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Foreword

YouthMetre - a tool for forward looking youth participation aims at empower young people to
connect with policy makers in order to improve the EU Youth Strategy and its implementation at
local, regional and national levels. YouthMetre created an innovative e-tool that gives young
Europeans access, via a digital data dashboard, to information about young people situation
across Europe. Through multiplier training activities YouthMetre directly provides youngsters with
necessary skills and knowledge to improve the effective implementation of policies and practices
for youth through advocacy initiatives.
The YouthMetre Training Course has been developed in the framework of the YouthMetre
project, co-funded by the European Commission under the Erasmus+ Programme - Key Action 3:
Support for policy reform - Initiatives for policy innovation. European Forward Looking
Cooperation Projects in the Youth field. In Particular YouthMetre project addresses the Priority 7
“Using e-participation as an instrument to foster young people’s empowerment and active
participation in democratic life”.
This version of the YouthMetre Training Course was tested during the Training of Multipliers in
Brussels, the 15th and 16th of February 2017, and improved following the suggestions of
participants and trainers.

Realised by CESIE in June 2017
www.cesie.org

"The European Commission support for the production of this publication does not
constitute an endorsement of the contents which reflects the views only of the
authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein”
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YouthMetre Training Course introduction

Why this Training Course?
The YouthMetre Training Course aims to help the young Europeans in having a stronger impact in
the process of policy making for youth through the development of relevant, innovative solutions
to clearly identified issues that matter to them. The wide use of the Training Course creates
occasions for young people to express their needs, to increase their participation in political
dialogue and influence the design of policies that affect them, at European and local level. In this
process, the training course is central the role of those who work with young people. Youth
workers, youth leaders, trainers, educators and teachers equipped with the right skills can
significantly encourage young people’s engagement in EU Youth policy matters. The YouthMetre
Training Course enables these key target groups in delivering YouthMetre Training to the young
people they work with in schools, youth organisations, NGOs and other situations. Through a
training of trainers methodology, the YouthMetre concept and approach can be translated into
action across Europe and YouthMetre e-tools become widely used.
What is this Training Course about?
The Training Course is designed a) to cover the needs of educators and teachers to understand EU
youth policy, b) how it works and its evolution towards an inclusive strategy, c) to learn how to use
the YouhMetre e-tool fruitfully and d) how to support participative citizenship actions with groups
of young people.
Is this Training Course for you?
The YouthMetre Training Course is addressed to youth workers, youth leaders, trainers, educators,
teachers who wish to encourage young people in become engaged and actively participate in EU
Youth policy matters.
Who are the final beneficiaries of the training?
Final beneficiaries are all European young people in search for opportunities to express their
concerns and expectations about their lives as young European citizens.
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Suggestion for reflection

You and your group of trainees!
What is your experience working with young people?

-----------------------------------------------------------------------------------------------------------------------------

-----------------------------------------------------------------------------------------------------------------------------

---------------------------------------------------------------------------------------------------------------------------- -

Who are the young people you want to work with?

-----------------------------------------------------------------------------------------------------------------------------

---------------------------------------------------------------------------------------------------------------------------- -

---------------------------------------------------------------------------------------------------------------------------- -

Why do you want to work with them on the topics covered by YouthMetre?
-----------------------------------------------------------------------------------------------------------------------------

---------------------------------------------------------------------------------------------------------------------------- -

-----------------------------------------------------------------------------------------------------------------------------
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Objectives of YouthMetre Training Course
The general objectives of the Training Course are:
 To increase the understanding of the EU Youth Strategy by providing theoretical content
about the topic together with practical exercises that support the learning process;
 To provide the target group with methods and tools designed to understand what th e
young Europeans think of the policies implemented and to capture their self-perceived
needs using the YouthMetre e-tools and other on-line resources;
 To provide the target group with ready to use tools that will let them transfer skills and
knowledge to young people to have an impact in policy making, especially in issues
concerning EU Youth Strategy.
Learning Outcomes
After completing the Training Course, participants will know:
 about the EU Youth Strategy and how it is implemented;
 how to analyse and measure EU Youth strategy achievements;
 how to use the e-tools to map young people interests;
 how to use this information to run advocacy campaigns.
Structure of the Training Course and Annexes
The Training Course is divided into 5 Modules, each of which is split into Units, which include:
- Theoretical Content for self-study and Learning Activities to support the learning process;
- Proposals of non-formal activities and instructions to implement them with groups of
young people (see full list of activities at page 6).
The YouthMetre Training Course is designed to facilitate the development of Multiplier events at
local level and for general exploitation of the YouthMetre project results. It includes a series of
Annexes, which are ready to use tools that support the delivery of the YouthMetre Training Course
for multiplier trainings. Youth workers, trainers, teachers should attend the YouthMetre course
before delivering the training course to young people.
The YouthMetre Training Course includes the following downloadable main resources:
 YouthMetre Training Curriculum.
 ANNEX 1 - YouthMetre Training Plan.
 ANNEX 2 - YouthMetre Training Materials.
Where to find all YouthMetre resources
YouthMetre website (link http://youthmetre.eu/training/)
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Training Modules
Introduction

Module 1 – Youth
participation and
YouthMetre approach

Module 2 – Inside the
EU Youth Policy

Module 3 - Good
Practices and Youth
perception

Module 4 – How to
advocate and engage
with policy makers

Module 5 – Using
information in your
policy campaign

Learning outcomes
Module
Introduction to the YouthMetre Training
Course

At the end of each Module you will:




Module 1 – Youth participation and
YouthMetre approach




Units
1) Youth participation and e-participation
tools
2) The YouthMetre approach: methodology
and tools
3) Non-formal education tools for trainers
4) European cooperation in the youth field
Module 2 – Inside the EU Youth Policy
Units
1) The EU Youth Strategy: an historical
perspective
2) The 8 key topics of the EU Youth Strategy
3) The OMC: an historical perspective of its
origin, objectives and expected results
4) The OMC applied to the youth sector:
what is the rationale? What the targets?
5) Non-formal methods to learn about
statistics and trends on EU Youth












Know why this Training Course has been designed,
what topics it addresses, if it's right for you and who
are the final beneficiaries
Start reflecting on how to use this Course with
potential groups of young people
Know basic concepts of youth participation and will
be aware of different ways to promote participation
Have an overview of YouthMetre tools for youth
engagement
Be able to use non formal methods with young
people to explore desirable futures
Have a general understanding of the topics covered
throughout the course and will be able to create
connections among them and with the YouthMetre
project
Understand the EU Youth Strategy, its historical
perspectives and connections with the Europe 2020
Strategy
Become familiar with the 8 key topics identified by
the strategy
Understand the meaning of the OMC: the rationale
and objectives of the methodology
Understand how the OMC works with specific focus
to the youth sector
Understand the system of indicators and the
rationale behind the EU Youth Dashboard
Have an overview on the feedback collected from the
Study Groups and the EU Youth Dashboard
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Know the YouthMetre research findings

Module 3 - Good Practices and Youth
perception



Units
1) What is a good practice in the youth work
2) Creative project development



Be familiar with the concept of good practice in the
Youth field and will know the results of the
YouthMetre research on good practices
Get to know examples of good practice in the field of
youth developed across Europe and they will know
how to access and use YouthMetre interactive maps
Know how to analyse in a critical way examples of
good practices
Learn how develop your own good practice





Learn how to share your ideas on My idea for My
Community map

Module 4 - How to advocate and engage
with policy makers



Be aware of e-democracy principles and tools



Units
1) A brief introduction to the e-democracy
2) YouthMetre as a tool supporting edemocracy
3) How to create effective advocacy using
the YouthMetre e-portal
4) Beyond the e-portal



Know the potential of YouthMetre as tool supporting
e-democracy
Be able to connect online and offline communication
and approach other members of their communities
as well as public authorities

Module 5 - Using information in your policy
campaign




Units
1) Using data and information to get your
message across
2) How to use information in policy
campaigns
3) Gathering information from the
YouthMetre e-tool
4) Design your policy campaign
5) Take action!




Be able to formulate public messages and visualize
them
Identify, access, select and use data and information
from YouthMetre
Be able to create policy campaigns
Know how create an action plan for your policy
campaigns
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Full list of activities and materials
Activities in this Training Curriculum

Page

Typology

MODULE 1
Expectations, fears, hopes…

19

Expectations, fears, hopes exercise

Find Someone Who…
Youth in my country
Activate your creative thinking!
The city we want
My experience with…
I like, I don’t like, I wish…

20
21
22
23
24
25

Ice breaker
Group discussion
Creative thinking exercise
Creative Group work
Group discussion
Non formal evaluation

MODULE 2
Myth or Reality?
YouthMetre quiz
Concepts Paths

32
36
41

Quiz
Quiz
Creativity mind game

MODULE 3
“Good Practices” map
Find and analyse the Good Practice
Your good practice idea in the field of...
Good Practice Project - Linking the Dots
“My Idea for My Community” map

43
44
45
46
48

Computer based activity
Computer based activity
Project design
Project design (advanced)
Computer based activity

MODULE 4
Advocacy Is… find a definition
Brainstorming advocacy
The swimming pool
Get your message across
The elevator pitch
Contextual analysis

54
55
59
63
64
66

Group work
Brainstorming
Role playing
Communication exercise
Communication exercise
Group work

MODULE 5
Using the YouthMetre e-tool
Your online advocacy campaign
Action plan concrete steps

77
78
81

Computer based activity
Project design
Project design

(Not all the activities proposed in the Training
Curriculum are included in this Training Plan)
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Materials (ANNEX 2)

Format

MODULE 1
YouthMetre approach
Find Someone Who… (ice breaker)

PPT Presentation
Printable quiz sheet

MODULE 2
EU Youth Policy
Myth or Reality?
Myth or Reality?
OMC

YouthMetre quiz (board game)

Prezi Presentation
PPT Presentation
Quiz sheet
Prezi Presentation
PPT Presentation with
questions and answers
Printable board

MODULE 3
Good Practices
Find and analyse Good Practice - examples
Your Good Practice idea in the field of...
Good Practice Project - Linking the Dots

PPT Presentation
Template
Template
Template

MODULE 4
Finding definition of advocacy
Get your message across
Advocacy Actions
The swimming pool – role playing
Case studies

PPT Presentation
PPT Presentation
PPT Presentation
Printable working sheet
Case studies

MODULE 5
Information in policy campaigns
Design an advocacy campaign
Action plan concrete steps

PPT Presentation
Template
Template

YouthMetre quiz (board game)
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1

Module 1 - Youth participation and YouthMetre approach

Module 1 explores the topic of youth participation in democratic life with special attention to the
e-participation tools and resources offered by YouthMetre project, which have been designed to
empower young people in influencing EU Youth Policy. It also gives an initial understanding of
European cooperation in the youth field and the connection with the YouthMetre project.
(See Material - YouthMetre approach – presentation)

1.1

Youth participation in democratic life and e-participation tools

Youth participation in democratic life: a paradox
The London School of Economics (LSE) report “Youth in Democratic Life” highlighted a paradox
regarding youth participation in representative democracy.
On one hand, young people’s participation in elections is in decline 1 (Flash Eurobarometer, 2014)
and young generations are more critical in regard to the European political systems. On the other
hand, in the last decades, young people have guided movements asking for more democracy in
their countries, showing them to be idealists, with the desire to participate and far from being
apathetic, as the media sometimes depicts them. Explaining this paradox helps understanding how
youth involvement has changed over the years and how to improve and encourage youth
participation.
The EU “Analytical paper on Youth Participation” synthesising scientific literature findings on the
topic, explains the paradox in this way: young people are not apathetic but participate in non conventional ways.

Suggestion for reflection
What does participation in democratic life mean to you?
---------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------- ------------------------------------------------------------------------------------------------------------------------------------

1

For youth “participation in political elections” numbers see:
European Commission, 2013, European Youth: Participation In Democratic Life. Available at:
http://ec.europa.eu/youth/library/reports/flash375_en.pdf.
European Commission, 2015 news about new Eurobarometer Survey available at
http://ec.europa.eu/youth/news/2015/0422-eurobarometer_en.htm#vote.
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What ways do you know to participate?
There are many forms of participation, from the classic ones - above all voting in political elections
or validating referenda - to less conventional forms, to mention a few: sign petitions, develop
campaigns, participate in debates or express opinions on political issues using the Internet and
social media. A wider definition of democratic participation also includes many other activities
that are expression of active citizenship, for example volunteering or being part of an organization.

Some examples of ways to participate in civil society…

In order to foster young people’s participation in democratic life, it is necessary to embrace a
wider definition of participation and besides this it is important to provide young people with
means and ways of participation suitable for them and closer to their world.

Youth participation in democratic life: a definition
The 2003 popular definition of the Council of Europe on participation embraces the wider
concept of participation and poses also the accent on the need to provide means and occasion to
exercise this right: “participation in the democratic life of any community is about more than
voting or standing in election, although these are important elements. Participation and active
citizenship is about having the right, the means, the space and the opportunity and where
necessary the support to participate in and influence decisions and engage in actions and
activities so as to contribute to building a better society ” (CoE European Charter on the
Participation of Young People in Local and Regional Life 1992 & 2003).

Youth Participation and the YouthMetre
How is youth participation in democratic life measured according to YouthMetre?
The YouthMetre data dashboard for youth participation in democratic life includes the following
indicators:
12
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-

Participation in international youth cooperation activities
Participation of young people in local, regional, national or European parliamentary
elections
Young people 18-30 who got elected into the European Parliament
Young people who use internet for interaction with public authorities
Young people using internet for accessing or posting opinions on websites for discussing
civic and political issues
Participation in activities of churches or religious organisations
Go on line!
Check with the help of YouthMetre (http://youthmetre.eu/youthmetre/) what is the
situation in your country. Go to the “Indicators by country” tab and select “Youth
Participation” on the data dashboard. Then check the maps for each of the indicators
presented. How does your country compare with neighbouring ones?

E-participation and young people’s needs to express opinions
One of the indicators used to describe young people’s participation in democratic life is “Young
people who use the Internet for interaction with public authorities”. Over the years the number of
young people using the Internet and social media to express their opinion has grown.
Besides this, the percentage of young people who express their opinion using the Internet is
greater when compared with older generations. The following graph shows, by age, the
percentage of people using the Internet and social media during the reporting period (2012).
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Figure 1 Proportion of respondents who had expressed their views via Internet or social media over the past two
years, by age group, EU average, 2012. Source of the image: EACEA “Political participation and EU citizenship” 2014.

This demonstrates the fact that online tools, like YouthMetre, can be designed to increase young
people’s participation and can be used to reach them, provide them with useful information,
collect their needs and help them in engaging with policy makers.

