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The TechSpace Programme is a national creative 
education programme of Camara Ireland. Camara has 
a vision of an Ireland where all young people have the 
skills to realise their potential and confidently create 
their future. TechSpace is a bilingual programme 
that empowers educators in all learning spaces to be 
creative with technology in order to broaden skills, 
aspirations and opportunity for young people. 

Unit 7, Guinness Enterprise Centre, 
Taylor’s Lane, Dublin 8

www.camaraireland.ie | www.techspace.ie
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According to the European Union’s expert group on digital youth 
work, as part of the EU Youth Strategy, digital youth work is defined 
as “proactively using or addressing digital media and technology in 
youth work”. Digital youth work is not a youth work method and is 
designed to be included in any youth work setting. 

The Irish Youth Work Act became law in December 2001. As part of 
this act, the Irish government has defined youth work as a planned 
programme of education designed for the purpose of aiding and 
enhancing the personal and social development of young people. 
This is complementary to their formal, academic or vocational 
education and training, and provided primarily by voluntary youth 
work organisations (See Supporting Documentation). 

In 2020, after the Covid-19 pandemic began, it was more important 
than ever for youth workers and volunteers to become familiar 
with 21st century skills and the potential of technology to enhance 
their youth work practice. Questions were arising for educators 
supporting young people on the most effective ways to navigate this 
changing world, and how best to support them to become creators 
and not simply consumers of technology. 

In order to structure further support for youth workers to digitally 
enhance their services across Dublin City for young people, it was 
vital that youth organisations were consulted. The needs of staff and 
volunteers supporting vulnerable young people in Dublin City are 
essential drivers in the development of organisational support. 

There is exciting potential within the youth work sector to enhance 
and innovate practice through the use of digital technology and 
media. The use of non-formal and formal learning environments 
in youth services helps to facilitate young people to create digital 
content and shape their own skill set.

Introduction
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Dublin City’s Digital Youth Work 
Needs Analysis

On behalf of the City of Dublin Youth Service Board (CDYSB), 
Camara Ireland conducted a needs analysis with 24 senior 
representatives from youth services in Dublin City. The needs 
analysis project, which was carried out in late 2020, focussed on 
gathering data across three key areas in relation to digital youth 
work:
 
   Digital Readiness 

  Inspirations in Digital Youth Work  

  Aspirations to Digitally Enhance Youth Work in Dublin 

This needs analysis collated detailed verbal and written information 
on the digital youth work needs of young people availing of voluntary 
or targeted youth projects, according to the volunteers and project 
staff working in these organisations. 
 
Data collection was carried out from the end of November to 
December 2020, over a 5-week period. Senior coordinators and 
youth workers were invited to take part in two online digital youth 
work forum meetings, in which general discussions were facilitated 
between youth organisations and overarching themes were 
identified based on the readiness, inspirations and aspirations of 
youth organisations operating their services across the Dublin City 
area. 

Following on from these discussions, a detailed needs analysis survey 
was sent to all participating representatives. 28 youth organisations 
completed the survey, offering detailed statistics on information 
such as equipment available to them, their experience of digital 
youth work and their willingness to engage in digital youth work in 
the future. Individual consultation interviews were then conducted 
with 11 youth workers from these organisations, gathering 
qualitative data on their experiences of digital youth work in their 
roles. 

1.

3.
2.

 The City of Dublin Education and Training Board (CDETB) provides a range of 
services through the City of Dublin Youth Service Board (CDYSB) including:

- Assisting youth projects/services and voluntary youth clubs/groups to develop   
  and deliver services and supports to young people,

- Administering grant aid to youth services and projects in Dublin City on behalf of 
  the Department of Children, Equality, Disability, Integration and Youth (DCEDIY),

- Administering grant aid to interim drugs task force projects on behalf of the 
  Drugs Policy Unit of the Department of Health,

- Ensuring value for money in funded organisations,

- Ensuring the efficiency and effectiveness of management structures at local 
  level, monitoring activities, expenditure and general governance of funded 
  organisations,

- Implementation of the DCEDIY National Quality Initiatives.

