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[bookmark: _Toc229046792]SECTION ONE: GENERAL GUIDANCE FOR ALL WORKSHOPS
[bookmark: _Toc229046793]1.0 Meaningfully engaging CYP with the Voices for Impact platform
[bookmark: _Toc229046794]1.1 Children’s rights approach
This workshop adopts a children’s rights-informed approach. In doing so, the workshop is framed within the Lundy Model of child participation in decision making, attending to the key issues of Space, Voice, Audience, and Influence (Lundy, 2007, see Figure 1 below).
[image: ]
Figure 1: Lundy Model of Child Participation (2007)

[bookmark: _Toc229046795]1.2 Creating a conducive SPACE to facilitate meaningful VOICE: 
Below are some key factors to consider in order to create conducive SPACE for CYP to share/ VOICE their INFORMED views.
Build your own capacity.
· Attend the VfI training workshops!
· Familiarise yourself with the learning objectives, presented below and refresh any content from the workshop training, where required.
Recruit CYP: Informed voluntary consent.
· Invite appropriate CYP for engagement (consider age and capacity)
· Ensure INFORMED consent – voluntary nature, awareness of the use of data and confidentiality.
Physical and relational spaces
· Arrange suitable physical space and resources (presented below)
· It is anticipated that all sessions will take place in the youth community setting/ another familiar and safe space for the CYP. 
· Care should be taken to ensure the suitability of the relational space also. For example, by maintaining impartiality and by attending to power dynamics.
· Adhere to the hosting organisation’s safeguarding policies, should any need arise.
[bookmark: _Toc229046796]1.3 Facilitating VOICE
Having established the safe physical and relational Spaces, there are solid foundations for the young experts to Voice their views. Further considerations include:
· Appropriate, transparent, and clear information should be provided to the CYP who will be invited to volunteer their input. 
· Consider age, stage, culture, barriers – identify any additional supports that are required? *Note, language – the site is available in English, Irish, and Welsh.
· To shape ‘(in)formed’ insights, the workshop session guides (one provided for each of the SDG themes) presented within this pack will help facilitate meaningful engagement, (using a range of different communication tools).

[bookmark: _Toc229046797]1.4 Considering AUDIENCE encouraging INFLUENCE.
At the outset, and in order to ensure the views shared by the CYP are given ‘due weight’ (as per Article 12 of the UNCRC), it is important to identify the ‘audience’/’Designated Listener’, i.e., the team/ individuals who will ensure the CYP’s responses are taken seriously and acted upon, where appropriate. A ‘Pathways to Impact and Influence’ template is provided to help facilitate this key aspect of the process.

1.5 Data Protection, Privacy, and Informed Participation
Voices for Impact is committed to protecting the privacy and rights of all children and young people who take part. Survey responses collected through the platform are anonymous and are used to identify themes, trends and issues affecting young people across Northern Ireland, the Republic of Ireland, Scotland, and Wales. Individual young people cannot be identified from the data collected. Registered organisations can access data relating to their own participants and activities, while wider reporting uses aggregated, anonymous data. Facilitators should ensure that young people understand how their information will be used before taking part and remind them that participation is voluntary. A short video explaining how Voices for Impact collects, stores and uses young people's data is available on the website and should be shared with participants where appropriate. Further information can be found at www.voicesforimpact.ai.
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[bookmark: _Toc229046798]Pathways to Impact: Template
	
Identifying audience: questions/ checklist

	Is the key audience internal/ external/ both? Who would be interested/ need to learn from this work?
	

	Who is the key receiver of this information? 
· And are they on board to receive and act upon these findings, as appropriate (‘Designated Listener’)?
· Does this person have the authority to influence change?


	

	Are the CYP comfortable with this sharing?
	

	
Identifying influence: questions/ checklist

	What internal/external processes/ decisions/policies/ activities could this information inform?
	

	Do we have the appropriate audience (above) to influence change across these processes/ policies/ decisions/ activities?
	

	In what ways could this information influence decisions? NB, avoid over promising with CYP.

	

	Dissemination/ communication plan

	How will this information be communicated to the key audience/ ‘Designated Listener’?
	

	Who will communicate what and to whom? And when?
	

	
Due weight (taking views seriously) IMPACT

	What procedures can be put in place to ensure they are taken seriously?

	

	What steps could be taken to translate these results into action (inform processes, decisions, practices etc.)?
	

	How will we feedback to the CYP (in terms of actions taken, not taken, why)?
	

	After – checklist

	Were the results received by the appropriate audience?

	

	What impact/ influence have these views had?

	

	Has feedback on this impact/influence been communicated with the CYP?
	

	Any follow-up action required?
	



[bookmark: _heading=h.3gcrlal1jc33]
[bookmark: _Toc229046799]SECTION TWO: SESSION GUIDES FOR EACH OF THE KEY VFI THEMES
[bookmark: _Toc229046800]2.0 Introduction
The VFI Platform provides space for CYP to offer their views across six key themes (see Figure 2), aligned with the UN Sustainable Development Goals and the United Nations Convention on the Rights of the Child (UNCRC) – see training materials for further info. Workshop session guides have been developed to help engage CYP in conversations about each of these themes, to facilitate a more meaningful and ‘INFORMED’ view. 
These workshop plans are designed to support youth workers (or anyone working with children and young people) across Northern Ireland, the Republic of Ireland, Scotland, and Wales in delivering engaging, meaningful sessions that connect young people with the Voices for Impact digital platform.

