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NOTE: Shortly after the 2020 period covered by this report, 
Camara Ireland was renamed and rebranded as Kinia. This 
followed a merger of the ireland-focussed programmes of 
Suas Educational Development into Camara Ireland.    
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Chairperson Message
The year to the end of 2020 was a period of growth and development for Camara 
Ireland as we continued to create and deliver educational interventions to help 
young people confidently advance their futures. Our focus remained on those most 
in need due to social disadvantage and inequalities, while our work increasingly 
contributed to the broader adoption of digital technologies and creative learning by 
the national education systems, in both schools and youth services. 

In this annual report you will find evidence of a diverse range of collaborations to 
deliver training programmes in the English and Irish languages, ranging from STEM 
education to music video production, and the resultant impacts on young people 
who do not normally gain access to such opportunities.

However you will also learn of our rapid response to the Covid-19 pandemic whereby 
we ramped up our volume of on-line courses to provide professional development 
training to 9,100 educators, while delivering 3,800 computer devices countrywide to 
enable students to learn remotely. 

In addition to executing on our existing operations in 2020, we engaged on a 
major strategic initiative to merge the literacy and numeracy programmes of Suas 
Educational Development into Camara Ireland. This merger was completed in early 
2021 and was accompanied by a rebranding exercise resulting in our new name of 
Kinia. 

We believe that this consolidation of independent not-for-profit operations into 
a larger combined entity is a notable achievement, and we hope that it sets an 
example for achieving scale and efficiency within the sector. We are also delighted 
with the resultant addition of two experienced non-executive directors from Suas to 
the Kinia board of directors. 

While we continue to develop our social enterprise credentials through revenue 
generating activities, we are ultimately dependent on securing funding from 
Government departments, agencies and private enterprise. This demands that we 
deliver measurable social impact efficiently, and we are very proud that our record 
attracts the high quality funding entities mentioned in this report, and we are 
grateful to those funders for their continued support.

I would like to take this opportunity to congratulate the executive team, led 
by CEO Marianne Checkley, on their resourcefulness, flexibility, innovation 
and professionalism in delivering a very successful outcome during a year of 
extraordinary challenges that will be vividly remembered during this generation. 

Philip Sharpe
Chairperson

Chief Executive
We started 2020 with plans to expand our range of services across the education 
sector following significant new grant funding approved during 2019. Like everyone 
connected with learning and education, these plans were soon disrupted by COVID 
and the last in-person event we held was TechFeile on 6th March 2020 in Shannon 
Airport - just before lockdown. The subsequent achievements in this report are a 
credit to the resilience, adaptability and commitment of our team. As we moved 
to work from home everyone began immediately to adapt to make sure that all of 
our projects continued uninterrupted. Courses, content and support were made 
accessible online where possible or budget reassigned in consultation with funders 
to facilitate continuation of projects with a different approach. Throughout 2020 
our team worked tirelessly to make sure our services were available and accessible 
so that teachers, youth workers and young people were resourced to stay 
connected with creative learning opportunities.
      
Events that recognise and celebrate achievements are a key part of our work. As 
it was a challenging year in particular for young people, we were determined to 
maintain a sense of celebration and hope. The Creative TechFest went virtual with 
1000 young people across the country receiving awards, engaging in a broadcast 
and showcasing their creative technology projects in a custom built virtual gallery.
      
I’d like to thank all of our partners for their openness, support and willingness to 
play a key role in our success. During 2020 collaborations with existing as well as 
new partners underpinned the value of a collective approach to our work. With 
the support of our funders and partner organisations we delivered and launched 
a range of initiatives and campaigns in response to the need across Ireland for 
collaboration and innovation. Together we worked to address the digital divide, 
support online teaching and learning and facilitate remote youth work.    
           
The impact numbers in this report reflect our widest reach ever. I am very proud to 
be part of a team that is so solution-focused and ambitious for young people and 
their communities across Ireland. Our team includes our Board of Directors who are 
tirelessly generous with their time, support and insight that provides us with a solid 
foundation for growth. This foundation has led to where we are at time of writing 
-  following a merger with Suas Ireland and a rebrand to Kinia. 