CDETB/CDYSB administers various youth programmes and grant funding 
schemes including UBU funding scheme on behalf of the Department of Children, 
Equality, Disability, Integration and Youth (DCEDIY). CDYSB co-operates 
and works with a broad range of statutory and voluntary agencies, both at 
Dublin City and at national level. We are committed to maintaining strong 
working relationships within the CDETB, Dublin City Council, boards of funded 
organisations, local community development organisations, and national youth 
work service providers and regional youth services throughout the country.
 (www.cdysb.ie)
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Needs Analysis Research Themes 

Camara Ireland is a not for profit organisation that specialises in 
technology and education. Camara Ireland has a vision of an Ireland 
where all young people have the skills to realise their potential and 
confidently create their future.  (www.camaraireland.ie) 

TechSpace, a creative education programme managed by Camara 
Ireland, empowers educators in all learning spaces to be creative 
with technology in order to broaden skills, aspirations and 
opportunity for young people. (www.techspace.ie)

The TechSpace Programme has been supported by CDYSB since 
2013.  

Digital Readiness
An assessment of digital competencies 
of staff currently working with young 
people

Digital Inspirations

An assessment of the local digital 
youth work projects of which staff or 
volunteers have knowledge 

An account of any digital youth work 
projects which participating staff or 
volunteers have experienced

Digital Aspirations

Aspirations for digital competencies 
which participants would like to achieve 
in 2021

Existing projects/opportunities which 
participants would like to collaborate 
with or develop

Equipment which staff or volunteers 
feel is required

Digital
Readiness
Inspiration 
Aspirations
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Forum 
consultations

Senior 
representatives

Survey 
responses

Participating 
organisations 

Individual 
consultations

2
24

28
26

11

Project Overview
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Adventure Sports Project

Belvedere Youth Club

Bluebell Youth Project

Bradóg Youth Service

Clay Youth Project

Core Youth Service

Crosscare Ballybough Youth 
Service

ECO-UNESCO

Finglas Youth Resource Centre

Fountain Resource Group Ltd

FUSE Youth Club

Irish Girl Guides

Le Chéile Donnycarney 
Community & Youth Centre

Lourdes Youth and Community 
Services

RICCYS Ringsend Irishtown Youth 
Service

South Area Youth Service

St Monica's Youth Centre

SWAN Youth Service

SWICN CLUBHOUSE

Talk About Youth Project

The Cavan Centre C.L.G

YMCA Dublin

Youth Work Ireland Midlands

St John Bosco Youth Centre

Donnycarney Youth Project

Chester Beatty Creative Teens 
Lab

Participating Youth 
Organisations/Projects
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Marginalised young people became more 
marginalised in 2020. If it was difficult to get them 
through the door, it is now 10 times more difficult to 
engage them through online education. Where there 
is addiction at home, domestic violence, they were 
more exposed to it during lockdowns with no escape.”

The majority of the young people we work with 
will not have computers and not all of them have 
phones. When we tried to use Zoom with them, 
most of them would be using a parent’s phone. It’s a 
myth that every teenager has a phone.” 

I think there is now a real openness to 
learn more and be creative in how we 
support young people.”

We gave support for digital poverty 
where we knew there was a major issue. 
We dropped laptops out and gave out 
pay-as-you go phone credit.” 

“

“

“

“

What Did We Learn? 

Because everyone has had to adapt, I hope it has 
made a lot of folk realise it is possible [to do digital 
youth work.” 

“

What Participants Said: 

 of survey respondents had seen or 
experienced a youth project which
involved technology-based activity.

 of survey respondents have received little or no 
training in digital youth work or a related area. 

Of those who have attended training, topics included social media,
 photoshop, STEAM (Science, Technology, Engineering, Arts and 
Mathematics), coding, film making and sound editing. 

of survey respondents knew of 
specific youth workers or projects 
in Dublin using technology in their 
work. 

of respondents stated that they have the 
courage to to implement digital youth work, 
whilst a significant 46% have little or no 

courage to implement digital youth work in their youth work 
service. 