Each workshop uses participative and youth‑centred methodologies to explore one of the Voices for Impact - six thematic areas aligned with the United Nations Sustainable Development Goals (SDGs). Through these activities, young people are encouraged to reflect on their lived experiences, discuss the issues that matter to them, and contribute their views in a way that supports real change.
The six thematic areas are:

1. Good Health and Well-Being (SDG 3: Good Health and Well-Being)
2. Learning, Skills, and Work (SDG 4: Quality Education)
3. Safer Society (SDG 16: Peace, Justice, and Strong Institutions)
4. Fairer Society (SDG 10: Reduced Inequalities)
5. The Planet (SDG 12: Responsible Consumption and Production)
6. Digital Access (SDG 9: Industry, Innovation, and Infrastructure)

Each workshop is structured as a 60‑minute session and concludes with participants completing the relevant survey on the Voices for Impact website (www.voicesforimpact.ai) ensuring that young people can share their views in an informed, confident, and engaged manner.

Two workshop plans are provided for each thematic area, giving you flexibility to choose the session best suited to your group’s age, background, interests, and level of awareness. An additional resource pack is also included, offering a range of icebreakers, energisers, and games that can be used to tailor the session to your group’s needs. Please note timings are only suggestions and adjust to suit your group and context. 





















[bookmark: _Toc229046801]2.1 Session Guide: ‘Good health and well-being’ 

Workshop: Good Health and Well-being – Plan A. 
Learning Objectives
· Explore what health and well‑being mean in your everyday life.
· Identify what helps or harms your mental and physical well‑being.
· Share your experiences and understand how they connect to wider issues.
Materials Needed
· Markers / pens
· Paper / flip chart paper
· Tablets/laptops (if available)
Workshop plan
5 min	Ice-breaker 
Select one suitable for the group from the resources provided or select your own. 
10 min Opening and Introductions
· Ask everyone to pull into a circle for the welcome.
· Each participant shares their name and one thing that makes them feel happy and/or healthy. Leaders should start this to help set the tone. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
15 min My health & Well-being 
· Participants work in pairs to create a 'health & well-being web' on paper.
· Draw the outline of a person in the centre. 
· In their pairs get them to discuss things that affect or impact their health and well being, noting this around the outline of a person. 
· Pull back into the full group and pairs share a few things from their web with the full group.
15 min Healthy Futures Brainstorm
· Explain the purpose of this activity is to imagine and design a future community that supports young people’s health and happiness.
· Divide participants into smaller groups, with a leader going with each group. 
· Get them to use the prompt: “If you could design the perfect community for young people’s health and well-being, what would it look like?”
· Groups should draw or list ideas on paper. 
· Encourage creativity: parks, mental health spaces, healthy food spots, tech for health, etc.
· Pull back into the full group and get each group to present their ideas to the whole group.
· Leaders highlight common themes and link back to how their voices matter in shaping real communities.
10 min Survey 
· Guide participants through the Good Health and Well-being survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website.

Workshop: Good Health and Well-being – Plan B
Learning Objectives
· Explore what health and well‑being mean in your everyday life.
· Identify what helps or harms your mental and physical well‑being.
· Share your experiences and understand how they connect to wider issues.
Materials Needed
· Pens / markers
· Flip chart paper / paper
· Tablets / laptops (if available)
Workshop Plan
5 min Ice-breaker
Select one suitable for the group from the resources provided or select your own. 
5 min	Check-in and Context Setting (5 minutes)
· Ask everyone to pull into a circle for the welcome.
· Each participant shares their name and one thing that makes them feel happy and/or healthy. Leaders should start this to help set the tone. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
10 min Health & Well-being Challenge
· One of the leaders writes and the other facilitates.
· Ask the group to share what comes into their heads and what they associate with the terms ‘good health and well-being.’
· Note this down onto flip chart and where appropriate get young people to share more about their answer. 
· As the discussion progresses ask them to think if anything further comes into their head when they think about young people’s good health and well-being. 
10 min Impact Mapping
· Share that the purpose is to explore how different factors influence youth health and well-being.
· Ask the young people to work in smaller groups.
· Give each group a large sheet and get them to write “Young Person” in the centre.
· Ask them to map out factors that impact their health and well-being in three rings:
1. Inner ring: Personal choices (sleep, diet, exercise) & family 
2. Middle ring: Community influences: school, friends, local facilities
3. Outer ring: Society: policies, healthcare access, social norms, availability of services, environment, social media
· Name & explain each ring one at a time and give young people time in their group to discuss & notes down their answers.
· After 10 minutes get feedback from each group (you can stay in small groups and feedback or pull back into the full group) 
· Groups share examples from each ring and anything surprising that came up. 
15 min Ideas  
· Explain you are going to produce ideas that could improve young people’s health and well-being. 
· On the wall or on the floor set out pages with a range of youth health and well-being challenges on them. Leaders can select their own or select from the areas below. 
· Participants move around and either individually or in pairs - sketch or list the ideas / solutions they must address the challenges in this area. Note these onto the pages. 
· Encourage them to think about: Realistic vs. aspirational solutions; Barriers and how to overcome them.
· After 10 minutes ask young people to stop and move around and read what others produced. 
· Ask them to share any that they agree with or surprises them. 
· Close this by thanking them for sharing their ideas – getting this type of input from young people on these challenges is helpful and insightful. 
Mental Health: Long waiting lists for mental health support; Not knowing where to get help when struggling; Feeling stressed about school, exams, or family issues.
Access to Healthcare: Difficulty getting GP appointments; Not being taken seriously by health professionals; Limited access to youth‑friendly services.
Healthy Food: Healthy food being too expensive; Lack of healthy options in school; Not knowing how to cook or eat well on a budget.
Staying Fit: Few affordable sports or fitness activities; Feeling self‑conscious exercising in public; Not enough safe outdoor spaces to be active
Body Image: Pressure to look a certain way (social media, peers); Low confidence about appearance; Comparing themselves to unrealistic online images.
Substance Use Prevention: Peer pressure around alcohol, vaping, or drugs; Not understanding the risks; Boredom leading to experimentation.
Social media: Feeling overwhelmed by constant online pressure; Cyberbullying affecting mental health; social media affecting sleep.
10 min Survey 
· Guide participants through the Good Health and Well-being survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 
