What is e-participation?
We saw that young people choose to express their opinion on political issues online, through the
Internet and social media, far more than older generations do. But what is e-participation?
E-participation
e-participation (also written eParticipation and e-Participation) is the term referring to "ICTsupported participation in processes involved in government and governance". Processes may
concern administration, service delivery, decision making and policy making. E -participation is
hence closely related to e-government and e-governance participation. The need for the term has
emerged as citizen benefits and values have often received less attention in e-government
development than those of the service providers, and the need to distinguish the roles of ci tizen
and customer has become clearer.
A more detailed definition sees e-participation as "the use of information and communication
technologies to broaden and deepen political participation by enabling citizens to connect with
one another and with their elected representatives" (Macintosh 2004). YouthMetre is an example
of a tool that can be used to support e-participation.

E-government
e-Government is the use of information and communication technologies (ICTs) to improve the
activities of public sector organisations. Some definitions restrict e-government to Internetenabled applications only, or only to interactions between government and outside groups. Other
14
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definitions include all digital actions and all public sector activities. In such definitions,
governments have been practising e-government for more than 50 years: using that first computer
mainframe in the Statistics Office was "e-government". We just didn't give it that name 50 years
ago.
There are three main domains of e-government, illustrated in Figure 1 (adapted from: Ntiro, S.
(2000) eGovernment in Eastern Africa, KPMG, Dar-es-Salaam):
 Improving government processes: eAdministration
 Connecting citizens: eCitizens and eServices
 Building external interactions: eSociety2
The main disadvantages concerning e-government are the lack of equality of public access to the
Internet, reliability of information on the web, and hidden agendas of government groups that
could influence and bias public opinions. There are many considerations and potential implications
of implementing and designing e-government, including disintermediation of the government and
its citizens, impacts on economic, social, and political factors, vulnerability to cyber-attacks, and
disturbances to the status quo in these area3 (Electronic leviathan).
E-governance
Electronic governance or e-governance is the application of information and communication
technology (ICT) for delivering government services, exchange of information, communication
transactions, integration of various stand-alone systems and services between government-tocustomer (G2C), government-to-business (G2B), government-to-government (G2G) as well as back
office processes and interactions within the entire government framework. 4 Through egovernance, government services will be made available to citizens in a convenient, efficient and
transparent manner. The three main target groups that can be distinguished in governance
concepts are government, citizens and businesses/interest groups. In e-governance there are no
distinct boundaries5.
Generally four basic models are available – government-to-citizen (customer), government-toemployees, government-to-government and government-to-business 6.
In this context, ICT facilitates youth participation, improves information and communication.
YouthMetre offers e-tools and methods that young people can use to be active actors of their
community, at local or European level for personal empowerment and group/community
empowerment.

2

http://www.egov4dev.org/success/definitions.shtml.
Atkinson, Robert D.; Castro, Daniel (2008). Digital Quality of Life (PDF). The Information Technology and Innovation
Foundation. pp. 137–145.
4
Saugata, B., and Masud, R.R. (2007). Implementing E-Governance Using OECD Model(Modified) and Gartner Model
(Modified) Upon Agriculture of Bangladesh. IEEE. 1-4244-1551-9/07
5
Garson, D.G. (2006). Public Information Technology and E-Governance. Sudbury, MA: Jones and Bartlett Publishers.
6
Ibid.
3
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Suggestion for reflection
What are the benefits of (e-) participation?

----------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------
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The YouthMetre approach: methodology and tools

1.2

Democratic participation is not in crisis, but young people are asking for different channels of
participation. It is on the basis of this consideration that, within the YouthMetre project, a mix of
alternative tools, resources and methods were developed that can increase young people
involvement in youth policy issues.
YouthMetre tools and methods are designed to:





Improve the capacity of young people to express their personal needs;
Promote their own personal vision and share it with the community;
Design solutions to improve their local contexts and their future;
Bring it to the attention of decision makers.

YouthMetre tools and resources:

YouthMetre website (http://youthmetre.eu/)
Main source of information from the YouthMetre world and virtual place where all following
resources can be found.
YouthMetre e-tool /(http://youthmetre.eu/youthmetre/)
A powerful and interactive tool designed to provide data and information on European youth policy
and on young Europeans’ situation, in form infographic and statistics.
YouthMetre training course (http://youthmetre.eu/training/)
For all those who work with young people and want to empower them in influencing the policy
making process.
Collection of good practices in the youth field (located inside the YouthMetre e-tool,
http://youthmetre.eu/youthmetre/)
A database of European good practices where young people and local governments can found
practices from their aria and take inspiration from other cities. The practices are organised according
to the eight Key Areas of the European Youth Strategy.
“My idea for my community” collaborative map (http://tinyurl.com/hmpuwsd)
This is a map created to share ideas on how to improve the opportunities for young people in local
communities.
YouthMetre blog (http://youthmetre.eu/blog/)
The virtual place where users can share their experience in using YouthMetre resources and tools.

Study Groups story map (http://youthmetre.eu/study-groups/)
A map to tell the story of more than 15 Study Groups organised across Europe. Reports of the
activities are available for download.
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Non-formal education methods for trainers

1.3

There are many different kinds of learning, all of which depend on the educational context.
Young people learn within youth organisations, at schools, within their family, at informal
meetings, at university, from daily experience and so on. All these learning contexts are a part of
different kinds of educational concepts:
 Informal education refers to a lifelong process whereby each individual acquires attitudes,
values, skills and knowledge from educational influences and resources in his or her own
environment and from daily experiences (family, neighbours, marketplace, library, mass
media, work, play, etc.).
 Formal education refers to the structured education system that runs from primary school
to university, and includes specialised programmes for technical and professional training.
 Non-formal education refers to any planned programme of personal and social education
for young people designed to improve a range of skills and competences, outside the
formal educational curriculum (Compass: manual for human rights education with young
people, p. 21).
What are the characteristics of non-formal learning in youth work contexts/training events?
Non-formal education may be defined as:
– a planned learning process
– personal, social and political education for young people
– designed to improve a range of skills and competences
– outside but supplementary to the formal educational curriculum
– where participation is voluntary
– where the programmes are carried out by trained leaders
The main goal of YouthMetre is youth empowerment, and the YouthMetre perspective of youth
empowerment is based on the following principles:


Recognise young people’ rights to express their opinions on decisions that affect them






Participation is a right but also a personal responsibility of everyone
ICT tools have great potential to enhance youth participation
Information increases power and authority
Non-formal education is the means to reach youth and enhance youth empowerment

See the following examples of non-formal activities to use with young people to stimulate a
reflection on participation concept and explore desirable present and future.
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Examples of non-formal methods on participation topic to activate young people

Activity – Expectations, fears, hopes…
Activity: it is suggested to start any training activity sharing expectations, fears and hopes between
participants in order to develop a safe and enjoyable working environment for the training course.
Time: 20 minutes.
Materials: enough post-its (or other sticky papers), a minimum 3 for each person – ideally 3 different
colours, 3 different places (pin boards, walls, windows,...) to put them on, which preferably can stay in
the working room until the end of the programme.
Description: each participant is asked to answer the following questions. A maximum of 3 post-its per
question are available.
1. What are your expectations for this training?
2. What are your fears for the training?
3. What are your hopes?
Ask the participants to write their expectations, fears, hopes towards 1) the programme of the training
course 2) to the team 3) to the facilitators 4) to the training in general. Participants should use one
particular coloured paper per topic. When people are ready, they can stick their responses on the board,
wall or window.
After this either the participants can comment verbally on their expectations or a member of the training
team can make a short summary of the expectations (and hopefully link them to the course programme).
Variations: there are many different ways to run this exercise, for example using a paper-tree (you can
then come back to it in the end and add the fruits of the week), suitcases, paper clothes (underwear for
fears, clothes for hope) and hang them on a washing line...there should be no limits to your imagination!
From Salto Youth toolbox: https://www.salto-youth.net/tools/toolbox/tool/share-your-expectations.15/
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Activity – Find Someone Who… (See Material - Ice breaker: find Someone Who… - Quiz
sheet)
Activity: the purpose of this ice breaker activity is to introduce group members to one another, to
network them and to have a shared understanding between group members of the terms ‘education’
and ‘advocacy’.
Time: 30 minutes.
Materials: quiz sheet (see Material Ice breaker: find Someone Who… - Quiz sheet) and pens.
Description: participants receive a printed sheet with nine questions. They should try to find an answer
to each of the questions on the sheet from people at the workshop. They should not answer any of the
questions themselves.
The facilitator should adapt or change the questions on the question sheet depending on the
characteristics of the group you are working with and the topics you wish to cover during the
workshop.
Note: this activity may not be appropriate if the group has members who are illiterate or who have
different learning abilities.
Steps:
1. explain the purpose of this activity with the group and that everyone will have to use other people's
knowledge to answer questions and win this game.
2. hand out one quiz sheet and one pen to each participant.
3. say to the group, “as individuals you have ten minutes to go around the room and find out the
answers to the questions on their sheet. There are three rules:
 Find an answer to all the questions on the sheet;



Do not answer any of the questions yourself;
Each question must be answered by a different person;

 The first person to answer all of the questions should shout ‘Complete!’”.
4. participants should walk around with their quiz sheet and write down the answers and the name of
the person they spoke with.
5. once everyone has finished, come back together as a group to debrief.
Debriefing:
 go through each question and ask a member of the group to give the answer and the name of
the person who gave it.
 this activity is a good way for the group to meet each other and learn each other’s names.
Some of the questions also help to begin the process of exploring key terms such as ‘advocacy’
or ‘education’ and some skills, attitudes and networks that exist within the group.
 debrief on what the words ‘advocacy’ or ‘education’ mean at the end. Share ideas with the
group and comment that there is no single definition of what these words mean and that by
listening to the different perspectives we can begin to develop a deeper understanding of the
different ways these terms can be understood.
Adapted from “Workshop Facilitator Guide for the advocacy toolkit” https://plan-international.org/.
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Activity – Youth in my country…
Activity: if you want to start activating the training participants before actually meeting them and do
some preliminary work to introduce them to the training topic and the YouthMetre tools, you can ask
them
to
undertake
a
quick
research
activity
using
the
YouthMetre
e-tool
(http://youthmetre.eu/youthmetre/). This activity will help them become familiar with the e-tool and
with the other members of the group.
Time: 30 minutes.
Materials: participants’ preliminary research conducted at home before the training.
Description:
 at home: ask the participants to undertake some research using the YouthMetre e-tool, using
one of the 5 tabs which are part of it (either the Youth Index, Dashboard, Good Practices,
Indicators by Country or Youth Preferences) and collect data regarding their country or region.
Explain to them that they can describe any of the socio-economic information that they find
relevant to help describe their country. They don’t need to be too detailed, ask them to bring a
map (for example make screenshots of the maps they consulted) or else a written description in
few words of the information found and what they did.
 during the training: do a round of presentations asking the participants to introduce themselves
and their country or region, explaining the data or information they found on the e-tool about
their country.
Debriefing: try to group the typology of information the participants gave during the presentations . Did
they bring a one type of data? Did they compare data from different countries or years? Ask them how
they felt using the tool and what they thought of the different presentations made by the group.
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Activity – Activate your creative thinking! (Optional – not included in the Training Plan)
Activity: a creative thinking exercise which uses common objects,
Materials: everyday objects such as a pot, a cup, scissors…
Time: 30 minutes.
Description:
Sometimes Creative Thinking techniques used on their own are not enough. There is benefit for the
thinking process when you use thinking tools but combine it with a sensory or physical action. The
use of objects or materials that have no defined function can lead to a specific kind of thinking
called ‘Divergent Thinking’*. This is simply taking your thoughts onto a different route, like driving
through a diversion on the bus. For this reason objects and materials can be very useful when
practicing thinking, we can assign new meanings to them or they can inspire new ideas. For example
a piece of paper could become any number of things if we use our imagination. So, it could be a
magic carpet, if folded it could be a house, it could be a telescope if rolled into a tube etc. Let’s try it.
In this simple exercise we encourage you to take hold of a real object. Handling a real object can
make quite a difference; its material, texture, colour, size or shape might inspire new ideas. Imagine
you are from another planet. Take an everyday object for example a cup or a mug. Take hold of it;
explore its shape, texture, etc. Imagine you have never seen this object before. Now instead of
asking yourself the usual question What is this? Ask yourself what could this be? When we change
the word ‘is’ to ‘could’ we are opening up our language and mindset for more possibilities.
Tips for trainers: Use this ‘Thinking with Objects’ activity with your apprentices or other trainers,
focusing their attention on something they create, produce or sell. Don’t stop any ideas that
materialise, no matter how absurd they are! Then, ask the participants to think about what else the
objects, or even the materials or tools, could be used for. Challenge them to expand their thinking!
From Handmade Creative Thinking Manual - CESIE
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Activity - The city we want
Activity: this is a creative thinking exercise where participants are asked to reflect on the current
situation of their cities and how it could change: is their city close to young people? What are the
opportunities for change? The change process is visualized and presented in a creative way. The goal
of this activity is to promote the idea that young people have power in decision making process es and
participation is a right and duty of every community member.

Time: 90 minutes.
Materials: large sheets of paper, pencils, pens and markers, materials for a collage, for example
coloured paper, magazines, twigs, rice, beans, dead leaves, shells, drinking straws, scissors, glue and
tape, pictures or photographs.
Instructions:
1) organise participants in small groups (4-5 people);
2) explain the activity: each group is asked to make a collage using available materials in 30
minutes;
3) ask participants to reflect on how / if their cities are close to them and supports their dreams,
their personal and professional development. What is working and what is not? Who is taking
decisions?
4) then move to the concept that everything is possible asking questions such as: Do you have a
dream or image for your city of the future? How might you redesign, improve, change your
city?
5) ask them to compose the city of the future, the city that is close to young people.
6) when the work is done, ask each group in turn to present their plan focusing on what they
would like to change.
Debriefing: after the presentations stimulate an open discussion on:
 how the participants worked together;
 similarities and differences in their views and needs;


what opportunities they have to influence the democratic processes which shape their
cities and lives.
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Activity - My experience with… democracy and participation (Optional – not included in the
Training Plan)
Activity: the aim of this activity is to stimulate in the participants a reflection on their own experiences
of participation. They will share positive and / or negative examples of democratic participation and
give their definition of participation.
Time: 90 minutes.
Materials: large paper (flip chart paper) and colour pens/crayons.
Instructions:
 The first step is the individual drawing and symbolizing process concerning the personal
experiences with ‘democracy & participation’ in a ‘life line / biography line’ (made with
crayons on a large piece of paper). The participants are invited to mark or to symbolize as
much as they want to express.
 The second step is the sharing process in small groups (three people). Some guiding questions
for the group work are the following:
 Was it is easy or difficult to remember personal experiences (good or bad) with
‘democracy and participation’? What kind of ‘images’ came up regarding this
question?
 Do you have special memories of a ‘good example’, where you felt you participated
well? (If you want to give and share a negative experience / example, please feel
free…).
 How do you personally describe the term of ‘a democratic participation’? What is
your definition? What are your criteria of an ‘ideal democratic participation’?
Debriefing: Try to collect significant aspects of the experiences (similarities, differences, good
examples…) in the community / society. The trainer should conclude with an ‘outlook’ leading to the
next step and follow-up.
Adapted from the manual “Yalla, let’s start.... Democracy & Participation in Youth Work”
(http://tinyurl.com/jsf652s)
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Activity - I like, I don’t like, I wish… (Optional – not included in the Training Plan)
Activity: Evaluate in a dynamic, quick and informal way a training or workshop. It can be used at the
end of the activities.
Time: It depends on the number of participants. 20 minutes would be enough for 20 participants.