Research Findings

85%

79%

54%

46%
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The Digital Readiness of 
Youth Organisations in 
Dublin

One significant element of digital readiness is the equipment and 
technology available to youth support staff, to allow them to engage their 
young people in digital projects. As can be seen from the chart above, 
most of the youth organisations surveyed have computers for their 
staff and also access to a projector and camera. However when it comes 
to more specific technology, such as equipment required to facilitate 
STEAM and computer science activities, many organisations do not have 
these resources. 

It should also be noted that many of the survey participants commented 
that the computers which their organisation has for use by young people, 
are old or of poor quality and therefore are not fit for purpose. Whilst 
not necessary for all forms of digital youth work, it is important that 
the young people being engaged by these organisations have access 
to laptops or computers when running these types of activities. This is 
especially true if many young people do not have access to electronic 
devices at home, with the digital poverty of young people being 
consistently highlighted as an issue for all participating organisations. 

Some consultation participants categorised themselves as being “digitally 
ready” within their organisations. They indicated that they have the 
interest and motivation to further embed digital youth work in their daily 
youth work practices, provided they are trained and supported to do so. 
Most consulted organisations have access to at least one computer, a 
projector and a camera, for activities with their young people. However 
beyond this, a lack of confidence was expressed by consultation 
participants, predominantly due to a lack of knowledge in efficiently 
using said hardware for youth activities. 

“Most of our projects involve digital technology in some shape or form.”

“I think that some of the volunteers would be afraid, but some of them would 
love to learn, because this year has taught us all that you can’t just rely on 
face-to-face and physical activities to engage young people.”

While many individuals expressed their “digital readiness”, they also 
stated that some staff members within their organisations have 
varying levels of “tech fear”. These staff members aren’t confident using 
technology in their work, as they have had no formal training in this area. 
They sometimes consider the option of digital youth work to be “not for 
them” and avoid using this approach when possible. 

“Training would give the staff the knowledge and confidence to roll out digital 
programmes.”

Organisational Equipment 
Audit
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Equipment Skill Set

Access to technology and equipment is not enough in itself and, as 
shown in the chart above, less than 25% of the educators felt that 
they or their staff knew how to use all of the equipment available. 
Almost two-thirds felt there was room for improvement in their 
digital knowledge, which is understandable considering almost half 
of participants have received little or no training in digital youth 
work or a related area. 

Facilitation of Digital 
Youth Work
A lack of equipment to run digital projects involving computer 
science, STEAM or emerging technology is demonstrated by the 
type activities which educators have previously used to engage 
their young people, as seen in the chart below. Photography, film 
production and visual/audio production are the most common 
digital and media-based activities that have been run in participating 
organisations. No other technology based activities had more than 
9 positive responses (just over 30% of those surveyed). It is also 

Youth Worker Confidence 
When asked “What type of challenges have you encountered when 
implementing digital youth work in your organisation?”, 64% of respondents 
mentioned a lack of skills, confidence, knowledge or interest. This was 
the most common challenge mentioned by far, with equipment and/or 
funding also being mentioned by a third of respondents. This finding was 
reiterated when participants were asked how they could overcome these 
challenges; most youth workers suggested staff training and upskilling 
with many others suggesting provision of equipment and funding/
resourcing. This correlates, not just with low levels of past utilisation 
of digital youth work projects, but also within the 2021 goals of several 
participating organisations. 