[bookmark: _Toc229046802]2.2 Session Guide: ‘Learning skills and work’

Learning Objectives
· Explore the different ways you can learn and build new skills.
· Identify what helps or gets in the way of your learning.
· Recognise the skills you already have and how they can grow in everyday life.
Materials Needed
· Pens / Markers 
· Flip chart paper / paper
· Prizes
· Post-it note
Workshop plan
5 min Welcome 
· Ask young people to share their name (and if it will work for the group – one thing they enjoyed learning)
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
5 min 	Ice-breaker
Select one suitable for the group from the resources provided or select your own. 
15 min Places we learn. 
· Divide the participants into smaller groups.
· Explain we are going to have a competition, and whichever groups can list the most answers in 5 minutes will win prizes. 
· Give each group a page and pen. 
· Explain that they have one minute to come up with all the places where learning happens.
· When finished get them to swap sheets with another group who will tally their answers. 
· Return sheets, share scores, and give prizes to the group with the most. 
· Do the same for the second question: list as many skills that a person can have. 
· Do the same for a third question: name all the types of jobs you can have. 
· Pull back into full group and open discussion using the following questions: 
1. What makes learning easy or hard in the places you listed?
2. Which skills do you use most in your everyday life, and where did you learn them?
3. How much do you think about the jobs people do or about what jobs you might want in the future? 
15 min My skills 
· Give each participant a post-it note. Ask them to write:
1. One skill they are good at (e.g., baking, football, drawing, coding, being kind).
2. One skill they would like to learn (e.g., guitar, swimming, speaking another language).
· Move into group, with one leader per group. 
· Ask each person to share their two skills – if it helps leaders can do this also. 
· Open discussion using these questions: 
· Where did you learn your skill? 
· What helps us learn skills? 
· What makes it hard? 
· How could someone learn the skill you want?
· Where could we learn these skills? 
· Who could help us with learning the skills?
· Thank the group for sharing, hopefully it has been interesting to learn about the skills others have and want; but importantly how, where and who can help us learn them. 

