to offer timely and targeted guidance and 
assistance

Can use digital technologies, e.g. e-mail or chat, to respond to young people’s 
questions or doubts

Knowledge examples

Skills examples

Attitude examples Willing to experiment with and develop new forms and formats for offering 
guidance and support

To use digital technologies to foster and enhance collaboration 
with young people

To use digital technologies to support young peoples’ self-
regulated learning and development

Create solutions to problems that are related to content creation 
and edition in different formats in complex development projects 
for young people

To ensure accessibility to learning and development resources 
and activities, for all young people, including those with complex 
needs

To use digital technologies to foster young peoples’ active and 
creative engagement with a subject matter

Knows how to enable young people to use digital technologies as part of collab-
orative assignments, as means for enhancing communication and collaboration 
and for collaborative knowledge creation

Knows how to use digital technologies (e.g. blogs) to allow young people to 
record and showcase their work

Knows how to identify ways to create and edit content in different formats

Understands young peoples’ digital expectations, abilities, uses and miscon-
ceptions, as well as contextual, physical or cognitive constraints to their use of 
digital technologies

Knows how to use digital technologies within pedagogic strategies that foster 
young peoples’ transversal skills, deep thinking and creative expression

Designs and implements collaborative activities, in which digital technologies 
are used by young people for their collaborative knowledge generation, e.g. for 
sourcing, exchanging, presenting information

Can support young people to plan, monitor and reflect on their own learning, 
provide evidence of progress, share insights and come up with creative 
solutions

Can use tools like Canva and Infogram to create content

Able to consider and respond to potential accessibility issues when selecting, 
modifying or creating digital resources and seeks to provide alternative or 
compensatory tools or approaches

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Willing to work with young people as equal co-producers of knowledge

Takes a patient and supportive approach in working with young people

Expressive attitude to different content creation tools

Sensitive to different needs and capabilities of young people

C.4 Empowering 
Young People

4.2 Actively engaging young people



To understand and keep up to date with the online behaviours 
of young people and support them in maximizing the benefits of 
digital technologies in their lives

To incorporate learning and development activities in youth work 
which require learners to express themselves through digital 
means, and to modify and create digital content in different 
formats

To take measures to ensure young peoples’ physical, 
psychological and social wellbeing while using digital 
technologies. To empower young people to manage risks and
use digital technologies safely and responsibly

To incorporate learning and development activities  which require 
young people to identify and solve technical problems, or to 
transfer technological knowledge creatively to new situations

Information and media literacy

Understanding young people’s online lives

Digital content creation for empowerment

Responsible use

Digital problem solving

4.3

4.4

4.5

4.6

4.7

Uses a range of digital technologies to create a relevant, rich and effective 
digital learning environment, e.g. by addressing different sensory channels, 
learning styles and strategies

Skills examples

Attitude examples Openness  to new, real-world contexts, which involve young people themselves 
in hands-on activities

To incorporate development activities which require young 
people to articulate information needs and find information and 
resources

Knows how to find information and resources in digital environments; to organ-
ise, process, analyse and interpret information

Knows which social media re currently used by young people and under what 
circumstances

Knows how to support young people to express themselves through digital 
means, and to modify and create digital content in different format

Is aware of the main risks and risk-taking behaviours that affect young peoples’ 
lives online

Teach young people how to find information, how to assess its reliability, how to 
compare and combine information from different sources

Guides young people in respecting behavioural norms, appropriately selecting 
communication strategies and channels, and being aware of cultural and social 
diversity in digital environments

Implements development activities in which young people  use digital 
technologies to express themselves and produce digital content, e.g. in the form 
of text, photos, other images, videos

Develops and implements strategies to effectively prevent, identify and respond 
to digital behaviour that negatively affects young peoples’ health and wellbeing 
(e.g. trolling)

Knowledge examples

Knowledge examples

Knowledge examples

Knowledge examples

Skills examples

Skills examples

Skills examples

Skills examples

Attitude examples

Attitude examples

Attitude examples

Attitude examples

Methodical attitude to information seeking

Willingness to explore new online trends and behaviours

Boldness in using experimental and disruptive digital tools to empower young 
people

Responsible attitude to the use of digital technologies
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Knows how to seek out different technological solutions to a problem, investi-
gate their benefits and drawbacks and critically and creatively come up with a 
new solution or product

Can apply ‘thinking-outside-the-box’ approaches to working with digital 
technologies

Knowledge examples

Skills examples

Attitude examples Open to new ways of solving problems


