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DiGi YOUTH is a platform for digital and inclusive youth work that has been
developed in the framework of DiGi Youth Il project. It is empowering youth
workers and organisations to fully embrace opportunities and be prepared for
challenges in the world of digital technologies and media, so that they can plan,
carry out, and promote successful and innovative digital youth work activities. For
this purpose, DiGi YOUTH provides a variety of offers to youth workers and staff
and representatives of youth organisations. Youth will then benefit from increased
diversity and quality of future digital youth work activities

You can find out more HERE

Framework curriculum of training for youth workers is a document which aims to
improve capacity of youth workers and organisations to develop and realise high-
quality digital youth work activities; new connections between partner
organisations and target groups.

@EUR()PSKYDIALOG WC’)W m Eﬁ?}ﬁmﬁ ﬁ\t) ‘ HIGGS


https://digi-youth.com/#/en
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