10 min Survey 
· Move into the full group. 
· Guide participants through the Learning, Skills, and Work survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 
Workshop: Learning, Skills, and Work – Plan B
Learning Objectives
· Explore the different ways you can learn and build new skills.
· Identify what helps or gets in the way of your learning.
· Recognise the skills you already have and how they can grow in everyday life.
Materials Needed
· Flip chart paper and markers
· Laptops/tablets (optional)
Workshop plan
5 min Introduction
· Ask young people to share their name (and if it will work for the group – one thing they enjoyed learning)
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
5 min	Ice-breaker 
Select one suitable for the group from the resources provided or select your own. 
15 min Three corners
· Explain that participants will share quick opinions – we will have 1 -2 minutes per statement.
· Have 3 corners: one for agree, one for disagree and one for do not know. 
· Participants choose a corner based on their opinion.
· After you read out statement, get young people to stand at their corner and then ask them to share why they have chosen that side. 
1. McDonald’s is the best fast‑food restaurant.
2. Schools should be allowed to sell junk food.
3. Students should be allowed to wear their own clothes instead of school uniforms.
4. Homework is an important part of learning.
5. Qualifications from school or university are what employers value most.
6. Schools need to do more to tackle bullying.
7. Career guidance in schools is essential for young people.
8. Having a university degree gives you better opportunities.
· Thank everyone for taking part.
· Remind them there is no right or wrong answer.
· If needed – do a check-in. 
10 min Personal experience – school & education
· Divide into 2 smaller groups. 
· Discuss your experience in school & education e.g. school, tech, training – your thoughts, experiences, opinions on it. 
· Ask what was positive and challenging about it. 
· Can explore the following issues: 
· What have been some of the positive and more challenging parts of education for you (or others)?
· What could make schools better? 
· Did or do you feel education is helping you learn and prepare for the future?
· Summarise the discussion and thank them for their contribution. 
15 min Barriers & Bridges
· Staying in the same 2 smaller groups. 
· We now want to discuss two areas. 
· Question 1 - Barriers: What makes learning or gaining new skills hard for you or other young people? What barriers exist for getting a job now or in the future? 
· Question 2 – Bridges: What do young people need to make learning skills easier? What could help you now to be better prepared for jobs in the future? 
· To record this, you can either have 2 flip chart pages and record answers on this.
· Or you can make it more interactive / creative by using materials (block, Jenga pieces) to build a bridge and as people answer they add a piece to it. 
· Summarise the discussion and thank them for their participation. 
10 min Survey 
· Move into the full group. 
· Guide participants through the Learning, Skills, and Work survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 
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Learning Objectives
· Explore what makes young people feel safe or unsafe in their communities.
· Identify the biggest safety issues young people face in everyday life.
· Share ideas on how young people and communities can help create safer places for everyone.
Materials Needed
· Pen / markers
· Flip chart paper / paper
· Coloured stickers or coloured markers 
· Post-it notes 
Workshop plan
5 min 	Ice-breaker
Select one suitable for the group or from the list provided. 
5 min 	Welcome
· Ask young people to share their name. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
20 min Our Community Map
· Explain that we are going to do a community map. 
· Divide into groups of people who live in the same area; suggest that there is 1 leader per group. 
· In the small groups, create a map of their local community. 
· Map out all the places that are relevant to young people and that young people go to or use, including parks, schools, shops, transport areas, (you could add a section for online spaces)
· Once finished progress onto discussing which of these spaces are safe / neutral or unsafe for young people.
· Ask the young people to individually mark some of these using coloured stickers or markers e.g. red for unsafe, green for safe, orange for neutral. 
· As they do this discuss what makes places feel safe or unsafe in their community? And for young people? 
· Pull back into full group and share key findings with larger group.
15 min Community Safety Wall 
· Put up a large sheet labelled “What & who makes our community safe?”
· Give participants post-it notes and a pen. Or else leader writes down their suggestions. 
· Get them to think about and answer: 
1. Things or people that makes them feel safe personally (e.g., parents, rules, helmets). 
2. Thing of people that makes a community safe for young people (e.g., streetlights, friendly adults, safe crossings, police, teachers, parents, older young people).
· Get them to put their answers onto post-it notes and put on the wall.
· As they put them up get them to share with others or leaders read out
· Ask them to explain why this is and discuss. 
· Summarise the discussion and thank them for taking part. 
10 min Survey 
· Move into the full group. 
· Guide participants through the Safer Society survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 
Workshop: Safer Society – plan B
Learning Objectives
· Explore what makes young people feel safe or unsafe in their communities.
· Identify the biggest safety issues young people face in everyday life.
· Share ideas on how young people and communities can help create safer places for everyone.
Materials Needed
· Markers / pens 
· Flip chart paper / paper 
Workshop plan
5 min Ice-breaker
Select an ice breaker that will work for the group or from the list provided. 
5 min Welcome
· Ask young people to share their name. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
20 min Safety Perspectives Café
· Arrange 5 tables / stations, each with one of the following safety themes (change these as appropriate for your group):
1. Community violence & crime
2. Online safety & digital harm
3. Hate crime & discrimination.
4. Domestic & relationship violence
5. Substance-related harm
· Participants split into small groups and move around each different table or stations. 
· If enough leaders, one goes with each group. 
· Explain as they go around, we want them to discuss and note down reflections on these two questions:
1. What does this issue look like in your community?
2. What factors make it worse?”
· Leaders make sure groups rotate around all stations – you can do this in sync or let groups work it out.
· Get them to read what previous group wrote, add new ideas, and suggest one solution.
· Pull back into the full group & bring all the pages.
· Leaders go over and highlight common themes and surprising insights.
· Check in how they found completing this. 
15 min Move forward – solutions. 
· Get everyone to stand in a line. 
· Explain they can take a step / move forward with each suggestion they make.
· The challenge is to get to the other side of the room. 
· We will go through the 5 areas we explored, and you give suggestions around what could be done to make these issues better for young people. 
· When you put forward a suggestion you move / step forward. 
1. Community violence & crime
2. Online safety & digital harm
3. Hate crime & discrimination.
4. Domestic & relationship violence
5. Substance-related harm
· Leaders facilitate discussion on the answers given. 
· At the end ask people to share which ideas stick out the most to them. 
10 min Survey 
· Move into the full group. 
· Guide participants through the Safer Society survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 
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Learning Objectives
· Understand concepts of fairness and equality in age-appropriate ways.
· Identify examples of fairness and unfairness in their lives.
· Explore how communities can be more inclusive.
· Develop empathy and understanding for different experiences.
Materials Needed 
· Flip chart paper / paper 
· Coloured pens and markers
Workshop plan
5 min Ice-breaker
Select one suitable for the group or from the list provided. 
5 min Introduction
· Ask young people to share their name & something that comes into their head when they think of fairness. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
15 min Activity 1: Fair or not fair 
· We will share simple scenarios and ask participants to move to different sides of the room based on their response to it. 
· When participants pick a side ask them for an explanation behind their decision making, focusing on why or why not they think it is fair. 
· Pick several of the scenarios to go through in the time you have for the activity. 
1. Everyone gets the same amount of time to complete a test.
2. One sibling gets extra screen time because they finished chores, while the other did not. 
3. A sports coach lets everyone play equal time in a friendly match.
4. A teacher only calls on the same few students in class discussions.
5. A young person cannot join an after‑school club because it costs too much.
6. Someone is not allowed to join a game because of their accent.
7. A football team chooses players based on popularity instead of ability.
8. One student gets more help than others because the teacher knows their family.
9. Young people with disabilities cannot access a local youth club because there is no ramp or lift.
10. A group excludes someone from a chat because they do not have the newest phone.
11. Older siblings get to stay out later than younger ones, even when they behave the same.
12. A school gives out rewards only to students with perfect attendance, even if others miss school due to illness or caring responsibilities.
· If needed, based on the group, do a quick check in of how people found that or how they are at the end of the activity. 
15 min Fairness in Our Lives
· Divide into 2 small groups – one leader goes with each group. 
· Small groups brainstorm examples of fairness and unfairness they see: 
· At home
· At school
· In their community
· Between different groups of people
· In society 
· Create two lists: "Fair" and "Not Fair.”
· Pull back into the full group to feedback. Groups share examples and discuss why certain things feel unfair.
5 min Fairness Actions (5 minutes)
· Finish the discussion in the small group by asking them to think about how young people can help make things fairer.
· Ask if they can each share one action, they could take to help fairness across any of the areas we discussed. 
· Leaders could set the tone by starting this. 
· When finished, summarise the small group discussion and close. 
10 min Survey 
· Move into the full group. 
· Guide participants through the Fairer Society survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 

