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SECTION A
INTRODUCTION
The following report represents the culmination of a large scale research project commissioned by
the Waterford Children & Young Peoples Services Committee in August 2017 and completed in
February 2018.
The research focussed on exploring the use of Information and Communication Technology (ICT) as
an educational and developmental tool for workers engaged with children, young people and their
ĨĂŵŝůŝĞƐ͘&ŽƌĞĂƐĞŽĨƌĞĨĞƌĞŶĐĞƚŚĞǁŽƌŬ͚ƐƵƉƉŽƌƚǁŽƌŬĞƌƐ͛ǁŝůůďĞƵƐĞĚƚŚƌŽƵŐŚŽƵƚƚŚe report apart
from Section D which focuses on primarily on youth workers and educators.
Where the term youth workers does appear outside of Section D, it relates either specifically to the
consultative aspect of the research, the workshops and/or particular recommendation made by the
youth sector.
dŚĞƚĞƌŵ͞ŝŶĨŽƌŵĂƚŝŽŶĂŶĚĐŽŵŵƵŶŝĐĂƚŝŽŶƚĞĐŚŶŽůŽŐŝĞƐ͟;/dͿƌĞĨĞƌƐƚŽĨŽƌŵƐŽĨƚĞĐŚŶŽůŽŐǇƚŚĂƚĂƌĞ
used to transmit, process, store, create, display, share or exchange information by electronic means.
This broad definition of ICT includes such technologies as radio, television, video, DVD, telephone
(both fixed line and mobile phones), satellite systems, and computer and network hardware and
software, as well as the equipment and services associated with these technologies, such as
videoconferencing, e-mail and blogs1.
The research comprised five core strategic objectives:
1. Using desk research to gather together the names and access details for resources, toolkits
and websites available for those working with children, young people and their parents or
carers. There will be a strong focus on the potential for positive usage of technology as an
educational and developmental tool, however, cyber safety will be included in the
information
2. Make the information gathered above easily accessible in a format which can be displayed
in hard copy and on the CYPSC website, potentially using the form of an infographic, slide

1

The UNESCO ICT in Education Programme - http://unesdoc.unesco.org/images/0015/001567/156769e.pdf
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show, screen cast, etc. Downloadable resources could potentially be made available or
linked to the website also
3. Facilitate/co-facilitate a number of focus groups to ascertain peoples understanding and
current use of ICT/Social Media. Focus group will include developing a dialogue with a
variety of stakeholder groups e.g. under 6 year olds, 6 ʹ 12 year olds, young people, 18 ʹ 24
year olds and parents/grandparents/carers. Methods used in these focus groups to be age
appropriate and participative
4. Use information gathered at 1 and 3 above (i.e. in focus groups and desk research) to
develop a resource providing guidance on the how organisations can formulation a policy or
strategy on the use of ICT in their setting which promotes a positive approach and
encourages ICT usage as an educational tool. This should also include naming tasks and
issues which need to be considered when choosing a particular platform, e.g. what needs to
be considered when setting up a Facebook page, twitter account, website, WhatsApp group,
etc.
5. Deliver a number of workshops on how an agency / group can formulate its own
policy/strategy
This report provides a comprehensive response to these objectives, namely:


A detailed outline of the findings from qualitative research (conducted with a wide range of
participating stakeholders) and desk research, together with a summary of these findings
and recommendations for consideration by the commissioning body by way of an Executive
Summary



An organisational checklist resource for youth providers, based on up-to-date desk research
and drawing on national and international models of best practice. The checklist outlines
core information necessary for the practical use of ICT within youth work and including a
summary of key legislation, terminology, ICT proofing mechanisms and guidelines for policy
development and implementation



A practical resource directory for support workers which includes a wide range of relevant
sites and applications, together with links to these resources and a brief explanation of their
use. This resource directory is provided in hard copy and as an accompanying e-directory
allowing for the resource information to be constantly updated and therefore remain
current. Guidelines for the maintenance and use of the e-directory are provided and the
format for the e-directory has been designed with ease of use and an appreciation of
stretched resources and time restrictions in mind.



An outline of three thematic workshops to be provided specifically for youth workers as
part of the project brief ʹ following the delivery of these workshops, accompanying material
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in the form of PowerPoint presentations, supporting materials et al will be made available to
the commissioning body for dissemination to local youth providers. At the time of the
submission of this report, the workshops are scheduled to take place in March/April of 2018
and the thematic areas include:
1. Instructional/information workshop for youth providers focussed on practical
techniques, use of the e-directory and practical implementation of same and a
summary of the findings from the research
2. ICT practical workshop for youth workers providing training in the use of relevant
software, applications and platforms
3. Discussion based workshop with youth workers exploring and developing guidelines
for the delivery of practical supports for parents of children and young people
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METHODOLOGY
The project called for both extensive and relevant research to be undertaken which was to be
focussed on practical outcomes for those working in the local youth sector. The emphasis therefore
needed to be placed firmly on eliciting information which would support the actual and continued
use of ICT within youth work and, as such, the following criteria highlight the decision making
foundation for the research processes and methodologies used:


Desk research should explore both Irish and international models of good practice and
reference existing and current research within the area of ICT.

Information must be

accurate and provide clear guidelines regarding legislative responsibilities for organisations
in the use of ICT. Whilst youth work clearly focuses on informal educational models,
relevant resources and strategies within the formal education sector should be referenced


The production of organisational guidelines should translate and summarise the findings
from the desk research and be informed by the qualitative aspects of the project. A
͚ĐŚĞĐŬůŝƐƚ͛ ĂƉƉƌŽĂĐŚ ǁŽƵůĚ ďĞ ƵƐĞĚ ƚŽ ƐƵƉƉŽƌƚ ƚŚĞ ƉƌĂĐƚŝĐĂů ŝŵƉůĞŵĞŶƚĂƚŝŽŶ ŽĨ ƚŚĞƐĞ
guidelines, together with the rationale for same



Resources sourced for inclusion in the resource directory should be easily accessible,
relevant to a wide range of uses within youth work, free or low cost, reputable and validated
by the researchers, current, age appropriate and, where possible, placed within an Irish
context. Support workers should have confidence that the resources provided were ethical
in content, user-friendly and recommended as examples of best practice by experts within
the field.



Compilation of the resource directory would also focus on providing both a hard copy
version and an electronic copy for uploading to the CYPSC web site and those of other
providers. Practical guidelines on how to use the e-directory would be required and the use
and maintenance of the e-directory would be clear, simple and not cumbersome or overly
time-consuming



The development and provision of workshops to accompany the research should be
informed by the findings and result in a maximum of three workshops. The workshops
should be practical in nature and, where possible, provide for further support initiatives to
be developed rather than simply be stand-alone training or information sessions



Qualitative research involving children and young people would take the form of focus
groups within youth work settings, accompanied by youth workers and written consent was
ƚŽďĞŽďƚĂŝŶĞĚĨŽƌĐŚŝůĚƌĞŶĂŶĚǇŽƵŶŐƉĞŽƉůĞ͛ƐƉĂƌƚŝĐŝƉĂƚŝŽŶ͘Discussions would be informal
and relaxed and avoid unnecessary ICT jargon. Where appropriate, the use of ICT surveys
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would be included as a supplementary and statistical source of information2. In order to
capture an accurate picture of ICT usage, concerns and opinions by stakeholders the focus
groups carried out were as follows:
a) Observational focus group with 3 ʹ 5 year olds, held in a childcare centre.
Only children who used ICT devices at home were involved and were asked
to bring their own devices to the session; this allowed the researcher to
ascertain their understanding and use of these devices and to explore what,
if any, safety/parental controls were in place
b) Conversational focus group with 7 ʹ 11 year olds, held within an after school
ĨĂĐŝůŝƚǇ͘  ŵƉŚĂƐŝƐ ƉůĂĐĞĚ ŽŶ ĞǆƉůŽƌŝŶŐ ĐŚŝůĚƌĞŶ͛Ɛ ƵƐĞ ŽĨ /d ĚĞǀŝĐĞƐ ĂŶĚ
range of same, together with their views on parental involvement in their
use of ICT and social media platforms, cyber safety et al
c) Discussion based focus groups x 2 with 11 ʹ 14 year olds and 14 ʹ 16 year
olds, and an interview with two 17/18 year olds held within a youth club
setting. The range of use and devices used were explored and participants
were also encouraged to discuss cyber safety, benefits and challenges of ICT,
its use within educational settings. These participants were also asked to
provide recommendations and opinions on safe and beneficial usage,
including optimum ages for using various forms of ICT and the role of
parents in the use of technology
d) Discussion based workshop with 18 ʹ 24 year olds held within a young adult
project. Again, the range and variety of ICT usage was explored, with the
added dimension of its use within further education and employment
settings. Participants were also asked to reflect on their own usage as
younger teenagers and children and their recommendations and opinions
sought on safe and appropriate ICT use et al
e) Discussion based focus group with parents of young children, exploring their
understanding and knowledge of ICT uses, their involvement in their
ĐŚŝůĚƌĞŶ͛Ɛ ƵƐĞ ŽĨ ƐĂŵĞ ĂŶĚ ƚŚĞŝƌ ĨĞĂƌƐ ĂŶĚ ĐŽŶĐĞƌŶƐ͘  dŚĞ ďĞŶĞĨŝƚƐ of ICT
were also discussed and their recommendations and opinions sought for
maximising these benefits and their involvement in the ICT world of their

2

An electronic survey was conducted by two youth projects over the course of three weeks in January and
February 2018. The age range of participating young people was 11 ʹ 24 and the survey was designed using
Socrative. Youth workers were trained in its application and the verbatim results are provided in a table
format within the section outlining the findings from the qualitative research
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children. The findings for this cohort include references to a focus session
held with parents in Ferrybank in March of 2017.
f)

Discussion based focus group held with youth workers which focussed on
the benefits and challenges of ICT use within their work; levels of
understanding and ICT knowledge were explored together and participants
were encouraged to identify key areas of developmental, training and
support mechanisms required by youth workers in both incorporating ICT in
their field of practice and in supporting young people to use ICT safely and
to maximum benefit. The role of youth workers regarding family work and
the nature of provision of supports to parents and guardians was also
discussed and findings from a previously held focus group with youth
workers in 2016 was also referenced within the findings for this group of
stakeholders.

Analysis of both the qualitative and desk research would be two-fold, namely the provision of an
accurate outline of key findings and also a compilation of recommendations voiced by participating
stakeholders and further explored by the researchers. These would be paced within a practical
framework wherever possible and be included in the report for further consideration by the
commissioning body.
All stakeholders participated enthusiastically in the research; young people and children were
honest, forthcoming and relaxed and, most importantly, interested and eager to discuss the topics.
Parents and youth workers provided considered and practical inputs regarding their role as adults in
the ICT world of the children and young people in their care and provided valuable insights in to the
challenges relating to their responsibilities in understanding and supporting young people with
regard to ICT.
The holding of the discussions and focus groups within safe and known surroundings contributed to
the informal and relaxed nature of this aspect of the research and the contribution, assistance and
support of the commissioning body and service providers was invaluable in facilitating access to such
a wide scope of participants and inputs.
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SECTION B
EXECUTIVE SUMMARY
The sheer scale, breadth and fast moving nature of ICT provides real challenges for all fields of
practice when determining its use, understanding the implications of same and developing
appropriate and meaningful policies and working practices within all sectors and walks of life.
tŝƚŚŝŶĂǇŽƵƚŚǁŽƌŬ ƐĞƚƚŝŶŐ͕ƚŚĞ ŶĂƚƵƌĞ ŽĨǇŽƵƚŚƉƌŽǀŝĚĞƌƐ͛ƌĞƐƉŽŶƐŝďŝůŝƚŝĞƐƚŽǁĂƌĚƐǇŽƵŶŐƉĞŽƉůĞ
and the involvement of family based approaches to elements of youth work adds another dimension
to the importance of both developing clear strategies and practices and to the integration of
responsible and appropriate usage of ICT within an educational and development setting.
This research project, although broad in nature, cannot and does not purport to have identified all
the myriad implications and uses of ICT. What it has focussed on is capturing a local snapshot in
time regarding the core concerns of youth workers and parents around ICT use for and by young
people, a national and international picture of the latest research and models of practice and
identified some practical factors for consideration in developing safe, appropriate and positive uses
of ICT within youth work. The research naturally included an extensive consultation with young
people themselves.


There is a generational disconnect between how adults and young people understand,
perceive, use and view ICT. For parents and adults involved in working with children and
young people, worries about ICT usage is seen primarily in terms of social media and the
inherent dangers thereof. For young people, social media is a natural and acceptable form
of connecting with each other and the world; it is an integral part of their life, one they have
grown up with and, indeed, their world is viewed through a digital lens ʹ entertainment,
information, popular culture, dialogue and friendships occur within an ICT framework that is
commonplace and ordinary.

This disconnect is widened through the literal lack of

ƵŶĚĞƌƐƚĂŶĚŝŶŐ ĐĂƵƐĞĚ ďǇ ͚ƚĞĐŚ ůĂŶŐƵĂŐĞ͕͛ ƐƉĞĞĚ ŽĨ both change and development of new
/d ͚ƉƌŽĚƵĐƚƐ͛ ŝ͘Ğ͘ ĂƉƉƐ͕ ƉůĂƚĨŽƌŵƐĂŶĚ ĚĞǀŝĐĞƐ. Specifically, and within the context of this
ƌĞƐĞĂƌĐŚ͕ƚŚĞĂŐĞĚŝƐƉĂƌŝƚǇĂůƐŽƌĞƐƵůƚƐŝŶĂĚŝƐĐŽŶŶĞĐƚďĞƚǁĞĞŶƚŚĞƉĂƌƚŝĞƐ͛ƵŶĚĞƌƐƚĂŶĚŝŶŐŽĨ
what is important/appropriate to know and how to use ICT; those making the decisions
regarding types of usage and content are older whilst those impacted by these decisions are
younger ʹ ŝĨ ǁĞ ĐŽŶƚŝŶƵĞ ǁŝƚŚ ƚŚĞ ͚ĨŽƌĞŝŐŶ ĐŽƵŶƚƌǇ͛ ĂŶĂůŽŐǇ ƚŚĞŶ ďŽƚŚ ĂƌĞ ƚƌǇŝŶŐ ƚŽ
communicate using different languages. This is not to say that adults, parents and guardians
should not make the decisions ʹ they have a real and recognised duty of care ʹ rather that
Josephine Kielthy and Emma Greene ʹ Community Practice
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ƐƵĐŚĚĞĐŝƐŝŽŶƐŶĞĞĚƚŽďĞŝŶĨŽƌŵĞĚďǇǇŽƵŶŐƉĞŽƉůĞ͛ƐŽƉŝŶŝŽŶƐĂŶĚƵŶĚĞƌƐƚĂŶĚŝŶŐŽĨ/dŝĨ
the resulting actions and uses of ICT are to have a positive, beneficial and meaningful effect


The development of strategies, policy and practice would benefit from taking an
intergenerational approach via the involvement of adults, guardians, support workers and
young people in designing these frameworks; it is acknowledged across most sectors that
meaningful engagement in processes increases ownership and subsequent application of
resulting models, ways of working and interacting et al. Similarly, an intergenerational
approach would promote greater understanding between the generations and potentially
have a positive impact on supporting parents and young people to work together in
developing positive relationships regarding the role and place of ICT within their lives



Parental concerns about ICT are primarily focussed on safety and protection for their
children within which social media has added a frightening dimension; these concerns are
exacerbated by an actual lack of knowledge and skill level, lack of confidence in their
understanding of the different and differing uses of ICT and social media and the very real
challenges facing users of social media. ICT is therefore viewed mainly with the context of
social media as a potentially divisive mechanism which erodes trust and as evidence of the
increasingly different and unrecognisable world which their children inhabit. Methods used
by parents are predicated on a sanctions based approach, which is difficult to enforce on a
number of levels namely, consistency, peer pressure, lack of certainty regarding what
elements of ICT are appropriate for different ages and functions, not wanting ICT use to
ďĞĐŽŵĞ͚ǇĞƚĂŶŽƚŚĞƌƚŚŝŶŐƚŽƌŽǁĂďŽƵƚ͕͛ƚŚĞŝƌŽǁŶƵƐĞŽĨƐŽĐŝĂůŵĞĚŝĂĞƚĂů͘Parents feel
helpless in the face of the digital world of social media for their children and, as a result, out
of control



What cannot be discounted is that there are very real dangers regarding social media usage
as identified by young people, their parents and support workers etc. Whilst young people
in the study appear relatively confident about their ability to use ICT safely and wisely there
ŝƐ ƵŶĚŽƵďƚĞĚůǇ ĂŶ ĞůĞŵĞŶƚ ŽĨ ƚŚĞ ͚ĐŽŶĨŝĚĞŶĐĞ ŽĨ ǇŽƵƚŚ͛ ŝŶ ƉƌŽƚĞĐƚŝŶŐ ƚŚĞŵƐĞůǀĞƐ ĂŶĚ ƚŚĞ
understandable concerns of adults regarding their levels of maturity and knowledge are
ďŽƌŶĞ ŽƵƚ ďǇ ĚŝƐƉĂƌŝƚŝĞƐ ďĞƚǁĞĞŶ ƚŚĞ ĞǆƚĞŶƚ ĂŶĚ ĚĞƉƚŚ ŽĨ ǇŽƵŶŐ ƉĞŽƉůĞ͛Ɛ ŬŶŽǁůĞĚŐĞ ĂŶĚ
the practical application of same etc. All respondents identified to a greater or lesser extent,
the need for cyber safety policies to focus wherever possible on prevention of negative
ĞĨĨĞĐƚƐͬŝŶĐŝĚĞŶƚƐ ǀŝĂ ĂŶ ĂŐĞ ĂƉƉƌŽƉƌŝĂƚĞ ƵŶĚĞƌƐƚĂŶĚŝŶŐ ŽĨ ƚŚĞ ŝƐƐƵĞƐ ǁŝƚŚŝŶ Ă ͚ƌĞĂů ůŝĨĞ͛
context and how these issues translate in to the cyber world only



Parents place their trust in support ǁŽƌŬĞƌƐ ĂŶĚ ƚĞĂĐŚĞƌƐ ƚŽ ͚ĚŽ ƌŝŐŚƚ ďǇ ƚŚĞŝƌ ĐŚŝůĚƌĞŶ͛ ŝŶ
general and, therefore, in matters relating to ICT usage within educational and
developmental settings.

This places further responsibility on support workers and
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educators in their capacity and role in developing relevant and appropriate practices.
Issues relating to liability, levels of social, ethical and legal responsibility and the provision of
a safe environment reflect the natural principles and guidelines which govern youth, child
and family support work; however, ICT usage adds a specific element to the working
landscape and many support workers express the same concerns as parents regarding their
own understanding, knowledge and level of skill regarding ICT


Support workers clearly identify the need for a sectoral approach to developing and
implementing guidelines, policies and methodologies for ICT usage; whilst local initiatives
are useful and welcomed, they need to know that they are operating within a well thought
out, informed and tested framework that is fluid enough to adapt to change in both
technological advances and cultural developments.