Materials: 3 chairs.
Instructions: Three chairs are positioned in the middle of the room. Each chair represents respectively
the” I like…”, “I don’t like…” and the “I wish…” of the training that the participants attended. In turn
every participant will be asked to sit in each of the three chairs and express a though answering the
questions. Participants should use few words to share feelings with other participan ts.

1.4

European cooperation in the youth field

What does the EU do to promote youth participation?
Inclusion and participation of young people in democratic life has been a priority for the European
Commission together with Member States for many years. Participation in democratic life is
considered a fundamental right recognised in article 10.3 TEU of the Lisbon Treaty (2009) and an
inherent part of the European citizenship provisions: ‘Every citizen shall have the right to
participate in the democratic life of the Union.’ (Lisbon Treaty).
One of the Key Areas of the existing European Youth Strategy is dedicated to “Participation in civil
society”. The EU's aims for this area are: engaging in dialogue with young people,
supporting youth organisations and supporting ways of learning to participate. The Commission
pursues these objectives supporting projects like YouthMetre thanks to the Erasmus+ Programme
and through the Structured dialogue 7, involving young people in the youth policymaking process.
This diagram provides an overview of the relevant topics related to European cooperation in the
youth field and creates links between the topics addressed in the following modules.

7

http://ec.europa.eu/youth/policy/implementation/dialogue_en.
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Suggestion for reflection

Reflect on your role and responsibilities as a practitioner (educator, trainer, youth worker, youth
leader). Why do you want to promote participation and empowerment of youth in policy making?
---------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------

-----------------------------------------------------------------------------------------------------------------------------------

Resources:


Youth Policy implementation (How is youth policy implemented at EU and local level?

Look at the following video to get an overview: https://vimeo.com/92826229


Structured Dialogue (https://www.youtube.com/watch?v=IspKFDRGfd8)

26

YouthMetre - Training Curriculum

2

Module 2 – Inside the EU Youth Policy

This Module aims to introduce the European framework on youth policies for the period 2010 2018 and focuses on the 8 key topics identified by the EU Youth Strategy. Moreover, it discusses
the methods and programmes through which the overall framework is implemented. Finally, it
addresses the concept of the Open Method of Coordination (OMC), illustrating its rationale, its
objectives and the way it is practically implemented at EU level.

2.1

The EU Youth Strategy: an historical perspective
(See Materials: EU Youth Policy – presentation)

“Europe's future depends on its youth”8 stated the European Commission in 2008 in the document
“Renewed social agenda: Opportunities, access and solidarity in 21st century Europe” 9.
But what is youth?
The period when a person is considered to be 'young' differs across Europe according to the
national context, the socio-economic development of society and time. Common to all countries is
that the period of youth - the transition from being a child to being an adult - is marked by
important life changes: from being in education to having a full-time job, from living in the family
home to setting up one's own household, and from being financially dependent to managing one's
own money.
In 2009, the Council of the European Union endorsed a renewed framework for European
cooperation in the youth field (2010-2018), also known as the EU Youth Strategy, which targets
young people between 15 and 29 years of age.
The EU youth policy framework for cooperation in the field of youth aims to foster the
achievement of Europe 2020 goals10.
The two main objectives of the EU Youth Strategy 2010-18 are:
 To provide more and equal opportunities for young people in education and the job
market;


To encourage young people to actively participate in society.

The EU Youth Strategy (2010 – 2018) identifies 8 fields of action considered as priority areas in
which initiatives of youth policies should focus.

8

http://eur-lex.europa.eu/LexUriServ/LexUriServ.do?uri=COM:2008:0412:FIN:EN:PDF.
http://eur-lex.europa.eu/legal-content/EN/TXT/?uri=URISERV%3Aem0010.
10
See EUROPE 2020 webpage: http://ec.europa.eu/europe2020/index_en.htm.

9
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2.2

The 8 key topics of the EU Youth Strategy

Do you want to know more about the 8 key fields of action?
Click on the links above and discover the objectives and initiatives set by the EU for each area!
1. Education & training http://ec.europa.eu/youth/policy/youth_strategy/eat_en.htm
2. Employment & entrepreneurship
http://ec.europa.eu/youth/policy/youth_strategy/empl_entrepreneurship_en.htm
3. Health & well-being
(http://ec.europa.eu/youth/policy/youth_strategy/health_wellbeing_en.htm )
4. Participation http://ec.europa.eu/youth/policy/youth_strategy/civil_society_en.htm
5. Voluntary activities
http://ec.europa.eu/youth/policy/youth_strategy/voluntary_en.htm
6. Social inclusion http://ec.europa.eu/youth/policy/youth_strategy/social_incl_en.htm
7. Youth & the world
http://ec.europa.eu/youth/policy/youth_strategy/world_en.htm
8. Creativity & culture
http://ec.europa.eu/youth/policy/youth_strategy/creativity_culture_en.htm
And check out the video realised by the European Commission to explain the EU Youth Strategy:
https://www.youtube.com/watch?v=w_zCQNhiwTQ

How relevant are the 8 Key Areas to you?
Order them from the most relevant to the least one, answering the online survey on the
YouthMetre website: https://www.surveymonkey.co.uk/r/KHBTRMV

In March 2016 the European Commission ran a survey, among EU youngsters, to assess how
relevant the 8 Areas were for their own interests and needs (Figure 2), how did the 8 Key Areas
rank according to you?
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Compare your opinion with the one of the youngsters interviewed:

Figure 2 Source: “Evaluation of the EU Youth Strategy” EC 3.2016. Figure n.8 page 25

Resources:
If you want to know more about the evaluation of the EU Youth Strategy run by the European
Commission in March 2016? Read the full report at the following link:
http://ec.europa.eu/dgs/education_culture/more_info/evaluations/docs/youth/youth-strategy2016_en.pdf
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During the Study Groups (http://youthmetre.eu/study-groups/) organised within the
YouthMetre project we asked the young people involved to rank the 8 Key Areas of the
Youth Strategy.
Compare your opinion with the one of the Multipliers involved in the YouthMetre Study
Groups by checking the YouthMetre e-tool, select the tab "Youth preferences":
http://youthmetre.eu/youthmetre/

Figure 3 In this example the Education and Training Key Area, ranked as the most important (8 points, out of
10).

However the EU Youth Strategy (2010 – 2018) is just the latest of a long series of programmes on
youth policies launched by the European Commission.
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When do you think the first programme on youth policies was launched by the EC?
a.
b.
c.
d.
e.

2005
1999
1989
1950
1900

Check your answer through the following presentation that illustrates the EU Youth Strategy from an
historical perspective: http://prezi.com/281aywcochbp/?utm_campaign=share&utm_medium=copy
Watch also this video realised to celebrate an important anniversary for youth programmes in EU:
https://www.youtube.com/watch?v=KWPXt-NIjn8

Among the programmes and actions that the EU promoted for youth: Erasmus has certainly
become one of the best known and is the most successful student exchange scheme in the world.
When launched at first, the “Erasmus” aimed at providing to European youngsters the opportunity
to study abroad or to take up a traineeship with a foreign company. In 2013 the “Erasmus”
reached an important milestone.

How many students benefitted from the Erasmus programme since its launch until 2013?
a.
b.
c.
d.
e.

3 hundred
3 thousand
3 hundred thousand
3 million
30 million

Check your answer at: http://europa.eu/rapid/press-release_IP-13-657_en.htm
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However the “Mobility of students” is just one of the many opportunities offered by the Erasmus+
Programme.
Resources:
Check the opportunities that the programme offers to individuals at the link:
https://ec.europa.eu/programmes/erasmus-plus/individuals_en
Watch the video presentations of the Erasmus+ programme realised by the European
Commission and each of its sub-actions https://ec.europa.eu/programmes/erasmusplus/video-gallery_en

Activity - Myth or Reality? (Optional – not included in the Training Plan) (See
Material - Myth or Reality? – presentation)
Activity: the aim of this quiz is to introduce young people to European cooperation in the
youth field.
Time: 40 minutes.
Materials: printed version of the quiz sheet Myth or Reality? Or the PowerPoint
presentation Myth or Reality? And a projector.
Instructions: organise the participants in 2 groups and use the quiz sheet to ask the
questions to the groups or the PowerPoint presentation. Give the groups one minute to
answer and then give the explanation to the answer one at a time. The group that gives
more correct answers is the winner.
Debriefing: you can start a discussion with the groups on how the European cooperation in
the youth field takes place making sure that all the topics covered have been understood.
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Activity - Myth or Reality?- (See Material - Myth or Reality? – quizYouthMetre
sheet)
Question
EU has full powers about youth
policy.

Only EU citizens are entitled to
participate in Erasmus+.

Myth
EU does not have exclusive competence
about youth policy (Art 3 TFUE), for this
reason it was established as soft policy as
an OMC (Open Method of Coordination).
Erasmus+ is open to many individuals and
organization, although eligibility varies
from one action to another and from one
country to another. For example under
Key Action 2 it is possible to present
projects with partners from countries in
Asia or Latin America.

Despite this, today the Commission has a
crucial role, it was an initiative of the
Council of Europe which is not even part
of EU institutions.
For the first time, Erasmus+ has
introduced a specific line of funds for
sports (Link). However, from 2009 to
2013 sport events were supported by
Preparatory Actions with
several
objectives (for example Social Inclusion
or the fight against Doping).

The European Commission did
not initiate the Bologna process.

For the first time, the Erasmus+
Programme introduced a specific
line of funds for sport.

Youth and the World exclusively
aims at fostering dialogue
between young Europeans and
extra-EU youngsters.
An Erasmus+ project must target
Young People.
Each
year,
the
European
Commission alone decides the
budget of ERASMUS+.
After
the
start
of
the
implementation of the EU Youth
Strategy in 2010, the EU « trio »
presidencies focused exclusively
on youth employment.
Erasmus+ only supports activities
under its three KEY actions.

Countries can be suspended from
the Erasmus+ program.

Reality

« Youth and the world » has also other
objectives. For instance, it aims example
raising awareness about global issues as
Global Warming.
It is not necessary for a project to target
Young People. For example several
projects aim to encourage Staff Mobility.
Due to the fact Erasmus+ is part of the
entire budget of EU, the Commission
cannot take this decision alone but it
needs the approval of the European
Council and the EU Parliament as well.
The EU trio presidencies have focused in
these years in several topics. For more
information you can check here.

Erasmus+ also supports other activities,
as for instance « Jean Monnet » or
« Sport » activities.
So far Switzerland is the first and only
country to have been suspended from
Erasmus+. That decision was a
consequence of the referendum against
EU immigrants in 2014. In 2015 the
Youth part of the programme has been
suspended in Greece. This was the result
of a decision of Greek government to
renovate the National Youth Agency.
Moreover, after the events of 2016,
there are discussions to suspend Turkey
and the UK.
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2.3

The OMC: a historical perspective of its origin, objectives and expected results

(See Material OMC - presentation)
The Open Method of Coordination (OMC) is a ‘light but structured way’ that EU Member States
use to cooperate at European level in several fields, including youth policies. The OMC creates a
common understanding of problems and helps to build consensus on solutions and their practical
implementation.
Through an exchange of good practices between EU countries, it contributes to improving the
design and implementation of policies, without regulatory instruments.
Originally created in the 1990s as part of employment policy, the OMC was defined in 2000 as an
instrument of the Lisbon strategy.

See how the Open Method of Coordination works to foster the achievement of the “Education and
Training 2020 (ET 2020) objectives:
https://ec.europa.eu/education/policy/strategic-framework/expert-groups_en

2.4

The OMC applied to the youth sector: what is the rationale? What the targets?

In 2002, OMC was officially adopted in the youth field. On the occasion of the launch of the last EU
Youth Strategy, the European Council invited the European Commission to "set up a working
group to discuss, in consultation with relevant policy areas, existing data on the situation of young
people and the possible need for the development of indicators in fields where they do not exist” .
The indicators were needed since the EU Youth Strategy emphasises an evidence-based approach
to youth policy. Hence having indicators in all the eight 'fields of action' of the strategy would
better enable an examination as to whether the overall youth policy objectives are being met.
Furthermore a dashboard of youth indicators would also have enabled non-experts in the youth
field to get a quick yet comprehensive overview of the situation of young people in the EU.
A group of experts on youth indicators was set up. In 2011, they identified a total of 41 youth
indicators, 4-5 indicators for each of the 8 key fields of the EU Youth Strategy.
These indicators constitute the European Youth Monitor: an evaluation tool of the EU Youth
Strategy. It is composed of the 41 indicators on the state of young people in the European Union
and covering all eight fields of action of the EU Youth Strategy. The European Youth Monitor is
updated regularly, on the basis of data provided by the data sets developed either by Eurostat or
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else from Eurobarometer surveys 11 and it provides information and statistical data for EU
countries from 2010 onwards, where available.

Resources:
Consult the European Youth Monitor at the link:
http://ec.europa.eu/youth/dashboard/index_en.htm

The joint EU Youth Report is a reporting tool of the OMC in the field of youth. The joint EU Youth
Report is based on responses from the EU countries to a European Commission questionnaire
covering all the 8 strategic fields of action. Young people are also consulted in their own countries
and different national ministries contribute to the process. National Youth Reports also provide
information on how the EU Youth Strategy has been implemented at the national level during the
current cycle.