5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 
Workshop: A Fairer Society – Plan B
Learning Objectives
· Understand concepts of fairness and equality in age-appropriate ways.
· Identify examples of fairness and unfairness in their lives.
· Explore how communities can be more inclusive.
· Develop empathy and understanding for different experiences.
Materials Needed
· Label with character.
Workshop plan
5 min Ice-breaker
Select one suitable for the group or from the list provided. 
5 min Introduction
· Ask young people to share their name & something that comes into their head when they think of fairness. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
10 min Unfairness
· Ask everyone to find a spot in the room on their own or turn their seats around to face outwards in the circle. 
· If the group is willing ask them to close their eyes.
· Get them to think of a simple situation / circumstance that they felt treated unfairly or saw someone else be treated unfairly. 
· If comfortable ask for some people to share how they remember feeling in this situation. 
· Again, if comfortable, ask some people to share briefly what about it was unfair. 
· Finish by asking what, if anything, was done in this situation? What helped or did not help. 
· Close and pull everyone back into the circle, we started with this to help you grasp what we are exploring today. 
25 min Move forward.
· Explain we are going to give you all a teenage character. 
· Then you will all stand in a line & the challenge is to get to the end of the line. 
· To do that we will call out statements and if you think this statement applies to your person you take a step forward, if it is neutral stay where you are, or if you feel this is not available to your person you step back. 
· Give each person their character – and then let them share with the group who they are. 
· After we have read the statement and moved, it is okay to discuss why you did or did not move; it is also okay to ask for the group’s inputs. 
Characters (select which apply)
1. A young person with a stable home life and supportive parents.
2. A teenage boy living in a rural area with limited public transport.
3. A teenage girl who uses a wheelchair due to a physical disability.
4. A young person living in temporary accommodation with his family.
5. A teenage girl with caring responsibilities for a younger sibling.
6. A young person with reliable internet and his own laptop.
7. A young person whose first language is not English.
8. A teenage boy from a low‑income family who often misses out due to cost.
9. A teenage girl who feels safe and supported at school.
10. A young person experiencing bullying because of his appearance.
11. A teenage girl who attends many clubs because her family can afford fees and transport.
12. A teenage boy who struggles with mental health and finds it hard to access support.
13. A young person who regularly uses a youth centre and feels well supported.
14. A teenage boy living in a neighbourhood with few safe outdoor spaces.
15. A teenage girl with a long‑term health condition that causes her to miss school often.
Statements (select the most appropriate for your group or edit)
1. You can afford to take part in school or youth activities when you want to.
2. You feel safe walking around your community.
3. You have access to fast, reliable internet at home.
4. You can easily get to school, youth clubs or sports activities when you need to.
5. You feel listened to by adults—teachers, youth workers, or family.
6. You do not worry about money or your family’s finances.
7. You can get support when you feel stressed, sad, or overwhelmed.
8. Your home feels warm, comfortable, and not overcrowded.
9. You feel included and accepted for who you are.
10. You have the things you need to do well at school (uniform, materials, quiet space).
Debrief
· When you have finished ask everyone how they feel about where they are standing, and in relation to others. 
· Move back into the circle & say we are out of character now, and debrief using these questions:
1. What did you notice about where different people ended up standing? 
2. How did it feel to step forward or step back during the activity? 
3. What does this activity show us about fairness and unfairness in society?
4. What can you take away from this about a fair society?
10 min Survey 
· Move into the full group. 
· Guide participants through the Fairer Society survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 
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Learning Objectives
· Explore the environmental issues affecting your community and the wider world.
· Understand how a healthy planet supports healthy communities and daily life.
· Identify simple actions young people can take to help protect the environment.
Materials Needed
· Flip chart pages / paper
· Pen / markers 
Workshop plan
5 min Ice-breaker
Select one suitable for the group or from the list provided. 