They also recognise that their

involvement in developing these frameworks is crucial, both in terms of professional input
and as a practical means of fully and meaningfully implementing resulting models of practice


There are significant challenges in incorporating increased ICT usage within youth work;
levels of funding can prohibit access to hardware, current workloads may not allow for
developmental time needed to prepare and use some ICT resources. However, both parents
and support workers identify that ICT could be a vital tool in the delivery of core work i.e. a
medium through which core work can be conducted and a valuable means of maximising
engagement. There are fears across a range of sectors that over reliance on internet
research damages memory retention, prohibits critical thinking and analysis and facilitates
͚ƐůŽƉƉǇ͛ƌĞƐĞĂƌĐŚĂŶĚŽƉŝŶŝŽŶƐʹ these fears are not confined to the effects of on-line use on
young people. A real challenge for the sector is to explore the balance between over
reliance on ICT and its potential to support and assist young people with critical thinking and
reasoning via using it wisely, safely and effectively to inform opinion and judgement



Levels of skill and knowledge amongst youth workers was raised as a possible barrier to
using ICT more often and more successfully. Youth workers identify their actual and
perceived lack of core ICT skills as requiring significant inputs if they are to embrace ICT
usage. /ĚĞŶƚŝĨŝĐĂƚŝŽŶŽĨǁŚĂƚ/dƐŬŝůůƐĂƌĞŶĞĞĚĞĚĂƐĂ͚ŵŝŶŝŵƵŵƐƚĂŶĚĂƌĚ͛ǁĂƐǀŝĞǁĞĚĂƐ
necessary as a means of then developing core and specialised training, together with
developing a broader appreciation of what resources were available and how these can be
validated and proofed within ethical and functional contexts



Access to the breadth of resources available and literature, research, models of best
practice, relevant information regarding policy, legislation et al. It was clearly identified that
knowledge of what national, international and sectoral research, guidelines, legislation and
models of best practice differed between youth workers and within the local sector per
se. Support workers identified that is was important that the sector needs to actively seek
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ƚŚŝƐŝŶĨŽƌŵĂƚŝŽŶ͕ĚŝƐƐĞŵŝŶĂƚĞŝƚ;ĂŶĚŝŶƐŽŵĞĐĂƐĞƐƚƌĂŶƐůĂƚĞŝƚ͊Ϳ͕ƌĞĐŽŐŶŝƐĞƚŚĂƚŝƚ͛Ɛ available
and use it proactively


Young people are interested in ICT as a concept and in its practical manifestations. They
enjoy discussing its benefits and challenges, they recognise and can clearly identify the
advantages and disadvantages of ICT and, particularly social media and can clearly articulate
opinions on cyber safety, issues relating to cyber bullying and addiction to social media and
gaming platforms. They make connections between virtual friendships and the potentially
exclusionary nature of not being included within a digital group and they are able to reflect
on the influences of information disseminated through social media on their opinions, likes
and dislikes and sense of identity. They are also able to clearly describe how these elements
may impact on their physical and mental health and talk knowledgably about the ways in
which they use social media to connect and interact with each other, including the
ƉŽƚĞŶƚŝĂůůǇ ŶĞŐĂƚŝǀĞ ŝŵƉĂĐƚƐ ŽĨ ͚ŶĞĞĚŝŶŐ ƚŽ ďĞ ĐŽŶƐƚĂŶƚůǇ ĐŽŶŶĞĐƚĞĚ͛͘  dŚĞ ĚĞƉƚŚ of their
understanding is, naturally, influenced by their age, with those over 13 demonstrating a
more mature insight in to the actual implications of these issues; several respondents
articulated the difference between knowing something and actually doing something e.g.
ƌĞĐŽŐŶŝƐŝŶŐĂƉŽƐƐŝďůǇ͚ĂĚĚŝĐƚŝǀĞ͛ƌĞůĂƚŝŽŶƐŚŝƉǁŝƚŚƚŚĞŝƌƉŚŽŶĞĂŶĚƐƚŝůů͚ŶĞĞĚŝŶŐ͛ƚŽƚĂŬĞŝƚƚŽ
bed and/or check it in the classroom. Crucially within the context of this research, they
identify that they would rather discuss cyber safety issues than be lectured on them; they
ĂƌĞ ͚ƐŝĐŬͬďŽƌĞĚ͛ ŽĨ ƉƌĞƐĞŶƚĂƚŝŽŶƐ ĂŶĚ ŝŶĨŽƌŵĂƚŝŽŶ ďĞŝŶŐ ƉƌŽǀŝĚĞĚ ĂŶĚ ŝŶĚŝĐĂƚĞ ƚŚĂƚ ĐĂƐĞ
studies and discussions engage their interest and promote the possibility of real and
meaningful practical applications of learning ʹ ƚŚŝƐ ŝƐ ĂůƐŽ ďŽƌŶĞ ŽƵƚ ďǇ ǇŽƵƚŚ ǁŽƌŬĞƌƐ͛
perceptions of how young people engage with such topics3



zŽƵŶŐ ƉĞŽƉůĞ͛Ɛ awareness of practical privacy and safety mechanisms varies with all
respondents demonstrating a general understanding of the need for these mechanisms and
a basic knowledge of some safety and privacy settings and techniques. However, there is
evidence of a relatively high level of trust that safety and privacy are somehow built in to
their devices and within different apps and there is a clear misunderstanding of the depth of
privacy and safety settings required to be fully protected. This is reflected also in their use
of websites; whilst they articulate an understanding of verifying information they receive or
look for, they are less clear on how to actually validate a resource or web site. Awareness,
or the lack thereof, of safety, privacy and reputability of information is not confined to
young people and was demonstrated across all respondents and age groups

3

The scope of the research did not include those working within formal education settings and their omission
with respect to this aspect is not necessarily reflective of their opinions or practice in this regard
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Young people were well able and interested in discussing the benefits of ICT, expressing a
strong desire to learn more about how to use ICT in all its forms (and especially coding) as
well as identifying its place within a learning context.

They respond to digital and

technological formats; they are comfortable with the mechanics of navigating web sites and
software programmes and actively and increasingly operate within digital frameworks e.g.
recording and storing visual images, using the web for research, sourcing images and
graphics for project work et al. Memes and Gifs are commonplace and young people
identified their enjoyment of developing visual and mixed media art forms. Learning
formats that include colour, sound, people, narrative and movement are seen as more
engaging than large amounts of text. It is important to note that this research is not offering
an opinion on the different ways of sourcing and/or presenting information (visual and text)
ʹ however, in terms of the brief which explores how ICT can be used within educational and
development settings, these responses provide an insight in to how their use would be
received by young people
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RECOMMENDATIONS ʹ Factors for consideration
The following points reflect a range of potential areas of focus for youth work providers and,
specifically the Community Based Adolescent sub group and CYPSC. They are not prescriptive and
are intended to facilitate further discussion among decision makers within the local sector.


For ICT to be incorporated effectively within educational and developmental settings it is
crucial that support workers first possess appropriate levels of core ICT skills and are
competent in same. Specialist ICT knowledge, awareness and skills for support workers can
then be further developed which includes competency in the verification of websites and
resources



The development of an ICT Training strategy could be explored which includes provision of
basis ICT skills training where required. Further skills training will be guided by support
ǁŽƌŬĞƌƐ͛ŽǁŶŝĚĞŶƚŝĨŝĐĂƚŝŽŶŽĨƉƌŽŐƌĂŵŵĞƐĂŶĚĂƉƉƐƚŚĞǇǁŝƐŚƚŽƵƐĞ



Opportunities for the sector to discuss and share knowledge and best practice are
identified as crucial to any successful implementation of ICT as an educational and
developmental tool. Explore establishment of peer support networks and/or seminars and
workshops (immediate thematic discussion topics could include the nature of parental and
ǇŽƵŶŐ ƉĞŽƉůĞ͛Ɛ ĐŽŶƐĞŶƚ ĂŶĚ ĚĞĨŝŶŝŶŐ what ICT use is appropriate for varying ages ʹ these
two topics were specifically identified within the research). The use of blogs and discussion
forums for sharing of knowledge and posting queries provides an opportunity for the sector
itself to become comfortable with the use of ICT within this context



Commitment to resource directory ʹ important that the directory remains relevant and of
practical use. It is important that the e-directory acts as an ongoing and meaningful
resource for updating knowledge and awareness of research and best practice as well as a
resource platform. Maintenance guidelines are provided and are cognisant of the need to
be user friendly. The resource directory is merely the medium by which these resources are
made available and should not become a piece of work in itself



The local youth sector needs to become conversant with legislation and models of best
practice ʹ there is a wealth of research, models of national and international best practice
available which should and could inform policy and practice. In most cases there is no need
to re-invent the wheel and Ireland is a proactive partner and driver of ICT policy and use
within the youth and education sectors et al



Carry out health check on current ICT policies to assess their purpose and remit i.e. are they
fit for purpose regarding a) internal policies and b) policies regarding use of ICT within core
delivery? Are they practical? Are they widely understood and implemented? Develop,
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where possible, standardised policies informed by literature and research referenced in the
report


The role and scope of support workers in supporting and informing parents regarding ICT
use et al needs to be further explored and agreed. Within this context the development of
specific support workshops, practical resources and awareness raising techniques for
parents and delivered by youth providers may be considered. Resources are available to
assist with the dissemination of accurate and up to date information and tips and are
contained within the resource directory



Introduce ICT across local youth sector for on-line surveys et al to increase confidence and
ease of using ICT ʹ strategy developed to actively promote and increase use of ICT within
youth work sector a) as a medium for administrative functions and b) as a medium within
core delivery. Important to explore data protection and consent issues re integration of ICT



Roll out the Socrative questionnaire used within the research across all youth providers to
obtain snapshot of current understanding re privacy, internet security and cyber safety and
link to the Training Needs Analysis highlighted earlier in this sections



Explore possibility of rolling out a Socrative survey with parents as a means of gaining
statistical information re current use of ICT and levels of ICT skill in order to inform possible
training and support programmes and customised literature



Explore and develop intergenerational programmes ǁŚŝĐŚĨŽĐƵƐŽŶƚŚĞĐŚŝůĚ͚ƚĞĂĐŚŝŶŐ͛ƚŚĞ
parent about ICT use (particularly social media and entertainment platforms) and the parent
being able to discuss their worries as adults responsible for their care and protection within
that learning environment ʹ ĂƌƌŝǀĞĂƚŵƵƚƵĂůůǇĚĞǀĞůŽƉĞĚ͚ĐŽŶƚƌĂĐƚƐ͛



/ĚĞŶƚŝĨǇ ĞůĞŵĞŶƚƐ ŽĨ /d ǁŚŝĐŚ ͚Ĩŝƚ͛ core aspects of youth work as a means of informing
content of Youth workers͛ workshop ʹ our recommendations include apps which focus on
art and design, on-line surveys, verifying and validating websites et al



Assess potential of a pilot project for a Youth Sector ICT Advisory role as a resource for the
sector and a practical resource for parents, youth workers, family support and childcare
workers and schools ʹ many of the recommendations read as a job description and fit 1/3year work plan and this recommendation mirrors one of the key strategic areas of focus as
outlined in the Screenagers research



Establish expert body which includes youth and education sectors, parents and young
people to advise on the development of guidelines, initiatives and models of practice



Increased involvement of young people in designing and developing policies regarding ICT
use within youth work as well as programmes and themed projects



Actively promote annual Safer Internet Day and use as a forum for a series of coordinated
events across the area
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SUMMARY OF FINDINGS (BY FOCUS GROUP)
This section of the report outlines the key findings from the qualitative research and includes a
summary of the key points arising from each focus group.
It is important to note that a range of methodologies were used i.e. observational session with 3 ʹ 5
year olds, discussion based workshops with children, young people, youth workers and parents and
an on-line survey carried out across 11 -24 year olds.
For ease of use, the findings are represented here using the same format. Additional, more detailed
information is provided within the Appendices i.e. the specific findings from the on-line survey,
observational findings from the session with 3 ʹ 5 year olds and the documents generated from two
previous focus groups held in 2016 and prior to this project.
As previously stated, an overall summary of the research findings is provided within the Executive
Summary.

Key Observations from 3 ʹ 5 year olds:
Whilst a fascinating part of the research this focus group was purely observational conclusions that
can be drawn are particularly relevant in terms of the ease of which children of this age navigate and
use devices; basic parental controls naturally prohibit search searches and access to the wider
breath of information sites et al contained within the world wide web. Children therefore in this age
group are focussed on the hardware as a screen. Appendix A provides the researchers observations
in greater detail.

Key Findings from 7 to 11 year olds:


Medium of choice ʹ Snapchat and messenger



Large majority of the group had smartphones



All participants were able to identify a myriad of uses including gaming, communication
homework et al.



It was quickly apparent that they referenced ICT within an educational setting ʹ this was
further proved when asked about how they used ICT in school. These children͛s schools
obviously use ICT extensively and is reflected in their familiarity with educational platforms
such as coding. Children spoke about online dictionaries, maths support programmes,
calculators, assistance with sentence construction et al.

Josephine Kielthy and Emma Greene ʹ Community Practice

18



The concept of privacy was viewed by this age group as a means of keep things secret from
their parents and others.



When asked about ICT this age group primarily focuses on entertainment fun gaming
pictures. They discussed enthusiastically being able to look up information and pictures for
ƐĐŚŽŽůƉƌŽũĞĐƚƐ͕ĚŽǁŶůŽĂĚƐƚŽƌŝĞƐ͕ŐĞƚŵĂŬĞƵƉĂŶĚĨĂƐŚŝŽŶƚŝƉƐ;͙͞ǁĞĐĂŶďĞŐƌŽǁŶƵƉ͟Ϳ



However, the children were also fully aware of the potential dangers of social media usage;
terms such as stalker and cyberbully were use effortlessly and it was apparent that there
ǁĂƐ ƐŽŵĞ ƵŶĚĞƌƐƚĂŶĚŝŶŐ ŽĨ ǁŚĂƚ ƐƚĂůŬŝŶŐ ŵĞĂŶƐ͘ ͙͞ƐŽŵĞŽŶĞ ĨŽůůŽǁŝŶŐ ǇŽƵ͘͟ /ƚ ǁĂƐ ĂůƐŽ
apparent that how stalking might manifest was an unknown quantity. The children were
able to articulate cyberbullying within the context of bullying per se. They were less able to
articulate its manifestation as an online activity.



As with other age groups all children took their phones to bed and used them as alarm
clocks. However, they also articulated their phones as a source of entertainment even after
ďĞĚƚŝŵĞ͘ dŚĞƌĞ ǁŽƵůĚĂƉƉĞĂƌ ƚŽ ďĞ Ă ĨĞĂƌ ŽĨŵŝƐƐŝŶŐ ŽƵƚ ŽŶ ǁŚĂƚ͛Ɛ ŐŽŝŶŐ ŽŶďƵƚ ǁŝƚŚŝŶ Ă
broader context rather than what their friends were up to.

Key Findings from 13 to 14 year olds


Medium of choice ʹ Snapchat



Very articulate and honest as to why they use certain Apps e.g. Snapchat (so messages are not
stored and referenced to understanding of dangers of posting images and comments which will
be available forever). Facebook is seen as a medium of choice for older people etc. and used by
their parents. Some members identified that they use Twitter ʹ ͚/ĚŽŶ͛ƚƚǁĞĞƚƚŚĂƚŵƵĐŚďƵƚŝƚ͛Ɛ
ŝŶƚĞƌĞƐƚŝŶŐƚŽĨŽůůŽǁƐŽŵĞƉĞŽƉůĞŽŶdǁŝƚƚĞƌ͖͛ƚǁŝƚƚĞƌĂůƐŽƐĞĞŶĂƐƵƐĞĨƵůĨŽƌƉŽůůƐ



ICT terms flowed seamlessly ʹ group was comfortable both with the descriptive nature of ICT
ƚĞƌŵƐ ĂƐ ǁĞůů ĂƐ ĚĞŵŽŶƐƚƌĂƚŝŶŐ ĂŶĚ ƵŶĚĞƌƐƚĂŶĚŝŶŐ ƚŚĞ ƚƌĂŶƐŝƚŽƌǇ ŶĂƚƵƌĞ ŽĨ ͚ĐǇďĞƌ
ůĂŶŐƵĂŐĞͬƐůĂŶŐ͛



Spoke about inappropriate content (we did not ask the nature of such content) and were
articulate in identifying the damage of cyber bullying -



Use ICT in an educational context ʹ in school e.g. Typing.com, word processing and
presentations ʹ would like more use of ICT within school both as the means of conveying
information and training in coding, graphic design et al. ICT seen as useful for homework and
research, checking grammar, accessing google images for project work et al; playing games a
way of winding down once homework is finished



Unanimous agreement that young people should be over 12 before using social media and
ƌĞĐŽŐŶŝƐĞĚĂŶĚĂƉƉƌŽǀĞĚŽĨƉĂƌĞŶƚĂůĐŽŶƚƌŽůƐĨŽƌ͚ǇŽƵŶŐĞƌƉĞŽƉůĞ͛͊&ĞůƚƚŚĂƚƚŚĞǇǁĞƌĞĂďůĞƚŽ
protect themselves and that it was important to do so
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Raised interesting points about their feelings if and when they were hacked ʹ viewed as being
violated, invasion of personal space, breaking of trust; sense of anger and depressed



All participants took their phones to bed ʹ charging the device, alarms and need to have the
device with them

Key Findings from 14 to 16 year olds


Demonstrated both a willingness to talk about cyber bullying, dark web, password swapping,
ĨĂŬĞĂĐĐŽƵŶƚƐ͕͚^ĂƌĂŚĂŚ͛ƉƉ4 as well as in-depth understanding of same



Medium of choice ʹ Snapchat; also identified Viber, YouTube



Identified use of varied devices i.e. phone, laptop, gaming consoles (Nintendo, play station et al)
ʹ the phone is the primary device; portable, accessible, personal



Use ICT in an educational context ʹ in school ʹ as above but also included Scratch Programme
(Coding) and would like ICT to be taught in greater depth and used for dissemination of
information; they enjoy videos, presentation et al.



Interesting points raised regarding cyber safety ʹ clear and articulate expressions of ICT as a
platform for bullying and directly linked that to the anonymity of the cyber world and the
distance/invisibility of posting ʹ seen as cowardly but also discussed the fact that by not being
ĂďůĞƚŽƐĞĞƐŽŵĞŽŶĞ͛Ɛ͛ƌĞĂĐƚŝŽŶŝƚŝƐĞĂƐŝĞƌƚŽďĞĐŽŵĞůĞƐƐĂǁĂƌĞ;ĚĞƐĞŶƐŝƚŝƐĞĚͿƚŽƚŚĞŝŵƉĂĐƚŽĨ
comments et al. Recognition of longevity of posts and pictures (reference to temporary nature
ŽĨ ^ŶĂƉĐŚĂƚͿ͘  /ĚĞŶƚŝĨŝĞĚ ƚŚĂƚ ͚ŶŽƚ ĨƌŝĞŶĚŝŶŐ͛ ƐŽŵĞŽŶĞ ǁĂƐ ĞǆĐůƵƐŝŽŶĂƌǇ ĂŶĚ ǁĂƐ ĂŶ ĂƐƉĞĐƚ ŽĨ
bullying. Made clear connections between knowing these things and the immediacy of social
ŵĞĚŝĂĂƐĂĐŚĂŶŶĞůĨŽƌŽƵƌŽǁŶŝŵƉƵůƐŝǀĞŶĂƚƵƌĞƐ͖͚ǇŽƵĚŽŝƚĂŶĚǇŽƵĐĂŶ͛ƚƚĂŬĞŝƚďĂĐŬ͛



Did use their phone to call someone ʹ occasionally friends and more often parents ʹ but texting,
messaging, visual images the medium of choice for social interaction



Unanimous agreement that young people should be over 12 before using social media



All participants took their phones to bed ʹ charging the phone, using it as an alarm but also
ŝĚĞŶƚŝĨǇŝŶŐƚŚĞŶĞĞĚƚŽ͚ŚĂǀĞƚŚĞƉŚŽŶĞǁŝƚŚŵĞ͛



Identified that access to social media can be addictive

Key Findings from 6th years (Interview with two respondents):


EŽƚŽǀĞƌůǇƌĞůŝĂŶƚŽŶƐŽĐŝĂůŵĞĚŝĂ͕͚^ŶĂƉŚĂƚ͛ƐƚŝůůŵĞĚŝƵŵŽĨĐŚŽŝĐĞ͘

4

Honesty app which allows users post anonymous comments about each other.
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Identified that the extent of use of technology in school was connected to a ƚĞĂĐŚĞƌ͛Ɛ
interest/knowledge rather than a core part of a curriculum i.e. Edmodo is used by three
teachers, ICT lessons (depth, nature and range) are varied across schools and would appear to
cease or reduce during senior cycle ʹ recommendation that young people actually need to
increase their ability to use ICT as part of preparation for third level and that there is a
disconnect between how ICT is used in secondary and tertiary educational settings



Clear and insightful recommendations regarding how ICT can be used more effectively as a
teaching tool and for accessing school related information e.g. homework assignments, group
chat as a study group forum which includes the teacher, recommendations regarding further
links for study and research ʹ also identified that these would translate to youth work topics



Unanimous agreement that young people should be over 12 before using social media ʹ clear
understanding of the challenges regarding cyber bullying, access to inappropriate content,
dissemination of inaccurate information, peer pressure et al



All participants took their phones to bed

Key Findings from 18 to 25 year olds:


ICT is fundamentally used for Social Media ʹ mediums of choice include Facebook. Snapchat and
Instagram. Twitter primarily used for following celebrities and various news feeds ʹ condensed
information, funny. Trivia and a gauge for public opinion