Resources:
 The 2009 EU Youth Report is a key document, which presents statistics and data on
youth. Read the report at: http://pjpeu.coe.int/documents/1017981/1668203/YouthinEurope.pdf/40f42295 -65e4-407b-867395e97026da4a
 The 2012 EU Youth Report evaluated how the EU Youth Strategy was implemented over the
first work cycle of the EU Youth Strategy (2010-12) and proposed priorities for the next three
years. Read the report at: http://ec.europa.eu/youth/library/reports/eu-youth-report2012_en.pdf
 The 2015 EU Youth Report presented a full picture of the situation of young people in Europe
and how policymakers have addressed it in the period 2013-2015. Read the report at:
http://ec.europa.eu/youth/library/reports/youth-report-2015_en.pdf

11

http://ec.europa.eu/COMMFrontOffice/publicopinion/index.cfm.
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2.5

Non-formal methods to learn about statistics and trends on EU Youth

Activity - YouthMetre quiz
(See Materials - YouthMetre quiz questions&answers – presentation and YouthMetre quiz
game - board)
Activity: the aim of this quiz is to introduce youngsters to the European Youth Monitor and the main
statistics and trends on young Europeans. This tool is for young people 13+ and it is recommended for
use in Youth exchanges, Training and networking, with minimum 2 participants. The tool was created
and tested by A.R.S. for Progress of People in the context of YouthMetre project.
Time: 90 minutes.
Materials: a printed copy of the YouthMetre quiz game - board. Material YouthMetre quiz
Questions&Answers presentation available here (https://goo.gl/TYTWsn), plus 1 dice and 1 pawn for
each team.
Instructions: the YouthMetre game takes inspiration from the traditional “Snakes and ladders” game.
The game can be played by one or multiple teams: the trainer decides at the beginning of the game if
dividing the participants into teams (Recommendation: with four participants or more it is
recommended to split the players into different teams in competition with one another. Playing in
teams is also definitely funnier!) Each team throws the dice: the team getting the highest score gains
the right to start the game. The team starting the game throws the dice one again and moves the pawn
on the board accordingly (e.g. if the dice shows six the pawn moves through six squares). The pawn will
land on one of the 36 thematic squares: the trainer will pose a question to the team, on the subject
displayed on the square where the pawn landed (e.g. if the pawn lands to the square n. 6 the trainer
will pose a question on “Social Protection”).
Each question will contain three possible answers: the team will choose one of the answers. If the
answer selected is the right one the team gains the right to throw the dice once again. In this case the
pawn will move once again but no further question will be posed. If the answer selected is wrong: the
right to throw the dice will be passed to the next team. If after a dice is thrown the pawn lands on a
box with the base of a blue or a red arrow: it will move towards the box with the top of the blue or the
bottom of the red arrow (e.g. from square 2 to square 10 (blue) OR from square 7 to square 4 (red)).
End of the game: the game ends when one of the teams reaches square n.36 and answers the last
question on “Participation” correctly. Alternatively at the beginning of the game the trainer can set the
number of dice throws after which the game ends.
Expected outcomes: the YouthMetre game on indicators uses non formal education techniques to
introduce topics – such as the indicators used to measure youth well-being - that may somehow be
perceived as tough or unfriendly. By playing the game, young people are confronted with the criteria
adopted by the European Commission to measure youth well -being, its division in eight Key Areas,
and/or with curious statistics concerning the youth situation. A set of five questions with three-options
answers is provided for each of the eight Key Areas. The game aims at encouraging players to explore
the EU Youth Monitor through YouthMetre.
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Recommendation #1: it is recommended to set a maximum number of throws since otherwise the
game might last too long. The number of dice throws depends on the amount of time available:
however a number between 3 and 5 five is recommended).
Recommendation #2: the set of questions for the YM game can be further enlarged or adapted
according to the age and knowledge of the participants. It is recommended that the trainer check s
the questions before the training starts and adapts them to the ability / age of the participants.
Further questions can be added by checking the statistics available on the EU Youth Monitor:
http://ec.europa.eu/youth/dashboard/index_en.htm
Tips for facilitation: after each answer coming from the participants the trainer might discuss with the
team the reason why they decided on that specific answer. Once the correct answer is provided the
trainer should discuss with the participants the reason behind that specific statistic / trend. The
trainer might use the YouthMetre tool (http://www.youthmetre.eu/ymtool) to better visualize
specific indicators and to check how the same indicator varies in different EU countries AND / OR
investigate the relationships between that specific statistic and the indicators on other Key Areas.
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Figure 4 “YouthMetre quiz” board
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3

Module 3 - Good Practices and Youth perception

This Module presents the results of the YouthMetre research on good practices in the field of
youth (covering the 8 Key Areas of the EU Youth Strategy) and facilitates the use of a YouthMetre
online interactive map. Furthermore, the youth perceptions on good practices that have been
collected through the activities carried out with YouthMetre Study Groups will be shared. Finally it
offers learners non-formal methods to help young people discuss, identify and propose good
practices.
(See – Material Good Practices presentation)

3.1

What is a good practice in youth work

Youth Work: What Is It? A Definition
Youth Work is a diverse field of social and educational practices shaping a so-called ‘third
socialisation environment', next to family and school (CoE – EU: Youth Partnership).
In some countries ‘youth work' is a relatively well-defined, distinct practice. In other countries
(especially in southern Europe), the term is less well known and there is no identifiable overall
concept of youth work.
Regarding the target group, in a number of countries youth work is restricted to working with
young people (18-30 years).
In the November 2009 Resolution on a renewed framework for European co-operation in the youth
field12 youth work has been defined in the following way: Youth work is a broad term covering a
large scope of activities of a social, cultural, educational or political nature both by, with and for
young people. Increasingly, such activities also include sport and services for young people. Youth
work belongs to the area of ‘out-of-school' education, as well as in specific leisure time activities
managed by professional or voluntary youth workers and youth leaders and is based on nonformal learning processes and on voluntary participation 13.
With a clear definition of what Youth Work is in mind, it is now possible to investigate the concept
of Good practice.

12

Council of the European Union, Council Resolution on a renewd framework for European Cooperation in the youth
field, (2010-2018), 27 November 2009. Available online at: http://eur-lex.europa.eu/legalcontent/EN/TXT/?qid=1390996863108&uri=CELEX:32009G1219%2801%29.
13
For more information, please, visit the CoE and UE website on Youth Partnership: http://pjpeu.coe.int/en/web/youth-partnership/youth-work1.
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Good Practices in the Youth Field
A practice shall be defined as good once it has proven to work well and to produce good results,
which have been tested and validated. Therefore, such practice is recognized as a successful
experience and it can be recommended as a model for others to adopt or apply.
Good practices deserve to be shared so that a greater number of people can draw inspiration from
them or adopt & adapt them to their own territories.

Good practices should share some specific criteria:

Effective and Successful

It has strategic relevance and efficacy in achieving a
specific objective.
It has a positive impact on individuals and/or
communities.

Technically Feasible

It is easy to learn and to implement.

Replicable and Adaptable

It should have the potential for replication.
It should be adaptable to situations with similar
objectives.

Sustainable
(environmentally,
economically and socially)

It should meet current needs without compromising
the ability to address future ones.

Gender sensitive

Men and Women should be equally involved in the
process.

Inherently participatory

Participatory approaches support a joint sense of
ownership of decisions and actions.
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3.2

Creative Project Development – Training with YouthMetre

Activity - Concepts Paths - Creativity Mind Game (Optional – not included in Training Plan)
Activity: the aims of this activity are to warm-up the participant's minds and bodies for creative sessions, in
order to practice and train their innovative abilities. The Concepts Path is an activity aimed to arouse
creativity and stimulate synergies among two concepts -a starting and a destination point- which are not
directly connected.
When humans reason upon a conundrum or an issue, they actually follow a similar path: from an initial
situation which is known, to a new, preferably better one. In between, they build a series of logical steps and
milestones in order to reach the expected situation in the lowest possible number of steps.
This is the same path that should be followed in order to elaborate a successful and applicable Good Practice
Project Proposal, one that respects the Good Practice criteria highlighted above.
Description:
1. Give participants two words: “a departure point” and “a destination point”. They should be items,
concepts or nouns.
2. Participants should create an association “highway” between those 2 points, using as many additional
“points” as they need.
3. It should be a clear and present the association between one point to next one. But they don’t need
longer associations than between 2 points.
4. The objective is to use the minimum number of “points”: as few as possible.

Departure Point
Representation
Inclusion

Destination Point
European Union
Informal

University
European Union

Competitiveness
Education

University
Virus
Poverty

Quality
Love
Qualification

Bullying
Youth

Creativity
Performance

YouthMetre
Youth

Participation
Communication

Example:
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Follow a three-step process using YouthMetre tools in order to:
1. drawn inspiration from a collection of good practices in the youth field or check for good
practices in your area;
2. follow the YouthMetre guidelines on how to develop Good Practice examples of your own;
3. share your ideas for your community or read other ideas in your area.

STEP 1. Draw inspiration and hints from recognised good practices
Do you feel that certain areas related with youth should be improved?
Do you have creative and innovative ideas, but do not yet have appropriate know-how to develop
them successfully?
One of the best methods to develop a professional methodology and know-how to correctly
formulate and implement a project idea in the youth field is to study and draw inspiration from
those organisations who have achieved one -or more- successful projects. That is, to draw
inspiration from Good Practices. The YouthMetre offers a mapped collection of Good Practices
aiming at improving the 8 Key-Areas selected by the EU Youth Strategy (2010-2018).
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Activity - Good Practices Map - on YouthMetre
Activity: the YouthMetre Good Practice Map is great source of good practices in the youth field
grouped by the 8 Key Areas of the EU Youth Strategy. This tool facilitates the exploration of accepted
good practices highlighted by the European Commission. This tool that can be used by young people
but also local authorities, NGOs and so on. It provides inspiration from existing good practices in other
countries and cities and allows you to discover them in your own country. This information can be
used by young people looking to generate their own projects and also allows them to contact
organisations that work in the youth field. Local authorities can get ideas of what has been successful
elsewhere.
Time: 15 minutes.
Materials: link to Good Practices Map (http://youthmetre.eu/youthmetre/).

Description: the main page of the Good Practices interactive map gives a complete overview of Good
Practices, in each of the 8 Key Areas of the EU Youth Strategy (Education and Training, Employment
and Entrepreneurship, Health and Well-being, Social Inclusion, Participation, Culture and Creativity,
Youth and the World, Voluntary Activities). Information about the Good Practices can be selected
from this map by clicking on the coloured dots. However, you may be looking for some ideas
concerning a specific youth field? For instance, let's say, Participation? To do this, select the
Participation tab on the top of the map and then browse the Good Practices concerning this topic
either implemented in your own country, or check what other countries have achieved. Click on the
coloured dots to obtain basic information on the selected good practice, such as title, coordinator,
donor, city, country and so on. A link to website for more information is included.
You can ask the young people (individually or in group according to their country of origin and
interests) to check for good practices in their area, country or region.
Debriefing: What were the results of the research? Did the participants find useful Good Practices?
How could they use this information? Start a discussion with the young people starting from these
questions.
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Activity - Find and analyse Good Practice
(See – Material Find and analyse Good Practice -examples)
Activity: this activity can be used to start an exploration of the database of good practice in Europe and to
start a reflection on what are Good Practices in the youth field and in the 8 Key Areas of the European
Youth Strategy and needs of young people covered.
Time: 40 minutes.
Materials: computer, Internet and link to http://youthmetre.eu/youthmetre/, post-its, pens, selection of
good practices from the database, pieces of paper with instructions to find the good practices, a jar or
bag to hide the pieces of paper.
Instructions:
 Preparation: Select a number of good practices from the YouthMetre database and prepare
pieces of paper with instruction to find the practices in the map: topic, country, city (and other
instruction if the city is not easy to identify), name of the good practice.
 During the training: divide the participants in groups of 2-3-4 according to the total number of
participants. Make sure to select enough good practices according to the number of groups.
1. Ask each group to pick one piece of paper from a jar and then give 10 minutes to find the good
practice in the YouthMetre portal and read about it, also exploring the external links.
2. Ask the young people to write down on the post-it three things that they like, three things that
they don’t like and whether the practice is applicable to their context and why.
3. Ask each group to present in 5 min the good practice: topic, aim, location and the points they
wrote down.
Debriefing: at the end of the activity start a discussion with the young people, giving them the
opportunity to construct a case for their answers. Ask them if they agreed on the three things that they
like, three things that they don’t like and differences in transferability of the practice.

STEP 2. Develop your own Good Practices
Take a further step towards preparing the draft of a youth project by following the guidelines. We
provide you some tips to be followed when writing a project application or devising a project in
the youth field.
How can a specific Youth Key Area be improved?
Elaborate in a few sentences one or two Good Practice ideas in one of the 8 EU Youth Strategy Key
Areas.
In developing your ideas, you should take into account what kind of problem you would like to
solve, who will benefit from your ideas and what about this project excites you.
Remember that the Good Practices should be applicable to your own region or country.
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Activity - Your good practice idea in the field of...
(Use Material - Your good practice idea in the field of... – template)
Activity: this activity is a first step at addressing problems in your area and to find possible solutions
using a simple template to build a proposal for a project idea.
Time: 60min
Materials: printed in sufficient number or digital templates (Your good practice idea in the field of...)
and pens or computers.
Description: this activity can be conducted individually or in groups if people share same interests and
goals. Give freedom to the participants to work alone, or in groups and to choose topics of their own
interest. It can be used with people who are not familiar with project design.
The participants have one hour to develop a draft project idea following these instructions. Give them
the templates explaining before this each question and provide them support during the activity if
needed.
Debriefing: the participants can present briefly their ideas to the group that can share feedback and
suggestions.
While drafting your ideas, try to answer to the following questions
Describe the context in which you intend to implement your
project
Which issue are you willing to solve/overcome/eliminate?

Transform the answers in challenges: how might we solve the
problem?
Who is going to benefit from your idea?
What is it about this idea most excites or interests you?
Who are the people you want to involve?
What budget are you going to allocate to develop your idea?
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Activity - Good Practice Project - Linking the Dots (Material - Good Practice Project - Linking the
Dots - template)
Activity: build a proposal for a project idea (advanced version). This activity is a more complex project
design exercise, oriented to the presentation of proposals for Erasmus+ Programme funds.
Time: 60 minutes.
Material: printed template, pens or computers.
Description: this activity can be conducted individually or in groups if people share the same or similar
interests and goals. Give freedom to the participants to work alone, or in groups and to choose topics of
interest to them. It can be used with people who have some experience in project proposal design.

Good Practice Project - Linking the Dots
Which Key Area have you picked?
For which reasons do you deem this Key Area more important
than the others? Please specify the main issues and needs
affecting young people in this Key Area.
Taking into account what you’ve written here, try to develop your
project proposal. Please specify:
 The main objectives of the project
 Your target group and location
 The kinds of partners you want to involve (e.g. NGOs, local
authorities, educational institutions, private stakeholders, etc.)
How do you intend to use the YouthMetre for your project?
How could the YouthMetre e-tool be supportive in the
achievement of your objectives?

Impact: Which tangible results would you like to achieve (e.g. new
competences, better knowledge, higher awareness, improved
participation, economic relief, self-sustainable outputs, etc.)?
How can you ensure a positive impact on the individuals in your
community?
Transferability: Do you believe the results produced by the project
could be clearly implemented in other contexts and benefit other
sectors different form the ones involved during the
implementation of the activities?
Innovation: To what extent can the envisaged chain of activities
be considered as innovative and original?
Communication: How do you intend to communicate with your
project partners and other relevant stakeholders?
What about the dissemination phase (i.e. final communication
activities involving a wider audience)?
Financial Management: Try to draft a provisional budget
comprehensive of all the activities you want to carry out.
How would you ensure fair management of your project budget?
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The Main Criteria to be categorized as Good Practice
Impact

It has a strategic relevance and effectiveness in achieving a specific
objective, as it has a positive impact on individuals and/or communities.