5 min Introduction
· Ask young people to share their name & something that comes into their head when they think of the planet. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
15 min Word meaning 
· Have various words on flip chart set around the room.
· Ask the young people to move around each page in pairs or small groups.
· In their group they must note down what their understanding of the words are
· After each group has had an opportunity to do this, move around each page one at a time reflecting back what young people noted down.
· Then share the meanings below:
· Recycling: Turning old or used materials into new things so they do not go to waste.
· Sustainable consumption: Using only what we need in a way that does not harm the planet.
· Wildlife: All the animals and plants that live freely in nature.
· Climate change: Long‑term changes in the Earth’s weather caused mostly by human activities.
· Carbon footprint: The amount of pollution we create through our everyday actions.
· Environmental education: Learning how nature works and how we can help protect the planet.
· Climate anxiety: Feeling worried, scared, or overwhelmed about climate change and what it means for the future of the planet.
10 min Move around.
· Explain we are going to read out short statements about the environment. 
· After each one, move to the side of the room that matches how you feel.
· Areas are: Yes, No, Unsure
· Statements are:
1. Climate change affects people in our community.
2. The environment impacts my daily life.
3. I notice pollution where I live.
4. Everyone has a role in protecting nature.
5. I think my generation cares deeply about the planet.
6. Environmental problems feel too big for young people to change.
10 min One realistic action 
· Pull back into the circle. 
· Ask each participant to choose one small, realistic action they can take to help the environment, something they feel confident they can actually do in their everyday life.
· Give them a moment to think and then share their action with the group, explaining why they chose it and how they will make it happen.
· Thank them for their contribution and taking part in the workshop overall. 
10 min Survey 
· Move into the full group. 
· Guide participants through the Planet survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 

Workshop: Planet – Plan B
Learning Objectives
· Explore the environmental issues affecting your community and the wider world.
· Understand how a healthy planet supports healthy communities and daily life.
· Identify simple actions young people can take to help protect the environment.
Materials Needed
· Flip chart paper / paper
· Markers / pens 
Workshop plan
5 min Ice-breaker
Select one suitable for the group or from the list provided. 
5 min Introduction
· Ask young people to share their name & something that comes into their head when they think of the planet. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
15 min Debate
· Ask everyone to stand and explain we are going to have a debate on several areas relating to the planet. 
· We will call out a statement and based on what you think you select a corner: agree, disagree, do not know or do not care.
· After each person has picked a corner, ask for explanations and open up discussion through additional questions. 
· At the end of the exercise, if required, do a check in. 
· Use any of the following statements. 
1. What happens to the planet is important.
2. Climate change is real.
3. We should all recycle.
4. I am worried about the climate.
5. Everyone has a responsibility to protect the environment.
6. Climate change affects some people more than others.
7. Young people can make a big difference to the planet.
8. Governments should do more to fight climate change.
9. Big companies cause most of the environmental damage.
10. Changing small habits (like recycling or walking more) can help the planet.
11. Technology will solve most of our climate problems.
12. The climate crisis makes me feel powerless.
13. Protecting nature is more important than economic growth.
14. People should pay more for products that harm the environment.
15. Schools should teach more about climate and the environment.
16. It is already too late to stop climate change.