Applications used include Skype, Viber, WhatsApp, Netflix, Showbox, Shazam (both
entertainment apps), Tumblr (social media), Mobdro (streaming films, videos et al). Criteria for
use focussed on accessibility and ease of use, free or low cost. Devices used/owned include XBox, PlayStation and Pc primarily for gaming



This group identified that ICT as a tool for downloading information, games, films, and videos
was a huge part of their daily ICT use



If in education (girl in college), benefits from using ICT in an educational context identified as
mainly for research and access to tutor and peer information e.g. lecture notes. ICT in the
workplace was viewed primarily as a medium for job-seeking and then generically for compiling
reports, stock control, emails etc. or specifically relating to a particular ICT based work sector



All participants actively participated in both a Survey Monkey and Socrative questionnaire and
displayed relative ease with the practical navigation of on-line survey methods



Had an acute awareness of privacy settings and an in-depth knowledge of the Apps they were
using ʹ however, only one participant correctly identified how to ensure they were accessing
secure and reputable web sites. General agreement that there are gaps in their knowledge and,
crucially, identified gaps in the information people are given regarding safety and privacy
controls i.e. language used, site layout et al
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Awareness of dangers of overuse and potential for addiction ʹ discussed the increasing need to
ĨĞĞůĐŽŶŶĞĐƚĞĚǁŝƚŚƉĞŽƉůĞĂŶĚƚŚĞĨĞĂƌƚŚĂƚ͚ǇŽƵ͛ƌĞŵŝƐƐŝŶŐŽƵƚŽŶƐŽŵĞƚŚŝŶŐ͛ŝĨǇŽƵƌƉŚŽŶĞŝƐ
off or in danger of losing power



Unanimous agreement that young people should be over 12 before using social media ʹ several
ƌĞƐƉŽŶĚĞŶƚƐƐƚĂƚĞĚƚŚĂƚƚŚĞǇǁĞƌĞŐůĂĚƚŚĂƚƚŚĞǇĚŝĚŶ͛ƚŚĂǀĞƵŶůŝŵŝƚĞĚĂĐĐĞƐƐǁŚĞŶƚŚĞǇǁĞƌĞ
younger



This group also identified the potential for scams, identity theft and recognised the dangers of
being lead unwittingly to the Dark Web and inappropriate sites et al



All participants took their phones to bed

Key Findings from Parents:


/dŝƐĂŶŝŶƚĞŐƌĂůĂŶĚ͚ŝŶĞǀŝƚĂďůĞ͛ƉĂƌƚŽĨƚŚĞŝƌĐŚŝůĚƌĞŶ͛ƐůŝǀĞƐ ʹ parents identify that there are
hugely positive and beneficial aspects to ICT (especially for education and maintaining contact
with family members) but feel at a disadvantage in terms of their own levels of skill, knowledge
and understanding of the range and scope of ICT with which their children engage



Parents acknowledge that their primary concerns are for the health, safety and protection of
their children. These issues are not confined to ICT ʹ however, social media platforms and the
access to information from potential dubious sources are seen as increasing the possible arenas
and incidences where children may be in danger or influenced in negative ways. Health is
potentially affected with regard to actual time spent gaming or on social media platforms as
ŽƉƉŽƐĞĚƚŽ͚ŐĞƚƚŝŶŐĞŶŽƵŐŚƐůĞĞƉ͛ŽƌƉĂƌƚŝĐŝƉĂƚŝŶŐŝŶƉŚǇƐŝĐĂůĞǆĞƌĐŝƐĞ͘



Some parents referenced the potential for emotional distance when parents and children are all
͚ŝƐŽůĂƚĞĚ͛ ǁŝƚŚŝŶ ƚŚĞŝƌ ŽǁŶ ŽŶ-line activities and how this can negatively affect relationships
within the home.



Parents feel that their abilities to fulfil their parental responsibilities are severely affected by
their lack of knowledge of the availability of parental controls within apps and platforms and a
lack of skill in implementing same. Parents also feel quite literally out of control in setting and
enforcing boundaries about internet use with regard to age appropriate content, length of time
engaged with social media and gaming, content et al. How to negotiate with their children
regarding screen time and ICT use?



Parents use social media themselves and recognise the recreational, useful and social attractions
of same. However, they feel out of control regarding safe internet use, protection against cyber
bullying and prevention of cyber grooming for their children



Guidelines and information literature need to be produced using accessible language and
include practical, step-by-step instructions. Many guidelines assume knowledge on the part of
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the reader which a) renders the instructions useless and b) adds to the sense of helplessness
expressed by parents

Key Findings from Youth Workers:


Difficult to engage young people in direct conversations regarding cyber safety ʹ ͚ǁĞŐĞƚĞŶŽƵŐŚ
ŽĨƚŚĂƚŝŶƐĐŚŽŽů͛



Young people who participated in a project requiring them to not use their phones for a week
reported sleeping better, feeling better, engaging more in school and social settings et al.
However, this did not translate in to reduced use of phones following the project. Youth
workers identified increased mental health issues related to over use of social media i.e.
pressure, self-esteem, exclusion and resulting stress and isolation et al



Difficulties for youth workers themselves in understanding/using safety tools within own ICT
context



Recognition that adults and young people were over reliant on social media ʹ need to be
ĐŽŶƐƚĂŶƚůǇĐŽŶŶĞĐƚĞĚ͕ƉĂŶŝĐŝĨƉŚŽŶĞŝƐŶ͛ƚĐŚĂƌŐĞĚĞƚĂů͘zŽƵƚŚǁŽƌŬĞƌƐĂůƐŽĞǆƉůŽƌĞĚƚŚĞŝƌŽǁŶ
reliance on social media



Young people happy to put away phones during group work ʹ understanding of ground rules



Access to internet ʹ interested in possibility of installing blocks to certain sites within the
building͕ŚŽǁĞǀĞƌŝƚŝƐŶŽƚƉŽƐƐŝďůĞƚŽďůŽĐŬǇŽƵŶŐƉĞŽƉůĞ͛ƐŽǁŶŝŶƚĞƌŶĞƚĂĐĐĞƐƐǀŝĂƚŚĞŝƌƉŚŽŶĞƐ͖
this is reliant on parental controls or youŶŐƉĞƌƐŽŶ͛ƐŽǁŶƉƌŝǀĂĐǇͬƐĂĨĞƚǇƐĞƚƚŝŶŐƐ



Recognition of positive uses of ICT within youth work ʹ raised question of level of own ICT skills
required to maximise same, levels of training required and access to reputable and validated
sites, software et al



All organisations have IT policies ʹ these are not standardised across local youth sector and do
not always address certain aspects of the work ʹ practical relevance of same is not always clear
ĂŶĚ ŶŽƌ ŝƐ ƚŚĞ ĂƉƉůŝĐĂƚŝŽŶ ŽĨ ƚŚĞƐĞ ƉŽůŝĐŝĞƐ ŝŶ ͚ƌĞĂů ƚŝŵĞ͛͘  Ěditional training regarding the
implementation of policies would be useful using a practical case study and issue based
approach e.g. implications of data protection, exploration of nature of consent (parental and
ǇŽƵŶŐƉĞŽƉůĞƐ͛ƵŶĚĞƌƐƚĂŶĚŝŶŐŽĨƐĂŵĞͿ͘ZĞŐƵůĂƌ͚ƉƌŽŽĨŝŶŐ͛ŽĨƉŽůŝĐŝĞƐŝƐĂůƐŽƌĞƋƵŝƌĞĚƚŽĞŶƐƵƌĞ
ƚŚĞǇĂƌĞƵƉĚĂƚĞĚ͕ĐŽŵƉůŝĂŶƚǁŝƚŚůĞŐŝƐůĂƚŝǀĞĨƌĂŵĞǁŽƌŬƐĂŶĚďĞƐƚƉƌĂĐƚŝĐĞĂŶĚĐŽŶƐƚĂŶƚůǇ͚ĨŝƚĨŽƌ
ƉƵƌƉŽƐĞ͛ʹ ĂŶĂŶŶƵĂů͚/d,ĞĂůƚŚŚĞĐŬ͛



ICT needs to become an integral aspect of the work (a medium for how core work is carried out
as well as a topic/theme requiring interventions and inputs; it therefore also needs specific time
and focus i.e. regular refresher training, opportunities for discussions and sharing best practice
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and learning, ensuring thematic understanding and practical ways to keep up to date with ICT et
al

Key Findings from Socrative Analysis
For full details of the results of the Socrative Survey refer to Appendix B. An analysis of these findings
is produced using the same format as the focus groups. The survey took place from the 10 th January
to the 2nd February 2018 and was completed in 38 young people aged 10 to 24.


All respondents all scored highly regarding an awareness and broad understanding of privacy
and security setting on social media platforms. Analysis of their demonstrated methods of
using same shows a disparity between understand and practical application there off. Very
few respondents proved to be confident and au fait with the steps and processes required to
ensure privacy.



tŝƚŚ ƌĞĨĞƌĞŶĐĞ ƚŽ ƉĞŽƉůĞ͛Ɛ ƌŝŐŚƚƐ ĂŶĚ ƌĞƐƉŽŶƐŝďŝůŝƚŝĞƐ ŽŶůŝŶĞ ƚŚĞƌĞ ǁŽƵůĚ ĂƉƉĞĂƌ ƚŽ ďĞ
another incidence of disparity between young ƉĞŽƉůĞ͛Ɛ interpretation and their actually
meaning. Young people view rights within a very individualise context i.e. the right to
express their own opinion rather than within the context of legal rights e.g. data protection



Responsibilities would appear to be confined to behaviour, i.e. not being a cyberbully or
expressing racist views ʹ a possible contradiction in terms of the right to expression of one͛s
own opinion and responsibility not to express racist opinions. Again responsibilities are
viewed within a highly individualised context.
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SECTION C ʹ RESOURCE DIRECTORY
A comprehensive resource database will accompany this report. The purpose of the database is to
provide support workers with an extensive bank of resources that can be utilised to expand and
integrate ICT. The database will be categorised and will identify the relevance of each link, i.e. site
offers information on cyber bullying, site is relevant for learning how to set up a blog, or site is
relevant for setting parental controls on devices.
The database will be in two formats firstly a hard copy see Appendix C and secondly as an edirectory using an Excel spreadsheet format. The hard copy should serve as an initial and relatively
long lasting source of information for support workers. The e-directory however provides for the
inclusion of additional resources as they emerge. Naturally this will require a certain level of
maintenance, however this will not be cumbersome nor complicated and should not require
extensive time or labour inputs.
The speed in which technology changes can be hard to keep up with and as such it is imperative that
the resource database is kept up to date. The following steps recommend how that should happen:
x

Use the database ʹ if it is being used, sites that are no longer relevant or the page has been
removed will become evident ʹ error 404-page not found, simple means the page on that
website has been removed.

x

If a link no longer works, then it should be removed from the database.

x

As new sites are discovered they should be added to the database.

x

Appoint an administrator of the database and identify a procedure for additions and
deletions.

x

The administrator only should have editing privileges, and requests should be sent to add or
delete a resource.

x

All users of the database should know the procedure.

x

Effective maintenance of the database will ensure the continuation of an effective resource
pack.
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SECTION D ʹ ORGANISATIONAL CHECKLIST
This section of the report comprises the main and most relevant findings from the desk research
aspect of this project. In an attempt to provide youth workers and organisations with a
comprehensive set of guidelines this section focusses on legislation, best practice, relevant research
literature and guidelines produced within a national and, where relevant international context. It is
important to note that many of the questions raised within this research project are addressed
and/or referenced within the current literature. However, the existence of this wealth of
information and the knowledge of its existence are two very different things. It is hoped therefore
that the content of this organisational checklist genuinely assists organisations by directing and
guiding them to relevant models of best practice which will inform the local and practical working
policies and practices.

KEY AREAS OF LEGISLATION, RESEARCH AND STRATEGY IN IRELAND REFERENCING THE
USE OF ICT
Published by the Department of Education and Skills, Digital Strategy for Schools 2015-2020;
Enhancing Teaching Learning and Assessment is the first step in a programme which will further
embed technology and digital learning tools in primary and post-ƉƌŝŵĂƌǇƐĐŚŽŽůƐ͘dŚĞĚĞƉĂƌƚŵĞŶƚ͛Ɛ
vision of Information and Communication Technology integration ʹ from this point known as ICT
integration is to:
͞ZĞĂůŝƐĞƚŚĞƉŽƚĞŶƚŝĂůŽĨĚŝŐŝƚĂůƚĞĐŚŶŽůŽŐŝĞƐƚŽĞŶŚĂŶĐĞƚĞĂĐŚŝŶŐ͕ůĞĂƌŶŝŶŐĂŶĚĂƐƐĞƐƐŵĞŶƚƐŽƚŚĂƚ
/ƌĞůĂŶĚ͛Ɛ ǇŽƵŶŐ ƉĞŽƉůĞ ďĞĐŽŵĞ ĞŶŐĂŐĞĚ ƚŚŝŶŬĞƌƐ͕ ĂĐƚŝǀĞ ůĞĂƌŶĞƌƐ͕ ŬŶŽǁůĞĚŐĞ ĐŽŶƐƚƌƵĐƚŽƌƐ ĂŶĚ
global citizens to particŝƉĂƚĞĨƵůůǇŝŶƐŽĐŝĞƚǇĂŶĚƚŚĞĞĐŽŶŽŵǇ͟5
Where this strategy does not refer specifically to the use of ICT in Youth Work, it cannot be ignored
and can serve as a valuable reference point which looks to the promotion of a positive approach to
the use of ICT as an educational tool.
The development of this strategy adopted an evidence based approach, which drew from previous
reports, a public consultative phase and international research on the integration of ICT. The
strategy reflects the voice of young people.

5

Executive Summary ʹ Digital Strategy for Schools ʹ 2015 to 2020
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The international research which informs this strategy includes the UNESCO ICT Competency
Framework for Teachers 6 and the NMC Horizon Report ʹ Europe 20157. Both reports examine best
practices in the integration of ICT as an educational tool.
In addition, The National Digital Strategy (NDS)8 published by the Department of Communications,
Energy and Natural Resources in 2013 further promotes the integration of ICT, however the remit
embraces all citizens and not only those in formal education. A positive and tangible outcome of the
NDS is the Digital Skills for Citizens9 grant scheme (a funding stream) where free ICT training courses
are available to citizens which include developing skills in such topics as Internet Safety, How to use
Social Media, and How to use apps, to mention but a few.
A key legislative consideration relevant to any organisation or company is the Law on Data
Protection. In Ireland data is protected under the Data Protection Act 1988, the act was amended in
2003 by the Data Protection Amendment Act 2003 ʹ web version. The amendment brought Irish law
in to line with EU Data Protection Directive 95/46/EC. Key guidelines for responsibilities as the data
controller and rights for the data subject can be accessed through the online website10

KEY REFERENCE POINTS FROM LEGISLATION AND STRATEGIES FOR YOUTH WORKERS
The Digital Strategy for Schools ʹ 2015 to 2020 identifies the Professional Development Service in
Education ʹ Technology in Education (PDST-TiE) which operates under the aegis of the Department
of Education and Skills as one of the leading enablers to drive the strategy forward by supporting
schools towards integrating ICT. Furthermore, the PDST-TiE provides advice and support to the
Department on the implementation and impact of the strategy.
Clear proofing mechanisms for youth workers can by identified in the key objectives and actions
listed by the PDST-TiE and can be utilised to inform youth workers of emerging trends, offer support
and advice, and identify methods to integrate ICT as an educational tool. PDST -TiE has been
instrumental in developing educational portals and websites, often in conjunction with other
partners. Some of the most prevalent objectives/actions as well as portals and websites are listed
below:

6

Published in 2011 ʹ Link - http://unesdoc.unesco.org/images/0021/002134/213475e.pdf
New Media Consortium which investigate emerging trends in ICT ʹ Link - http://cdn.nmc.org/media/2015nmc-horizon-report-k12-EN.pdf
8
National Digital Strategy - https://www.dccae.gov.ie/en-ie/communications/topics/DigitalStrategy/Pages/default.aspx
9
Digital Skills for Citizens ʹ Information leaflet https://www.dccae.gov.ie/documents/DCCAE%20Getting%20Citizens%20Online%20Programme.PDF
10
Data Protection website - https://www.dataprotection.ie/docs/EN/A-Guide-for-Data-Controllers/m/696.htm
7
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Action: access to open education resources e.g. Scoilnet11 ʹ ǁŚŝĐŚ ŝƐ /ƌĞůĂŶĚ͛Ɛ ŽĨĨŝĐŝĂů
education portal. Scoilnet is an easily accessible resource in which the user can search for
educational resources by level and subject. The levels are categorised by school years and
the subject lists available resources per year groupings.



Action: provide parents/guardians, students and teachers with information, advice and tools
to promote safer, more responsible and more effective use of the internet. Webwise is the
Irish Internet Safety Awareness Centre, which is part of PDST-TiE. One of the core workings
of Webwise is to:
͞WƌŽŵŽƚĞ ƚŚĞ ĂƵƚŽŶŽŵŽƵƐ͕ ĞĨĨĞĐƚŝǀĞ͕ ĂŶĚ ƐĂĨĞƌ ƵƐĞ ŽĨ ƚŚĞ ŝŶƚĞƌŶĞƚ ďǇ ǇŽƵŶŐ
people through a sustained information and awareness strategy targeting
parents, teachers, and children themselves with consistent and relevant
ŵĞƐƐĂŐĞƐ͟12



Resource: The PDST-TiE site13 is an invaluable recognised resource. The site is user-friendly
offering information under headings such as Good Practice and Web Resources. The content
within varies from website links, to videos to projects.

CURRENT RESEARCH RELEVANT TO YOUTH WORKERS IN IRELAND
Two key pieces of research have been identified that will inform youth workers engaging or wishing
to engage with ICT. Both research pieces are within an Irish context and are comparative on an
international scale. The first piece is an international research project - SCREENAGERS ʹ Using ICT,
Digital and Social Media in Youth Work, first published in 2016 by the National Youth Council of
Ireland. The second piece Webwise Parenting Survey ʹ 2017 which was a collaboration between
Webwise - the Irish Internet Safety Awareness Centre, and the National Parents Council Primary
(NPC).