Transferability

The results produced by the project can be clearly implemented in other
contexts and benefits other sectors different form the ones involved
during the implementation of the activities. The project is replicable and
adaptable to other situations and/or entities.

There is adequate / credible evidence that the project methods and results
will be maintained after funding has ended (i.e. integrated in the
Sustainable (environmentally,
management / pedagogical framework of the participating organisations)
economically and socially)
and will reach new audiences. It should meet current needs without
compromising the ability to address future ones.
Communication

The project activities and its results can be clearly understood by a wide
public and have a visible presence.

Gender sensitive

Men and Women should be equally involved in the process.

Financial Management

The project been managed in a correct way by the beneficiary from a
financial point of view 14.

STEP 3. Share your Ideas for Your Community
YouthMetre has developed the collaborative map “My Idea for My Community”
(http://tinyurl.com/hmpuwsd). Now, you are ready to virtually move around EU States and check
the project ideas, suggestions and opinions published by other YouthMetre users.
Click on the coloured pins on the map, a window will open up showing what other young EU
citizens have written down concerning a specific idea or project draft they have to improve a
specific Key Area for youth.

14

European Commission; Erasmus+ Selection of good practice examples: guidelines for NAs; 23/04/2015.

47

YouthMetre - Training Curriculum

Activity - My Idea for My Community map
Activity: though this simple computer based activity it is possible to access, explore and use the
My Idea for My Community map to share ideas, draft projects concerning a region, city or district.
This tool can especially be used during local participatory processes that involve local authorities.
Time: 25 minutes.
Materials: Internet, computers and link to the Good Practices Map (http://tinyurl.com/hmpuwsd).
Description: individually or in groups ask the participants to use the following instructions:

How to share your ideas
The My Idea for My Community map allows you to drop a pin and share ideas on the map localised
in a certain district, region or city. Guide the participants through these simple steps:
1. From the YouthMetre toolbox (http://tinyurl.com/hmpuwsd) on the top left of the
Map, select the Edit icon;
2. A window will pop up on the right part of the map. It displays different coloured pins:
one for each youth policy key-area;
3. Select the Pin and Key-Area they would like to share their ideas about by clicking on it;
4. Drop the pin, by clicking on the map, where they would like their idea to be realized or
on the geographical area they would work within (note you can zoom in and out and
also move around the map);
5. Write down idea, opinion, and your draft project! Do you need guidance in developing
your ideas? If so, see “Your good practice idea in the field of…” activity to develop
good practice projects.
Debriefing: at the end of the process, once all ideas have been created, ask the participants to
read and comment on them. Are these ideas feasible? What are the main topics covered?
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Useful Resources:


EU Youth Strategy: http://ec.europa.eu/youth/policy/youth_strategy/index_en.htm




EU Youth Monitor: http://ec.europa.eu/youth/dashboard/index_en.htm
EU Commission Employment, Social Affairs and Inclusion – Dissemination of good practices:
http://ec.europa.eu/social/main.jsp?catId=1074&langId=en
Salto-YOUTH Good Practices Projects Database: https://www.saltoyouth.net/tools/goodpractices/
EU Good practice brochure
http://ec.europa.eu/assets/eac/youth/policy/youth_strategy/documents/youthparticipation-brochure_en.pdf
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4

Module 4 – How to advocate and engage with policy makers

Module 4 aims to provide a general understanding of e-democracy in order to effectively use and
implement the YouthMetre, as well as to create youth-led online advocacy campaigns. It also
provides examples of how to connect online and offline democratic tools, these being often
complementary. The tool will particularly focus on local authorities, as main target of the advocacy
exercise. All policies are local and local actors are called to face global challenges such as youth
participation.

4.1

A brief introduction to e-democracy

Concept, goals and effects
Information and communication technologies (ICT) offer opportunities for greater civic
participation in democratic reform. Government ICT use has, however, predominantly been
associated with e-government applications that focus on one-way information provision and
service delivery to citizens. This distinguishes e-government from the processes of e-democracy,
which facilitates active civic engagement through a two-way, ongoing dialogue.
e-Democracy can now be explored from participation initiatives undertaken in two case studies.
The first highlights efforts to increase youth political engagement in the local government area of
Milton Keynes in the United Kingdom. The second is Iceland’s constitutional crowdsourcing, an
initiative intended to increase civic input into constitutional reform.
These examples illustrate that, in order to maintain legitimacy in the networked environment, a
change in governmental culture is required to enable open and responsive e-democracy practices.
When coupled with traditional participation methods, the processes of e-democracy facilitate
widespread opportunities for civic involvement and indicate that digital practices should not be
separated from the everyday operations of government. While online democratic engagement is a
slowly evolving process, initial steps are being undertaken by governments to enable eparticipation to shape democratic reform. 15
Democracy comes in many shapes and sizes (Keane, 2009) and so, arguably, the use of ICT in this
context will also take various forms. As illustrated above, governments often adopt technological
solutions for reasons of efficiency and cost savings, rather than to enhance democratic processes.
It is therefore important that, rather than using concepts interchangeably; discussions about
government ICT use draw a distinction between notions of e-government and e-democracy. In his
empirical evaluation of e-government in the United States, Norris (2010) highlights that idealistic
claims of e-government fostering democratic deliberation and increased civic participation and
engagement have not been achieved. He distinguishes between e-government, e-governance and
15

Julie Freeman, Sharna Quirke – Understanding E-Democracy, p.1, www.jedem.org/vc
index.php/jedem/article/download/221/182.
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e-democracy, and argues that while these three concepts are deeply intertwined, much academic
literature contains the misconception that they are synonymous (Norris, 2010). 16
E-government, according to Norris (2010), is understood as electronic delivery of information and
services, whereas e-governance relates more to regulation and control both by governments and
citizens. In terms of e-democracy (and its various counterpart names, such as digital democracy
and e-participation), Norris (2010) suggests that it involves providing citizens with access to
government institutions and officials, and enabling civic participation through ICTs in matters of
public concern (see also Bruns, 2012). In this vein, e-democracy can be understood as ongoing
digital civic participation activities that partially disperse governmental power in order to enable
the public to actively influence political decision-making (see Bruns, 2012; Norris, 2001; Freeman,
2013; Margolis & Moreno-Riaño, 2009). 17
E-democracy is a means, not an end, to democratic reform. The evidence presented here from
Milton Keynes and Iceland demonstrates that e-democracy should be understood as a process of
continuous dialogue that facilitates ongoing civic engagement, rather than a series of discreet or
static activities facilitated by technology (see Coleman & Blumler, 2009). Moreover, e -participation
needs to be coupled with offline participation methods. This enables broad opportunities for civic
engagement, and may help governments recognise that such practices are not separate from the
everyday operations of government; they simply offer an additional means to supplement and
support democratic processes. Such developments may enable governments to maintain their
legitimacy in the networked environment, but this will require a change in organisational culture
to address increasing pressures, both external and internal, and to be more receptive and
responsive towards civic views. The outcome of culture change, combined with the transparent
and interactive nature of many social media techniques, is likely to lead to a power shift between
citizens and their elected decision-makers, which requires politicians and institutions to relinquish
a degree of their own power. This is a likely cause of reluctance by existing governments to
implement opportunities for e-participation, with the focus instead often remaining on egovernment practices. 18
Effects
"E-democracy offers greater electronic community access to political processes and policy choices.
E-democracy development is connected to complex internal factors, such as political norms and
citizen pressures" 19 and in general to the particular model of democracy implemented. 20 Edemocracy is therefore highly influenced by both internal factors to a country and by the external
factors of standard innovation and diffusion theory. 21

16

Julie Freeman, Sharna Quirke – Understanding E-Democracy, p.143, www.jedem.org/vc
index.php/jedem/article/download/221/182.
17
Ibid, p. 143.
18
Ibid, p. 151.
19
Chung-pin Lee; Kaiju Chang; Frances Stokes Berry (9 May 2011). "Testing the Development and Diffusion of EGovernment and E-Democracy: A Global Perspective". Public Administration Review. Retrieved 15 Dec 2014.
20
Digital Processes and Democratic Theory". MartinHilbert.net. Retrieved 17 April 2015.
21
Chung-pin Lee; Kaiju Chang; Frances Stokes Berry (9 May 2011). "Testing the Development and Diffusion of EGovernment and E-Democracy: A Global Perspective". Public Administration Review. Retrieved 15 Dec 2014.
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People are pressuring their public officials to adopt more policies that other states or countries
have regarding information and news about their government online. People have all the
governmental information at their fingertips and easy access to contact their government officials.
In this new generation where the Internet and networking rules everyone's daily lives, it is more
convenient that people can be informed about the government and their policies through this
form of communication.
Risks
- Internet censorship and manipulation of voting
- Concerns about populism
- Accessibility in remote areas

Diverse online e-democracy tools
Electronic voting
Electronic voting or e-voting is voting using electronic means to either aid or take care of the
chores of casting and counting votes. Depending on the particular implementation, e -voting may
encompass a range of Internet services, from basic data transmission to full-function online voting
through common connectable household devices. Similarly, the degree of automation may vary
from simple chores to a complete solution that includes voter registration & authentication, vote
input, local or precinct tallying, vote data encryption and transmission to servers, vote
consolidation and tabulation, and election administration. A worthy e-voting system must perform
most of these tasks while complying with a set of standards established by regulatory bodies, and
must also be capable to deal successfully with strong requirements associated with security,
accuracy, integrity, swiftness, privacy, auditability, accessibility, cost-effectiveness, scalability and
ecological sustainability.
In general, two main types of e-Voting can be identified:
-

e-voting which is physically supervised by representatives of governmental or independent
electoral authorities (e.g. electronic voting machines located at polling stations);
remote e-voting via the internet (also called i-voting) where the voter votes at home or
without going to a polling station. 22

22

For more information please read: Buchsbaum, T. (2004). "E-voting: International developments and lessons learnt".
Proceedings of Electronic Voting in Europe Technology, Law, Politics and Society. Lecture Notes in Informatics.
Workshop of the ESF TED Programme together with GI and OCG or Saltman, Roy. Effective use of computing
technology in vote-tallying.
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4.2

What is advocacy

Generally, an advocate is someone who publicly supports or recommends a particular cause or
policy enabling the target audiences and those involved to become an informed and in agreement
with your ideas. It normally would include three stages – a trigger – a call for action – results.
When applied to youth policy this would include:
1. a trigger: using the right message and means of communication is the key to triggering action,
this will probably include evidence or mentions from the right people or organisations
(influencers), easy-to-access relevant information and links to useful examples or illustrations.
2. a call for action: establishing a way of collaborating with policy makers, engaging with others
advocating for the same actions, sharing information about successes and inviting policy makers to
engage further
3. a reward: identifying the benefits of the action, which can be tied to performance evaluation,
recognition from peers, pride and social status …and repeat the process for other campaigns.
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Activity - Advocacy Is… find a definition (See Material - Finding definition of advocacy)
Activity: there is more than one definition of advocacy. Participants will receive list of links to on -line
sources, where they can learn about these definitions. This interactive group activity introduces the
participants to the topic of advocacy. It aims at working together, finding definitions of advocacy and
reflecting on negotiation skills, dialogue, and communication. Participants will also get direct
consultancy and feedback from the trainer. When creating their own advocacy campaigns, they will be
able to use their gained knowledge – and choose which concept of advocacy best fits their viewpoints.
Time: 20 minutes.
Materials: Papers, pens, markers, stickers, flip-chart, Material - Finding definition of advocacy presentation. Definitions of advocacy and guidebooks:
 https://mffh.org/wordpress/wp-content/uploads/2016/04/AFJ_what-is-advocacy.pdf
 https://www.unicef.org/evaluation/files/Advocacy_Toolkit.pdf




https://www.thefreelibrary.com/Connecting+young+adults+and+libraries+in+the+21st+century
.-a0164421472 (youth advocacy)
http://unoy.org/wp-content/uploads/Youth-Advocacy-for-a-Culture-of-Peace.pdf
http://www.cmhsrp.uic.edu/download/SystemsAdvocacyPPT.pdf



http://advocacyguide.icpolicyadvocacy.org/21-defining-policy-advocacy

Description:
1. Explain the activity – its goals and the steps below;
2. Ask the participants, on their own, to think of four words related to advocacy and write them down
on paper. Each word should be a possible end to the statement ‘advocacy is…’ It is very important
that they do not use sentences or phrases, but only words. The time limit for this and each
following part shall be 3 minutes;
3. After each participant writes down three words, split them into pairs and ask each pair to agree on
just four words and write them down on paper;
4. Ask them to form a group of four with another pair. Again they must agree on just four words
between them and write them down on stickers (one word per sticker);
5. Now ask the groups to produce a definition of advocacy using those four words selected through
the previous process;
6. Ask the participants to share their definitions by placing the stickers on the flip -chart;
7. At the end, the trainer should present some official definitions of advocacy and briefly discuss them
with participants. It is up to each of them to choose what advocacy means for them and which
definition best fits their viewpoints.

