
In the light of the findings provided by the 
'INFODEMICS' Comprehensive Research Report, 
new statements have been developed for 13 of the 20

competences described in the 5 competence areas of the
DigComp 2.2 framework, with the goal of bolstering the

health and well-being aspect of it and with a focus on youth. 

click on the
links to learn

more!
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https://infodemics.eu/comprehensive-research-report/
https://publications.jrc.ec.europa.eu/repository/handle/JRC128415


The 'INFODEMICS' Comprehensive Research Report
investigates how youth is affected by the health & well-

being misinformation phenomenon, which, lately, has been
boosted by two major challenges: Digitalisation & Covid-

19 crisis
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The Report has 3 main goals:
1. To identify challenges, gaps & best practices for

developing the competences & skills needed by young
people to  critically analyse media information.
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2. To explore possibilities that  the
DigComp framework can provide to enhance the 
digital competence of  youth in relation to health 

& wellbeing.
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3. To develop innovative competence statements  for the
DigComp framework that focus on the relevance of  health

& wellbeing 
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Some of the main identified challenges, gaps and needs of
youth in digital environments that are related to health and

well being are:
The assumption of youngsters being “digital natives”.
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Some of the main identified challenges, gaps and needs of
youth in digital environments that are related to health and

well being are:
Extended use of social media, where misinformation

is most prevalent and spreads faster.
 

2021-1-LU01-KA220-YOU-000028874



Some of the main identified challenges, gaps and needs of
youth in digital environments that are related to health and

well being are:
Lack of critical thinking and fact-checking skills, as

well as lack of motivation to learn.
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Some of the main identified challenges, gaps and needs of
youth in digital environments that are related to health and

well being are:
Risk of cyberbullying, harassment, social exclusion

and online violence. Plus risk of addiction and
excessive time in online environments.
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Some of the main identified challenges, gaps and needs of
youth in digital environments that are related to health and

well being are:
Misinformation can affect mental health: feeling
unable to differentiate true facts from fictitious

information fuels psychological distress.
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Some of the main identified challenges, gaps and needs of
youth in digital environments that are related to health and

well being are:
Youngsters do not always check official health e-

sources when seeking health information.
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Some of the main identified challenges, gaps and needs of
youth in digital environments that are related to health and

well being are:
Exposure to misinformation, often promoted by

algorithms and marketing strategies, or by individuals
such as peers, influencers, false experts, etc.
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Some of the main identified challenges, gaps and needs of
youth in digital environments that are related to health and

well being are:
Lack of spaces and competence for talking about our

digital lives in offline settings.

2021-1-LU01-KA220-YOU-000028874