11

Scoilnet - https://www.scoilnet.ie/
Core work ʹ webwise.ie ʹ Link: https://www.webwise.ie/welcome-to-webwise/us/
13
PDST-TiE link: http://www.pdsttechnologyineducation.ie/en/
12

Josephine Kielthy and Emma Greene ʹ Community Practice

28

Screenagers ʹ Using ICT, Digital and Social Media in Youth Work
Mary Cunningham, Director, National Youth Council of Ireland recognises this research as
͙͞a valuable contribution towards gaining the necessary policy commitment and the realisation of
strategic financial investment in the use of ICT, digital and social ŵĞĚŝĂŝŶǇŽƵƚŚǁŽƌŬ͟14
This Erasmus+15 funded study is a collaboration piece combining research studies in Ireland,
Denmark, Finland, Austria and Northern Ireland. The purpose of which was to
͙͞explore the extent, value and development of the use of ICT, social and digital media as a tool in
youth work, and to provide an evidence-base for recommendations to promote the development of
/dŝŶǇŽƵƚŚǁŽƌŬĂƚŽƌŐĂŶŝƐĂƚŝŽŶĂů͕ŶĂƚŝŽŶĂůĂŶĚƵƌŽƉĞĂŶůĞǀĞůƐ͘͟;ŝďŝĚͿ
The report has been published in both full PDF and infographic16 formats. It is recommended that
the infographic format is printed and distributed to all youth workers as it synopsizes the findings
and is a quick and easy way to ensure all youth workers are privy to relevant and current research in
their field of practice.
The summary of the research findings document key recommendations from each of the
participating organisations. The recommendations from the Irish research are listed here; however,
it is worth noting that there are similarities in recommendations across all organisations in all
participating countries. The recommendations from Ireland are:
1. Develop a National Digital Plan for the Youth sector
2. Design and delivery of bespoke or specialist training on the use of ICT, social and digital
media for youth workers
3. Create networking and information opportunities for youth workers to include annual and
regional events.
4. Establish an ICT Support Unit for the Youth Work sector

14
15

Screenagers Full report: http://www.youth.ie/sites/youth.ie/files/International%20report%20final.pdf
EU programme for Education, Training, Youth and Sport

16

Screenagers Infographic:
http://www.youth.ie/sites/youth.ie/files/Infographic_ScreenagersResearch_accessible.pdf
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WEBWISE Parenting Survey:
The Webwise Parenting Survey formed part of the Safer Internet Day in 2017. The results of which
are available in full pdf and infographic formats17. It is recommended that the Parenting Survey
Infographic is downloaded and distributed to all youth workers as it offers an insight to the concerns
of parents and the use of ICT. Key recommendations from this research are:
x

Parents need more information and advice targeted to the age and needs of their children in
ŽƌĚĞƌƚŽŚĞůƉƚŚĞŵŝŶƐƵƉƉŽƌƚŝŶŐƚŚĞŝƌĐŚŝůĚƌĞŶ͛ƐŽŶůŝŶĞƵƐĞ

x

There is a need for a national one-stop-shop where parents and professionals working with
children can go to get advice that is appropriate to the needs of their children.

x

Advice for parents is mainly focused on risk and harm encouraging them to adopt policing
and monitoring roles.

x

There is very little advice presenting the benefits offered by the internet. More support is
needed for parents if they are to help their children use technology for learning, building
relationships and having fun.

x

Parents need resources to help them to use their digital expertise to positively engage with
their children.

x

There is an ongoing need for a robust and up-to-date evidence base that measures
ĐŚŝůĚƌĞŶ͛ƐŽŶůŝŶĞďĞŚĂǀŝŽƵƌĂŶĚƚŚĞƌĞůĂƚĞĚƌŝƐŬƐ͘

17

Access to Full PDF and Infographic on Parenting Survey 2017 (scroll to end of page after clicking link)
https://www.webwise.ie/news/webwise-2017-parenting-survey/
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KEY TERMINOLOGY AND PLATFORMS FOR USE IN YOUTH WORK
The purpose of this section of the report is to provide practical steps and information that will aid
youth workers in their ICT development and understanding of how ICT can be integrated into Youth
Work. A key theme emerging from the research mentioned above and from the focus groups is the
varying degrees of ICT proficiency and lack of ICT training for youth workers, and as such acts as a
barrier in relation to using technology.
At a more local level the CYPSC sub-group: Waterford Community Based Adolescent Sub-Group
redefined one ŽĨƚŚĞŝƌĂĐƚŝŽŶƐĨƌŽŵ͞ZĞĚƵĐŝŶŐƌŝƐŬƐĂƐƐŽĐŝĂƚĞĚǁŝƚŚǇŽƵŶŐƉĞŽƉůĞ͛ƐŽŶůŝŶĞĂĐƚŝǀŝƚǇ͟
ƚŽ͞ŐŝǀŝŶŐǇŽƵŶŐƉĞŽƉůĞƚŚĞĐŽŶĨŝĚĞŶĐĞĂŶĚƐŬŝůůƐƚŽŝŶƚĞƌĂĐƚǁŝƚŚƚĞĐŚŶŽůŽŐǇŝŶĂƐĂĨĞ͕ĞĚƵĐĂƚŝŽŶĂů
ĂŶĚƐŽĐŝĂůůǇĂŐĞĂƉƉƌŽƉƌŝĂƚĞǁĂǇ͟18. This action can only be met if youth workers have the necessary
training to develop/improve ICT skills and thus build confidence in using ICT in Youth Work.

Digital Media
Digital Media can be considered an umbrella term which includes all forms of digital content such as
photos, electronic billboards, emails, SMS (text messages)

Social Media
Social Media falls under the umbrella of Digital Media but specifically relates to websites and
applications that allows the user to create and share content or to participate in social networking.
The internet and social media provide young people with a range of benefits, and opportunities to
empower themselves in a variety of ways. However, social media can also be a massive threat in the
form of cyber-bullying and cyber-grooming.

Cyberbullying
Cyberbullying is the use of electronic communication to bully someone. The effects are detrimental
to the recipient. There is an abundance of research, tips and methods of dealing with cyberbullying;
but, as with all forms of intimidation, the inherent problem persists.

18

Young People Using Interactive Technology (IT) and Information Communications Technology (ICT) Report
on Expert Focus Group Discussions. A. Dowling & M. Fitzgerald June 2016
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Cyber grooming
͞dŚĞƉƵƌƉŽƐĞŽĨŐƌŽŽŵŝŶŐŝƐƚŽŵĂŬĞĂǀŝĐƚŝŵ͘'ƌŽŽŵŝŶŐŝƐĚŽŶĞƚŽĐŚŽŽƐĞĂ
victim, to see if the person may cooperate with sexual abuse because of the
imbalance of power and coercion. Grooming is done to make a potential victim
feel comfortable enough to be close to an offender, to be alone with an offender,
and after the ABUSE, to keep the behaviour a secret.͟19
dŚĞĨŽůůŽǁŝŶŐůŝƐƚĚĞƚĂŝůƐƚŚĞŬĞǇĨŝŶĚŝŶŐƐĨƌŽŵƚŚĞǇďĞƌ^ĂĨĞ/ƌĞůĂŶĚ͛ƐŶŶƵĂůZĞƉŽƌƚϮϬϭϳ20


In the 2016/17 academic year, CyberSafeIreland has spoken directly to 4,893 children aged
between 8 and 13 and 885 parents across Leinster -this is more than double the number of
children reached in 2015/16 and almost 4 times the number of parents.



Despite age restrictions of 13 and older on many social media services, the vast majority of
children under 13 that we have met already had a significant online presence.



Snapchat and Instagram remained the most popular instant messaging and social media
apps along with Musical.ly, YouTube, Viber and WhatsApp amongst the 628 children
surveyed



16% of the children surveyed spent in excess of 4 hours online a day.



22% of the children surveyed were in online contact with strangers. Most of these (14%)
reported that they were in contact at least once a week and 6% of this number every day.



Nearly a third (32%) of children have either never spoken to their parents/guardians about
online safety or have not done so in the last year.



In almost two -thirds (64%) of our workshops with 8 - 10 year olds, at least one child was
playing adult rated games.



Almost 70% of teachers surveyed reported that they do not feel sufficiently resourced to
effectively deliver educational messages on Internet safety; this is up from 64% in 2015/16.



12% of all children reached had shown themselves in YouTube videos

Platform

Description

Security Settings/Set-Up

Facebook

Social

Numerous privacy settings can be adjusted in your Facebook account.

(Personal)

networking

Most importantly is to recognise how ǇŽƵ ͞ŐĞƚ ŝŶ͟ ƚŽ adjust those

site that

settings to suit your specific requirement.

allows
registered

Step 1: Once you have logged into your Facebook Account locate to

19

www.enisa.europa.eu/publications/Cyber-Bullying and Online Grooming
CyberSafeIreland Annual Report 2017:
http://cybersafeireland.org/wp-content/uploads/2017/09/CyberSafeIreland-Annual-Report-2017.pdf

20
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Platform

Description

Security Settings/Set-Up

users to

dropdown arrow on the blue bar across the top and choose settings

create
profiles,
upload video
and pictures.
Also, keep in
touch with
friends and
families.

Step 2: Once you have clicked on settings the following pages will
allow you to adjust your settings to suit your specific requirements:

The image above identifies the key areas of Privacy, Timeline and
Tagging, and Blocking. You can click on each one to display the
options within each category.
The link21 below offers clear guidelines on how to adjust settings
under to following criteria:

21



Selecting an audience for the stuff you share



Manage setting for how you connect (privacy)



Review stuff others tag you in

Facebook Security Settings ʹ Guidelines: https://en-gb.facebook.com/help/325807937506242/
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Platform

Description

Security Settings/Set-Up

Facebook

Can also be

Organisations can set ƵƉĂ͞ƉĂŐĞ͟ǁŝƚŚŝŶĂƉĞƌƐŽŶĂůĂĐĐŽƵŶƚĨŽƌƚŚĞŝƌ

(Organisation)

used by

ŽƌŐĂŶŝƐĂƚŝŽŶ͘ 'ĞŶĞƌĂůůǇ ƐƉĞĂŬŝŶŐ͕ ƚŚŝƐ ƉĂŐĞ ǁŝůů ďĞ ͞WƵďůŝĐ͟ ďƵƚ ƚŚĞ

organisations

ĚĞƐŝŐŶĂƚĞĚƉĞƌƐŽŶ͛ƐƉƌŽĨŝůĞǁŝůůďĞ͞WƌŝǀĂƚĞ͘͟

to
communicate

dŽƐĞƚƵƉĂŶŽƌŐĂŶŝƐĂƚŝŽŶ͛ƐƉĂŐĞ͗

with
members,
promote the

Step 1: Once you have logged into your Facebook Account locate to

organisation

dropdown arrow on the blue bar across the top and choose Create

and promote

Page

events.

Forms part of
maintaining a
regular
online

Step 2:

presence by
regular posts. Select the type of page ʹ Company, Organisation or Institution. From
Links

the Choose a category choose Community Organisation

between an
organisation
website and
Facebook
page and
increase
traffic to
both
mediums, for
example
having a Like

Step 3:

Us Facebook
link on the

On the next screen, simply name the page, in my example I used

website.
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Platform

Description

Security Settings/Set-Up
CYPSC.

zŽƵĂƌĞŶŽǁƌĞĂĚǇƚŽƉŽƐƚƵŶĚĞƌǇŽƵƌŽƌŐĂŶŝƐĂƚŝŽŶ͛ƐŶĂŵĞ
SnapChat

Snapchat is

Key Points:

an image
messaging
and
multimedia



You cannot un-send snaps.



You can block people



zŽƵ ĐĂŶ ƵƐĞ ͞'ŚŽƐƚ DŽĚĞ͟ ƚŚŝƐ ŵĞĂŶƐ ƚŚĂƚ ǇŽƵƌ ůŽĐĂƚŝŽŶ ŝƐ
not visible to anybody.

application.


You can save a snap by using a screenshot. ʹ If you do this the

It is very

person that sent the message will know that you have saved

popular with

it.

young people
^ĞƚƚŝŶŐĂƌĞĨŽƵŶĚďǇƚĂƉƉŝŶŐƚŚĞ͞ǁŚĞĞů͟ŝŶƚŚĞƚŽƉƌŝŐŚƚŚĂŶĚĐŽƌŶĞƌ
of the screen. In the settings you can specify:


tŝƚŚŝŶ͞tŚŽĐĂŶĐŽŶƚĂĐƚŵĞ͟
o

You can choose everyone or friends. (The default is
everyone)

o

Who can see your location, (suggest this is changed
to Only Me).

o

tŚŽĐĂŶ͞sŝĞǁŵǇƐƚŽƌǇ͕͟- options are everybody or
friends.



If you need to block someone then simply:
o

Click on the name of the person from your friends
list.

o

Click on the settings option to open the screen

o

Click block. You can also do this to delete from your
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Platform

Description

Security Settings/Set-Up
friends list.

Twitter

Twitter is an

Terminology associated with Twitter: Tweets ʹ terminology used

online news

when someone posts something.

and social
media site.



else posted.

Please often
use this to



Hashtags (#) connect tweets that are talking about the same
thing in one place. If you want to add a hashtag to a tweet,

follow

make sure the hashtag symbol is part of the word e.g.

people,

#InternetSecurity

sports, news
that they find

Retweet ʹ when somebody forward a tweet that someone



zŽƵƌ ĂĐĐŽƵŶƚ ǁŝůů ŚĂǀĞ ͞ĨŽůůŽǁĞƌƐ͟ ĂŶĚ ǇŽƵ ĐĂŶ ͞&ŽůůŽǁ͟
others.

interesting


You can set your tweets to private but if you do each person
who wishes to follow you, you will have to approve.

Another
Instagram



social media
platform

Account you will have a profile and news feed.


used for
sharing

You can follow and be followed by others with Instagram
accounts.



pictures and
videos.

Much like Facebook and Twitter, if you have an Instagram

The purpose of Instagram is to grow your amount of
followers



Hashtags are used here just like in Twitter.

Table 1 Social media platforms - security settings/set up

The table above outlines some of the most common social media platforms, however there are
many more. Updates and current trends impact greatly on the validity of the information above and
therefore the table below outlines popular social media platforms and links to relevant sites
explaining the site and providing relevant information.
Social Media Platform

Relevant Link

Facebook

https://www.facebook.com/help

Snapchat

https://www.webwise.ie/parents/explainerwhat-is-snapchat-2/

Kik

https://www.webwise.ie/parents/explainer-
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what-is-kik/

Yubo

https://www.webwise.ie/parents/explained-

;ƵďďĞĚ͞dŝŶĚĞƌĨŽƌdĞĞŶƐ͟Ϳ

what-is-yellow/

Musical.ly

https://www.webwise.ie/parents/explainedmusical-ly/

Instagram

https://www.gcflearnfree.org/instagram/gettingstarted-with-instagram/1/

Twitter

https://www.gcflearnfree.org/twitter/

Sarahah

https://www.webwise.ie/parents/explained-

(known as the honesty app ʹ messages are what-is-sarahah/
sent anonymously)
SimSimi

https://www.webwise.ie/parents/explained-

controversial app linked to cyber bullying ʹ what-is-simsimi/
blocked from Irish market in March 2017.
WhatsApp

https://www.webwise.ie/parents/explainerwhatsapp/

Table 2 Social media platforms - relevant links

Cyber Security
Cyber security refers to the body of technologies, processes, and practices designed to protect
networks, devices, programmes, and data from attack, damage, or unauthorized access.22
The table below identifies key terms and explanations relevant to security on line:
Term

Explanation

Virus

Software used to infect a computer. After the virus code is
written, it is buried within an existing program. Once that
program is executed, the virus code is activated and

22

National Cyber Security Centre: https://www.dccae.gov.ie/en-ie/communications/topics/InternetPolicy/cyber-security/Pages/Network-and-Information-Security.aspx
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Term

Explanation
attaches copies of itself to other programs in the computer
and other computers in the network. Infected programs
continue to propagate the virus, which is how it spreads.

Worm

Just like regular worms tunnel through dirt and soil,
computer worms tunnel through your computer's memory
and hard drive. A computer worm is a type virus that
replicates itself, but does not alter any files on your
machine. However, worms can still cause havoc by
multiplying so many times that they take up all your
computer's available memory or hard disk space. If a worm
consumes your memory, your computer will run very
slowly and possibly even crash. If the worm affects your
hard disk space, your computer will take a long time to
access files and you will not be able to save or create new
files until the worm has been eradicated

Trojan

A program that appears legitimate, but performs some
illicit activity when it is run. It may be used to locate
password information or make the system more
vulnerable to future entry or simply destroy programs or
data on the hard disk. A Trojan is similar to a virus, except
that it does not replicate itself. It stays in the computer
doing its damage or allowing somebody from a remote site
to take control of the computer.
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Term

Explanation

Phishing

Phishing is a con game that scammers use to collect
personal information from unsuspecting users. The false emails often look surprisingly legitimate, and even the Web
pages where you are asked to enter your information may
look real. However, the URL in the address field can tell
you if the page you have been directed to is valid or not.
For example, if you are visiting a Web page on eBay, the
last part of the domain name should end with "ebay.com."
Therefore, http://www.ebay.com and
"http://cgi3.ebay.com" are valid Web addresses, but
"http://www.ebay.validate-info.com" and
"http://ebay.login123.com" are false addresses, which
may be used by phishers. If URL contains an IP address,
such as 12.30.229.107, instead of a domain name, you can
almost be sure someone is trying to phish for your
personal information.

Table 3 Relevant terms ʹ cyber security

Positive Steps to Evaluating Websites
The internet provides access to an abundance of information. Some is excellent, some may be out of
date and some can be just wrong. Therefore, it is imperative to utilise key guidelines to evaluate a
website and validate the information that is being found. The graphic below identifies key areas of
evaluation:
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Accessibility
Aesthetic/Visual
Appeal

Navigation

Currency

Credibility

Coverage

Accuracy

Criteria

Audience

Figure 1 Visual representation of criteria for evaluating websites

Objectivity

23

The fan diagram above offers an in depth evaluation of websites, especially educational websites. A
full explanation of each criteria can be found in Appendix D .The following abbreviation can also be
utilised as a shorten version and used on a day by day basis:

C for
Currency

R for
Relevance

A for
Author

A for
Accuracy

P for
Purpose

Figure 2 Shortened synopsis for evaluating websites

23

Adopted from: Boklaschuk, K. & Caisse K.
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A basic definition of each section is described below:


Currency ʹ Check for date of publication or when the page was last updated.



Relevance ʹ check information on the page is related and relevant to the site you are
visiting.



Author ʹ who is it written by?



Accuracy ʹ check for spelling and grammatical errors and check if hyperlinks work.



Purpose ʹ ĞĂĐŚǁĞďƐŝƚĞƐŚŽƵůĚŚĂǀĞĂŶ͞ĂďŽƵƚƵƐ͟ƉĂŐĞ͕ĐŚĞĐŬĨŽƌƚŚŝƐƚŽĐůĂƌŝĨǇƚŚĞƉƵƌƉŽƐĞ
of the website.

Note: Always check the domain name of a website e.g.
Where:
Example web address:
Https: hypertext transfer protocol secured.
https:\\www.cypsc.ie

ΎΎĂůǁĂǇƐĞŶƐƵƌĞƚŚĞƌĞŝƐĂŶ͞Ɛ͟ĂĨƚĞƌŚƚƚƉďĞĨŽƌĞ
you give any personal details on a website.

See Table 3 Relevant
terms ʹ cyber security

WWW means World Wide Web

for examples of real and
CYPSC identifies domain name (organisation,
company or service)

Examples of top level domain and meaning
Level

Meaning

.ie (Ireland), .co.uk (United Kingdom), .fr Two letter top level domain generally means
(France) and so on.

geographical location

.com

Commercial

.org

Organisation ʹ Not for Profit

.net

Network e.g. eircom.

.edu

Education

.gov

Government

Table 4 Examples of top level domains and meaning
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USES OF ICT WITHIN EDUCATIONAL AND DEVELOPMENTAL SETTINGS
There are many educational platforms available online, many focus on academic attainment from
the perspective of the student, and resources from the perspective of the teacher. Educational sites
are more than likely categorised in tandem with the education system of that district.
The emphasis here is placed on identifying sites that can be adopted and utilised within the field of
youth work. The approach is two-fold;


Firstly, to identify platforms suitable at an administrative level which will identify
ĐŽŵŵƵŶŝĐĂƚŝŽŶ ŽƉƚŝŽŶƐ͕ ĂŶĚ ƚŽŽůƐ ƚŽ ĐƌĞĂƚĞ ĂŶĚ ƐŚĂƌĞ ƌĞƐŽƵƌĐĞƐ Ğ͘Ő͘ ƐƵƌǀĞǇ͛Ɛ͕
questionnaires etc.



Secondly, to focus on platformƐ ƚŚĂƚ ǁŝůů ĞǆƉĂŶĚ ƚŚĞ ƵƐĞ ŽĨ /d ŝŶ ǇŽƵƚŚ ǁŽƌŬ ͞ŽŶ ƚŚĞ
ŐƌŽƵŶĚ͘͟  WƌĂĐƚŝĐĂů ĂƉƉůŝĐĂƚŝŽŶƐ ƚŚĂƚ ĂƌĞ ĞĂƐŝůǇ ĂĐĐĞƐƐŝďůĞ͕ ĨƌĞĞ ĂŶĚ ƉƌŽǀŝĚĞ ǇŽƵƚŚ ǁŽƌŬĞƌƐ
with opportunities to engage participants through the medium of ICT will be identified.

It is important to note that that there are varying platforms that will perform the same tasks as
outlined in the tables below. The two recommendations outlined below are based on the
ƌĞƐĞĂƌĐŚĞƌ͛ƐŽǁŶ experience and the criteria as identified within the project brief i.e. accessibility,
security, free to use, and fit for purpose

APPS AND SITES: ADMINISTRATIVE LEVEL
Category

Recommended Site/App

Productivity:

https://www.wunderlist.com/

Wunderlist: Organise and share to-do-lists

Also available from app stores.