As Kinia we’re looking forward to our next strategic phase of growth. We’re 
launching a mission to collectively create opportunity and to ensure that diversity 
and inclusion become key pillars in a society where every child has the vision to set 
their dreams and the pathway to achieve them. We welcome everyone who believes 
in the power of learning to join us.

Marianne Checkley
CEO
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We Reached

1,800 
Schools and 
Youth Services

9,100 
Educators

124,000 
Young People
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We delivered over 430 workshops and training sessions. 
Tech Feile and Creative Tech Fest welcomed over 2,000 educators and 
young people for a day of inspiration and learning!
Through these activities we reached:

Professional Development to over 9100 educators in over 1800 educational 
settings.

Growth

Over 650 new educational settings which meant over 2000 new educators 
received training and support from us.

We delivered over 3,800 devices and equipment which includes refurbished 
laptops, Chromebooks and Inspiration Boxes of STEM equipment to schools 
and youth organisations around the country. 
Through all of these activities we have impacted the lives and learning of 
124,000 young people.

We delivered over 430 workshops and training sessions. 
Tech Feile and Creative Tech Fest welcomed over 2,000 educators and 
young people for a day of inspiration and learning!

Our Training and Events

Both our content in sessions and the delivery of training was highlighted by 
educators as extremely high quality and relevant.
On average educators rated our instructors 4.6/5.  
Educators found the training sessions relevant and worth attending 4.6/5.
Over 98% would recommend us to a colleague. 

Key feedback metrics (1037 responses)

Quality 

98.5% would recommend to a colleague 

Course delivery/instructor - 4.6/5 

Training worth attending - 4.59/5 

Relevant - 4.6/5 
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It was great to see how the instructors, who are teachers themselves, 
used the platform to enhance the teaching and learning of their 
students.”  “

ICT Coordinator in a Cork Primary 
School

Thanks to Camara I created a website for our school and then went 
on to present at a staff meeting. A totally positive experience, as they 
say a rising tide lifts all boats. Sharing of inhouse expertise facilitates a 
professional learning network in the school across many subject areas. 
Other staff collaborated and now we have started to have sites for 
Health and Safety, Teaching and Learning etc organised together.”

Post-primary teacher in Dublin

The webinar has made me realise the benefit of being very familiar with 
technology  as it is so useful in providing  a more interesting  learning 
experience and also the need for me to attend computer courses! 
Thanks so much.”  

Primary school teacher in Galway

Impact Stories & Quotations

“

“

Maeve is a Drama Facilitator at St. John’s Theatre in Listowel, County 
Kerry and first attended one of our training courses in June. She went 
on to facilitate an online programme for young people during the initial 
Covid-19 lockdown to help them stay connected and to continue to 
develop friendships and skill sets during lockdown.

In March 2020, the Listowel Youth Drama Class came to an abrupt halt. 
Covid-19 had forced them all to stay in their homes, go to school online 
and wait. After a few weeks, the educators at Listowel Youth Service 
decided to see if Youth Theatre class could be facilitated online. “It was 
a joy to see so many familiar faces appear on the screen”, says Maeve, 
“but not all theatre games can transfer over to online learning so we 
decided to turn to digital content.”

The theatre group of young people worked together outdoors to create 
soundscapes of their surroundings. According to Maeve, “The task was 
to individually create field recordings based on a prompt from the tutor 
and discussed with the class. Online we examined recording devices and 
discussed professional recorders such as a H4n and then what’s in your 
pocket such as a phone as a recording device.” These young people are 
part of a large group from Listowel who take part in their local youth 
theatre and have a strong interest in theatre and drama. They currently 
use mixed media and are working towards video + audio production. 
Their educator, Maeve, has shown them that they can own their creative 
work via their own digital devices. They are a reasonably new group and 
have become good friends through this project. These young people 
have learnt to express themselves through digital creativity, particularly 
during a time of isolation and Covid-19 restrictions. 

Educator Story
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Shaun is from Finglas in Dublin and is 11 years old. He was referred to Finglas 
Youth Resource Centre after-school project when he was identified as at-risk 
in school because of his anxiety and increasing isolation. Mick McCullagh is a 
Youth Worker in FYRC and has been involved in TechSpace since 2016. 