This finding is not surprising considering almost 50% of respondents 
have received little or no training in digital youth work or a related area. 
Three respondents had not personally attended relevant training but 
their coworkers had. Of those who had attended technology-based 
training, topics covered included social media, photoshop, STEAM, 
coding, film making & sound editing. 

worth noting that more than half of the organisations surveyed 
have engaged in less than 5 of these types of activities with their 
young people. This result could be due to a variety of reasons as 
mentioned above, including a lack of access to equipment or that a 
lack of organisational knowledge is preventing youth workers from 
facilitating digital youth work activities. 
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It was clear from the consultations with youth workers that Covid-19 
restrictions have had a significant impact on their ability to support 
young people throughout 2020. Many have found it quite difficult to 
keep their young people continuously engaged through remote youth 
work, since young people began to experience “Zoom fatigue” over the 
course of the pandemic. While some young people were happy to have 
weekly online activities with their youth workers, several respondents 
stated that many of their older young people were uninterested in 
engaging in online meetings. Part of their interest lies in visiting their 
youth organisation to socialise with their friends and, since this isn’t 
easily facilitated online, they disengaged with this option. Some youth 
workers also stated that restrictions in face-to-face group sizes were 
also a factor which negatively affected the ability of young people to 
feel comfortable within a group of their peers. 

The Impact of Covid-19 

Some youth workers had more difficulty adjusting to working remotely 
than others, particularly when it involved basing most of their work with 
young people on a computer. However, due to the essential nature of 
their work, the ability of the less technologically agile youth workers to 
adapt, may indeed have enhanced their inclination towards digital youth 
work in the future, though this remains to be seen.  

It’s important to point out that most youth workers discussed the reality 
of their young people’s inability to actively engage in remote youth 
work. Most disadvantaged young people live in digital poverty, without 
access to a computer, tablet and sometimes mobile phone. If they do 
have access to one of these items, they are often lacking an internet 
connection to allow them to partake in remote youth work. Furthermore, 
young people may be living in a turbulent environment, without privacy 
or educational support from family members. With this in mind, they 
are often uninterested or even embarrassed to turn on their camera if 
on an online call with their peers. Several youth workers also mentioned 
that most young people have very poor IT skills, when it comes to using 
online tools or attending online calls. This presents youth workers with 
a further setback in their struggle to continue to reach and support their 
organisation’s most at risk young people. 

The changes in Covid-19 restrictions keep 
disrupting our work and ability to be a consistent 
support to young people.”

Schools are so caught up with getting open, it is 
too big a task at the moment to catch the young 
people that have been falling behind and falling 
through the gaps. Those gaps are getting bigger.” 

“

“

Access to tech at home becomes a real challenge. 
Young people don’t have access to devices, 
internet or private space to join online group 
work.” 

“
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The big issue is that many young people’s home 
lives are chaotic and they have been locked in 
that chaos for long periods of time. They haven’t 
re-engaged with us and we fear that they’ll be lost 
from the organisation forever. If young people are 
going to communicate online, they’d rather be 
talking to their peers. We [youth workers] aren’t 
really who they want to be online with.”  

“

Missing out on education is a massive concern for 
young people. A fair proportion of young people 
who we work with are at a disadvantage from 
an educational point of view. They are in a really 
bad place now. They went a significant amount 
of months without any aid. They are the ones 
that did nothing for 6 months and had no help at 
home. Equality and opportunity in education is a 
massive issue for these young people now.” 

“
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Over 85% of respondents had seen or experienced a youth project 
which involved digital technology, and 79% of respondents knew of 
other youth workers or projects in Dublin using technology in their 
work. 21% of respondents had collaborated with another youth 
organisation or club on a digital youth work project. Projects topics 
included film and video production, music and audio production, 
coding, STEAM and work with social media. 

Whilst most respondents said that they engaged with young 
people using technology (such as Zoom, WhatsApp, Facebook etc.) 
during the Covid-19 restrictions in 2020, this does not necessarily 
represent the general utilisation of digital youth work in their 
practices with young people. For most youth workers, this approach 
was merely a platform to urgently engage young people rather than 
an intended creative method of youth work or a specific technology-
based activity for young people. 