Google Drive

www.google.com/drive

Google Drive is a free data storage service. It offers you up to

You must have a Gmail email

15 gigabytes of storage space that you can use to store

address to access your google

important files, documents, pictures and so on. It uses cloud drive.
computing technology, which means that your data is stored
ŽŶ ŽŶĞ ŽĨ 'ŽŽŐůĞ͛Ɛ ƐĞƌǀĞƌƐ ƐŽ ƚŚĂƚ ǇŽƵ ĐĂŶ ĂĐĐĞƐƐ ŝƚ ĨƌŽŵ
anywhere you may be.
Create and collaborate with others. Share documents and
files. Create documents, spreadsheets, presentations, create
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Category

Recommended Site/App

forms and surveys, store pictures.
Take photos of paper documents ʹ such as receipts and
permissions slips and save them to your google drive instantly
ĂƐ

W&͛Ɛ͘

Email

www.google.ie

Effective method of communicating with work colleagues. It is Click on the icon for Gmail.
recommended to combine this with the use of Google Drive
for optimum benefit.
Table 5 Recommended apps/sites: administrative level

APPS AND SITES: ON THE GROUND
Kahoot!
Kahoot! Is a free game-based learning platform that allows you to create a fun learning game in
minutes. Students play along using their phone or PC and it creates an engaging social learning
activity that is both fun and engaging.


To use Kahoot! You sign up with a username and password. You can set your Kahoots to
private or public.



See Appendix E. This is an example of a public quiz that I found on Kahoot. There is a link in
the Appendix page footnote to allow you play the game and get an idea of what Kahoot is all
about.



Two website address are necessary to work with Kahoot:
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o

www.create.kahoot.it is where you go to create a Kahoot ʹ username and password
is required.

o

www.play.kahoot.ie is where you go to play a Kahoot ʹ a logon is not required, just
the room number on the screen when you click the link to play the game.

Canva
Canva is a free graphic design tool website. It uses a drag and drop format and provides access to a
large bank of photos, graphics and fonts, so you can easily create for example posters and
infographics.
Canva is very easy to use follow these step to see how:
x

Using a web browser navigate to www.canva.com or click on the
hyperlink to go there.

x

To sign up with Canva, first identify what you are going to use
Canva for (I chose Non-Profit or Charity). You can then create an
account with google (in other words if you have a Gmail account)
or you can use a different email account.

x

During the set up process you will be given
the option to Invite your team and
collaborate, you do not have to do this at
this stage ʹ however I do think it is a good
option for youth organisations to do this, as
projects can be shared. This can be done at a
later stage if required, just click skip at the
end of the screen to continue.

x

You will find plenty of tutorials to help you get started on the website if required. However,
as a starting
point

the

screen

shot

below
identifies
some of the
categories
that can be utilised. However, if you do not want to pick a category then you can start from a
blank canvas
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x

From the home screen choose custom dimensions.

x

x

Set your dimensions try 1500 by 1000

Use the navigation pane to choose layouts, elements, text... to build your graphic.

Figure 3 Example of infographic created with Canva



Once you have created your graphic you can download it to your computer or save in the
cloud.
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User Content Privacy on Canva24 is as follows:
͞ǇĚĞĨĂƵůƚ͕Ăůů designs you create and photos you upload on Canva are private. If you share the link,
post it to social media sites, share it with your team or publish in your stream, it becomes available
ƚŽƚŚĞƉƵďůŝĐĂƐĐŽŶƚƌŽůůĞĚ͘͟
Kahoot! and Canva are examples of ICT educational platforms that can be integrated in to Youth
Work with some basic training. The guides above should be considered a snapshot or starting point
to show the possibilities of such platforms. The table below identifies both platforms above and
others that may be useful in Youth Work.

24

User Content on Canva: Link: https://support.canva.com/legal/privacy/user-content-privacy/
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Category

Recommended Website Link

Graphics and Design

www.canva.com

Game based learning

www.kahoot.com

Photo Editing

https://www.canva.com/photo-editor/

Filming (make your own YouTube channel)

https://www.youtube.com/watch?v=b38ef8n1p4U

Blogging (over 13)

https://wordpress.com/learn-more/?v=blog
https://www.blogger.com/about/?r=1-null_user

Word Clouds (word generator) ʹ great for https://www.wordclouds.com/
projects, brainstorming etc.
Music Maker

https://www.magix.com/ie/music-maker/

Table 6 Examples of educational platforms per area

The use of apps and websites will ultimately aid the integration of ICT, and having a variety of
resources can ease that process. However, for this resource and any further resources to be fully
utilised it is imperative to provide a set of resources that will evaluate and explore the current levels
of proficiency in core ICT skills, and develop procedures that will protect users and clearly identify
the rules and regulations pertaining to the use of ICT in Youth Work organisations.
A core skill for anyone using the Internet is to efficiently execute searches. Searching the Internet
has it pros and cons and the following guide aims to help that process:

PROS AND CONS OF SEARCHING THE INTERNET:
Pros:


Vast amount of information available



A wide range of search engines available to help search, limit and filter results. The more
well-known search engine is Google, however there are others such as Bing.



Information is available from all over the world



Resources are available in a wide range of formats ʹ text, images and videos.
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Information from the past is archived.

Cons:


Anyone can publish information on the internet without it being checked.



Information can be untrue or difficult to verify



Information can be outdated.



Information can be changed or removed from the internet at any time.



Information may be presented in a biased way, but the bias may not be evident.

Tips for searching the Internet effectively


Use keywords, Boolean operators (AND, OR or NOT) and date ranges in combination with
each other to limit your searches.



Consider whether your search results are best presented as web pages, news, images or
videos



ŚĞĐŬĨŽƌ͞ƐƉŽŶƐŽƌĞĚůŝŶŬƐ͟ĂŶĚ͞ĂĚƐ͟ŝŶǇŽƵƌƐĞĂƌĐŚƌĞƐƵůƚƐ ʹ these may not be objective
sources of information ʹ re: criteria for evaluating websites see page 40



Critically review the URL (web address), the title and preview before selecting an item,
rather than clicking on every result.

Advanced Searches
You can carry out an advanced search in Google ʹ after you have entered your search criteria, click
the settings button as illustrated and choose Advanced Search

This allows you to refine your search in a number of ways: you can limit your search to information
that is:


In specific languages



Between specific dates



Including or excluding certain words
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You can also decide whether the words or terms you are searching for appear:


Anywhere on the web page



Only in the title of the web page



Or a variety of other options (see visuals below)

Figure 4 Advanced search options: 1

Figure 5 Advanced search options: 2

Using Boolean Operators
When AND OR or NOT are used to limit and extend searches, they are referred to as Boolean
operators. The mathematical operators + and ʹ may also be used instead of AND or NOT. If you are
using AND, OR or NOT they must be capitalised for example security AND online will return only
pages that mention online security. Security +online will return the same results.
To exclude something, the same process is used for example security NOT online will return only
pages that mention security but not online. Security ʹonline will return the same results.

Josephine Kielthy and Emma Greene ʹ Community Practice

49

CHECKLISTS AND GUIDES FOR INTERNET USAGE
Acceptable User Policy25 AUP
To support online Youth Work it is imperative to create procedures that will identify the rights,
privileges, responsibilities and sanctions associated with using the Internet. Key questions include:
x

Does your organisation have any policies that provide guidance to your staff, volunteers and
young people on how to use the internet?

x

Do you know if your computers have any software installed that can reduce the risk of
inappropriate content getting through?

x

Are parents aware that young people access the internet while at your youth service?

x

How can you use online youth work in a safe productive way that can complement your
offline youth work?

The following information outlines some key examples of what should be included in the AUP. The
AUP can support your online youth work by setting out what is acceptable behaviour for using the
internet by all stakeholders involved in your organisation:
x

A statement of what your organisation's position is for using the internet for youth work.
This statement can be positive, supportive and designed to empower your staff/volunteers
to use the internet in a constructive way with their youth work.

x

Guidance for staff/volunteers to direct them on how to use the internet in their youth work
e.g. how to use social networking sites, what sort of websites are permitted or not
permitted while online, how should you supervise the young people while online etc.

x

What written permission do you need to get from Parents/Carers when engaging with young
people online?

x

Where can you get help if you have any concerns about anything that you come across
online?

x

It can be useful to outline ways your organisation's policies support the AUP e.g. Child
Protection Policy and Procedures for reporting concerns.

x

Another aspect of the AUP can focus on the consequences for breaching the policy as there
can be civil, disciplinary and criminal actions taken as a result.

x

25

Describe how the AUP is implemented across your organisation.

Information taken from : NYCI: Web safety in Youth Work http://websafety.youth.ie/online_youthwork
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Webwise.ie26 ŽĨĨĞƌƐ ƉůĞŶƚǇ ŽĨ ŝŶĨŽƌŵĂƚŝŽŶ ĂŶĚ ƌĞƐŽƵƌĐĞƐ ŽŶ ĚĞǀĞůŽƉŝŶŐ ĂŶĚ ŵĂŝŶƚĂŝŶŝŶŐ hW͛Ɛ͘
Primarily the focus is on schools however they can be adapted for Youth work. The site offers an
AUP generator which may be useful for hints and tips.

TRAINING NEEDS ANALYSIS:
A Training Needs Analysis is a powerful tool in gathering information on current skill levels and
identifying gaps. For youth workers to effectively and confidently engage in integrating ICT in their
work then support for that to happen may begin with a TNA. To effectively work with the sphere of
ICT, the following list identifies the core skills per ICT application that are required. This list may be
utilised as a baseline competency guide on which proficiency levels can be aligned.


Word Processing i.e. proficiency in text production, editing, formatting layout and the
creation of tables, questionnaires and forms etc.



Spreadsheets i.e. competency in basic mathematical functions and chart production.



File Management i.e. an understanding of internal/external storage locations including
directories, folders and files



Internet Skills i.e. preforming effective online searches using a search engine, navigating to
specific websites, recognising types of web address such as organisation, commercial or
government sites, and filling



E-mail ʹproficiency in basic functions such as sending/receiving/forwarding messages with
or without attachments such as files

It is recognised that many youth workers already have these skills; it is to the level of that proficiency
that needs to be factored into successfully and comfortably incorporating increased ICT use within
their work.
The following is a checklist that identifies the key ICT skill areas required, it may be used to form the
initial stage of a comprehensive TNA.
Key questions to ask in conjunction to skills checklist include:

26



Is your knowledge of computers self-taught?



Do you have any formal training, if so, what type, where and when?



Do you feel you require training, and if so, in what areas?

Resources for developing and maintaining an effective AUP: https://www.webwise.ie/aup-2/
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The skill survey below identifies keys areas for consideration, it is specially designed to address only
key areas and not specific applications.
-

Skill

/

Personal Rating

1. I am confident in my typing skills (e.g. use of the
keyboard incl. shift keys (for capitals & second
symbols on key, function Keys (such as F1 for 5

4

3

2

1

0

5

4

3

2

1

0

files by their file extensions e.g. docx for Word, 5

4

3

2

1

0

5

4

3

2

1

0

5

4

3

2

1

0

5

4

3

2

1

0

5

4

3

2

1

0

5

4

3

2

1

0

5

4

3

2

1

0

10. I am aware of computer viruses and know how to 5

4

3

2

1

0

help), keyboard shortcuts (such as Ctrl+X, Ctrl+V)
2. I am confident is using email ʹ I can send, reply,
forward messages. I can also add and download
attachments
3. I have a good understanding of file management ʹ
I can organise my files into folders. I recognise

.xls for Excel, .pdf for Adobe, .jpep for pictures
4. I understand different types of file storage ʹ
ŝŶƚĞƌŶĂůͬĞǆƚĞƌŶĂů͕h^͛Ɛ͕ůŽƵĚ
5. I know how to save a file as a PDF and the reason
for doing so
6. I am aware of security considerations when I go
online and I take precautions to protect myself
7. I am aware of privacy settings on any social media
platforms that I use
8. I know how to adjust my privacy settings on social
media sites
9. / Ăŵ ĐŽŶĨŝĚĞŶƚ ŝŶ ƵƐŝŶŐ ͞ŐŽŽŐůĞ͟ ƚŽ ĨŝŶĚ
information that I am looking for when I do
searches
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Skill

-

Personal Rating

/

5

4

3

2

1

0

5

4

3

2

1

0

reduce the risks of my computer getting infected
11. I am confident in using a Smartphone ʹ e.g.
downloading apps, syncing with my email,
transferring pictures and videos
12. I am confident that I have enough knowledge in
the use of a Word Processor to confidently create
any documents I need.
Table 7 Skill survey for youth workers
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APPENDIX A: OBSERVATION 3 TO 5 YEAR OLDS
The staff in the Preschool sought permission (by means of a letter to all parents) for their child to
participate in the observation which was only to include children who used devices within the home.
Those who were willing to allow participation were asked to bring any device that the child uses at
home to school on the morning of the 1st December.
Only 5 children brought devices in on the day. However, this does not reflect the number of children
͞ĂůůŽǁĞĚ͟ƚŽƉĂƌƚŝĐŝƉĂƚĞĂƐƐŽŵĞŚĂĚďƌŽƵŐht devices in the week before and it is assumed that this
confusion resulted in so few bringing in devices a second time


All of the participants were girls, four of them were aged 3 and one was 4



Devices included 1 laptop, 2 Tablets, 1 Smart Phone and 1 Leapfrog



The only time a child looked for assistance from the teacher was at the beginning, there was
no internet in the room, and it seemed that they knew something had to be switched on. All
children easily identified where buttons might be e.g. on the side of the phone

Device
͚>ĞĂƉ&ƌŽŐͬ>ĞĂƉ^ƚĂƌƚ͛

Skills Displayed/Knowledge Shown


Interactive Learning
System

How

to

turn

on/off

Key Observations


LeapFrog

is

an

independently

educational tool. It



Pen Grip

has no other purpose



Follow instructions

or capability. After a
few

minutes,

child

had

the

enough,

showed no interest in
any

of

devices,

the
and

other
was

happy to go off and
play with toys in the
room.

Tablets

Both children who used these were In both cases, the children
able to turn on the tablet.

relied on previous searches to
choose what they wanted to

Both knew that the screen was a touch

watch.

screen and used it proficiently.
One quickly moved from one
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Device

Skills Displayed/Knowledge Shown

Key Observations

Both went for the same app ʹ video
YouTube.

to

the

next

not

watching more than a few
minutes of each. Whilst the

Both knew how to swipe and tap.
They also knew how to play, rewind

other picked one and was
totally engrossed in it.

and forward what they were watching
on YouTube. This is based on pure There

was

no

password

recognition of the symbols for the said protection on either device.
tasks.
The videos that the children
were watching were age
appropriate.

Laptop

The child knew how to do the



following:

The child was totally
at

ease

with

laptop


Turn on the laptop



ŶƚĞƌĂƉĂƐƐǁŽƌĚ;ŚĞƌ&ĂƚŚĞƌ͛Ɛ



click).

(this was on the desktop for
her). In Paint she was able to
choose from the ribbon to
change brush colour and draw
on the page.
an

both

education

that

were available to her.


I was interested to
find

Access the Programme Paint

Access

in

programmes

Proficiently use the touchpad
(click, click and drag, double



She chose to spend
time

number pad.



which

belonged to her.

phone number) using the


ʹ

the

out

understood

if

she
any

terminology
associated with ICT,
so I asked her to Shut
Down

the

laptop

when

we

were

finished and she did.

programme (again this was on
the desktop). The programme
offered

visual

and

audio

medium pitched at preschool
level to help identify different
Josephine Kielthy and Emma Greene ʹ Community Practice

55

Device

Skills Displayed/Knowledge Shown

Key Observations

animals, fruits and vegetables
to name but a few.


Turn off the laptop properly
when finished.

Smart Phone

The child knows how to do the

dŚŝƐĐŚŝůĚǁĂƐŶ͛ƚǀĞƌǇ

following:

interested

in

the

phone and quickly


Use the symbols for Home
screen and to go back.



Recognise

the

App

moved off to play.


for

YouTube.

It was my impression
that she rarely used
it.

Table 8 Findings from observational session with 3 to 5 year olds

Overall Key Findings from the session:


dŚĞĐŚŝůĚƌĞŶǁŚŽŚĂĚƚŚĞ^ŵĂƌƚWŚŽŶĞĂŶĚ͚>ĞĂƉ&ƌŽŐ͛ǁĞƌĞǀĞƌǇƋƵŝĐŬůǇďŽƌĞĚǁŝƚŚƚŚĞ
devices. Neither showed any interest in the other devices



One child purely used her Tablet for watching a video, once she had access; she was
happy to sit watching it, quite like watching T.V.



The other child with the Tablet, when trying to use the Laptop, approached it as she
would the Tablet, i.e. touchscreen and swiping. I pointed to the touchpad and showed
ŚĞƌǁŚĂƚƚŽĚŽ͕ƐŚĞŵĂĚĞĂƚƚĞŵƉƚƐǁŝƚŚŽƵƚĂŶǇŚĞƐŝƚĂƚŝŽŶĂŶĚ/͛ǀĞŶŽĚŽƵďƚǁŽƵůĚŚĂǀĞ
caught on very quickly if time allowed



The child with the lap top was equally proficient with the tablet. She immediately found
the YouTube App and started watching videos, (from the previous list available) changed
her mind often using all the relevant techniques required for tablets; touchscreen,
swiping etc. The highlight from an observational perspective was when she touched the
͞^ŬŝƉĚƐ͟ďƵƚƚŽŶŽŶĂzŽƵdƵďĞǀŝĚĞŽ
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APPENDIX B: SOCRATIVE ANALYSIS
Introduction
Socrative is a free web application primarily used by teachers to assess students through online
quizzes. This medium was chosen by the researchers as the application enables the dissemination of
quizzes without gathering personal data from participants - such as email addresses, hence ensuring
anonymity. Furthermore, it is possible to manipulate the core feature of the application by creating
surveys rather than quizzes.
An Information and Communication Technology survey was built in Socrative. The survey consisted
of 9 questions (see below). The survey was designed to elicit as much information as possible. The
survey was live from 10th January 2018 to 2nd February 2018
Key Points:
x
x
x
x
x

21 reports were generated during the life cycle of the survey
8 of the 21 reports contained no data and were therefore deleted.
Of the 13 reports that contained data 38 people completed the survey
Not all questions had to be answered to move forward
If a participant answered more than one question results are included, hence some
ĐŚĂƌƚƐͬƚĂďůĞƐǁŝůůŝĚĞŶƚŝĨǇ͞ƋƵĞƐƚŝŽŶŶŽƚĂŶƐǁĞƌĞĚ͟ŽƌƐŬŝƉƉĞĚ͘

Survey Questions built into Socrative

Question No.
Question 1
Question 2
Question 3
Question 4
Question 5
Question 6
Question 7
Question 8

Question 9

Question 10

Detail
Please identify your age category
I am (Male/Female)
When I am on the web, I know when I am on a secure site
because...
I have responsibilities when I am online (Yes/No)
If you answered yes, can you give a couple of examples, and if you
answered no, can you explain why not.
I have rights when I am online (Yes/No)
If you answered yes, can you give a couple of examples, and if you
answered no, can you explain why not.
When you give your personal details to an organisation or
individual, they have a duty to keep these details private and safe.
This process is known as data protection. You have the right to
data protection when your details are:
If you use Social Media, what is your favourite Social Media
Platform(s)
you
can
pick
more
than
one.
If you do not use Social Media please choose N/A
In relation to Social Media, do you understand what privacy
settings are? (Yes/No/Not sure)
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Question No.
Question 11
Question 12
Question 13
Question 14
Question 15
Question 16
Question 17
Question 18
Question 19

Detail
What privacy settings do you use on your social media platform(s),
please enter N/A, if you do not use Social Media
Once I have tight privacy controls on my social media site, content
I post is secure
If you have a SmartPhone, how old were you when you got it? If
you don't have a SmartPhone enter N/A
Do you use your mobile phone to make phone calls? (Yes/No)
What age to you think children/young people should be when they
get their first phone?
Do you think ICT should be used in education? If so, please tell us
how.
Do you use any computer applications to help you with your
studies/homework/work? If you do, please list them below.
Please list any type of technology devices that you use e.g.
Laptop/tablet/phone etc.
I only need anti-virus software for my computer, not my phone
(Yes/No)

Table 9 Socrative survey questions
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The researchers grouped the findings under key headings and the following charts and tables outline
the results.
Particip
ant

Participants by Age & Gender

Profile

8
6
4
2
0

Age 10-12
6

Age 13-15
6

Age 16-18
7

Over 18
7

Female

0

2

2

5

Did not Specify

0

0

1

1

Male

Male

Female

Did not Specify
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Engagement with Social Media

Use Social Media
12
10
8
6
4
2
0
Yes

Age 10-12
4

Age 13-15
7

Age 16-18
7

Over 18
11

No

1

1

2

0

Did Not Answer

0

0

1

2

Yes

No

Did Not Answer

The participants were asked first if they used social media and then to identify their preferred
medium. The chart above identifies those who do and those who do not use social media. Further to
this the list below identifies the number of social media sites each participant listed by age category:
x
x
x
x

Age 10 ʹ 12
Age 13 ʹ 15
Age 16 ʹ 18
Over 18

of the four on social media, three used 3 or more mediums
of the seven on social media, four used 3 or more mediums
of the seven on social media, five used 3 or more mediums
of the eleven on social media, four use 3 or more mediums

Rights and Responsibilities
Participants were asked if they felt they had rights and responsibilities when they were online. These
questions were asked separately and if they answered yes they were then asked to explain. The
charts below identify response to rights and responsibilities. The table identifies their narrative on
both.
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Belief in Responsibilities Online
9
8
7
6
5
4
3
2
1
0
Age 10-12

Yes
6

No
0

Don't Know
0

No Response
0

Age 13-15

7

1

0

0

Age 16-18

8

1

0

1

Over 18

9

0

3

1

Age 10-12

Age 13-15

Age 16-18

Over 18

Belief in Rights Online
9
8
7
6
5
4
3
2
1
0
Age 10-12

Yes
4

No
0

Don't Know
0

No Response
2

Age 13-15

6

1

1

0

Age 16-18

9

0

0

1

Over 18

9

0

2

2

Age 10-12

Age 13-15

Age 16-18

Over 18
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The following table outlines the ƉĂƌƚŝĐŝƉĂŶƚ͛Ɛresponses to rights and responsibilities online:

Please
identify
your age
category

I am

I
have
responsibilities
when I am
online

If you answered yes, can
you give a couple of
examples, and if you
answered no, can you
explain why not.