Debriefing: after the presentations stimulate an open discussion on:
- similarities and differences in views and highlight the different needs of participants;
- how the participants worked together: what was the communication like, was there dialogue or
negotiation, did someone feel excluded?
- Ask each group which definition created by the other groups or presented by trainer was the most
understandable for them.
Based on materials from An Advocacy Toolkit. The Education We Want: https://planinternational.org/publications/advocacy-toolkit.
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Activity - Brainstorming advocacy: who, what and how
Activity: this is a brainstorming activity that can be conducted using both onli ne resources or just
using post-its and a flip chart. Through this brainstorm, focused on the advocacy and volunteering
topics, participants will try to answer the following questions: what to advocate? who are the
stakeholders and the target groups of an advocacy intervention? how to do it?
Time: 20 minutes.
Materials: post-its, pens; or computers to work online via the DotStorming web site
(https://dotstorming.com/). Dotstorming (https://dotstorming.com/) is a free online tool you can
use to help brainstorming ideas. It allows you to share images and text – chat with others and vote
for the best suggestions.
Description: present the following situation to the participants. You recognise that volunteering is a
fantastic way for young people to make their mark on a cause and learn new things along the way.
You are part of a group in your local region seeking to raise the profile of volunteering and want to
provide a way for youngsters to identify and select volunteering opportunities.
Visit https://www.dotstorming.com/topic/586a9a5c0ccf3de80092d056 and share ideas about your
campaign by answering these questions:
i) what will you advocate for? ii) who are the key people to target for an advocacy campaign, and iii)
how will you achieve the goals of your campaign?
a)
b)
c)
d)

Add your ideas to Dotstorming
Examine all the ideas – add comments to the ideas, use the chat to discuss issues
Vote for the best ideas (each person has up to 3 votes)
Combine ideas to make a synthesis of the best suggestions

Note: you can create your own free DotStorming account at https://www.dotstorming.com/ and set
this activity up independently of the one provided here for the groups you work with.
For face-to-face activities, divide the participants into two groups, make them brainstorm ideas and
them reunite the group and ask the participants to find an agreement and synthetize the best
suggestions.
Brainstorming tips
 Build on the ideas of others
 Encourage wild ideas
 Go for quantity
 Be visual – DotStorming allows you to share images as well as text.
 One conversation at a time
 Defer judgement
 Stay focused on the topic
Debriefing: Cluster the ideas & synthesize the outcomes
Which were the most significant? - maybe having the greatest impact or needed most
Which are the hardest to achieve? - in terms of the process, or the resources needed
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4.3

YouthMetre as a tool supporting e-democracy

How YouthMetre contributes to democracy
YouthMetre can be classified as an eParticipation tool, as it enables its users to be informed,
inspired, connected and empowered. YouthMetre promotes dialogue and sharing of best
practices. By using it, people can get new knowledge, but also skills that can help them to easily
and actively participate in the public sphere.
YouthMetre contributes to fostering an informed and active civic society, which is very important
for sustainability and the effectiveness of democracy:
- Informed citizens are more resistant to populism and more sensitive to corruption,
oligarchical and non-democratic practices;
- Active citizens can check and give feedback to politicians, who are then more careful and
responsible towards society.
How people can use YouthMetre and maximise their impact
YouthMetre is an interactive and up to date tool that allows you to:
- be informed – to get insight into EU statistics and see the impact of local/national authorities
policies on priorities laid down in the EU Youth Strategy.
- be inspired – if you check the Good Practices map and will see what's happening in your area and
all over the EU - many best practices could be used to help in solving your local issues as well;
- be connected – if you post your ideas or projects on the map "My idea for my community" and
include your contact data, you will become part of the YM network. Through it you can find like minded people and advocate for your idea that is solving issue on local, national and EU level.
- be empowered – once you have developed and shared your local needs/ideas, during
YouthMetre training you will learn how to effectively address authorities and thus have an impact
on shaping EU youth strategy and its implementation at local, regional and national levels.
How young people can give feedback? On the map “My idea for my community” everyone can
share ideas and projects. The author can then print a summary and present it to public authorities
as a proof of importance of the idea/project.
How public authorities can analyse it? Public authorities can be proactive and take a look at the
maps mentioned, database of Good Practices and “My idea for my community”. In an ideal case,
public authorities could also create new policies on the basis of feedback/findin gs received
through YouthMetre.
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Effective advocacy online
In order to express your rights, to ameliorate your conditions, to activate your community, or
simply to advance your ideas, you should be an active advocate, both for your community and
yourself. However, how to become an effective advocate?
You should use the right tools and methodologies to carry out successful advocacy campaign.
Indeed, the question here is not if you should advocate or not, but HOW.
YouthMetre puts forward a set of information and resources, freely accessible and downloadable,
in order to provide you with some basic knowledge on how to realize strategic advocacy activities
in the youth field, both on-line and off-line.
Moreover, after having elaborated data collected from young citizens from 15 EU States,
YouthMetre provides a picture of how European youth relate to youth decision takers and policy
makers.
Such an overview could provide some useful insights and be crucial to help conduct successful
advocacy activities. On the one hand it reveals the weaknesses in the relationships between
youngsters and policy-makers. On the other hand, it highlights which types of advocacy, or
solutions, young Europeans would like to implement. Finally, it analyses the opinions of
youngsters concerning a general idea of advocacy and participation.
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4.4

How to create effective advocacy
Researching, monitoring and accountability: the basis of successful advocacy
(See Material - Advocacy Actions - presentation)

1. Policy Monitoring and Public Accountability
Almost all effective policy-related advocacy efforts start with observation and monitoring of the
implementation and effectiveness of policies already in place. 23 High profile ICT policy monitoring
can, on its own, improve policy implementation and effectiveness by highlighting public policy
targets and drawing public attention to under performance or to policy failure. How?
Governments and public bodies, especially in democratic societies, are sensitive to critical reports,
and more so when these are based on robust evidence and analysis, come from a credible source,
and are widely published and disseminated.
2. Keep calm and continue to advocate: advocacy and campaigning rarely achieve rapid results
Advocacy and Campaigning require patience, tenacity, courage and conviction. There is no
blueprint for success, but there are some common denominators to almost all successful advocacy
campaigns. It is essential, for instance, to maintain clarity in communications: goals should be
clear and achievable; messages should be compelling for those to whom they are intended; calls
to action should be specific and concise. Good planning and organisation must combine with the
ability to mobilise broad coalitions of public and political support towards a common goal.
3. Are the goals of your advocacy achievable?
Policy campaigning is goal-oriented advocacy in which civil society groups and coalitions aim to set
the policy agenda rather than simply to monitor or respond to government policy making. It
involves taking action and initiative. It can be exciting and empowering for those involved, but it
can also be hard work, frustrating, and ultimately unsuccessful. Before adopting a campaigning
orientation it is worth asking whether the goals could be better achieved by dialogue or quiet
negotiation.
Campaigns for policy change draw on a wide range of tools and tactics, including public
demonstrations, protests, letter writing, lobbying, use of media and the Internet, and legal action.
Campaigning is often confrontational in nature. After all, a campaign would not be needed if the
government or private company was receptive to the policies being advocated.
4. Using the YouthMetre e-portal
As has been shown, advocacy is strongly linked to monitoring and research. In order to be an
effective advocate in the youth field, it is necessary to gain reliable data and know how to use it.
To help you gain a broad overview of data concerning the situation of European youth in relation
to the 8 Key Areas identified by the EU Youth Strategy (2010-2018), YouthMetre developed a
series of interactive graphics allowing you to select data related to the 28 EU States and easily
visualize it. In this regard, the objectives of the YouthMetre are as follows:

23

For more information on online advocacy, visit: https://www.apc.org/en/node/9456.
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Enhance knowledge and understanding of the evolution of Research and Campaigning +
Key challenges
Increase the ability to think critically and analytically
Develop certain practical skills to research in the field of youth policy.

Activity – The swimming pool – role play (See Material - The swimming pool - role play)
Activity: this is a role play activity where participants will exercise their ability to negotiate /
facilitate an agreement during a meeting and also in general to communicate effectively with policy
makers.
Time: 40 minutes.
Materials: worksheets with role descriptions: representative of a youth association and local
councillor.
Instructions:
a. Introduce the activity, explaining the objectives that are associated with the role-play activity
and the situation.
b. Organise participants into two groups and provide each of them with a role description, half of
them will be politicians and the other half of the group will play the role of representatives of a
youth association.
c. Give the group 7 minutes to conduct the role play and then ask them to switch the roles they
play for other 7 minutes.

Debriefing: after the role play activities, stimulate an open discussion on how the participants felt to
be in the shoes of….

4.5

How to communicate effectively and phrase coherent and understandable message

Effective communication 24
An effective communication message has three components: (1) owning feelings, (2) sending
feelings, and (3) describing behaviour. Ownership of feelings focuses on “who owns the problem.”
The sender of a message needs to accept responsibility for his or her own feelings. Messages that
own the sender’s feelings usually begin with or contain the word “I.” Sometimes communicating
feelings is viewed as a weakness. But the value of sending feelings is communicating honesty and
openness by focusing on the problem and not evaluating the person. Describing behaviour
concentrates on what one person sees, hears, and feels about another person’s behaviour as it
affects the observer’s feelings and their behaviour. The focus is on specific situations that relate to
specific times and places.
24

http://home.snu.edu/~jsmith/library/body/v06.pdf, p. 35.
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Effective and understandable messages 25
In order to send messages effectively, you should consider the following points:
1. Become aware of your thoughts and feelings. Do not be quick to brand them “good,” “bad,”
“wrong,” or “right.” Accept them as a reflection of the present “you,” and let them become best
friends by giving support and feedback to your effectiveness and to your needs; consider what
they are whispering or shouting to you. By increasing your awareness of your feelings, you can
better decide what to do with them.
2. Feel comfortable in expressing your feelings. Such expression, when congruent with the
situation and appropriate, can enhance communication.
3. Be aware of the listener. Try to verbalise your message in terms of the listener’s understanding
and indicate why you feel the message is important to him or her. Does it have a specific
significance for the listener, or is it just “general information”?
4. Focus on the importance of the message and repeat key concepts and essential aspects of the
information.
5. Use as few words as possible to state the message.
Websites and social media 26
Social media communications flow between participants and organizations in one of three
directions:
One-to-many – this is the traditional marketing broadcast model. Use it to get your message to
the largest possible audience.
Tips: use hashtags (#) to attract a broader audience, mention others in your comments, build
relationships with influencers (those who comment, share or like your content).
One-to-one – this is the prime form of personal interaction. It’s a great way to reach out to people
you already know. You can use this to contact people with whom you want to engage. But
understand that you must be willing to provide value to the person with whom you’re seeking to
connect.
Tips: use private messaging to engage people, be available when you first publish your content
(especially to reply to comments and shares).
Many-to-many – this form of communications is unique to social media. Communications go in
multiple directions concurrently among participants. Unlike other forms of communication, they
can happen in real time or lapsed time. Participants respond when they’re interested and/or
available.
Tips: monitor social media for brand mentions (reply to people who contact you on social media in
short time).
Five key types of social media communications and how to use them:
25
26

http://home.snu.edu/~jsmith/library/body/v06.pdf, p. 70.
http://heidicohen.com/social-media-communications/.

60

YouthMetre - Training Curriculum

-

Notices or status updates – add keyword related hashtags to your status updates to
broaden your audience.
Information distribution – tailor your content to the specific social media platform; craft
attention getting headlines; add social media bling (visuals).
Commentary – be attentive and responsive on the social media entities where your
audience engages; don’t feed the trolls.
Discussion – participate and respond to participants who mention and contact you; target
your interactions by letting followers know where the conversation is.
Messages – respond promptly; provide recipients with a reason to respond.
Resources:
If you want to read more on social media communication:
http://samples.sainsburysebooks.co.uk/9781317680604_sample_660608.pdf

Speech27
There are four ways in which a speaker can deliver his or her information. Once can speak from his
head, commit every word to memory, read from a script or use a blended approach. Facts must be
accurate. The message should be important, and the speaker must be engaging and well-groomed.
A good speaker will also think about the delivery method, or the way in which the speech will be
conveyed to the audience. There are a few ways in which this is done:
Impromptu – this is a speech that has no advanced planning or practice. Reflecting back on your
speech, you are probably thinking about what you could have done better. Your black eye may
very well be the catalyst for your regret in making a choice of words. Well, lucky for you. If you are
ever asked to speak before a crowd without advanced notice again, here are a few tips you can
use: think for a second about what you are going to say, keep your points brief and to the point,
take a few seconds between thoughts to compose yourself.
Extemporaneous – finding the right words without advanced notice may not be for every speaker.
No need to worry. The extemporaneous speech is a perfect balance. This speech involves the
speaker's use of notes and some embellishment to deliver a speech. To clear this up, a speaker
who uses this method would have note cards or prompts that guide him or her from point to
point, but the speaker uses their own words as they goes along. What makes this different to an
impromptu speech is that there will be loose guidelines for the speech. Nothing had to be
memorised; cues were used to know where to go next.
Manuscript – the speaker reads every word from a pre-written speech. This seems easy enough.
Well, if your audience enjoys a bedtime story, it may work. Reading directly from the pages of a
script has its benefits. You won't miss a single word or important fact. The downside? It can be

27

http://study.com/academy/lesson/types-of-speech-delivery-impromptu-extemporaneous-manuscript-andmemorized.html
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boring. Without eye contact, animation or movement on stage, the audience may become
disinterested. This is especially true if the speech is about a drab topic.
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Activity – Get your message across and good communication
(See Material - Get your message across presentation)
Activity: media has the important role of informing the citizens in modern societies, as well as in
shaping public opinions. It is crucial that young people, when advocating for their ideas or projects,
know how to communicate with journalists as well as general public and get their message across.
During this part of the training participants will learn how to present their message(s) in the most
interesting way by introducing them to the rules of effective public communication. They will also
learn how to analyse messages and public appearance of others. In order to do this responsibly
participants should also know how to avoid bias and contribute to building positive social structures
that combat exclusion; as well as in countering discrimination, hate speech and racism (ethics in
communication/media). These skills and knowledge are important for the development of young
people’s active participation in the public sphere and decision-making processes.
Time: 50 minutes.
Materials: flip-chart, laptop/tablet, projector, camera/smartphone, Materials - Get your message
across – presentation.

Links to the visualization tools:
- http://www.youthmetre.eu/youthmetre
- http://storymaps.arcgis.com/de/
Instructions:
1) 10 minutes – Short introduction into media/public communication
2) 10 minutes – Contextual analysis – practical group exercise
(http://www.livingroomcandidate.org/)
The trainer will choose two presidential campaign commercials, ideally of opponents’.
Participants led by trainer will conduct a contextual analysis and answer following questions:
What is the key message? What seems to be the candidate’s intention? What is the occasion
for the commercial? What does it respond to? Is the commercial intended to be some sort of
call to – or for – action? Can any non-textual circumstances be identified that affected the
creation and reception of the text? Does it relate to some events? Are there any historical /
cultural connotations?
3) 30 minutes – Speaking in front of camera – shooting videos with a camera or smartphones
Up to 4 participants – ideally volunteers – will be assigned to or will choose certain roles: a
young person, a representative of a local or international youth NGO, a young politician
presenting their ideas and advocating for them.
1. in 10 minutes participants should summarise the key points of their idea and prepare a
short speech highlighting key messages and addressing the audience – young people,
media, politicians and officers, general public. During this time, others can continue to
discuss the contextual analysis.
2. they have 1,5 minutes to talk in front of the camera to convince their audience to join and
/ or support their idea.
3. after everyone had recorded their ideas, they show the videos on screen to everybody. All
participants will share their impressions of the speeches, for example saying which parts
of the speech or strategies used were more convincing and which were not.
Debriefing: ask questions such as a) How the participants worked together b) Was the task difficult?
c) If yes how they overcome difficulties d) what they learned from this activity?
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Activity – The elevator pitch (Optional – Not included in the Training Plan)
Activity: the aim of this activity is to agree a short, clear and compelling description of the
advocacy campaign and to develop communication skills.
Time: 45 min. participants prepare and practice a 60 second and a 20 second pitch of their key
message.
Materials: Flipchart and pen.
Description:
 Tell the group to imagine the scenario... “You step into an elevator and find yourself with
someone who could help you with your advocacy goals. The person presses the sixtieth floor
button, and you know you now have only 60 seconds to get their interest and engagement.
What would you say?”
 Explain that this short, 60 second description is often called an ‘elevator pitch’, and that it is
important to be able to communicate such a pitch effectively to different audiences, even
when unprepared. Explain that the elevator pitch should include:
 A clear, statement of the issue and why it matters
 How you know – your evidence




A real example
What you want, and why it is important



Ask the group to get together and prepare an elevator pitch. If the group is large you can
split them up and they can prepare and deliver this in smaller groups.
 They should have up to ten minutes to prepare the pitch.
 Give each person / group 60 seconds to make the pitch and stop them exactly when their
time is up.
 Lead a mini-debrief asking the group to share feedback on what was good and what could
be improved with the pitches. Note down the feedback on a flipchart.
 Tell the story again, but this time explain that the person in the elevator presses the button
for floor 20, and that you now only have 20 seconds to explain your campaign! Ask them to
return to their small groups and work together on a 20 second pitch. Explain that they must
decide on the important parts of their 60 second pitch and how to convey this in even less
time.
 After five minutes, bring the whole group together and listen to each pitch. Remember to
time the pitches at just 20 seconds.
Debriefing:
 Discuss as a group the key messages and what makes the pitches the ef fective.
 End by highlighting that working on key messages takes time. To get them really clear
and simple, practice sharing the message with others until you feel really confident.