Digital Inspirations in Dublin’s 
CDYSB Youth Work Network

It was highlighted by several youth workers that having a regional 
approach to digital youth work could act as a great support to 
them and their colleagues. The idea of a regional network, with 
regular meet-ups and shared digital youth work skills was discussed 
favourably. Additionally the option of a shared equipment library was 
suggested by a few participants as something which would enable 
their ability to facilitate digital youth work, without the current 
barriers of funding and access. Finally, a couple of participants 
emphasised the need for support around access to a physical space 
for their activities with young people. Public liability insurance poses 
a substantial threat to their organisation’s ability to provide services 
to young people. If some youth support spaces could be shared or 
insurance proposals could be facilitated by CDYSB this may alleviate 
this issue. 

We want to be able to do the work - the issues are 
capacity, training, funding and using a pre-existing 
space, provided insurance isn’t an issue.”

“
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From survey responses to the two questions shown in the chart below, 
it is clear that the youth workers who responded want to use digital 
tools and creative solutions to introduce their young people to digital 
content. The majority of respondents feel they demonstrate courage 
in using technology and digital tools and are open and adventurous in 
using media creation tools to help engage their young people. 

Aspirations to Digitally Enhance 
Youth Work in Dublin

There is now a level of interest [in digital youth 
work] from the whole organisation. If we brought 
in something small and made it a success that 
might encourage the rest of the staff to generate 
more interest in it.” 

“

In sharing their organisational plans for 2021, a number of youth workers 
noted their hopes to include digital youth projects in their practice and 
schedules. This included the facilitation of STEAM and coding projects, 
as well as more specific topics such as video editing, podcasts, animation, 
lego robotics and online gaming. 

Digital Youth Work as 
part of an Organisational 
Strategy

When asked “How would digital youth work help achieve your project’s/
organisation’s goals?”, it was acknowledged by respondents that digital 
youth work can be a valuable tool to engage their young people. As 
well as the obvious benefits when it is not possible to meet face-to-face 
due to Covid-19 restrictions, it was also clear that respondents felt 
that virtually meeting young people from home is vital. Additionally 
respondents noted that the options which digital youth work provides in 
engaging young people through online projects or activities which are of 
specific interest to them, has demonstrated how digital youth work can 
bridge this divide. 

Lots of things have been tried in the other projects 
that I work with, we are missing that piece 
around what is going on in each project. That’s 
more effective, rather than the generic roll out 
of training.  Consultations are key. Tech Support 
sessions are great so we can roll out specific 
projects that young people want to do.” 

“
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Research Conclusions

          Youth workers require further information on the           
          meaning of digital youth work in the context of the 
          Youth Work Act. 

          Staff need more reference points to understand how 
          to integrate digital youth work into their existing 
          youth work practices. 

          Organisations require support in the form of 
          bespoke training based on the needs and interests of      
          the young people they are working with. 

          Youth workers need access to ongoing consultants 
          and advice from peers  in order to respond to the 
          needs of young people throughout the year.  

          Youth workers have struggled to consistently 
          support the most at-risk young people during the 
          Covid-19 pandemic. This is due to the digital poverty 
          and socio-economic disadvantages of many of these 
          young people.

1

2

3

4

5
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Throughout the course of these consultations, it became apparent 
that some youth workers aren’t fully aware of what falls within the 
definition of digital youth work. Many spoke of it in relation to using 
online platforms to remotely engage young people during Covid-19 
restrictions. However this in itself is not a digital youth work method, 
as a digital platform of communication does not count as digital youth 
work. Instead technology-based activities would count towards digital 
youth work. This fundamental basis for digital youth work is something 
that should be addressed in any future training or resources provided to 
youth workers, in relation to this area of youth work. 

Some participants mentioned that they or their colleagues do not have a 
specific qualification in youth work and may have entered into the field 
through a different route. With this in mind, it would be worthwhile to 
inform youth workers on the concepts covered in the Youth Work Act, 
and how this ties in with digital youth work. 

The concept of digital youth work is still not widely 
understood by youth workers.”“
We need to learn how to fit digital youth work to 
the actual needs of young people.”“

Digital youth work can create confidence in young 
people, but shouldn’t substitute actual youth work.““

Digital youth work is completely new to us. We 
only did it during Covid. We were winging it - staff 
had a negative opinion of it because it was rushed.” 