I
have
rights
when I am online

If you answered yes, can
you give a couple of
examples, and if you
answered no, can you
explain why not.

I should know what I
should watch and what I
shouldn't watch

Yes

I shouldn't cyberbully or be
racist

10 to 12

Male

Yes

10 to 12

Male

Yes

10 to 12

Male

Yes

because i am the only
person using the web

Yes

because i have the right to
be on the internet

10 to 12

Male

Yes

no

Yes

no

Yes

Becaus my parents let me
go on wepsites

10 to 12

Male

Yes

I dont go on innaprpiate
websites

10 to 12

Male

Yes

No

Yes, No,
know

13 to 15

Male

No

no because im young

Yes

blah blah blah

Yes

im only aloud add my
friends,family on snapchat
, instagram and facebook

Don't know

i did not say yes because i
have not a right to add
strangers

Yes

I have a right to my privacy

Don't know

i have limeted time

13 to 15

Female

Don't
i am a boss

13 to 15

Male

Yes

I have to make sure I am
safe and that is my
responsibility

13 to 15

Female

Yes

i cant use
megabites

13 to 15

Male

Yes

because i am old

Yes

because i am old

Yes

yes because you have to
be careful how is online
because they could hack
you

Yes

well you dont know how is
online uless it is your friends

Yes

yes i do because im always
allowed to go online on my
playstation

13 to 15

Male

too

many

13 to 15

Male

Yes

yes when i,m i n online i
always play with other
players

13 to 15

Male

Yes

don`t go to weird websit

Yes

because it is my own phone

16 to 18

Female

Yes

To respect other people's
opinions on the Internet

Yes

I have a right to privacy
online

Male

Yes

You have to respect other
people's opinion, I guess

Yes

Right to freedom of speech

Yes

I am free to do whatever I
please as long as I dont hurt
other people

Yes

free
right to information

Yes

My information couldn't be
sent to third parties unless
my consent

Yes

yes

Yes

I have the right to give my
own opinion on something

16 to 18
16 to 18

16 to 18

Male

No

I dont care whyat other
people do. If they do stupid
things, as long a it doesnt
affect me I dont care.

16 to 18

Male

Yes

because im responsible for
what i post online

Yes

If there is a website that's
only suitable for over 18s I
shouldn't be on it

16 to 18

Male

16 to 18

Male

Yes

16 to 18

Male

Yes

i am responsibel for what i
say and maybe the
pictures i put up
I dont put or say things
that
I
wouldnt
feel
cofortable saying to my
friends
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Please
identify
your age
category
16 to 18

I am

I
have
responsibilities
when I am
online

If you answered yes, can
you give a couple of
examples, and if you
answered no, can you
explain why not.

I
have
rights
when I am online

If you answered yes, can
you give a couple of
examples, and if you
answered no, can you
explain why not.

Female

Yes

to make sure eveyone has
a safe environment

Yes

protection against
over the age of 18

Yes

The Right to Privacy

those

16 to 18

Male

Yes

To not put yourself in
danger
To respect others on the
internet

Over 18

Female

Yes

dont know

Don't know

N/A

Over 18

Female

Yes

flkjdfjf

Yes

gffdg

Yes

responsiblities not to bully
anyone and stick up for
those that are

Yes

right
to
information

Yes

freedom of information and
the responceibility to report
abusive
messages/comments

Yes

you the right to accsess the
net

Yes

to respect others privacy
to be polite and not put
any rude stuff up

Yes

To
Not to be bullied

Yes

i dont know my rights
alltogether but i understand i
do have rights. as to how
people treat me and how i
treat others. when i buy and
purchase stuff online i also
have rights.

Over 18

Over 18

Over 18

Male

Male

Female

freedom

of

privacy

Over 18

Female

Yes

be responsible with what
you put online and be
responsable and respectful
towards others using the
internet

Over 18

Male

Yes

dddddddd

Yes

eeeee

Over 18

Male

Don't know

Over 18

Don't know

i answered i dont know

Don't know

i dont know if i have rights

Over 18

Male
Male,
Female

Over 18

Male

Yes

I dont make fake profiles

Yes

that no one else gets my
personal details

Over 18

Female

Yes

fake profiles

Yes

rights

Over 18

Male

Don't know

i dnt really use the net that
offten

Yes

right to privacy

Privacy and Security
The participants were asked a number of questions which dealt with privacy online and also
questions in relation to security. The privacy questions were direct ʹ i.e. do you understand/use
privacy settings? The security questions were designed to check for understanding.
dŚĞƚĂďůĞďĞůŽǁŽƵƚůŝŶĞƐƚŚĞƉĂƌƚŝĐŝƉĂŶƚ͛ƐƌĞƐƉŽŶƐĞƐǁŚĞŶasked what privacy settings they use on
their social media sites
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Age Category

Gender

10 to 12

Male

10 to 12

Male

10 to 12

In relation to Social Media, do you
understand what privacy settings
are?

What privacy settings do you use on your social
media platform(s), please enter N/A, if you do
not use Social Media

Yes

everything

Male

Yes

like to post things only to my friends

10 to 12

Male

Yes

N/A

10 to 12

Male

Yes

innapropiate website blocks

10 to 12

Male

Yes

ghost mode for snapchat

13 to 15

Male

Yes

your personal information

13 to 15

Female

Yes

i have a non public account on messenger

13 to 15

Male

Yes

I dont use social media so my facebook page is
on private freinds ownly

13 to 15

Female

Yes

who can see my snap

13 to 15

Male

Yes

becuse i am old

13 to 15

Male

Yes

i put my account as private on my accounts

13 to 15

Male

Yes

n/a because i only use messager

13 to 15

Male

Yes

you and your firends can see what you see

16 to 18

Female

Yes

Make my details private to only my friends

16 to 18

Male

Yes

N/A

16 to 18

Male

Yes

I use only me and rarely I will use friends only

16 to 18

Male

Yes

N/A

16 to 18

Male

No

I dunno

16 to 18

Male

Yes

yes

16 to 18

Male

Yes

I dont share to much information about myself

16 to 18

Female

Yes

i have my social medias on private

16 to 18

Male

Yes

Private: Only allow my friends see my posts

Over 18

Female

Yes

friends only

Over 18

Female

Yes

fghdfg

Over 18

Male

Yes

only let friends see my page

Over 18

Male

Yes

on snapchat only my friends can see what i
post and on facebook its the same

Over 18

Female

Yes

Friends only and sometimes only me

16 to 18
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Age Category

Gender

In relation to Social Media, do you
understand what privacy settings
are?

What privacy settings do you use on your social
media platform(s), please enter N/A, if you do
not use Social Media

Over 18

Female

Yes

who sees what you post. who can see your
public profile and who can gain acsess to what
you post and put up. also pictures and private
messages sent.

Over 18

Male

Yes

qqqqqqq

Over 18

Male

Over 18

Male

Yes

only certain people can see my account

Over 18

Male, Female

Over 18

Male

Yes

on Facebook everything is private

Over 18

Female

Yes

privacy settings only set to freinds

Over 18

Male

No

i dont no
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This chart shows the number of participants who state they understand/do not understand privacy
settings (Legend entries 1&2) it also identifies participants who believe/do not believe content is
secure base on privacy settings (legend entries 3 & 4).
Please note: Content is NOT secure based on privacy settings.

Participants belief in their understanding of Privacy/Secure
content
14

14
13
12
11
10
9
8
7
6
5
4
3
2
1
0

12

Participants

10
8
6
4
2
0
Age 10-12

Age 13-15

Age 16-18

Over 18

Yes - Understand Privacy Settings
No - Do not understand Privacy settings
Yes - Belive Content is Secure based on Privacy settings
NO -Believe Content is not secure based on Privacy settings
#Participants
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Security Questions:
The participants were asked a series of security question to ascertain their knowledge in various
situations (see appendix B questions 3, 8, 9, 13). The following charts outline the findings:

Security Question 1
5
4.5
4
3.5
3
2.5
2
1.5
1
0.5
0

Right

Wrong

No Answer

4

Not Sure/Don't
Know
0

10 - 12

1

13 - 15

1

3

4

0

16 - 18

3

3

2

2

Over 18

5

3

4

1

10 - 12

13 - 15

16 - 18

1

Over 18

Security Question 2
9
8
7
6
5
4
3
28
1
7
0
6
5
10 - 12
4
13 - 15
3
16 - 18
2
Over 18
1

Security Question 3

Right

Wrong

No Answer

4

Not Sure/Don't
Know
0

0
2

6

0

0

7

2

0

1

9

2

0

2

Right

13 - 15
Wrong

10 - 12

2

2

13 - 15

5

0

0

10 - 12

16 - 18
Over 18
Not Sure/Don't
Know
0
2

Josephine16Kielthy
and Emma
Greene ʹ Community
Practice
- 18
6
0
3
Over 18

8

1
10 - 12

13 - 15

2
16 - 18

Over 18

2

No Answer
1
1
1
2
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Informati

Security Question 4

on
pertainin

5
4.5
4
3.5
3
2.5
2
1.5
1
0.5
0

g

to
when

participa
nts

got

their first
phone
Right

Wrong

10 - 12

0

13 - 15

and

No Answer

4

Not Sure/Don't
Know
0

1

5

2

0

on

16 - 18

4

4

1

1

appropri

Over 18

5

5

1

2

10 - 12

13 - 15

16 - 18

opinion
1

Over 18

ate

age

for

first

phone
The table below outlines the participants who have Smartphones27, how old they were when they
got it. The survey also sought to identify what age participants thought was the appropriate age to
have a Smartphone.

I am

If you have a SmartPhone, how
old were you when you got it? If
you don't have a SmartPhone
enter N/A

What age to you think children/young
people should be when they get their
first phone?

10 to 12

Male

6

14

10 to 12

Male

10 to 12

Male

8-10

10-12

10 to 12

Male

8 years old

8 years

10 to 12

Male

8

10

10 to 12

Male

13 to 15

Male

11

11

Please identify
your
age
category

27

Information on Smartphone use was specifically asked as Smartphones generally have internet access
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I am

If you have a SmartPhone, how
old were you when you got it? If
you don't have a SmartPhone
enter N/A

What age to you think children/young
people should be when they get their
first phone?

13 to 15

Female

7 years old

about 8 for holy communion cheap
phone

13 to 15

Male

12 (strict mom) HAHA

should be 12 actual age average 6-8

13 to 15

Female

10

Dont Know

13 to 15

Male

10 Years Old

10/11

13 to 15

Male

14

aware

13 to 15

Male

i got a smartphone 12

i think children should get phones at
12

13 to 15

Male

i dont remember how old i was
use a phone

it least 12+100

13 to 15

Male

because people that made app
can see what you post

i think you be 15

16 to 18

Female

13

13

16 to 18

Male

13

13-15

16 to 18

Male

14

13/14

16 to 18

Male

14

14 to 15

16 to 18

Male

11

12

16 to 18

Male

14

16

16 to 18

Male

12

12

16 to 18

Female

15+

12-13

16 to 18

Male

10

13+

Over 18

Female

Over 18

Female

N/a

hfh

Over 18

Male

15/16

as soon as they can understand there
uses and use them

Please identify
your
age
category

16 to 18

15

15

Over 18

Male

i got my first phone when i was
ten years old

i think it should be different for
everyone cause some people mature
at a faster rate than others, it really
should be up the parents to decide if
thier child is mature enough.

Over 18

Female

N/A

13

Over 18

Female

when they came out first i got
smart phone.

i think children should be of a
responsable age and definitly a
teenager and when they know what is
ok to post online and what happends
when you post online.

Over 18

Male

19

12

Over 18

Male

Over 18

na

15

Over 18

Male
Male,
Female

Over 18

Male

18

16
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I am

If you have a SmartPhone, how
old were you when you got it? If
you don't have a SmartPhone
enter N/A

What age to you think children/young
people should be when they get their
first phone?

Over 18

Female

16

16

Over 18

Male

16

18

Please identify
your
age
category

ICT Usage and Education
The final group of questions aimed to ascertain if the participants felt that ICT should be used more
in school. If they used ICT to aid studies and how much time was spent on their devices. The table
below outlines the finding. Some key findings are listed first:
x
x
x

26 participants believe ICT should be taught in school, 2 disagree and 6 chose not to answer.
18 participants use ICT to aid their education, 9 do not and a further 9 did not answer or
stated N/A
The majority of participants use a variety of technology devices regularly.
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Male

Male

Male

Male

Male

Male

Female

Male

Female

Male

Male

Male

Male

Female

10 to 12

10 to 12

10 to 12

10 to 12

10 to 12

13 to 15

13 to 15

13 to 15

13 to 15

13 to 15

13 to 15

13 to 15

13 to 15

16 to 18

16 to 18

Male

Male

10 to 12

16 to 18

Gender

Age

N/A

I study architecture so we use
architectural softwares and word
processing

Yes, because technology is very
prominent in the modern world and is
a good tool to have in any workplace

Yes. Today's society is too dependent
on computers, phones etc.

yes

YES I USING IT FOR MATHS

it good because let say if your bored
your can use an
phone,computer,laptop

yes

phone

i would use them if i am stuck
for somthing

it should be used sometimes

Games console, phone

Laptop, phone, tablet

phone

YES I USE A CONSLE NAMED PS4

phone ps

lattop,tabletand phone

2 Apple tablets and a phone

laptop,phone,tablet,ipod,ipad

phone computer playstation

Phone

any in the house

All

laptop phone
xbox

Everything

Please list any type of technology
devices that you use e.g.
Laptop/tablet/phone etc.

no

ye

Educate.ie

Just a calculator and the
internet

yes it can can improve education

yes i research planets

yes because the world is evolving
aroud the internet

no

N/A

yes

no

yes
word

no

no

yes

Dont Know

yes to show them safe websites

no

yes because you should learn about
the safety on the internet

I don't know

Do you think ICT should be used in
education? If so, please tell us how.

Do you use any computer
applications to help you with
your studies/homework/work? If
you do, please list them below.

Varies, and you're welocme. 

A lot

an 1hr

12 HOURS

i spend 24 hours

6

1 hour or less

weekend all day weekdays nat

6hours

5 hours

a few hours

hour and a half

1hour

2-3 on average

10 hours a day

Generally speaking, how much time do you
spend on your SmartPhone each day?
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Gender

Male

Male

Male

Male

Male

Female

Male

Female

Female

Male

Male

Female

Age

16 to 18

16 to 18

16 to 18

16 to 18

16 to 18

16 to 18

16 to 18

Over 18

Over 18

Over 18

Over 18

Over 18

yes

Not right now, but in the past ive
used microsoft word, office exel
ect...

100% ,technology is only is going to
be used more in our day to day lives
as it advances, people should
familiarise themselves with it at a early
age.

yes

google

Google Chrome
Educate.ie E-Books
Microsoft Office
Edmodo
Schoology

Yes! Allowing students to ask
questions to teachers.
Assingning Homework
Being able to upload resources online
for students
recording classes so students can
catch up if they are ill

yes it is a useful tool to how to use

office 365

no

na fam

yes. because it is important to know

yes because then it is more carefull

yes

Studyclix

To information young children about
computers and how to use them

Yes because in todays world
technology is more widely used and in
some peoples opinion is a necessary
part of life.
N/A

Examit
Examinations.ie

Do you think ICT should be used in
education? If so, please tell us how.

yes make it a manditory class

Do you use any computer
applications to help you with
your studies/homework/work? If
you do, please list them below.

Too much!! :') Unknown but roughly 2 hours
minimuim id guess

8 hours a day

laptop
Tablet
Phone
playstation

when i wake untill i go to work then when i
get home untill i go to sleep

5

Not sure

2-3 hours

15+

3 hours

6 hours

4 hours

most of the day

During school about 3/4 hours.
Outside of school I would spend around 13
hours a day.

Generally speaking, how much time do you
spend on your SmartPhone each day?

Phone, Laptop, Xbox,

laptop,phone, computer, television,
radio

Laptop
Tablet
Smartphone

laptop tabletx2 phone

Laptop,Tablet and a phone

iphone

Laptop, phone

phone, game console, television.

Phone, Games Consoles, laptop,
tablet

Please list any type of technology
devices that you use e.g.
Laptop/tablet/phone etc.
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Gender

Female

Male

Male

Male

Male,
Female

Male

Female

Male

Age

Over 18

Over 18

Over 18

Over 18

Over 18

Over 18

Over 18

Over 18

yes they should be educated from an
early age.

i dont no

yeah

yes

yes

no

yes

yes

no

aaaaa

no.

Do you think ICT should be used in
education? If so, please tell us how.

yes

Do you use any computer
applications to help you with
your studies/homework/work? If
you do, please list them below.

i dont

phone

PC phone

tablet , phone

phone laptop tablet

tablet laptop pho0ne smart telly

Please list any type of technology
devices that you use e.g.
Laptop/tablet/phone etc.

a lot lol

8/9 hours

8-9

dont have one

up to an hour

alot of my time dureing the day would be
spent using my phone and on the internet.