Mick works with young people based on their interests and Shaun has an 
interest in rap music. When he was asked to write about something that was 
important to him he came back with the song “Anxiety” – a powerful portrayal 
of the impact which anxiety has on him and his family. They recorded Shaun 
rapping using Pro Digital tools and then put together a storyboard and made 
a music video with the rest of the group. Shaun won a TechSpace Monthly 
award and was subsequently asked to launch this year’s ESB Creative 
TechFest 2020 as the voice behind #FlipTheScript - a rap animation that 
shows how TechSpace empowers young people to unlock their passions and 
potential through the creative use of technology. 

Shaun’s mum speaks very passionately about the positive transformation she 
has seen in Shaun since finding support and an outlet for his creativity and 
recognition for his talent and bravery. Last year he wasn’t leaving the house 
or getting out of bed and now he attends school, participates in his local 
community and has the confidence to explore his creativity with his teachers, 
youth workers and friends.

Shaun’s Story
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Our main focus for schools at the beginning of 2020 was the continuation of 
teacher training sessions and support for school leaders. Covid-19 and the 
resulting remote teaching and learning had a huge impact on our work from 
March 2020. All planned in-person training could not proceed. Instead, we 
converted all our training to schools to online sessions. With the immediate 
support of Google, we also rolled out online webinars open to all teachers 
nationwide. From March to June 2020 the team delivered 126 online training 
sessions to 6,789 teachers nationwide. Furthermore, with the support of our 
funders, we extended the timelines of projects, enabling schools to receive 
ongoing support as schools continued with remote teaching and learning into 
the 2020/21 school year.

The creativity, dedication, and resilience of teachers, school leaders and 
students was also highlighted during this time. Over the early period of 
remote teaching and learning, we supported teachers to build and engage 
with a professional learning community beyond the scope of their own 
schools. Teachers worked collaboratively to create and share resources and 
ideas. The online training sessions we delivered were enhanced by teachers’ 
active participation, including their willingness to offer solutions and ideas 
to others, highlighting the power of online professional development and 
learning. Late 2020 also saw collaboration with Suas Ireland and a pilot 
programme was adapted, providing an online version of Suas’ Reading 
Buddy programme. It’s aim was to develop children’s word reading and 
comprehension skills via one-to-one remote volunteering, with volunteers 
sourced from A&L Goodbody and Mazars. One urban school (Dublin) and 
one rural school (Carlow) participated in the pilot project. Each participating 
child received one-to-one support for 30 minutes, twice a week for 4 weeks. 
Feedback from volunteers, teachers and students was overwhelmingly 
positive, with plans to roll out  the model with greater reach in early 2021. 

Awareness of Camara Ireland and our work in schools grew significantly 
throughout the year, with representation at various conferences. Among 
these were presentations at Computers in Education Society of Ireland 
annual conference (February), Google’s Education on Air (September), and 
German Teachers’ Association of Ireland annual conference (November). 

Schools
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TechSpace is a national creative technology programme.

Youth Sector TechSpace 

Spotlight Computer Science @ Foroige

CS @ Foróige TechSpace was a creative partnership between Foróige and Camara 
Education Ireland between 2018 and 2020, proudly sponsored by Google.org. The 
goal was to bring Computer Science (CS) education training, activities, support, 
events, and professional development to 300 youth workers and 3000 young 
people across Ireland. 

The project came to an end in 2020 with the following successful outcomes: 

3,064 
Young People have access to 
Computer Science learning opportunities

321
Youth workers received 

CS professional development credentials

146 
Foróige Clubs and Projects 
across the country completed CS Training

Spotlight: TechSpace  STEM  Create 
Sponsored by ESB and Rethink Ireland  

With support from Rethink Ireland, the TechSpace STEAM Create project 
is training 320 educators to engage in STEAM education, impacting 7,500 
young people across Ireland by 2022.