“

1. Youth workers require further 
information on the meaning of 
digital youth work in the context 
of the Youth Work Act. 

2. Staff need more reference 
points to understand how digital 
youth work complements their 
existing youth work practice.  

Some senior management representatives were concerned that the 
introduction of digital youth work to their organisation would distract their 
staff from carrying out fundamental youth work. This demonstrates the need 
to clarify the complementary role which digital youth work activities can have 
towards more traditional youth work practices. 
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“I have run STEAM groups and also used digital media as a tool with other 
groups. It can be a great tool to explore many issues impacting young people.”

Digital youth work should not be viewed as separate or in opposition to 
“traditional” youth work. It should instead be seen as another method 
of engaging young people, equipping them and upskilling them. Similar 
to the last point around youth workers’ understanding of digital youth 
work concepts, it would be of benefit to provide further information 
or training to youth workers around the complementary elements of 
digital youth work to traditional youth work methods. More specifically, 
youth workers would like to be able to reference the relevance of digital 
youth work to their existing youth work practice. 

“There is a lack of familiarity with young people and youth work staff with the 
potential of digital youth work. Young people can over engage in the digital 
world at times and it’s challenging for youth workers not to further contribute 
to this over reliance.” 

I think we need support in the form of an annual 
programme, but first some confidence building 
and consultation. If you currently mention the 
word STEAM to my team as is, they will have heart 
failure!”

“

Ideally we need someone to offer and share 
expertise in digital youth work, as an affordable 
consultant.“

“

3. Organisations require support 
in the form of bespoke training 
based on the needs and interests 
of the young people they are 
working with.

A solid, consistent connection between CDYSB 
and Camara is important. We need a tangible 
realistic plan where projects get to self assess 
what they need in terms of the support.”

“

All young people have an interest in this, we 
need to work on integrating it into all of our 
programmes- it could be built into everything. I 
think it is something that can be incorporated into 
the majority of your pieces of work.” 

“
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“[We need] something like a big bank of resources; a place to go for ideas 
would be helpful. A network of peer support and funding for more resources 
and equipment. Ideally a funding stream for digital resources and ideas for 
more things.” 

A clear trend from this research was the need for technology-based 
training and support for youth workers. This applied to both those who 
are actively integrating digital youth work within their organisation and 
those who have no current knowledge of the topic. Many respondents 
claimed to cover digital youth work activities which are easily accessible 
to them, particularly when they link in with their own personal interests. 
However most also highlighted the need to expand their technology-
based skill set, in order to provide more engaging methods of youth 
work for their young people and to support them in enhancing their 
technological development. 

Additionally, youth workers do not always know what to ask for in 
relation to equipment and require support to create a strategy that 
suits the needs of their young people and youth organisation.  In this 
way, it’s clear that any training or equipment recommendations must be 
tailored to the needs of each individual organisation. In order to enable 
each youth organisation to efficiently enhance their digital youth work 
practices, they will need to receive bespoke training to suit their staff’s 
abilities and confidence levels, alongside support in creating a tailor-
made digital youth work strategy for their organisation. 

 We need support and direction on building 
relationships with young people online.”“

4. Youth workers need access to 
ongoing consultants and advice 
from peers in order to respond 
to the needs of young people 
throughout the year.  

Consultations are key. Tech support sessions are 
great so we can roll out, specifically projects that 
young people want to do. Bespoke ongoing CPD 
and someone to email or call six weeks into the 
project to ask for help and get advice from would 
be good.”

“

While youth workers expressed the need for introductory training in 
digital youth work and technology-based topics, they also requested 
the option to occasionally consult experts, as they find their way in 
engaging young people in this area. Some stated that they may have 
a fundamental level of knowledge and confidence in facilitating a 
technology-based topic, but would feel more supported if they could 
call upon an educational consultant during times of troubleshooting 
or when resourcing new activities for young people. In addition to this 
aforementioned support, youth workers expressed the need for peer 
support and would like a regional approach to digital youth work to 
be facilitated by CDYSB or another organisation with oversight of this 
area. 
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We need support to determine what young people 
want; How to correctly pitch a topic to young 
people, make it accessible and make it resonate 
with them.”  