From: Workshop facilitator guide for the advocacy toolkit.
http://www.ungei.org/resources/files/facilitator_advocacy_toolkit.pdf.
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Online mapping – getting overview at first sight
Putting data, stories and projects on map can help our audience to easily match them with
concrete location or to see links between diverse data (for example by using same colours or
symbols, showing links between projects in form of lines). They can see h ow subjects of interest
are connected or how they evolved.
YouthMetre offers a map, where you can put your ideas/project and network / share it with
others by adding your contact details. Other people can also like your idea and comment on it.
This map is called “My idea for my community”.
Some data visualisation tools can also be used to create maps. You could also use Google Maps as
shows this example of project focused on the Court of Justice of the European Union:
http://www.eujp.wz.cz.
The creation of maps differs according to the software and tools you are using and the purpose of
the map. If you want to visualize data, you need to have clean data, or information without errors,
and place it in a database or on a spreadsheet. Once you have this you can map it.
There are two main tools: markers (to add data/project/idea on the map) and lines/shapes (to
show connections between data or to highlight certain area).

Short practical exercise – a contextual and semantic analysis of online advocacy and political
campaigns
Theoretical introduction – what are contextual and semantic analyses
A contextual analysis is simply an analysis of a text (in whatever medium, including multi -media)
that helps us to assess that text within the context of its historical and cultural setting, but also in
terms of its textuality – or the qualities that characterize the text as a text. A contextual analysis
combines features of formal analysis with features of “cultural archaeology, ” or the systematic
study of social, political, economic, philosophical, religious, and aesthetic conditions that were (or
can be assumed to have been) in place at the time and place when the text was created. While
this may sound complicated, it is in reality deceptively simple: it means “situating” the text within
the milieu of its times and assessing the roles of author, readers (intended and actual), and
“commentators” (critics, both professional and otherwise) in the reception of the text. A
contextual analysis can proceed along many lines, depending upon how complex you wish to make
the analysis. But it generally includes several key questions:
1)
2)
3)
4)

What does the text reveal about itself as a text?
What does the text tell us about its apparent intended audience(s)?
What seems to have been the author’s intention?
What is the occasion for this text?
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5) Is the text intended as some sort of call to – or for – action?
6) Is the text intended rather as some sort of call to – or for – reflection or consideration
rather than direct action?
7) Can we identify any non-textual circumstances that affected the creation and reception of
the text? 28
For a deeper analysis of the messages from advocacy and political campaigns we can use semantic
analysis, which is mostly used in linguistics, visuals are also sorts of texts. During semantic analysis
we are analysing the structure and meaning of the message and thus revealing relationships
between its components – phrases, clauses; graphic elements, transitions, colourisations. The
analysis focuses primarily on the text itself, not the particular context.

Activity – Contextual analysis
Visit the website http://www.livingroomcandidate.org/ and choose two presidential
campaign commercials, ideally of opponents’. Then conduct their contextual analysis and
answer following questions:
1)
2)
3)
4)
5)

What is the key message?
What seems to be the candidates’ intention?
What is the occasion for the commercial? What does it respond to?
Is the commercial intended as some sort of call to – or for – action?
Can any non-textual circumstances be identified that affected the creation and
reception of the text? Does it relate to some events? Are there any
historical/cultural connotations?

You can also conduct a semantic analysis and focus on following aspects:
1)
The links between text and visuals
2)
Does the commercial work with emotions, or is it based on rational arguments?
3)
How are the (key) messages ordered?

28

http://english.unl.edu/sbehrendt/StudyQuestions/ContextualAnalysis.html.
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Resources:

For further information on advocacy you can follow up these links:
BECKER, Jo, Campaigning for Justice Human Rights Advocacy in Practice, SERIES: STANFORD
STUDIES IN HUMAN RIGHTS http://www.sup.org/books/title/?id=20692

Howard, Emma, “How 'clicktivism' has changes the face of political campaigns”, in The
Guardian, 24 September 2014
https://www.theguardian.com/society/2014/sep/24/clicktivism-changed-politicalcampaigns-38-degrees-change
Sen, Amartya, “Democracy and its Global Roots”, in The New Republic, 229, No 14, October
6, 2003. Available online at: http://www.columbia.edu/itc/sipa/U6800/readingssm/sen_democracy.pdf

Wikipedia, The Free Encyclopedia, Slacktivism, Accessed the 14 th of October 2016. Available
online at: https://en.wikipedia.org/w/index.php?title=Slacktivism&oldid=743880818
Obar, Jonathan; et al. (2012). "Advocacy 2.0: An Analysis of How Advocacy Groups in the
United States Perceive and Use Social Media as Tools for Facilitating Civic Engagement and
Collective Action". Journal of Information Policy. Available online at
http://poseidon01.ssrn.com/delivery.php?ID=7120850840741051090310810240700670021
22081004009095091026103085078100127069009004026018029054101050127023023086
093111117007073058082046034028099099101096029108010039021095116068124004 09
1126090116117108029121091080106073065015085127029102112025099115&EXT=pdf
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4.6

Beyond the e-portal

There are several really easy ways to integrate, or connect online and offline communication when
marketing or promoting your campaign to others:
Match the look and feel
Your website and online communication needs to look similar to your offline branding. If your
emails don’t look the same as your brochures or you use a different logo on your w ebsite to the
one you use in your newspaper ads, people won’t recognise your brand and you will lose
followers. So make sure your corporate colours and your logo are consistent throughout all your
marketing.
Use the same slogans and messages
Any catch phrases or messages that you include in one of your promotion activities should be
carried over into all of them. Your main campaign slogan should appear on every piece of
marketing material that you create, and messages from particular offline campaigns shou ld appear
on your website. The best way to get people to remember you brand and become your followers
is consistency, so make sure you use the same messages in all your marketing.
Put your website address and social media links on everything
This is by far the easiest way to integrate your online and offline marketing, and it is usually the
most overlooked. Your website address needs to appear on absolutely everything – there is no
point having one if you are not telling people about it. Put it on business cards, letterheads,
invoices, brochures, uniforms, outdoor and car signage and on every single advertisement or
publicity you create. This will increase website traffic and your leads to follow up. It is better to
use complete social media URLs (but not a URL that is one or several lines long) instead of just
logos to make sure that people can easily find you.
Use the keywords that appear in your offline ads
Everyone in marketing is talking about keywords, because they have become one of the most
important factors in promotional campaigns. To get your online and offline activities working
together, you need to use the keywords from your offline adverts on your website or bid for them
on search engines. This will ensure that people who see your promotion and then if they search
for something they read in it, they will be directed to your site.
Link landing pages to your content
For your promotional campaigns to be successful, they must have landing pages on your website.
To fully integrate your offline and online communication, any campaign that you run must be
linked to a landing page. So if a prospect sees your newspaper advert with a particular offer, they
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can type in the URL in the ad and be taken to a page that is all about the offer they saw in the a d.
Your offer will generate far more leads and followers if it links to an effective landing page29.
Use Social Media To Generate Offline Traffic – create online promotions using social media and
your company blog to promote your offline efforts, such as in-store specials and tradeshow
appearances. You may want to offer exclusive incentives for people who visit you in -person from
an online announcement30.
Put offline content online – if you put printed promotional materials, TV and commercials online
you will reach much wider audience.

Resources:
You can also take a look at these interesting articles on the topic:
http://www.inc.com/peter-roesler/why-and-how-you-should-integrate-online-and-offlinemarketing.html
https://www.immergetech.com/blog/detail/why-you-should-integrate-online-and-offlinemarketing
http://www.nonprofitpro.com/article/5-steps-integrate-online-offline-outreach-nowgood/all/
http://www.websitemagazine.com/content/blogs/posts/archive/2014/05/07/how -toseamlessly-integrate-online-amp-offline-marketing.aspx

29 http://www.bloomtools.com/articles/get-your-online-and-offline-marketing-working-together.html
30 http://www.mdgadvertising.com/blog/best-ways-to-connect-online-and-offline-marketing/
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Planning an advocacy campaign is a dynamic process. It involves identifying the issue, developing
solutions, building support, and bringing issues, solutions, and political will together to ensure that
the desired change takes place. As a result an advocacy campaign is a long-term, rather than a
short-term process. Five stages of advocacy can be recognised:
Advocacy stages
1
2
3
4
5

Pre-awareness
Consideration
Preparation
Action
Consolidation

Response to advocacy

Medium of advocacy

I’m not interested – I don’t care
I’ve seen it – I realise the issue
I’m interested – Tell me more
I agree – What can we do about it?
What else needs to be done?

Analysis
Promotion
Synthesis, add value
Offer alternatives
Recognise benefits

Each of them requires research, monitoring and accountability.

(See Material - Case Studies)
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5

Module 5 - Using information and design your policy campaign

Access to information, its visualisation and use are central to the development of active
participation of young people in democratic processes. Information literacy empowers youth to
establish their own needs and challenge the policy-based projects that are being implemented.
Module 5 shows: 1) How to use information in policy campaigns and 2) How to gathering
information from the YouthMetre e-tool.
This Module also offers a method to design a policy campaign and establishes the first steps to
take for action. Through practical activities participants will be guided to: 1) Design an online
advocacy campaign, 2) Create an action plan and 3) Design a rough communication and
dissemination plan for their advocacy campaign.
(See Material - Information in policy campaigns – presentation)

5.1

Using data and information to get your message across

Media has the important role of informing citizens in modern society, as well as in shaping public
opinion. This function should not be underestimated. Only responsible and ethical journalism that
avoids biased and stereotypical information can contribute to building positive social structures
and combat exclusion; as well as to countering discrimination, hate speech and racism. Therefore,
investing in raising the capacities of young media makers is crucial for strengthening democratic
principles and making human rights a mainstream topic that will be brought closer to youth.
Huge amounts of raw data are produced – the terms big data, linked open data, crowdsourced
data are regularly used. Software tools that allow us to find, scrape, analyse and visualise it are
growing in importance. However media has a responsibility to provide us us a clearer picture of
the issues and help tell the human stories behind the data as part of the complicated process of
reporting. Data journalism, in comparison with other journalism helps form clear opinions, it
resists better manipulation of information and contributes to a more informed social and political
analysis of the current situation and gives a good balance to “he-said-she-said” stories that tend to
spread bias based on single cases and individual perceptions.

Storymapping and data journalism, what is it? Good examples?
Data-driven journalism, often shortened to "ddj", is a term in use since 2009, to describe a
journalistic process based on analysing and filtering large data sets for the purpose of creating a
news story. The main drivers for this process are newly available resources such as open source
software, open access publishing and open access to data. Data-driven journalism has an even
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wider approach. At the core of the process, DDJ builds on the growing availability of open data
that is freely available online and can be analysed with open source tools 31. Data-driven
journalism strives to reach new levels of service for the public, helping consumers, managers and
politicians to understand patterns and make decisions based on the findings.

Definition:

According to information architect and multimedia journalist Mirko Lorenz, data-driven
journalism is primarily a workflow that consists of the following elements: digging deep
into data by scraping, cleansing and structuring it, filtering by mining for specific
information, visualizing and making a story.

This DDJ process can be extended to provide information results that cater for individual interests
and the broader public.
Data journalism trainer and writer Paul Bradshaw describes the process of data-driven journalism
in a similar manner: data must be found, which may require specialized programming skills like
MySQL or Python, then interrogated, for which an understanding of jargon and statistics is
necessary, and finally visualized and mashed with the aid of open source tools32.
A more results driven definition comes from data reporter and web strategist Henk van Ess
(2012) 33, "Data-driven journalism enables reporters to tell untold stories, find new angles or
complete stories via a workflow of finding, processing and presenting significant amounts of data
(in any given form) with or without open source tools." Van Ess claims that some of the datadriven workflow leads to products that "are not in orbit with the laws of good story telling"
because the result emphasises showing the problem, not explaining the problem. "A good data
driven production has different layers. It allows you to find personalized details that are only
important for you, by drilling down to relevant details but also enables you to zoom out to get the
big picture".
In 2013, Van Ess came with a shorter definition that doesn't involve visualisation per se: "Data
journalism is journalism based on data that has to be processed first with tools before a relevant
story is possible34.

31

Lorenz, Mirko. (2010). Data driven journalism: What is there to learn? Presented at IJ-7 Innovation Journalism
Conference, 7–9 June 2010, Stanford, CA.
32
Bradshaw, Paul (1 October 2010). How to be a data journalist. The Guardian.
33
van Ess, Henk. (2012). Gory details of data driven journalism.
34
Van Ess, Henk. (2013). Handboek Datajournalistiek.
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Process of data-journalism, data-storytelling
1. Find: Searching for data on the web
2. Clean: Process to filter and transform data, preparation for visualization
3. Visualize: Displaying the pattern, either as a static or animated visual
4. Publish: Integrating the visuals, attaching data to stories
5. Distribute: Enabling access on a variety of devices, such as the web, tablets and mobile
6. Measure: Tracking usage of data stories over time and across the spectrum of uses.

Data Sources: Where to search for data?
Data can be obtained directly from governmental databases such as data.gov, data.gov.uk, World
Bank Data API and the European Open Data portal (http://data.europa.eu/euodp/en/home/), but
also by placing Freedom of Information requests to government agencies; some requests are
made and combined on websites like the UK's What Do They Know. While there is a worldwide
trend towards opening data, there are national differences as to what extent that information is
freely available in usable formats. If the data is on a webpage, scrapers are used to generate a
spreadsheet. Examples of scrapers are: Import.io, ScraperWiki, Firefox plugin and OutWit Hub. In
other cases OCR-Software can be used to get data from PDFs. You can also get data directly from
the public by conducting your own research (it is time consuming and costly though).
Like other forms of journalism, the data needs to be checked (verified) by consulting other
sources. In many cases the data might have omissions or be misleading. As one part of data-driven
journalism, a critical examination of the quality of the data is important. In other cases the data
might not be public or is not in the right format for further analysis, e.g. is only available in a PDF.
Here the process of data-driven journalism can turn into stories about data quality or refusals by
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institutions to provide the data. As the practice of data journalism is, on the whole, in early the
stages of development, examinations of data sources, data sets, data quality and data sformat are
therefore an equally important part of this work.
Data Compiling: Building your own database
Usually data is not in a format that is easy to visualize. Examples being that there are too many
data points or that the rows and columns need to be sorted differently. Another issue is that once
investigated many datasets need to be cleaned, structured and transformed.
You can create your database by using software like MS Excel or MS Access or some free database
creators, such as ZOHO (zoho.com).