15 min Local Vs. Global impact 
· Divide the group into 2, with a leader going with each group. 
· Get them to divide the page in two and write local and global on either side.
· Explain we are going to look at different environmental issues. For each one, think about how it affects people here in our local community, and how it affects people around the world.
· Think about:  Who is affected? How daily life is impacted? Differences between wealthier and poorer communities? Short‑term vs long‑term effects.
·  You can use the issues below or select others, relevant to your group / areas:
1. Extreme weather (flooding, storms, heatwaves)
2. Wildfires 
3. Drought & water shortage 
4. Air & water pollution (due to noise, light, plastic, chemical, from transport) 
5. Food waste 
6. Fast fashion waste
7. Deforestation
8. Over population 
9. Melting ice caps 
10. Air and water pollution
11. Lack of access to parks and green spaces
12. Loss of wildlife and nature protection
5 min One realistic action 
· Pull back into the circle. 
· Ask each participant to choose one small, realistic action they can take to help the environment, something they feel confident they can actually do in their everyday life.
· Give them a moment to think and then share their action with the group, explaining why they chose it and how they will make it happen.
· Thank them for their contribution and taking part in the workshop overall. 
10 min Survey 
· Move into the full group. 
· Guide participants through the Planet survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 
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Learning Objectives
· Recognise how digital access differs for young people and the impact of this. 
· Explore how to use technology in a balanced and healthy way in everyday life.
· Build confidence in sharing their digital experiences and opinions to help improve technology for young people.
Materials Needed
· Colouring in markers
· Pages
· Flip chart paper
· Flip chart markers 
Workshop plan
5 min Ice-breaker
Select one suitable for the group or from the list provided. 
5 min Introduction
· Ask young people to share their name & what digital devices they use or have access to. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
15 min My Digital Day
· Explain that individually we want you to create a timeline of their typical day, showing when and how they use technology.
· Include devices used, activities done, and feelings about each use.
· Use different colours / image for fun digital activities vs. required/educational ones.
· After they have completed asking them to pair up and compare digital experiences
· Pull back into the full group and discuss the following question: What would a day without technology be like?
20 min Digital Good vs. Digital Challenges
· Divide into 2 groups with a leader going with each group. 
· We want to create two large posters: "How digital is good or helps us" and "Digital challenges.”
· Give each person markers / pens.
· Discuss each area and as the young people put forward suggestions, ask them to draw that on the poster.
· How digital helps: learning, staying in touch, creativity, entertainment, accessibility, find information online, digital jobs.
· Digital Challenges: cyberbullying, too much screen time, inappropriate content, cost, not everyone has access to data or Wi-Fi, what happens with your data, privacy.
· As you discuss the digital challenges, encourage the group to think of solutions as well. 
· Finish the activity by asking if they think digital is better/ more helpful than challenging. 
· Summaries the discussion and thank them for taking part. 
10 min Survey 
· Move into the full group. 
· Guide participants through the Digital Access survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 
5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 
Workshop: Digital Access – Plan B
Learning Objectives
· Recognise how digital access differs for young people and the impact of this.
· Explore how to use technology in a balanced and healthy way in everyday life.
· Build confidence in sharing their digital experiences and opinions to help improve technology for young people.
Materials Needed
· Flip chart paper / paper
· Pens / markers 
Workshop plan
5 min Ice-breaker
Select one suitable for the group or from the list provided. 
5 min Introduction
· Ask young people to share their name & what app they use most regularly. 
· Share that Voices for Impact is an online platform where young people like you can share your opinions on things like school, friends, and the environment, so leaders can make better decisions for young people. 
· What makes it unique is that you do this digitally and quickly. 
· Across NI, ROI, Scotland, and Wales lots of young people are using this to help us gather collective data, to enable us to impact and influence decision making. 
· Share the learning objectives for the session. 
· If appropriate, discuss and establish ground rules for sharing and listening respectfully.
10 min Digital use
· Ask everyone to think about a typical weekend day and how much time they would spend on a device/screen: phone, tablet, laptop, gaming etc. 
· Ask them to stand up if they use 1 or more hour. 
· Continue this increasing by 1 hour each time; if it passes how much you use sit down.
· Continue until everyone sits down. 
· At the end open discussion on how they found doing this & ask if they think about how much they use devices daily? 
· Do you think about how much you use affects / impacts you? 
· Finish by asking what they think is a balanced amount to use it on a daily basis? 
15 min social media ban 
· Through a show of hands, ask how many support a social media ban for under-16s.
· Split the group into two and one leader go with each.
· Explain we want to explore the social media ban for under 16’s which has happened in some countries. 
· Assign one group to be pro/for it; and the other to be against it. 
· Give each time in the group, with the leader, to produce their arguments. 
· Pull back into the full group & have them sit opposite each other. 
· Explain we want you to share your points but also debate this for 5 minutes. 
· After this is finished do a vote again – to see if anything has changed. 
10 min Digital Debate
· Explain we will do a digital debate. 
· There will be a yes, no, and not sure section of the room.
· We will share statement and based on your opinion move to this section.
· We will then take time to discuss this.
· Choose from the following statements, based on the group and time available. 
1. Everyone should have free access to Wi‑Fi wherever they live. 
2. Rural areas should get better investment in internet and mobile coverage.
3. It is possible to use social media in a healthy and positive way.
4. Young people know more about staying safe online than adults think.
5. Online bullying is worse than bullying in school.
6. Tech companies should do more to protect young people online.
7. Getting likes or views affects how people feel about themselves.
8. Technology makes life easier for young people.
9. Schools should teach more about digital skills and online safety.
10. Having a phone makes it easier to stay safe and connected.
11. It is our responsibility to think before we post online.
12. There should be stricter age checks for online platforms.
13. AI and new technologies will create more opportunities for young people.
14. Online learning should be used more in schools.
15. Gaming helps build useful skills for real life.
10 min Survey 
· Move into the full group. 
· Guide participants through the Digital Access survey on Voices for Impact website.
· Support those who need help reading or understanding questions.
· Encourage honest responses based on their own experiences.
· Hand out tablets / laptops to get young people to complete; or if young people have their own device share the website or a QR code to the survey. 

5 min	Reflection and Close
· Reflection: One word describing how they feel or what they are thinking at the end of the sessions. 
· Explain how their contributions will contribute towards collecting data on a local and national level, to help make more informed decisions on issues that impact young people. 
· Thank participants and share that they can see the collective results through the website. 