“

5. Youth workers have struggled 
to consistently support the most 
at-risk young people during the 
Covid-19 pandemic. This is due 
to the digital poverty and socio-
economic disadvantages of many of 
these young people.

Youth workers were quite vocal in their need to understand how to 
efficiently engage young people remotely, especially during these 
unprecedented times. Many spoke of a drop-off in online youth 
engagement, particularly by older teenagers who are sometimes living 
in unpredictable environments. Many have heard nothing from some of 
their young people, as they have not been able to visit youth centres in 
2020. This may be due to a lack of interest or, more likely, due to young 
people’s digital poverty. 

Finding the best activities and methods of sustainably engaging young 
people of all age groups is a priority for youth workers, but also a 
challenge. They would like direction and support in overcoming this 
ongoing hurdle. Overall, all youth workers commended the ability for 
staff and volunteers in the youth sector to adapt during the pandemic of 
2020. 

Marginalised young people became more 
marginalised in 2020. If it was difficult to get them 
through the door, it is now 10 times more difficult 
to engage them through online education. Where 
there is addiction at home, domestic violence, they 
were more exposed to it during lockdowns with no 
escape.” 

“

We need help in trying to target older young 
people more efficiently. They’re very hard to 
reach.”

“

We have used technology prior to Covid-19 for 
gaming in youth work, homework support and 
for general drop in services. During lockdown this 
became harder as we did not have enough devices to 
distribute to everyone.”

“

Most of the young people we work with online are in 
the 10-12 age range. But we need to keep the older 
young people engaged so that they can stay out of 
trouble.”

“

Digital youth work could enable us to reach some 
of our harder-to-reach young people.”“
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Recommendations
Delivering this digital youth work needs analysis has been an 
insightful learning experience for all involved. Staff within Camara 
Education Ireland will endeavour to continue to develop supports 
and training in the field of digital youth work based on the feedback 
and experiences of those supporting young people in Dublin City’s 
Youth Services with support from CDYSB. 

Based on the conclusions of this needs analysis report, Camara 
Ireland recommends that the following 6 key action areas be 
addressed in 2021: 

1

2

3

4

5
           It is recommended that managers and staff in         
           youth work organisations are offered consultations 
          to review Irish youth work policy, in order to be able 
          to reference Irish and European Guidelines and 
          identify the opportunities available through digital 
          youth work.

           Consultations are required to support managers and 
           staff in youth services to develop an agile digital 
           youth work strategy for their organisation. 

          Regular opportunities to recognise youth workers 
          and young people will provide reference points on 
          how digital creativity can be efficiently integrated 
          into existing youth work projects. These 
          opportunities can include monthly awards and an 
          annual celebration of achievements. 

          A bespoke needs-based training approach to digital 
          youth work practices should be adopted for youth 
          workers and a bank of customised and co-created 
          resources made available across organisations. 

          A peer network should be developed in order to 
          provide youth workers with a consistent point of 
          contact between themselves and their colleagues. 

          Staff and youth workers should be advised or 
          provided with the essential equipment to support 
          those at a digital disadvantage. This is integral 
          to ensuring that young people have equal access to 
          opportunities within their  education. 

6
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EU Youth Strategy: https://europa.eu/youth/strategy_en 

Youth Work Act, 2001: http://www.irishstatutebook.ie/
eli/2001/act/42/enacted/en/html 

Supporting 
Documentation  I think the youth work sector as a whole has done 

an amazing job. They never stopped engaging with 
young people. Youth workers were still engaging 
with young people the next day after the first 
lockdown was announced, all working frantically 
in the background. Getting young people on the 
phone, out delivering food hampers - they pulled 
out all the stops.” 

“
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