Generally speaking, how much time do you
spend on your SmartPhone each day?
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Webwise Parenting Survey 2017

Get With IT! Guide to Cyberbullying

PDF

Institute of

All

Social

Set maturity level or PIN for access

to movies and shows on Netflix

Steps to activate parental controls

on Google Chrome

Steps to activate parental controls

on Apple Safari

Netflix

website

Internet

Browser

Internet

Browser

shows and more.

children including videos, games, TV

Searches

Security/PC

https://support.apple.com/en-ie/HT201813

Safari

https://www.google.ie/safetycenter/families/start/#control-

https://help.netflix.com/en/node/264

Internet

Security/PC

Security/PC

https://trte.rte.ie/swipetv/

%20GUIDE%20TO%20CYBER%20BULLYING.pdf

WITH%20IT%20-

http://www.igc.ie/download/1/Parents/Parents%20GET%20

survey/

https://www.webwise.ie/news/webwise-2017-parenting-

Hyperlink

what-your-family-sees-on-the-web

Google Chrome

Netflix

Entertainment

Cyberbullying

Information

Key Words

Searches

Internet

Movies

ies

TV

great source of video content for

Video/Mov

Swip TV

Social Media

Research

Media

Subset

Category

RTE - Swipe A dedicated channel app which is a

website

Counsellors

Guidance

Description

Medium

Parenting Resource List

Appendix C: Resource Directory

Research in to use of ICT as an educational and developmental tool for youth workers
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Website

YouTube

level for an immersive learning

databases for every learner at every

and beyond, World Book has

go. From pre-primary to secondary

World Book Online is the place to

reports, or just a lingering question,

reliable information for homework,

Scoilnet! When you need fast,

World Book Online through

Ireland now has unlimited access to

Worldbookonline: The Republic of

safety
Website

Support

Education

All

Homework, Projects

YouTube Security

https://account.microsoft.com/account/ManageMyAccount

Welcome%21

http://www.worldbookonline.com/wb/products?ed=all&gr=

DqD3gDk-h8

Media

on Microsoft Edge

Browser

Security/PC

Microsoft Edge

Internet

sharing tips for parents re: online

Steps to activate parental controls

Internet

?destrt=FamilyLandingPage

Explorer

Searches

https://www.youtube.com/watch?time_continue=186&v=k

on Internet Explorer

Browser

https://account.microsoft.com/account/ManageMyAccount

Security/PC

Internet

Internet

Social

Steps to activate parental controls

Internet

websites-parental-controls-firef

https://support.mozilla.org/en-US/kb/block-and-unblock-

Searches

Security/PC

Hyperlink

CyberSafeIreland - a short video

on Mozilla Firefox

Browser

Firefox

Internet

Key Words

?destrt=FamilyLandingPage

Steps to activate parental controls

Internet

Subset

Category

Searches

Description

Medium

Research in to use of ICT as an educational and developmental tool for youth workers
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Website

Website

Website

agreement template for online

Download

Reachout.ie Reliable information for Website
parents about supporting young
ƉĞŽƉůĞ͛ƐŵĞŶƚĂůŚĞĂůƚŚĂŶĚ
wellbeing

you want to set controls on.

click on the link to find the device

Information,
Support

Mental Health

Parental Controls

Parental Controls

Family agreement

Key Words

Cyberbullying,

systems

operating

Activity

advice and links for parents. Setting

parental controls is just on section,

Games,

Online

Webwise offers a broad range of

Xbox

parental controls on Video Games

PlayStation,

Social Media

Subset

Nintendo Wii,

Gaming

Activity

Online

Category

step-by-step instructions on setting

Digital Trends: A website that gives

kids and parents

Identifies responsibilities for both

activity from CyberSafeIreland.

CyberSafeIreland A family

experience

Description

PDF

Medium

Research in to use of ICT as an educational and developmental tool for youth workers

http://ie.reachout.com/parents/

https://www.webwise.ie/parents/parental-controls-2/

to-setup-parental-controls-version-1431990207/

https://www.digitaltrends.com/gaming/video-games-how-

content/uploads/2017/01/Cyber-Family-Agreement.pdf

http://cybersafeireland.org/wp-

Hyperlink
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Website

PDF

Screenagers: International

PDF

Organisations

Community and Youth

ICT in Education for Schools,

Camara Ireland

full report

Infographic, summarizing the

Screenagers: 8 Page

Youth Work

Digital and Social Media in

Research Project: Using ICT,

Description

Medium

Resource

Research

Integrating ICT

Research

in Youth Work

Integrating ICT

in Youth Work

Integrating ICT

in Youth Work

Subset

Information

Key Words

Training, Education

perspective

National,

International,

perspective

National,

International,

Key Words

Software Rating

Subset

Category

The Entertainment Software Rating Website
Board (ESRB) ratings provide concise
and objective information about the
content in video games and apps so
consumers, especially parents, can
make informed choices.

Website

Youth Workers Resource List

Description

Medium

Category

Research in to use of ICT as an educational and developmental tool for youth workers

http://camara.org/blog/category/techspace/

rsResearch_accessible.pdf

http://www.youth.ie/sites/youth.ie/files/Infographic_Screenage

t%20final.pdf

http://www.youth.ie/sites/youth.ie/files/International%20repor

Hyperlink

http://www.esrb.org/

Hyperlink
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Website

Website

Website

TechSpace is a national

Website

to read, experiments to

Projects,

group, includes games, books

Reading,

Coding

Videos,

Resource

Resource

resource organised by age

Worldbook Online Fantastic

all students learn computing.

open-source games that help

initiative that delivers free,

Code For Life is a nonprofit

Skills

age

Department of Education and

Filter ICT
resources by

Resource

Integrating ICT

Resource

in Youth Work

Subset

Category

education portal from the

Scoilnet: The official online

development

for outcome focused youth

creative technology network

ďĞĐŽŵŝŶŐ/ƌĞůĂŶĚ͛ƐůĞĂĚŝŶŐ

people in Ireland by

change the lives of young

movement that aims to

Description

Medium

Projects

Experiments,

Reading,

Education,

Education, Gaming

Education

Training

Key Words

Research in to use of ICT as an educational and developmental tool for youth workers

come%21

http://www.worldbookonline.com/wb/products?ed=all&gr=Wel

https://www.codeforlife.education/

https://www.scoilnet.ie/

www.techspace.ie/

Hyperlink
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Website

PDF

PDF

Medium

other sites and

value resource linking to

research

in education. This site is a

Up-to-date
news, events,

Practical

Online activity

Support the integration of ICT

PDST-TiE: Promoting and

Report 2017

CyberSafeIreland: Annual

protect against the risks

online Grooming: helping to

Research

resources

technology,

Irish perspective,

Surveys, statistics

advice

grooming

(ENISA): Cyber-Bullying and

cyber grooming,

Cyber

uidance

Information Security Agency

cyberbullying,

Key Words

Cyberbullying,

Subset

Research/G

Category

European Network and

complete etc.

Description

Research in to use of ICT as an educational and developmental tool for youth workers

http://www.pdsttechnologyineducation.ie/en/

2017.pdf

content/uploads/2017/09/CyberSafeIreland-Annual-Report-

http://cybersafeireland.org/wp-

Bullying%20and%20Online%20Grooming

http://www.enisa.europa.eu/publications/Cyber-

Hyperlink
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Short Film: In 2013 the

Video

get up-to-date information

Newsletter

sent via email

Newsletter: Opportunity to

Online

Guides and Spunout.ie.

Association, the Irish Girl

International Adoption

Council of Civil Liberties, the

Inclusion Ireland, Irish

Foróige, Headstrong,

To, Bru Youth Service,

were nominated by: BeLong

the Child. The young people

Convention on the Rights of

the United Nations

to make a short film about

young people (15-18 years)

assembled a group of 23

ŚŝůĚƌĞŶ͛ƐZŝŐŚƚƐůůŝĂŶĐĞ

Description

Medium

Practical

Rights and

Practical

All

Responsibilities

Subset

Category

information

up-to-date

Children's Rights

Key Words

Research in to use of ICT as an educational and developmental tool for youth workers

https://www.webwise.ie/news/sign-up-to-our-newsletter/

matter

http://www.childrensrights.ie/content/film-do-childrens-rights-

Hyperlink
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Website

Website

Website

ImageBank: A website

Website

organisations' responsibilities

on individuals' rights and on

Commissioner: information

Data Protection

groups to beat cyberbullying

their schools and youth

who are running initiatives in

the work of young people

that showcases and supports

Watch Your Space: a website

people

healthy living among young

general well-being and

website that aims to promote

SpunOut: A youth-focused

educational purposes.

offering free images for

Description

Medium

Information

Practical

Practical

Integrating ICT

Practical

and Advice

Information

in Youth Work

compliance

Projects, blogs

Politics

and Advice

Integrating ICT

Work, Education,

pictures

Downloading

Key Words

Information

in Youth Work

Subset

Category

Research in to use of ICT as an educational and developmental tool for youth workers

http://www.dataprotection.ie/

http://www.watchyourspace.ie/

http://spunout.ie/

http://www.imagebank.ie/

Hyperlink
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Platform

collaborating with colleagues

creating docs, sharing files,

platform for storing files,

Google Drive: An online

as they're done.

share tasks and tick them off

that allows you to make and

Website/App Wunderlist: An application

generating program

Website/App Socrative: An online quiz

individually or as a group

create great designs

Website/App Canva: App that allows you

resources

date information and

online". Regular and up-to-

Practical

Practical

Practical

Practical

in Youth Work

Integrating ICT

in Youth Work

Integrating ICT

in Youth Work

Integrating ICT

Graphics

Security talks

Stronger, Safer and Smarter

Training,

Information

Internet

CyberSafeIreland -

Website

Subset

Category

"Empowering kids to be

Description

Medium

Administration

lists, tasks

questionnaires

Quizzes,

Infographics, Logos

Posters,

information

up-to-date

Key Words

Research in to use of ICT as an educational and developmental tool for youth workers

https://www.google.com/drive/

https://www.wunderlist.com/

https://www.socrative.com/

http://www.canva.com/

content/uploads/2017/01/Cyber-Family-Agreement.pdf

http://cybersafeireland.org/wp-

Hyperlink
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National Youth Council of

Website

championing causes.

for innovation and

resources and stories. Great

practice, sharing news

generating communities of

communication. Great for

for sharing and

Website/App Blogging: A flexible platform

quizzes

Website/App Kahoot! A fun way to create

Youth Work

Ireland: (NYCI) Web safety in

Description

Medium

Practical

in Youth Work

Integrating ICT

in Youth Work

Integrating ICT

esteem

building self

Opinions, blogging,

quizzes, projects

Protection

and Advice

Practical

Resources Child

Information

Information

Key Words

Subset

Category

Research in to use of ICT as an educational and developmental tool for youth workers

https://www.blogger.com/about/?r=1-null_user

https://create.kahoot.it/login

http://websafety.youth.ie/about

Hyperlink
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Website

ReachOut.com is an Irish

Website

keep pace with

constantly being updated to

social media. The glossary is

phrases used in the world of

glossary of the terms and

Socialbrite: Page provides a

registered charity.

profit, non-government

Foundation which is a not for

by the Inspire Ireland

times.ReachOut.com is run

get through tough

to help other young people

life stories by young people

information and inspiring real

assured mental health

health by providing quality

the mystery out of mental

service dedicated to taking

Description

Medium

Information

Integrating ICT

Information

Terms

in Youth Work

Subset

Category

All

advice

cyber grooming,

cyberbullying,

Key Words

Research in to use of ICT as an educational and developmental tool for youth workers

http://www.socialbrite.org/sharing-center/glossary/

safety/cyber-bullying/

http://ie.reachout.com/inform-yourself/bullying-and-personal-

Hyperlink
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Website

aspects of online activity

educational resources in all

downloads

resources,

resource offering

information, advice and

Information,

Webwise.ie A valuable

responsibilities.

context of online rights and

issue of online privacy in the

all

discussions

resources,

teachers of Junior Certificate

CSPE who wish to explore the downloads

activities,

Information,

thinkb4uclick: Designed by

activities, keeping

programs

resources, links

updated

activities, keeping

get involved,

updated

get involved,

Key Words

activities,

Subset

Website

Information

Category

Youth Work Ireland

developments in the field

Description

Website

Medium

Research in to use of ICT as an educational and developmental tool for youth workers

http://www.webwise.ie/

http://www.thinkb4uclick.ie/

http://www.youthworkireland.ie/

Hyperlink
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Social Media

Social Media

Website

Search Engine

Security/PC

Security/PC

Security/PC

Blocking

Privacy

Keywords

service

Twitter: Online news and social networking Twitter

to learn how to block content

and social networking application: Click link

Privacy

Instagram is a photo-sharing, video-sharing Instagram Blocking

users and other signals.

contain inappropriate content flagged by

Restricted Mode hides videos that may

YouTube is a video sharing website: YouTube

engine

How to block explicit results in a search Bing

engine

How to block explicit results in a search Google

Search Engine

Facebook

How to block someone on Facebook

Social Media

settings on Facebook

service. How to set up various privacy

Facebook: An online social-networking Facebook

Social Media

Subset

Description

Platform

Privacy and Security Resource List

Research in to use of ICT as an educational and developmental tool for youth workers

https://about.twitter.com/en_us/safety/safety-tools.html

https://www.webwise.ie/parents/instagram-how-to-report-posts

https://www.webwise.ie/parents/explained-youtube-safety-mode/

http://www.bing.com/account

https://support.google.com/websearch/answer/510?source=gsearch&hl=en

https://www.facebook.com/help/168009843260943

https://www.facebook.com/help/325807937506242/

Link
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Social Media

a

cross

between

networking site and a blog

Tumblr:

a

social Tumblr

SnapChat: An application used to share SnapChat

Social Media

photos, videos, text and drawings.

Description

Platform

Subset

Link

Privacy

https://www.fightingidentitycrimes.com/adjust-tumblr-privacy-settings/

Privacy/Blocking https://support.snapchat.com/en-US/a/privacy-settings

Keywords

Research in to use of ICT as an educational and developmental tool for youth workers

Research in to use of ICT as an educational and developmental tool

Infographic: Smart Rules for Young People online
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Infographic Safety Online
Infographic: Parenting Survey
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Infographic: Avoiding Ransomware
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General social media terms
Term

Description

AddThis

AddThis is a web-tracking technology company that offers a wide range of
social media and content tools from responsive sharing buttons to custom
follow buttons to recommended content plugins designed to help you increase
engagement on your website and earn more followers on social media.

Ama

AMA is an acronym for "ask me anything," which originated in a popular
subreddit where users will use the term to prompt questions from other users.
Since its inception, the term has gone on to be used in other online social
settings, such as this discussion on Inbound.org.

Algorithm

An algorithm is a set of formulas developed for a computer to perform a certain
function. This is important in the social sphere as the algorithms sites like
Facebook

and

Google

use

are

critical

for

developing

content

promotion strategies.
Application

An API is a documented interface that allows one software application to

Programming Interface (API)

interact with another application. An example of this is the Twitter API.

Avatar

An avatar is an image or username that represents a person online, most often
within forums and social networks.

Bitly

Bitly is a free URL shortening service that provides statistics for the links users
share online. Bitly is popularly used to condense long URLs to make them easier
to share on social networks such as Twitter.

Bio

A bio on social media refers to a short bit of explainer text that explains who
the user is. To see some examples, check out this roundup of some of the most
amusing bios on Twitter.

Blog

ůŽŐŝƐĂ ǁŽƌĚƚŚĂƚǁĂƐĐƌĞĂƚĞĚĨƌŽŵƚǁŽǁŽƌĚƐ͗͞ǁĞďůŽŐ͘͟ůŽŐƐĂƌĞƵƐƵĂůůǇ
maintained by an individual or a business with regular entries of content on a
specific topic, descriptions of events, or other resources such as graphics or
video. "Blog" can also be used as a verb, meaning to maintain or add content to
a blog.

Blogger

Blogger is a free blogging platform owned by Google that allows individuals and
companies to host and publish a blog typically on a subdomain. Example:
yourblogname.blogspot.com

Blog Talk Radio

Blog Talk Radio is a free web application that allows users to host live online
radio shows.
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Term

Description

BoardReader

BoardReader is a free search engine that allows users to search for keywords
only in posts and titles of online forums, a popular form of social networking.

Bookmarking

Bookmarking online follows the same idea of placing a bookmark in a physical
ƉƵďůŝĐĂƚŝŽŶǇŽƵ͛ƌĞƐŝŵƉůǇŵĂƌŬŝŶŐƐŽŵĞƚŚŝŶŐǇŽƵĨŽƵŶĚŝŵƉŽƌƚĂŶƚ͕ĞŶũŽǇĞĚ͕Žƌ
want to continue reading later. The only difference online is that it's happening
through websites using one of the various bookmarking services available, such
as Pocket, or right within your browser.

Canva

Canva is an easy-to-use design tool for non-designers and designers alike. The
tool offers several templates that adhere to the required dimensions for
sharable social images on Twitter, Facebook, Instagram, etc.

Chat

Chat can refer to any kind of communication over the internet but traditionally
refers to one-to-one communication through a text-based chat application,
commonly referred to as instant messaging (IM) applications.

Circles

Circles are clusters of a user's friends, colleagues, family, or connections on
Google+. You get to choose who goes in what Circle, and when you want to
share content with only these individuals, you include that specific Circle in your
post's sharing options.

Clickbait

Clickbait is a term to describe marketing or advertising material that employs a
sensationalized headline to attract clicks. They rely heavily on the
"curiosity gap" by creating just enough interest to provoke engagement.

Clickthrough Rate

Click through rate is a common social media metric used to represent the
number of times a visitor click through divided by the total number of
impressions a piece of content receives.

Collective Intelligence

Collective intelligence is a shared intelligence that emerges from the
collaboration and competition of many individuals and appears in consensus
decision making in social networks.

Comment

A comment is a response that is often provided as an answer or reaction to a
blog post or message on a social network.

Compete

Compete is a web-based application that offers users and businesses web
analytics. It also enables people to compare and contrast the statistics for
different websites over time.

Community Manager

The community manager is responsible for building and managing the online
communications for a business in an effort to grow an online community.
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Term

Description

Connections

The LinkedIn equivalent of a Facebook 'friend' is a 'connection.' Because
LinkedIn is a social networking site, the people you are connecting with are not
necessarily people you are friends with, but rather professional contacts that
you've met, heard speak, done business with, or know through another
connection. Connections are categorized by: 1st degree, 2nd degree, and 3rd
degree.

Conversion Rate

Conversion rate refers to a common metric tracked in social media that is the
percentage of people who completed an intended action (i.e. filling out a form,
following a social account, etc.).

Craigslist

Craigslist is a popular online commerce site in which users sell a variety of
goods and services to other users. The service has been credited for causing the
reduction of classified advertising in newspapers across the United States.

Creative Commons

Creative Commons is a nonprofit corporation dedicated to making it easier for
people to share and build upon the work of others, consistent with the rules of
copyright. It provides free licenses and other legal tools to mark creative work
with the freedom the creator wants it to carry, so others can share, remix, use
commercially, or any combination thereof.

Crowdsourcing

Crowdsourcing, similar to outsourcing, refers to the act of soliciting ideas or
content from a group of people, typically in an online setting.

Delicious

Delicious is a free online bookmarking service that lets users save website
addresses publicly and privately online so they can be accessed from any device
connected to the internet and shared with friends.

Digg

Digg is a social news website that allows members to submit and vote for
articles. Articles with the most votes appear on the homepage of the site and
ƐƵďƐĞƋƵĞŶƚůǇĂƌĞƐĞĞŶďǇƚŚĞůĂƌŐĞƐƚƉŽƌƚŝŽŶŽĨƚŚĞƐŝƚĞ͛ƐŵĞŵďĞƌƐŚŝƉ͕ĂƐǁĞůů
as other visitors.

Direct Message

Direct messages - also referred to as "DMs" are private conversations that
occur on Twitter. Both parties must be following one another to send a
message.

Disqus

Disqus is a comment system and moderation tool for your site. This service lets
you add community management and social web integration to any site on any
platform.

Ebook

An eBook is an electronic version of a book. However, most eBooks are not
actually available in print (unless you print them). These are typically published
in PDF form. For marketers, eBooks commonly serve as lead generating content
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- people must fill out a form to receive their eBook copy.

Employee Advocacy

Employee advocacy refers to the act of employees using their own social
presence to increase the reach of the company and its content.

Endorsement

An endorsement on LinkedIn refers to an instance in which another LinkedIn
user recognizes you for one of the skills you have listed on your profile.

Engagement Rate

Engagement rate is a popular social media metric used to describe
the amount of interaction likes, shares, comments - a piece of content receives.

Eventbrite

Eventbrite is a provider of online event management and ticketing services.
Eventbrite is free if your event is free. If you sell tickets to your event,
Eventbrite collects a fee per ticket.

Facebook

Facebook is a social media platform founded by Mark Zuckerberg in 2004. The
site connects people with friends, family, acquaintances, and businesses from
all over the world and enables them to post, share, and engage with a variety of
content such as photos and status updates. The platform currently boasts
around 1.49 billion active users.

Fans

Fans is the term used to describe people who like your Facebook Page.

Favorite

Represented by the small star icon on Twitter, favoriting a tweet signals to the
creator that you liked their content or post.

Flash Mob

A flash mob is a large group of people who assemble suddenly in a public place,
perform an unusual and pointless act for a brief time, and then quickly disperse.
The term flash mob is generally applied only to gatherings organized via
telecommunications, social media, or viral emails.

Flickr

Flickr is a social network for online picture sharing. The service allows users to
store photos online and then share them with others through profiles, groups,
sets, and other methods.

Forums

Also known as a message board, a forum is an online discussion site. It
originated as the modern equivalent of a traditional bulletin board, and a
technological evolution of the dialup bulletin board system.

Follower

In a social media setting, a follower refers to a person who subscribes to your
account in order to receive your updates.