Reach at the end of 2020:

232 Educators 

    3,480 Young people 

In 2020 we experienced an increase in educators requesting equipment and 
support. During the Covid-19 pandemic, being able to offer a response was 
of great value to staff and volunteers supporting vulnerable young people. 
More time was invested in developing resources for the TechSpace Online 
Network, a hub of educational information and resources, in order to tailor it 
specifically to evolving needs. The blended learning experiences of educators 
were enhanced, particularly through improvement of our online training 
platform and the constructivist facilitation methods of our education officers. 

Finally, the involvement and in-kind support of our sponsors at key stages 
throughout 2020, has enabled fast action, ensuring the needs of participants 
are at the heart of all of the work.
“We started up a STEAM club after school on Wednesdays with 2nd year 
students...we have done holograms and paper circuits. We are also doing 
it with one other student who is out of school and he loves it.”  School 
Completion Officer, Wicklow 

We started up a STEAM club after school on Wednesdays with 2nd 
year students...we have done holograms and paper circuits. We are 
also doing it with one other student who is out of school and he loves 
it.”  

School Completion Officer, 
Wicklow 

“
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Techspace Key plans for the Future 

With support from Rethink Ireland’s Accelerator Programme a strategic 
direction, theory of change and business plan for the TechSpace Programme 
was developed in 2020. Through ongoing stakeholder analysis it was 
found that understanding the decision making processes and contexts 
of our customers is a key driver to continue to grow our network. Impact 
measurement was identified as a core value of the organisation and an 
important consideration for our key stakeholders as the programme 
continues to grow.  Although young people and educators are the main 
benefactors of our vision and mission, we are in a unique position to 
partner with statutory organisations in the education sector who have 
complementary strategic goals in relation to youth aspiration and 
development. 

Although TechSpace is a Programme of Camara Ireland, the strong trajectory 
and growth of TechSpace in recent years has seen it evolve into a strong 
brand in it’s own right. The stakeholder analysis conducted as part of our 
TechSpace Strategy highlighted confusion in our messaging to the sector 
in terms of brand alignment. Supported by board level discussions, our 
stakeholder analysis, and an objective review of this business model strategy, 
the option of moving to one brand into the future was seen as a positive step 
for the TechSpace Programme, one that will see Camara Ireland’s vision and 
mission continue to grow and develop in direct response to the needs of our 
stakeholders. 

Three strategic goals that will be our focus for our work in the 
youth sector for the period up to 2022:

Goal 1: 
Building a sustainable model for growth for the programme.

Goal 2: 
Build on our impact measurement function. 

Goal 3: 
Strengthen our message to stakeholders.  
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Spotlight: Creative Ireland Programme 
Partnership 2021 - 2023 

In 2020, with the Creative Ireland Programme, we began to develop an 
innovative response to the needs of young people for a creative technology 
programme. This creative education programme will aim to provide a 
nationwide programme of Creative Technology youth spaces that can 
provide significant and measurable recreational/social, personal development, 
educational and career development opportunities for young people. 

Clar TechSpace

Clar TechSpace & STEAM in the Travelling Community is a project that is 
supported by the Department of Tourism, Culture, Arts, Gaeltacht, Sport and 
Media and Science Foundation Ireland. It brings together the best of Ireland’s 
youth work and education sectors to develop an innovative programme that 
empowers professional teachers, voluntary youth workers and family support 
staff to embed TechSpace Activities through their native language Gaeilge & 
CANT.

A fundamental element to the Clar TechSpace Programme and STEAM 
in the Travelling Community project is working with key schools, youth 
organisations and educators across Ireland. This ensures that there is a local 
and equipped support network available for educators and young people. 
The long term sustainability and success of STEAM and Digital Creativity 
education relies on embedded partnership and practice in the work of all 
Irish Language youth organisations, schools and Travelling Community Youth 
Services of Ireland. 

Over 8500 Young People have access to Digital Creativity, STEAM, Computer 
Science and emerging technology through Clar TechSpace as a result of this 
programme. 461 Educators from 149 Schools and Youth Services across the 
country completed training in the Clar TechSpace & STEAM in the Travelling 
Community project.

