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SUMMARY  

1. DIGI.COM/YOUTH project 

The DIGI.COM/YOUTH project aims to foster the provision and assessment of digital 

competences by supporting personalised learning approaches, collaborative learning and 

strategic use of ICT, especially amongst young people in danger of social exclusion and outside of  

formal education institutions.  

The target group of this project includes migrant and non-migrant individuals, marginalised youth, 

long-term unemployed, and NEET (Not in Education, Employment or Training). The project aims to 

provide young people with the necessary digital tools to assess their competences in order to 

understand and tackle their everyday needs in a digital world. In doing so, they develop professional 

competencies to help assist them in the transition to the labour market or education. 

 

2. Survey 

The work of the DIGI.COM/YOUTH project began with a research phase which was supported by 

desktop research conducted by a consortium from DE, ES, PL and the UK.  

Data gathering included questionnaires collected from a sample of 314 young people between 

the ages of 18 - 25 and 85 youth workers with and without expertise in the ICT area.  

 

The results of the questionnaires would provide the consortium with facts and findings which 

would then be incorporated into the development of the learning platform and the training 

guide for the youth workers.   

 

The data collated showed the learners were familiar with searching for information and creating 

e-content and also identified areas that were less familiar to them. This data would then provide 

the consortium with the necessary information to focus on activities which would incorporate a 

balance of tasks that would both enhance existing skills plus develop the skills the learners were 

lacking in. This would therefore help them to succeed in the labour market.  

 

In order to provide additional value to the findings, the consortium collected additional feedback 

from employers and through internet research. The findings  showed what future employers are 

looking for when recruiting new employees.  It was evident that the use of basic office 

programmes seemed to be a requirement even for positions at a low skills level.  In fact for low 
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skilled job opportunities, it was clear that employers expected a minimum level of ICT skills 

(especially skills in programmes for organization and management, i.e. Word, Excel, and 

searching for information on the Internet). 

In addition to this at a higher level, proficiency in the use of databases and the creation of 

webcontent were also featured.  

 

The research also highlighted a lack of classes on subjects such as applications, programming, 

problem solving, social media, online communication (except for e-mailing), creating on-line 

content, safety and using the Internet for job seeking. Most of the courses were orientated 

towards local contexts in schools and the labour market.   

 

3. Desktop Research and IKANOS questionnaires 

The final stage of the research included desktop research by each of the partner countries at a 

national and European level. It was evident from the findings that the aims of the 

DIGI.COM/YOUTH project were innovative and would provide high-quality learning 

opportunities for the target group. In particular, the gamification and story-telling elements 

were both unique and would appeal to different types of learners.  

 

In addition, the feedback regarding the DIGCOMP framework would also serve as the basis for 

the development of the DIGI.COM/YOUTH platform because the lowest level on the framework 

identified with the target group.  

 

Additional, and in support of the profiling of the target group, a small sample  from the target 

group completed the IKANOS questionnaire. However, the IKANOS questionnaire proved too 

difficult in terms of understanding the analogies and terminology.    

 

4. Methodology report 

In addition to the research phase of the project, a methodology report was devised which 

included a section on the State of The Art, which pointed out the need for the development of the 

digital competence levels and profiles of European citizens and also the different on-going 

initiatives needed to tackle this.  
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 In the State of the Art section, the document also explored the concept of digital literacy and its 

importance in this age of technological advancements. It also suggested how to address the 

teaching of digital competences outside the formal educational system.  

 

The report also analysed current policies and European trends in ICT and digital skills with 

special emphasis on participating countries in the consortium.  It focused on the type of 

framework that the project would be using to assess the digital skills of young people: the 

DIGCOMP Framework.  

 

Finally, the methodology report suggested which were the best technologies for measuring 

digital competences and the best technological platform to support it.  

 

5. Main findings of the survey and desktop research: 

• Gender, age and professional experience of the respondents did not form a common 

pattern.  A section of the trainers/tutors in the sample used were not specialised in the 

area of ICT. 

Recommendation: Use simple instructions, avoid specialised terminology. 

• The majority of the respondents used content creation, information retrieval, 

organization, identification and data storage as the most frequent ICT methods (with the 

exception of a significant number of trainers/tutors who only teach basic programs of 

Microsoft  Office - a current characteristic of the Polish group sampled). 

Recommendation: Use challenges which address these methods. 

• Respondents used different ICT tools in their work. They saw a need for workshops and 

courses, the simplification of content and the securing of infrastructural background. 

Recommendation: Deliver the online platform and provide appropriate guidelines for 

trainers/tutors and young people in order to address the fact that infrastructural 

problems cannot be resolved by the DIGI.COM/YOUTH project.  

• In general, respondents found a whole range of ICT-related topics useful. The most 

frequent problems in working with students were their lack of skills, equipment and/or 

infrastructure. 

Recommendation: Deliver the online platform and provide appropriate guidelines for 

trainers/tutors and young people in order to address the lack of adequate knowledge 

and competence among our potential participants. 
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• Respondents found tools such as e-mail, multimedia presentations and e-learning 

platforms as useful. Least useful tools included discussion forums and e-books. 

Recommendation: Use elements of multimedia and graphic representations of the 

content to illustrate all instructions needed. 

• In general, the young people who took part in the research were not older than 25, 

however, the averaged age varied. It was evident that they often had to cope with a range 

of socio-economic problems. Their trainers/tutors were of the opinion that the young 

people were skilled in using popular devices like Skype or Facebook, but they still saw a 

strong need for improvement in other ICT-related fields.  

Recommendation: Provide a possibility to contact tutors via Skype or Facebook during 

the completion of tasks on the platform ('face-to-face' contact; more friendly 

environment). 

• The respondents were primarily males up to the age of 25. Most were educated to high 

school level or were VET graduates with no diploma and were currently unemployed. 

However, they struggled with different life obstacles. 

Recommendation: Create challenges based around problems that are familiar to young 

male adults, such as looking for a job, and/or other themes that are of importance to 

them in order to make these situations easier and possibly more interesting   

• Young people used computers and/or other devices mostly at home for entertainment 

purposes and communication (with the exception of the majority of the Polish 

respondents who only used smart phones and computers during class time when 

attending courses if any). 

Recommendation: As most respondents only used e-devices for the purposes of 

communication and entertainment, it therefore seems appropriate to develop a platform 

with challenges that stimulates entertainment themes along with the need to encourage 

communication between participants when completing tasks.  

Following this premise, all the other features of learning new skills should be linked to 

these two main areas. 

• Respondents primarily used text editors and were Internet users at a beginners’ level. 

The Internet was seen as a leisure tool which seems to be a common trend amongst all 

partner countries. 

Recommendation: Develop a platform with challenges that stimulates entertainment 

themes bearing in mind the very low level of skills and competences (apart from using 

text editors and searching for basic information). 
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• Respondents (also ICT course participants) looked for support mostly in the field of 

multimedia presentations, computer applications, e-content creation and problem 

solving.  

Recommendation: the structure of the challenges has to be decided. Should they be 

focused on specific issues (level by level; island after island) or should they be integrated 

in all challenges and then be structured according to the level of progress? 

 