Follow Friday (#ff)

Follow Friday is a trend via the hashtag #ff every Friday on Twitter. Users select
other usernames and tweet them with #ff in their post, meaning they
recommend following those Twitter users. There is debate whether this trend
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is past its prime.

Friends

Friends is the term used on Facebook to represent the connections you make
and the people you follow. These are individuals you consider to be friendly
enough with you to see your Facebook profile and engage with you.

GaggleAMP

GaggleAMP is a social media marketing platform that provides businesses with
the ability to leverage its employee's online presence to increase brand
awareness and expand its reach.

Geotag

A geotag is the directional coordinates that can be attached to a piece of
content online. For example, Instagram users often use geotagging to highlight
the location in which their photo was taken.

GIF

GIF is an acronym for Graphics Interchange Format. In social media, GIFs serve
as small-scale animations and film clips. (Check out this round up of reaction
GIFs used to illustrate our excitement when Facebook announced that they
were supporting their functionality.)

Google Chrome

Google Chrome is a free web browser produced by Google that fully integrates
with its online search system as well as its other applications.

Google Documents

Google Documents is a group of web-based office applications that includes
tools for word processing, presentations, spreadsheet analysis, etc. All
documents are stored and edited online and allow multiple people to
collaborate on a document in real-time.

Google+

Google+ is Google's social network. It serves as a platform for users to connect
with friends, family, and professionals while enabling them to share photos,
send messages, and engage with content. Google uses the "+1" to serve as the
equivalent to a Like on Facebook or Instagram.

Handle

Handle is the term used to describe someone's @username on Twitter. For
example, HubSpot's Twitter handle is @HubSpot.

Header image

A header image refers to the large photo displayed at the top of your profile on
Twitter. The header image is also commonly referred to as the banner image on
LinkedIn or the cover image on Facebook.

Hangout

A Hangout is a video service on Google+ that allows you to video chat with up
to 10 Google+ users are a time. You can name these chats, watch YouTube
videos during them, open a Google Doc with colleagues, and much more.
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Hashtag

A hashtag is a tag used on a variety of social networks as a way to annotate a
ŵĞƐƐĂŐĞ͘  ŚĂƐŚƚĂŐ ŝƐ Ă ǁŽƌĚ Žƌ ƉŚƌĂƐĞ ƉƌĞĐĞĚĞĚ ďǇ Ă ͞ηΗ ;ŝ͘Ğ͘
#InboundMarketing). Social networks use hashtags to categorize information
and make it easily searchable for users.

HTML

HyperText Markup Language (HTML) is a programming language for web pages.
Think of HTML as the brick-and-mortar of pages on the web. It provides content
and structure while CSS supplies style. HTML has changed over the years, and it
is on the cusp of its next version: HTML5.

Impressions

An impression refers to a way in which marketers and advertisers keep track of
every time ad is "fetched" and counted.

Inbound Marketing

Inbound marketing is a style of marketing that uses permission-based
marketing techniques to get found by potential customers, convert them into
leads, customers, and advocates, and analyze the process along the way.
Inbound marketing leverages tactics and tools such as SEO, blogging, social
media, lead generation, email marketing, lead nurturing, marketing automation,
surveys, personalization, and CRM.

Instagram

Instagram is a photo sharing application that lets users take photos, apply
filters to their images, and share the photos instantly on the Instagram network
and other social networks like Facebook, Flickr, Twitter, and Foursquare. The
app is targeted toward mobile social sharing, and has gained more than 300
million users.

Instant Messaging

Instant messaging (IM) is a form of real-time, direct text-based communication
between two or more people. More advanced instant messaging software
clients also allow enhanced modes of communication, such as live voice or
video calling.

Klout

Klout is a measure of social influence. The service allows users to connect
various social accounts such as Facebook, Flickr, YouTube, etc., and then
provides every user with his or her Klout score. The score is out of 100 - the
higher the score, the more influence it estimates you have in the social world.

Like

A Like is an action that can be made by a Facebook or Instagram user. Instead
of writing a comment or sharing a post, a user can click the Like button as a
quick way to show approval.

Link Building

Link building is an aspect of search engine optimization in which website
owners develop strategies to earn links to their site from other websites with
the hopes of improving their search engine ranking. Blogging has emerged as a
popular method of link building.
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LinkedIn

LinkedIn is a business-oriented social networking site with over 380 million
members in over 200 countries and territories. Founded in December 2002 and
launched in May 2003, it is mainly used for professional networking.

LinkedIn Publishing

LinkedIn's publishing platform functions as a place where members can publish
long-form posts that related to their professional interests and expertise. While
this capability used to be limited to LinkedIn Influencers only, the platform was
opened up to everyone in 2014.

LinkedIn SlideShare

LinkedIn Slide Share is an online social network for sharing presentations and
documents. Users can favorite and embed presentations as well as share them
on other social networks such as LinkedIn, Twitter, and Facebook.

Listed

The act of being "listed" on Twitter refers to when a user curates a custom list
of Twitter users to more easily keep tabs on their tweets.

Live streaming

Live-streaming is the act of delivering content over the internet in real-time.
This term was popularized in social media by apps such as Meerkat and
Periscope.

Lurker

A lurker online is a person who reads discussions on a message board,
newsgroup, social network, or other interactive system, but rarely or never
participates in the discussion.

Mashup

A content mashup contains multiple types of media drawn from pre-existing
sources to create a new work. Digital mashups allow individuals or businesses to
create new pieces of content by combining multiple online content sources.

Meerkat

Meerkat is an app that allows users to stream live video from their mobile
devices.

Meme

A meme on the internet is used to describe a thought, idea, joke, or concept
that's widely shared online. It is typically an image with text above and below it,
but can also come in video and link form. A popular example is the "I Can Has
Cheezburger?" cat meme that turned into an entire site of memes.

Mention

A mention is a Twitter term used to describe an instance in which a user
includes someone else's @username in their tweet to attribute a piece of
content or start a discussion.

Native Advertising

Native content refers to a type of online advertising in which the ad copy and
format adheres to the format of a regular post on the network it's being
published on. The purpose is to make ads feel less like ads, and more like part of
the conversation.
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News Feed

A news feed is literally a feed full of news. On Facebook, the News Feed is the
homepage of users' accounts where they can see all the latest updates from
their friends. The news feed on Twitter is called Timeline.

Newsjacking

Newsjacking refers to the practice of capitalizing on the popularity of a news
story to amplify your sales and marketing success.

Pandora

Pandora is a social online radio station that allows users to create stations
based on their favorite artists and types of music.

Periscope

Periscope is a social video app that allows users to broadcast live video from
wherever they are. App users also have the ability to engage with others videos,
browse live or recent broadcasts, and follow users to receive notifications.

Permalink

A permalink is an address or URL of a particular post within a blog or website
that remains indefinitely unchanged.

Pinterest

Pinterest is a photo sharing social network that provides users with a platform
for uploading, saving, and categorizing "pins" through collections called
"boards." Boards are typically organized by theme, such as: Food & Drink,
Women's Fashion, Gardening, etc. Users have the ability to "pin" and "repin"
content that they like to their respective boards.

Podcast

A podcast is a series of digital media files, usually audio, that are released
episodically and often downloaded through an RSS feed.

Pocket

Pocket is an app that enables users to manage a reading list of articles they've
saved from the internet to read later. Pocket has an open API that allows it to
integrate with over 500 applications including social networks like Twitter.

PPC

PPC is an acronym for pay per click. Pay per click is an online advertising model
in which advertisers display ads on various websites or search engines and pay
when a visitor clicks through. Bid - based PPC involves an auction in which
advertisers compete with other advertisers by setting the max bid or highest
amount they're willing to pay for each click. Each time a visitor triggers the ad
spot, the auction process pans out to select which ad will be displayed.

Quantcast

Quantcast provides website traffic and demographics for websites. The tool is
primarily used by online advertisers looking to target specific demographics.

Real-Time Search

Real-time search is the method of indexing content being published online into
search engine results with virtually no delay.

Real-Time Marketing

Real-time marketing is a strategy that requires marketers to publish timely
content as news breaks. For example, Oreo tweeted this quick-witted response
to the 2013 Super Bowl blackout as it was unfolding.
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Recommendation

A recommendation on LinkedIn is a term used to describe a written note from
another LinkedIn member that aims to reinforce the user's professional
credibility or expertise.

Reddit

Reddit is a social news site that contains specific, topic-oriented communities of
users who share and comment on stories.

Reply

A reply is a Twitter action that allows a user to respond to a tweet through a
separate tweet that begins with the other user's @username. This differs from a
mention, because tweets that start with an @username only appears in the
timelines of users who follow both parties.

Retargeting

Retargeting is an online marketing and advertising technique that allows
marketers to display ads to people who have visited their website or are part of
their contacts database. For more on how a retargeting campaign works, check
out this beginner's guide.

Retweet

A retweet is when someone on Twitter sees your message and decides to reshare it with his or her followers. A retweet button allows them to quickly
resend the message with attribution to the original sharer's name.

RSS Feed

RSS is a family of web feed formats used to publish frequently updated content
such as blogs and videos in a standardized format. Content publishers can
syndicate a feed, which allows users to subscribe to the content and read it
when they please from a location other than the website (such as Feedly or
other RSS readers).

RSS Reader

An RSS reader allows users to aggregate articles from multiple websites into
one place using RSS feeds. The purpose of these aggregators is to allow for a
faster and more efficient information consumption.

Search Engine Optimization

Search engine optimization is the process of improving the volume or quality of
unpaid traffic to a website from search engines.

Selfie

A selfie is a self-portrait that is typically taken using the reverse camera screen
on a smartphone or by using a selfie stick (a pole that attaches to your camera).
Selfies are commonly shared on social media networks like Instagram, Twitter,
and Facebook using the hashtag #selfie.

Skype

Skype is a free program that allows for text, audio, and video chats between
users. Additionally, users can purchase plans to place phone calls through their
Skype account.
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Snapchat

Snapchat is a social app that allows users to send and receive timesensitive photos and videos known as "snaps," which are hidden from the
recipients once the time limit expires (images and videos still remain on the
Snapchat server). Users can add text and drawings to their snaps and control
the list of recipients in which they send them to.

Snapchat Story

A Snapchat story is a string of Snapchats that lasts for 24 hours. Users can
create stories to be shared with all Snapchatters or just a customized group of
recipients.

Social Inbox

Social Inbox is an app in the HubSpot software that plugs into your contacts
database and allows users to optimize their social monitoring, publishing, and
analysis.

Social Media Monitoring

Social media monitoring is a process of monitoring and responding to mentions
related to a business that occur in social media.

Social Proof

Social proof refers to a psychological phenomenon in which people seek
direction from those around them to determine how they are supposed to act
or think in a given situation. In social media, social proof can be identified by the
number of interactions a piece of content receives or the number of followers
you have. The thought is that if others are sharing something or following
someone, it must be good.

Social Selling

Social selling is a sales concept in which representatives leverage the power of
social communication to engage with prospects by answering their questions,
providing helpful content, clarifying information, etc.

StumbleUpon

StumbleUpon is a free web-browser extension that acts as an intelligent
browsing tool for discovering and sharing web sites.

Tag

Tagging is a social media functionality commonly used on Facebook and
Instagram that allows users to create a link back to the profile of the person
shown in the picture or targeted by the update.

Trending Topic

Trending topics refer to the most talked about topics and hashtags on a social
media network. These commonly appear on networks like Twitter and Facebook
and serve as clickable links in which users can either click through to join the
conversation or simply browse the related content.

Troll

A troll or internet troll refers to a person who is known for creating
controversy in an online setting. They typically hang out in forums, comment
sections, and chat rooms with the intent of disrupting the conversation on a
piece of content by providing commentary that aims to evoke a reaction.
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Tumblr

Tumblr is a microblogging platform that allows users to post text, images,
video, audio, links, and quotes to their blog. Users can also follow other blogs
and repost other users' content to their own blog.

Twitter

Twitter is a real-time social network that allows users to share 140 -character
updates with their following. Users can favorite and retweet the posts of other
users, as well as engage in conversations using @ mentions, replies, and
hashtags for categorizing their content.

Tweepi

Tweepi is a social media management tool that provides users with a platform
for simplifying the way they manage their social following. It's typically used for
mass following or unfollowing a group of people based on certain criteria.

Tweetdeck

Tweetdeck is a Twitter tool that provides users with a way to manage their
Twitter presence through custom columns. The platform integrates with the
Twitter API to allow users to both send and receive tweets.

Twitterverse

Also referred to as the Twittersphere, Twitterverse is a nickname for the
community of users who are active on Twitter.

User-Generated Content

User generated content is content blogs, videos, photos, quotes, etc. - that is
created by consumers. Marketers typically tap into their audience in an online
setting to collect this type of content to support a campaign or initiative.

Vine

Founded in 2012, Vine is a social video sharing service in which users create
and engagement with short-form, six-second video clips. Videos published
through the service are easily shared across other social platforms such a
Twitter and Facebook.

Viral

Viral is a term used to describe an instance in which a piece of content YouTube video, blog article, photo, etc. achieves noteworthy awareness. Viral
distribution relies heavily on word of mouth and the frequent sharing of one
particular piece of content all over the internet.

Vlogging

Vlogging or a vlog is a piece of content that employs video to tell a story or
report on information. Vlogs are common on video sharing networks like
YouTube.

Webinar

A webinar is an online seminar or presentation that is hosted by an individual
or a company. Most often, the host requires attendees to fill out a form before
granting them access to stream the audio and slides. In marketing, webinars are
held to educate audiences about a particular topic while opening up the floor
for a discussion to occur on social media using the webinar's unique hashtag.
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Yammer

Yammer is a private social network for companies which is often described as
"Facebook for business." It is intended to be used by organizations for
internal communication purposes.

Zapier

Zapier is a software that leverages "zaps" to connect apps and provides users
with a way to automate tasks. Zaps are automations that contain both Triggers
and Actions. For example, you can connect your Twitter with your Evernote to
save your favorited tweets to a folder, or connect Facebook and Twitter to
tweet posts from a Facebook Page.
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APPENDIX D: CRITERIA FOR EVALUATING WEBSITES
Criteria for Evaluating Educational Web Sites
Source: Boklaschuk, K. & Caisse K.
Criteria One: Audience


Clearly states the academic level of target audience



Contains content and activities that match the ĂĐĂĚĞŵŝĐ ůĞǀĞů ŽĨ ƚŚĞ ǁĞď ƐŝƚĞ͛Ɛ ƚĂƌŐĞƚ
audience



Recognises that students learn in different ways

Criteria 2: Credibility


Author has appropriate credentials to author the content of the web site.



ƵƚŚŽƌ͛ƐŶĂŵĞ͕ĞŵĂŝůͬĐŽŶƚĂĐƚŝŶĨŽŝƐƉƌŽǀŝĚĞĚ



The educational credentials or expertise of the author is stated on the web site



The web master/web designer is credible and provides contact information



ƵƚŚŽƌƌĞƐƉŽŶĚƐƚŽƋƵĞƌŝĞƐĂďŽƵƚƚŚĞǁĞďƐŝƚĞ͛ƐĐŽŶƚĞŶƚ

Criteria Three: Accuracy


Web site should state the educational background of the author



Differentiation between author of content and designer of web site.



tĞďƐŝƚĞ͛ƐŝŶĨŽƌŵĂƚŝŽŶĐůĞĂƌůǇŵĂƚĐŚĞƐƚŚĞǁĞďƐŝƚĞ͛ƐŝŶƚĞŶĚĞĚƉƵƌƉŽƐĞ͘



Web site is free from grammatical and typographical errors.

Criteria Four: Objectivity


Content is free from commercial, political, gender, or racial bias



dŚĞǁĞďƐŝƚĞ͛ƐƐƚĂƚĞĚĐƵƌƌŝĐƵůĂƌŐŽĂůƐ͕ŽďũĞĐƚŝǀĞƐ͕ĂŶĚŵŽƚŝǀĞƐƐŚŽƵůĚŵĂƚĐŚŝƚƐĐŽŶƚĞŶƚ͘



If the content is based upon personal opinion, the author should make it known to the
reader.



The content contains a neutral or positive tone.



Affiliations with other educational organisations/companies are stated.



Check URL/domain to locate the org. source of the site.
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Criteria Five: Coverage


The scope of information is stated.



Evaluated links ĐŽŵƉůĞŵĞŶƚƚŚĞǁĞďƐŝƚĞ͛ƐĐŽŶƚĞŶƚ͘



The information is cited properly to allow access to a larger information base.

Criteria Six: Currency


The web site clearly indicates the publishing date



As well as when the content was last updated

Criteria Seven: Aesthetic or Visual Appeal


dŚĞƵƐĞŽĨŐƌĂƉŚŝĐƐĂŶĚĐŽůŽƵƌƐĞŶŚĂŶĐĞƚŚĞǁĞďƐŝƚĞ͛ƐŝŶĨŽƌŵĂƚŝŽŶ



There is a balance of text and graphics corresponding to the ability of the audience.

Criteria Eight: Navigation


Home page contains direct links to all other parts of the web site



Useful content is no more than 3 clicks away from the home page



All links are kept current and active and the links take user to valid and appropriate content.



Each page or section on the web site is clearly labelled.

Criteria Nine: Accessibility


ŶǇƐƉĞĐŝĂůƐŽĨƚǁĂƌĞƌĞƋƵŝƌĞŵĞŶƚƐƚŽǀŝĞǁǁĞďƐŝƚĞ͛ƐĐŽŶƚĞŶƚŝƐƐƚĂƚĞĚĐůĞĂƌůǇ͘



Web site has text-only option to accommodate visually impaired users.



Web site loading time is minimal/web designer informs the user of length of download time.



Access to content should be free. User should not have to pay a fee or provide personal
information to gain access to educational content.
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APPENDIX E KAHOOT QUIZ EXAMPLE
Kahoot Quiz
Questions (15)
Q1: You receive a friend request on Facebook from someone you don't know. What should you do?
20 sec
x

Accept the friend request. It's rude to ignore that person

x

Deny the friend request

x

Send them a message and ask them how they know you

x

Accept the request, you need more friends

Q2: You don't have to worry when you visit your favourite sites. They are safe from viruses
20 sec
x

True

x

False

Q3: When online, you should be careful whenever asked to provide information about yourself.
20 sec
x

True

x

False

Q4: You receive an email from a person that ID themselves as your friend. They want to meet up.
20 sec
x

Tell your parents about the email and ignore the request

x

Ask the person a question only they would know

x

Go to the park and meet your friend

x

Meet in a public place

x Q5: With your secret codes and passwords, you should:
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20 sec
x

Give them out to only your best friends

x

Give them out to strangers

x

Never give out your passwords, except to your parents

x

If they ask nicely, give it to them

x Q6: Your friends have been leaving mean comments online about someone you know. What do
you do?
20 sec
x

Report the comments to service provider/Tell someone

x

Join in - they're only having a laugh

x

Do nothing

x

It's okay, its anonymous

Q7: I can send someone I have met online, my real name and address if:
20 sec
x

I have talked to them for several months online

x

They sent me their name and address

x

They have the same hobbies, like the same music & are my age

x

None of the above

Q8: You can send someone a picture of yourself over the Internet when:
20 sec
x

It is for a school assignment only

x

You black out your eyes

x

Your parent(s) approve and are with you in the room

x

You have a friend with you in the room

Q9: Websites must have my permission to put online any personal information about me
20 sec
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x

True

x

False

Q10: If someone online tells you they're in grade 6 & their name is Katie, they're probably how old?
20 sec
x

12

x

13

x

35

x

There's no way to tell

Q11: What is the best way to use Facebook, Tumblr, Instagram and other social networking sites?
20 sec
x

Limit the amount of information I share about myself

x

Only talk to people I know

x

Make my page private, except to people I have as my friends

x

All of the above

Q12: The pictures you decide to post online today can affect your future reputation
20 sec
x

True

x

False

Q13: When you are connected to the Internet, you are responsible for your actions
20 sec
x

True

x

False

Q14: You take a picture of your friend but they look silly & you want to put it online, Should you?
20 sec
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x

Put it up anyway, ŝƚ͛Ɛ hilarious and people will laugh at it

x

Use privacy settings so that only your friends can see it

x

Check with the person whether they mind being tagged online

x

Photoshop a moustache onto your friend as a disguise

Q15: What percentage of kids have been bullied while online?
20 sec
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