Spotlight Camara Ireland, TG4 and 
Fibín Meangadh Teo 
The Campa STEAM on Campa Cúla4 was a collaboration with Meangadh 
Fíbín and TG4 which aimed to bring a week-long summer camp of STEAM 
activities to young people aged 5–12. The show replaced traditional summer 
camps, many of which had been cancelled because of Covid-19. Each day 
brought with it a new theme: circuits; robotics; exploding science; science 
around the house; and coding. Each programme focussed on bringing STEAM 
ideas to young people which they likely had the materials for around their 
homes. This was to circumvent any difficulties children and adults might 
have in sourcing specialist materials. It also enabled young people to see the 
science around them in their everyday lives, that from coding to chemistry 
and circuitry, there is much they can do with materials commonly found in a 
family home. 
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CDYSB Digital Youth Work 
Needs Analysis 2020

On behalf of the City of Dublin Youth Service Board (CDYSB), we conducted 
a needs analysis with 24 senior representatives from youth services in Dublin 
City. The needs analysis project focused 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. 

Five new recommendations for the youth sector emerged: 

• Support required for youth service leadership 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. 

• A bespoke needs-based training approach to digital youth work practices 
should be adopted for youth workers 

• A bank of customised and co-created resources made available across 
organisations.

• Staff and youth workers should have access to essential equipment to 
support those at a digital disadvantage. 

STEAM in the Travelling Community 
In 2020 Camara staff conducted a needs analysis with 40 staff members 
across 15 youth organisations working with young Travellers. The needs 
analysis is intended to inform the development of the training for this project 
and to promote a sustainable approach to engage in STEAM education with 
young people. This programme was supported by the Science Foundation of 
Ireland and the Department of Tourism, Culture, Arts, Gaeltacht, Sport and 
Media. 

Findings included: 

• Lack of access to equipment and internet is a big issue for young 
Travellers 

• Confidence and skill of educators needs to be boosted with post-training 
support 

• Activities and programmes should be adaptable to suit individuals and 
group contexts.

• Participants in training should be encouraged to explore ways to tailor 
content
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Creative Tech Fest 
Virtual Reality Gallery
The Virtual Reality Gallery showcased over 150 young people’s work in a new 
and innovative way. The heavy file loads and scale up of project submissions 
this year meant that the requirements of the Virtual Reality Gallery 
superseded expectations. Software company Sonalake offered much required 
in-kind support during the development. As a result, a powerful museum 
space to showcase the work of young people was developed and there is 
great potential to grow this way of recognising the work of young people and 
to develop the platform based on the needs and suggestions coming from 
young people. 

Piloting the TechSpace Programme in 
Schools 
We partnered with Junior Cycle for Teachers to pilot a Digital Arts 
upskilling course. In online workshops, teachers used free online software to 
develop digital stories. They were encouraged to experiment, explore new 
opportunities, share and reflect on their creative process. 
20 teachers from across Ireland took part in the 5 week pilot workshop series 
and developed digital stories to enhance their Arts in Junior Cycle teaching 
practice.
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Collaboration underpins all of our activities. From strategic development to 
delivering on our vision and mission, we believe in working in partnership to 
maximise the impact and reach of interventions that have a positive impact 
on the lives of young people. Our project portfolio is wide and varied and this 
is reflected in the range of corporate, statutory and like-minded organisations 
that support what we do and what we aim to achieve.

We partner with government organisations, corporates, educational 
institutions and youth organisations who are aligned with our values and 
vision. We believe providing a quality education is in the interests of building 
a better Ireland and delivering the best learning experience for all young 
people is a collective responsibility.

The value we place on partnership has led us to make it a core focus of our 
rebrand to Kinia. We are grateful for the support of our existing partners, 
too many to mention here, and look forward to growing with them as well 
as building new relationships. Together we believe we can set a strong 
foundation that supports diversity and inclusion to become key pillars in a 
society where every child has the vision to set their dreams and the pathway 
to achieve them. 

Spotlight Tech2Students

When COVID 19 resulted in school closures in March we launched the 
Tech2Students campaign in April 2020 with Trinity College Dublin in 
response to the digital divide experienced by students in need. Covid 19 
showed that the digital divide is real and remains a huge problem for second-
level students, those in direct provision and adult learners in marginalised 
communities. Between 50-70% of students in DEIS schools experience a lack 
of access to broadband or a suitable learning device.

