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DIGITALISATION OF MUNICIPAL 
YOUTH WORK, 2019
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Figure 3. Youth workers’ and youth work managers’ attitudes towards statements relating to digitalisation (%, N = 1,250).
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Figure 4. Digital services used regularly in youth work in 2019 (n = 1,001) and in 2017 (n = 503), multiple choice.
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Most common uses of digital media and technology in youth work

Figure 5. Most common uses of digital media and technology in youth work in the last three months, 
multiple choice (%, n = 1,001).
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Figure 7. Arsenal of tools available to youth workers in 2019 (n = 1,001), in 2017 (n = 567) and in 2015 (n = 915), 
reported percentages (%).
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Understanding of digitalisation and digital youth work

I know how to incorporate 
digital technology into my 

work to meet my objectives

I am familiar with new 
technologies relating to digitalisation 

(e.g. AI, blockchain, IoT, VR, 4D)
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Figure 9. Youth workers’ and youth work managers’ attitudes towards 
statements relating to digitalisation and digital youth work (%, N = 1,250).
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Figure 11. Areas of digital competence and averages among youth workers (n = 1,001). 
Self-assessment of competence on a scale of 1 to 4 (1 = poor, 2 = average, 3 = good, 4 = excellent).
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Overall assessment of digital competence by age group

Figure 13. Overall self-assessment of digital competence on a scale of 1 to 4 
(1 = poor, 2 = average, 3 = good, 4 = excellent; N = 1,250).
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Youth work managers’ assessment of the development of their team’s digital competence

Figure 15. Averages of youth work managers’ assessments of the development of their team’s 
digital competence on a scale of 1 to 4 (1 = poor, 2 = average, 3 = good, 4 = excellent; n = 249).
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Figure 16. Percentages (%) of youth workers and youth work managers who agree or strongly 
agree on statements relating to their team’s attitude (N = 1,250).

Team’s attitude towards digital youth work

80 
68 

0%     20%     40%      60%     80%     100%

We experiment boldly with new 
operating models and services that 

rely on digital media and technology

45 
45

We have agreed on a division of 
digital youth work responsibilities

43 
42

We share a common understanding of 
what digital youth work entails

24 
29

We have guidelines for digital 
youth work practices

We are encouraged to boost 
our digital competence 64 

73 

We are encouraged to 
engage in digital youth work 63 

74 

 Managers (n=249)  Youth workers (n=1001) 



Figure 19. Biggest challenges of digital youth work from youth workers’ perspective, multiple choice (%, n = 1,001).
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 Less than 10,000 residents (n=105)  10,000–50,000 residents (n=73)  50,000+ residents (n=71)

Figure 20. Biggest challenges of digital youth work from youth work managers’ perspective and 
according to the size of municipality, multiple choice (%, n = 249).
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Development of municipal youth work in the last year
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Digital services for young people 34 6 6

Digital infrastructure used 
in youth work (e.g. hardware, 

internet access)

Figure 21. Youth work managers’ assessment of the development of municipal youth 
work in the last year, response percentages (%, n = 233–249).
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digital strategy 
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Strategies and action plans that guide digital youth work 

Figure 22. Strategies and action plans that guide digital youth work from youth work managers’ 
perspective and according to the size of municipality, multiple choice (%, n = 249).
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Systematic approach to digital youth work
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We have agreed on a division of 
digital youth work responsibilities

We share a common understanding of 
what digital youth work entails

Figure 24. Youth work managers’ perception of objectives relating to digital youth work (n = 249).
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Figure 25. Ways of measuring the success of digital youth work reported by youth work managers, 
multiple choice (%, n = 249).
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