2.7 Explanation of Workshop Terms 

Digital Access: Being able to use technology like phones, laptops, Wi‑Fi, or the internet. 
Digital Balance: Using technology in a healthy way without it taking over your life. 
Barriers: Things that make learning, working, or taking part in activities harder.
Body Image: How you feel about the way your body looks.
Bullying: Hurting, embarrassing, or threatening someone on purpose - online or offline.
Carbon Footprint: How much pollution is created by the things we do every day (like travel, energy, food). 
Career Guidance: Advice that helps you think about future jobs or education paths. 
Climate Anxiety: Feeling worried or scared about climate change and the future of the planet. 
Climate Change: Long‑term changes to Earth’s weather caused mostly by humans.
Community: The place where you live and the people around you.
Cyberbullying: Bullying that happens online, through messages, posts, or games. 
Equality: Everyone being treated fairly and given the same chances.
Environmental Issues: Problems that harm nature, like pollution, climate change, and waste.
Fairness: Things being just, equal, and not favouring some people over others. 
Global: Things that affect the whole world, not just your local area.
Green Spaces: Outdoor areas with grass, trees, and plants where people can relax or play.
Health & Well‑Being: Feeling good physically, mentally, and emotionally. 
Hate Crime: When someone is bullied or harmed because of who they are (like their race, religion, or identity).
Inclusion: Making sure everyone feels welcome and able to take part.
Local: Things happening close to where you live - your town, school, or community.
Mental Health: How you think, feel, and cope with life.
Online Safety: Staying safe when using the internet or apps. 
Opportunities: Chances to learn, try new things, or improve your future. 
Planet: Our Earth - including the air, water, animals, plants, and environment.
Privacy (Online): Keeping your personal information safe and protected online.
Recycling: Turning old materials into new items so they do not go to waste.
Safety: Feeling protected and not in danger in your home, school, community, or online.
Screen Time: How long you spend using devices like phones, tablets, or computers.
Skills: Things you are good at, or can learn to do (like cooking, drawing, listening, or coding). 
Social media: Apps or websites where people share posts, photos, videos, or messages.
Substance‑Related Harm: Problems caused by alcohol, drugs, or vaping.
Sustainable Consumption: Using only what we need in a way that does not harm the planet.
Technology: Devices and tools like phones, tablets, computers, or apps.
Unfairness: When someone is treated worse than others for no good reason. 
Wildlife: Animals and plants that live freely in nature





















2.8 Explanation of survey terms 

GOOD HEALTH & WELL-BEING
Mental Health: How someone thinks, feels, and copes with everyday life, including emotions, stress, and mood.
Positive/Negative Emotions: Feelings that can help (happy, calm, excited) or make things harder (sad, worried, angry).
Family Support: Help, care, and understanding someone receives from family members.
Mental Health Services: Places or people that provide counselling, therapy, or mental health support (e.g., GPs, school counsellors, youth projects).
Accessibility (Mental Health): How easy or difficult it is to find, reach, and use mental health support.
Substance Abuse Support: Services that help people who are struggling with alcohol, drugs, or harmful substances.
Social Media Impact: How using platforms like Instagram, TikTok, Snapchat affects someone’s mental health and well-being.
Recreational Spaces: Safe places where young people can spend free time, such as parks, youth clubs, leisure centres.

LEARNING, SKILLS & WORK
Remote Learning / Learning from Home: Education that happens outside school buildings, usually online.
School Stress: Feelings of worry or pressure caused by homework, tests, or school expectations.
Educational Inclusion: Ensuring all students, regardless of needs, gender, background, or ability, receive equal opportunities to learn.
Career Advice: Information or guidance that helps young people think about jobs, skills, and future pathways.
Vocational Training: Learning a practical job skill outside traditional school, such as apprenticeships, trades, or on‑the‑job training.
Bullying: Repeated behaviour that hurts, frightens, or upsets someone.
Employment Opportunities: The availability of jobs and career paths for young people in their country or area.


SAFER SOCIETY
Decision‑Makers / Local Leaders: People who make choices that affect a community e.g., councils, politicians, community groups.
Youth Voice: Young people having their opinions listened to and included in decisions.
Legal System: The rules, laws, and processes that keep society safe and fair.
Law Enforcement / Police Role: What the police do to maintain safety, investigate crime, and protect people.
Exploitation: When someone is taken advantage of, manipulated, or harmed, e.g., grooming, trafficking, forced labour.
Discrimination: Unfair treatment of people because they are different (race, religion, gender, etc.).
Healthcare Accessibility: How easy it is to reach doctors, clinics, hospitals, or other health supports.

FAIRER SOCIETY
Gender Equality: Everyone being treated equally regardless of gender.
Speaking Out Against Inequality: Feeling able and safe to challenge unfairness or unequal treatment.
Equal Access to Services: Everyone being able to use parks, libraries, clubs, or community resources without unfair barriers.
Equality Laws: Rules that protect people from discrimination based on gender, race, disability, religion, etc.
Welcoming Community: A place where people of different backgrounds feel included, respected, and safe.
THE PLANET & ENVIRONMENT
Sustainable Consumption: Using resources (food, energy, water, products) in ways that do not harm the environment or future generations.
Climate Change: Long‑term changes in temperature and weather patterns, often caused by human activity.
Carbon Footprint: The total amount of greenhouse gases a person or activity produces.
Environmental Education: Learning about nature, the planet, climate, and how to protect the environment.
Recycling: Sorting and reusing materials like plastics, paper, and glass to reduce waste.
Wildlife Protection: Actions taken to protect animals and their habitats.
Sustainable Living: Daily choices that reduce harm to the planet, such as saving energy, reducing waste, or using eco‑friendly transport.
DIGITAL ACCESS & DIGITAL SKILLS
Digital Skills: The ability to use computers, phones, apps, and online tools effectively.
Digital Literacy: Understanding how to find information online, use technology safely, and check what information is trustworthy.
Online Privacy & Security: Keeping personal information safe when using the internet.
Access to Devices: Whether someone has a laptop, phone, or tablet to help with learning or daily tasks.
Data Costs: The expense of internet usage, which can limit online access for some families.
Digital Government Services: Online tools provided by government e.g., NHS services, driving licence applications, benefits portals.
Online Socialising: Using digital platforms to communicate, stay connected, or make friends.





For further information please contact BYTES NI (Lead Partner) https://www.bytes.org/ 
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