In Phase 1, Tech2Students delivered over 1,000 laptops to students in 
the Dublin area. However, our success only scratched the surface of the 
#DigitalDivide. In September 2020, Tech2Students received support 
from Rethink Ireland’s Innovate Together Award and this allowed us to go 
nationwide. We have partnered with NUI Galway, the NUIG Access Centre, the 
Galway City Partnership, the Galway Chamber of Commerce and the Insight 
SFI Research Centre for Data Analytics. Our expansion led to delivery of 
2,800 devices to students in need all over Ireland during 2020.

Tech2Students has ensured that students who are financially 
vulnerable are not put at a greater disadvantage. Pre-COVID access 
to a device was a luxury and not an essential part of school life. It 
rapidly climbed the ranks to be a vital tool for students to succeed in 
education’. 

Blakestown Community School, 
T2S recipient

“
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Spotlight ESB Creative Tech Fest 2020

The ESB Creative Tech Fest in 2020 was focussed on providing and adapting 
a needs-led national approach to our annual creative technology celebration 
for young people amidst a pandemic and level 5 restrictions in Ireland. 

In preparation for the event, organisational needs assessment was carried 
out for 131 organisations across 26 counties.  In response to the needs of 
youth workers and organisations working with young people, a monthly 
award and a monthly network meet-up was established to continue to grow a 
community of practice in the field of creative technology in youth settings. 

1,000 young people received Creative Tech Fest packs and engaged in the 
event.

The Hype: Media Support and 
Recognition for young people. 

ESB Creative Tech Fest was successful in a number of awareness campaigns 
this year including #Flipthescript - This was a debut high quality animation, 
created with support from ESB, released on Social Media to showcase what 
the TechSpace programme means for young people. Highlighting positive 
change that can happen in a young person’s life when given the chance to 
challenge negative labels with a positive approach was a key focus for 2020’s 
awareness campaigns.

The animation was accompanied by an original rap song from 11 year old MC 
Samra and was received on national media stations such as Today FM, RTE 
and Newstalk. Local ESB Creative Tech Fest stories, interviews and articles 
featured on a wide range of press platforms in 2020. The local pride of 
young people and educators who had created projects for the Virtual Reality 
Gallery, supported the success of the ESB Creative Tech Fest becoming a 
National Event with a Regional Approach. ESB’s in kind and dedication to the 
mission and vision of the event was a key driver to this success. 
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Our people are our greatest asset. We are very fortunate to have a voluntary 
Board of Directors who give of their time and expertise so willingly and 
provide governance, advice and guidance. 

Despite the challenge of 2020 the Camara Ireland team grew with 
recruitment on our Schools and TechSpace teams as well as resourcing 
our Operations and leadership.  By the end of 2020 our team of 20 were a 
talented, multi-disciplinary bunch of driven, energetic and focused people all 
working towards a collective vision of positive change for young people.
Our plan for 2021 is to continue to grow our Board of Directors as well as our 
team as we implement plans to expand our project portfolio. 



Annual Report 2020

48

— SE
C

T
IO

N
 7

 
PR

O
JE

C
T

  P
O

RT
FO

LI
O



Annual Report 2020

5150

Project Title Project Funder Partner(s) Brief

Clár TechSpace Department of 
Culture Heritage and 
Gaeltacht/
Science Foundation 
Ireland (SFI)

Conradh na 
Gaeilge,
Muintearas,
Foróige
Involve

Delivering professional 
development, content and 
project based learning activities 
through the Irish Language.
Delivering STEAM in the 
Travelling Community

STEAM in 
Youth Work

Science Foundation 
Ireland
ESB
Rethink Ireland

NYCI/
TUSLA/
SCP/Youth 
Work Ireland/
Crosscare

Delivering creative STEAM 
based training to the non-
formal youth sector nationally.

Digital Media@
CDYSB

City of Dublin Youth 
Service Board

CDYSB To deliver engaging Digital 
and Technology programmes 
to youth services in the Dublin 
area.