Story mapping
Source: https://storymaps.arcgis.com/en/
Story Mapping allows you to combine authoritative maps with narrative text, images, and
multimedia content. They make it easy to harness the power of maps and multimedia to tell your
story.
Storytelling with maps is gaining broad acceptance as a relevant and exciting means of formal
communication through the use of online mapping tools, applications, videos, graphics, and
images (Marta, 2015). Complex concepts can be easily presented and understood if presented in
the form of a narrative, and online Storymapping platforms can be easily accessed.
The concept of a story map was originally presented in 1981 as a means of enhancing reader
comprehension as a companion to written text. In its simplest form, a story map is “a unified
representation of a story based on a logical organization of events and ideas of central
importance… and the interrelationships of these events and ideas” (Beck, 1981).
The story map has evolved as a tool for presenting challenging or complex ideas visually to
improve their comprehension by providing a framework through which information presented
may be organized and understood more easily, ultimately, making the narrative clear.
The story map format is very intuitive for users to use. Using a navigation bar helps the user follow
a narrative to explain how and why the proposed actions should be taken. The majority of the
screen is usually taken up by a map or image related to or featuring the content including
accompanying text. The maps are interactive, and may be panned and zoomed, with features that
may be queried. Some sections have maps that consist of several layers of information; these
may be switched on or off.
Story maps provide the flexibility to allow different data and information types to be presented in
the most appropriate, accessible way. Throughout the text hyperlinks may be provided and
graphics and videos may be included. The reader should be encouraged to view them as they will
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enhance the details of the story. They should be considered as sources not only for informing the
user, but also for those wishing to delve deeper into the subject.

Story Map Structure: Goals > Activities > Tasks > Stories
Another meaning of story mapping can be to put stories and data on map. We will focus on this in
the next part of this unit, which is more practical.

Development of a Story Map / journalism products
Data Visualization: Theory
Source: http://www.sas.com/en_us/insights/big-data/data-visualization.html
Data visualization is the presentation of data in a pictorial or graphical format. It enables decision
makers to see analysed information (analytics) presented visually, so they can grasp difficult
concepts or identify new patterns. With interactive visualization, you can take the concept a step
further by using technology to drill down into charts and graphs for more detail, interactively
changing what data you see and how it’s processed. From information gathered over time it is also
possible to forecast or predict future trends, the basis of most planning in local authorities.
The concept of using pictures to understand data has been around for centuries, from maps and
graphs in the 17th century to the invention of the pie chart in the early 1800s. Severa l decades
later, one of the most cited examples of statistical graphics occurred when Charles Minard
mapped Napoleon’s invasion of Russia. The map depicted the size of the army as well as the path
of Napoleon’s retreat from Moscow – and tied that information to temperature and time scales
for a more in-depth understanding of the event. It’s technology, however, that truly lit the fire
under data visualization. Computers made it possible to process large amounts of data at
lightning-fast speeds. Today, data visualization has become a rapidly evolving blend of science and
art that is certain to change the corporate landscape over the next few years.
Data Visualization: Tools
Source: http://www.creativebloq.com/design-tools/data-visualization-712402
It's often said that data is the new world currency, and the web is the exchange bureau through
which it's traded. As consumers, we're positively swimming in data; it's everywhere from labels on
food packaging design to World Health Organisation reports. As a result, for the designer it's
becoming increasingly difficult to present data in a way that stands out from the mass of
competing data streams. One of the best ways to get your message across is to use a visualization
to quickly draw attention to the key messages, and by presenting data visually it's also possible to
uncover surprising patterns and observations that wouldn't be apparent from looking at stats
alone. And nowadays, there's plenty of free graphic design software to help you do just that.
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As an author, data journalist and information designer, David McCandless said in his TED talk: "By
visualizing information, we turn it into a landscape that you can explore with your eyes, a sort of
information map. And when you're lost in information, an information map is kind of useful.
"There are many different ways of telling a story, but everything starts with an idea.
YouthMetre offers wide range of visualized data on its website http://www.youthmetre.eu. If you
want to visualize your data, you can find good data visualization tools on this website:
http://www.creativebloq.com/design-tools/data-visualization-712402
Story Map – a map of data and stories
Putting data, stories and projects on map can help our audience to easily match them with
concrete locations or to see links between diverse data and information, for example by using
same colours or symbols, showing links between projects in the form of lines. It is possible to see
how subjects of interest are connected or how they evolved.
Creation of maps differs according to software tools you are using and the purpose of the map. If
you want to visualize data using a map, you need first to check / clean the data and then create a
database. Then you can put clearly structured data onto a map.
There are two main tools: markers (to add data/project/idea on the map) and lines/shapes (to
show connections between data or to highlight certain area).

Resources:
Check the inspiring examples of Story Maps: https://storymaps.arcgis.com/en/gallery/#s=0
Check this website offering wide range of courses focused on working with data:
http://schoolofdata.org/courses/
This website features data-driven journalism projects, events and also some courses:
http://datadrivenjournalism.net

5.2

How to use information in policy campaigns
(See Material - Information in policy campaigns – presentation)

This part follows up from Module 4, where participants learnt how to present their idea in the
coherent and clear way. Here they will learn how to elaborate their message more and support it
by information / data, specifically how to access the information (including data), analyse and use
it. In this regard, they will be encouraged to use the YouthMetre e-tool. They will learn how to
present this data and their messages (preferably the ones they formulated during a previous
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session) in the most interesting way by using visualisation tools. The presentation Information in
policy campaigns covers the following points:
1)
An introduction to the session;
2)
How to find, analyse and use information/data;
3)
How to visualise the information/data – story map, multimedia (combining photos,
videos and e-tools).

5.3

Gathering information from the YouthMetre e-tool

Activity – Using the YouthMetre e-tool
Activity: the YouthMetre e-tool provides information in a visually accessible manner. This online tool
presents open data and information on public policy relating to youth and its outcomes in a way that
enables visual comparisons between different countries and different regions of the European Union.
This
activity
allows
an
initial
exploration
of
the
YouthMetre
e -tool
(http://www.youthmetre.eu/youthmetre).
Time: 30 minutes.
Materials: computers and Web link to the YouthMetre e-tool.
The YouthMetre e-tool presents 5 different sets of data about young people and youth policy:
i) the Youth index – national and regional maps showing how well or badly different EU regions
are responding to Youth Policy
ii) the Dashboard – data on youth policy areas, by country
iii) Good Practices – maps of good practice examples
iv) Indicators by country – mapping EU youth policy indicators
v) Youth preferences – survey results of youth preferences collected during the YouthMetre Study
Groups
Description: participants can work individually or in groups and should follow these tasks:
a)
visit http://www.youthmetre.eu/youthmetre).
b)
select the youth issue they want to deal with - for example “unemployment”
c)
identify a region/country where the issue should be addressed - such as southern Greece
d)
gather information and data from the different parts of the e-tool to help them build a case
to advocate for change in policy - for example provide more directed ICT training
opportunities for school leavers.
Debriefing: ask participants the following questions and start a group discussion: What information did
you find? How was it useful? What other information might be needed? Where might this be found?
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5.4

Design your policy campaign

Activity - Designing your online advocacy campaign
campaign - Template)

(See Material - Design an advocacy

Activity: during previous parts of the training the participants learnt how to develop diverse materials
and skills, pieces of a mosaic needed for successful campaigning. During this part, the participants will
learn how to put those pieces together to create the whole picture and insert it into the framework.
This is because separately these pieces, on their own, would not help you achieve success with the
campaign. In this sense the picture would be whole advocacy campaign and its frame people and
activities around it. This activity is completely practical and thus the participants will get the opportunity
to build on their knowledge and skills they gained so far – they will have one and a half hours to design
their own advocacy online campaign. In the end, the participants will be empowered to effectively
advocate for their ideas/projects.
Time: 90 minutes.
Materials: laptops, projector, flip-chart, post-its, the Template to design an advocacy campaign.
Instructions:
1) Explain the activity
2) Organise participants – divide them into groups of 4 people. They will be working with their
laptops and designing own online advocacy campaign, formulate messages and visualize them.
Two trainers will also provide participants the consultancy during the activity.
3) 15 minutes – step 1: participants shall either develop their own project idea or take inspiration
from the Good Practices database available on the YouthMetre website. They can also follow
up on idea/story they worked on during previous activities. Project ideas should contain this
information: the need to be addressed, aims of the project, how it will be implemented,
outcomes, impact, and estimated budget. They can also include their contact data.
4) 60 minutes – step 2: design an advocacy campaign for your project idea. It doesn’t need to be
a long document (2 A4 pages, including visuals, are sufficient) that can be accompanied by a
presentation. It should be structured and answer questions listed in the document “Template
to design an advocacy campaign”.
5) 10 minutes – final presentations. At the end, each group should briefly present and summarize
their campaigns. They can use presentation software like PowerPoint if they wish (max. 3
slides).
Debriefing: close the activity by sharing some of the key themes that you heard throughout the
discussion. Invite the participant to share one insight or action that they will take with them from the
activity.
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Design an advocacy campaign – Template (See Material - Design an advocacy campaign Template)
NAME OF THE CAMPAIGN:
It doesn’t need to be same as name of the project idea, but clear link should be visible.

CAMPAIGN OBJECTIVE
What are the objectives? Please include at least three. When writing them keep in mind that it should be SMART:
Specific, Measurable, Achievable, Realistic, Timely

a)
b)

c)
TARGET GROUP(S)
The campaign should address at least young people and public authorities.

KEY MESSAGE(S)
What are the most important things you want to communicate to your target group(s)? Please include at least two
messages for each target group.

ADDRESSING THE OPPONENTS – are there any opponents? What are their arguments and how will you address
them?

IMPACT
Why your idea/activity should be supported? What is the impact – how your idea/activity will contribute to change of
the current situation?

SHORT SPEECH/PRESENTATION
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Summarise key points of your idea and prepared short speech highlighting key messages. You shall address not only
target groups, but media and general public (if your project idea focuses on regional/state or EU level) as well. Speech
should fit in up to 1,5 minutes.

VISUALS AND MATERIALS
Do you already have some visuals in mind? What would be the main elements? What materials are you going to
produce/use?

Visuals

Materials (delete/add as
appropriate; you will be asked to
elaborate it more in the communication
and dissemination plan)

Website
Multimedia presentations
Videos
Leaflets
Case-study
Others:

SUPPORTING EVIDENCES
Include relevant data and information that support your campaign (links, images, statistics, maps from YouthMetre)
and how you will use them in your campaign. Will you use data from YouthMetre? If yes, how? Does your project idea
contribute to implementation of one of eight Key Areas of the EU Youth Strategy? (module/session 2)

BUDGET
Rough estimations.

EVALUATION
How will you evaluate the campaign?
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5.5

Take action!

Activity - Action plan concrete steps (See Material Action plan concrete steps Template)
Activity: during this activity the participants will create a draft communication and dissemination plan
for the advocacy campaign they developed during previous activity.
Time: 50 minutes.
Materials: laptops, projector, flip-chart, Material Template timeline of C&D plan, document Template
to design an advocacy campaign.

Instructions:
1) Explain the activity
2) 35 minutes – develop a draft communication and dissemination plan for an advocacy
campaign. It should be 1 A4 (2 A4 including visuals) pages long document that can be
accompanied by presentation (up to 3 slides). Two trainers can be used to provide participants
with consultancy during the activity. This should be structured and answer the questions listed
in the document “Template to design an advocacy campaign”.
3) 10 minutes – final presentations. At the end, each group will briefly summarize their
communication and dissemination plans. They can use presentations (max. 3 slides). Trainer
will highlight the main points of each presentation on a flip-chart and will provide short
feedback during subsequent debriefing part.
Debriefing: close the activity session by sharing some of the key themes that heard throughout the
discussion. Invite the participants to share one insight or action that they take with them from the
activity.
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Action plan concrete steps - Template (See Material Action plan concrete steps Template)
NAME OF THE CAMPAIGN:
BUILD YOUR TEAM

STRATEGY
How and where are going to approach your target groups, media and general public (if applicable)?

What media will you target - TV, radio, print press, online? What will be the most important medium of
your communication?

What other materials are you going to disseminate?

What channels will you use? Bear in mind integration of online and offline communication and
dissemination.

TIME FRAME of campaign, including the dissemination plan
Outline an overview of proposed activities and strategies for the set up and implementation of the campaign

WEEK 2

WEEK 3

WEEK 4

WEEK 5

WEEK 6

WEEK 7

WEEK 8

Implementing

Planning

WEEK 1

BUDGET ESTIMATION
EVALUATION
How will you evaluate the communication and dissemination?
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EXAMPLES
STRATEGY
Where do we disseminate?
1) On-line – on-line materials, information
2) Off-line – hard copy materials, information (through information centres and events, but
also media coverage)
When to disseminate?
1) Starting phase – kick off materials (first press release, presentation, flyers, trailer video,
first online journalistic products)
2) Interim phase – during the whole project lifetime (two years)
3) Closing phase, including follow-up
How to disseminate?
1) Continuously – continuously updated online channels.
2) One-time – dissemination of materials at events, interviews in media.
Media coverage – reportages and interviews about your project. You can also define, which
mass/local medium is the most important – TV, print press, online. It will then influence which
C&D materials you should produce and what will be the most important medium of your
communication (video, website, printed materials, etc.) The media coverage should be also
gathered on your website.
C&D CHANNELS to be used:
- Website and social media
- Newsletters
- Personal contacts
MATERIALS to be used – online and offline
Facebook banners
- Graphics to be placed as cover photo on Facebook. They can be used on other social media
or dissemination channels as well.
Posters and other graphics
- Posters and diverse graphics to be published on social media and websites. They can be
also printed.
Press releases
- Sent to media during the campaign: at least 3 times (at the beginning, at some important
occasion, as the end).
Videos
Leaflets for diverse target groups
Booklets, info-packs, USB-keys etc.
EVALUATION
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Qualitative (length, type of media, placement – e.g. first page).
Quantitative (how many materials/articles and frequency) and semantic criteria (media coverage:
positive, negative, neutral).
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www.youthmetre.eu

"The European Commission support for the production of this publication does not
constitute an endorsement of the contents which reflects the views only of the
authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein”
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