CS @Foroige Google.org Foróige Creative Computer Science 
projects available to young 
people across the Foroige 
network nationally.

Adobe Software 
Donation

Adobe Foróige, 
YMCA 
Ireland, 
SWICN 
Clubhouse, 

Providing creative technology 
software to at-risk young 
people.

Schools 
Framework 

Google.org Schools 
Nationally

Delivering educational 
technology based professional 
development to teachers and 
principals.

CS First Google.org Schools 
Nationally

Delivering Computer Science 
upskilling to teachers.

Events Project 
Funder

Partner(s) Brief

Creative 
Tech Fest

ESB Multiple National Creative Technology 
Celebration event for 1000 
young people nationally.

TechFeile DCHG
TG4,
Seachtain na 
Gaeilge,
2020 
Stráiteise

NYCI/TUSLA/SCP/Youth 
Work Ireland/Crosscare

National Creative Technology 
Celebration event through the 
Irish Language for 1000 young 
people nationally.

Skill IT 
for Youth 
Event

Erasmus+ 
KA2 Leargas

Youth Work Ireland
Workshop Event held at 
Camara Ireland 
International DYW 
Seminar
Erasmus+ KA2 UK 
National Agency
National Youth Council of 
Ireland (NYCI)I

Workshop event held at NYCI.

Google for 
Education 
Regional 
Events

Google.org Google
Google for Education

Regional upskilling Roadshow 
events for teachers and 
schools.

Project Title Project Funder Partner(s) Brief

MathsWhizz Linesight/Irish Youth 
Foundation

Schools 
Nationally

Supporting young people to 
increase numeracy skills with 
MathsWhizz.

Schools Cluster 
Project

Salesforce Schools 
Nationally

Setting up digital school 
clusters and providing 
professional development to 
principals and teachers.

Let’s Go Digital Google Schools 
Nationally

Digital and EdTech skills 
training
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Research Project 
Funder

Partner(s) Brief

NUI Cert 
Digital 
Creativity 
2019/20

N/A Maynooth University Accredited professional 
development course in Digital 
Skills for Youth Work.

KA2 Skill IT 
for Young 
People

Erasmus+ Youth Work Ireland 
(YWI) with Five 
European Partners

European Research
Digital Learning Guide for 
Youth Organisations 

Campaigns Project 
Funder

Partner(s) Brief

Tech2Students Multiple Trinity College Dublin 
Access Programme

Sourcing donated laptops and 
fundraising for laptop buy for 
disadvantaged young people.
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Statement of Financial 
Activities for the year 
ended 31 December 2020

Unrestricted 
Funds 2020
€

Restricted 
Funds 
2020
€

Total 
Funds 
2020
€

Total 
Funds 
2019
€

Income from:

Donations and legacies

Charitable Actvities

19,976

563,631

1,621,904

21,840

1,641,880

591,471

1,004,944

272,658

Total Income 583,607 1,649,744 2,233,351 1,277,602

Expenditure on:

Raising funds:

Charitable activities:

148,253

381,193

16,894

1,511,187

165,147

1,892,380

119,148

1,337,076

Total Expenditure 529,446 1,528,081 2,057,527 1,455,224

Net Income/(expenditure) 54,161 121,663 175,824 (177,622)

Transfer between funds 94,937 (94,937)

Net movement in funds 149,098 26,726 175,824 (177,622)

Reconciliation of funds

Total funds brought forward 137,390 101,557 238,947 416,569

Net movement in funds 149,098 26,726 175,824 (177,622)

Total funds carried forward 286,488 128,283 414,771 238,947

Balance Sheet as at 31 
December 2020

2020
€

2019
€

Current Assets

Debtors

Cash in bank and in hand

209,185

541,643

97,962

738,879

750,828 (836,841)

Creditors: amounts falling due 
within one year

(336,057) (597,894)

Net current assets 414,771 238,947

Total assets less current 
liabilities

414,771 238,947

Total net assets 414,771 238,947

Charity funds

Restricted

Unrestricted

128,283

286,488

101,557

137,947

Total funds 411,771 238,947




