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Executive Summary

This report, part of the Erasmus+ Capacity Building in the Field of Youth Project, titled “Youth
Participation in Digital Democracy: From Digital Skills to Digital Rights of Youth with Fewer
Opportunities in the Western Balkans” (EYDR), aims to empower young people in the Western
Balkans—especially those with fewer opportunities—by enhancing their digital skills and
understanding of digital rights.

This report highlights the state of youth participation in digital democracy in Montenegro, with a
focus on the extent of young people's digital skills, literacy, and engagement. The findings reflect
both the opportunities and challenges facing Montenegrin youth in the digital sphere, particularly
in their ability to use digital platforms for civic and political participation. The research shows a
substantial gap between the potential of digital tools and the current level of youth engagement,
with many young people remaining passive consumers rather than active participants in
democracy.

Despite growing access to digital platforms, the level of youth engagement in civic and political
activities in Montenegro remains low. Many young people are not involved in formal political
processes and their participation in political discourse through digital platforms is minimal.

A significant proportion of young people in Montenegro report feelings of disengagement from
the political system, largely due to a lack of trust in institutions. This is compounded by the
perceived absence of feedback and transparency from government bodies, which leaves many
feeling that their participation will not lead to meaningful change.

Although most youth are active on social media, their interaction with political content is largely
passive. For example, they may follow political news or sign online petitions, but few engage in
more substantive actions, such as organizing campaigns, creating political content, or directly
communicating with policymakers.

The report finds a significant disparity in the level of digital skills among Montenegrin youth, with
many lacking the critical skills needed to fully participate in digital democracy. While young
people are proficient in basic digital tasks, such as using social networks or messaging
platforms, many lack deeper skills related to critical thinking, cybersecurity, and the ability to
assess the veracity of information online.

Access to digital platforms is not uniform across Montenegro. Youth in rural areas face more
significant barriers to digital engagement due to limited access to technology and slower internet
connectivity. This digital divide hampers the ability of rural youth to participate equally in the
digital sphere.
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One key finding is that youth in Montenegro are not well-versed in cybersecurity principles,
leaving them vulnerable when engaging in digital platforms. Many lack awareness of privacy
issues, which further deters their active participation in civic and political discourse online.

Several factors contribute to the low level of youth engagement in Montenegro’s digital
democracy: a) Many young people express a lack of motivation to engage in political activities
online, often citing a belief that their participation will not make a difference. Moreover, there is
limited awareness of how to effectively engage in digital activism or participate in e-governance;
b) There is a growing trend of “slacktivism”, where young people show support for social causes
through low-effort actions such as liking posts or sharing content on social media. While this
raises awareness, it does not translate into meaningful engagement or participation in
democratic processes and c) A significant number of youth cited lack of time or fear of negative
consequences (such as privacy breaches or online harassment) as reasons for not participating
in digital activism. These concerns deter deeper involvement in online political discourse.

Despite these barriers, the report highlights several success stories where young people in
Montenegro have used digital platforms to promote social and political causes. These case
studies demonstrate the power of digital tools when combined with the right support and
resources.

The findings from this report underscore the untapped potential of digital platforms to enhance
youth participation in Montenegro. Digital literacy—both in terms of technical skills and
understanding digital rights—remains a key factor in determining the level and quality of youth
engagement. The digital space offers young people a unique platform to express their views and
connect with like-minded individuals. However, this potential is often underutilized due to
barriers like limited digital skills, fear of privacy breaches, and a lack of motivation to engage
deeply in political discourse. A critical takeaway from the report is the need for greater awareness
of digital rights. Many youth in Montenegro are unaware of their rights online, including privacy,
freedom of expression, and protection from harassment. This lack of awareness can prevent
them from fully engaging in digital democracy.

In conclusion, the report reveals a stark gap between the potential of digital democracy and the
current reality of youth engagement in Montenegro. While there is widespread use of digital tools,
especially social media, the level of meaningful participation remains low. Bridging this gap will
require efforts to enhance digital literacy, improve trust in institutions, and create safe, inclusive
digital environments where young people feel empowered to participate in shaping their society.

This research offers a comprehensive snapshot of the current state of youth participation in
digital democracy in Montenegro and highlights the areas where growth is not only possible but
essential for fostering a more inclusive and representative democratic future.
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Introduction
Introduction to the research topic and its relevance

In an increasingly interconnected world, digital democracy has become a fundamental
aspect of civic engagement, reshaping how individuals participate in governance and influence
decision-making processes. For young people, who are often at the forefront of technological
advancements, the ability to navigate digital platforms is not only a matter of personal
empowerment but also a crucial element of democratic participation. In Montenegro civic and
political participation, except voting, is at very low level due to several factors e.g. trust in
institutions, lack of transparency, absence of feedback by institutions. Declarative, Montenegrin
institutions have increasingly recognized the importance of participation in general through
joining the initiative Open Government Partnership on national and local level, but there is no
visible progress yet. Youth participation in digital democracy as essential for fostering a vibrant
and inclusive democratic society. Over recent years, there has been a growing acknowledgment
that engaging young people in the democratic process, particularly through digital platforms,
can enhance civic engagement and contribute to more representative governance. However, the
level of understanding and implementation can vary among institutions, but it remains at very
low level. While some government agencies and civil society organizations actively promote
initiatives aimed at increasing digital literacy and youth engagement, others may lag in integrating
these priorities into broader policy frameworks. Efforts such as youth-focused programs, digital
education initiatives, and collaborations with NGOs demonstrate a commitment to empowering
young people. That said, challenges remain, including gaps in resources, training, and a
comprehensive strategy to effectively engage youth in digital spaces. Addressing these
challenges is crucial for ensuring that youth participation is not only recognized but also actively
supported and integrated into Montenegro's democratic processes.

Political changes as of 2020 were expected to contribute to addressing participation and
digitalisation issues, especially for youth, but old practices have continued four years later there
is no progress in this regard. Montenegro's political landscape, characterized by ongoing
transitions and challenges to democratic processes, presents both opportunities and obstacles
for youth engagement. While the potential for digital platforms to facilitate greater involvement
exists and on daily basis topics to be discussed with youth, especially having in mind permanent
electoral campaign since 2020 due to unstable political coalitions, there remains a significant
gap in the availability of digital skills and literacies among young people. This gap hinders their
ability to effectively exercise their rights and engage meaningfully in the democratic process.

Mapping youth participation in this context requires a comprehensive exploration of the
digital skills and literacies that enable effective engagement. Digital literacy encompasses not
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only technical skills but also the critical understanding of digital rights, privacy, and the ethical
implications of online participation. By examining these facets, this research operationalizes
through two main components: an understanding of digital rights and the possession of essential
digital skills. By mapping the most common forms of youth political participation and social
activism online, the study aims to ascertain the extent of youth awareness regarding their digital
rights and the development of their digital competencies. Additionally, it seeks to identify case
studies showcasing effective examples of youth engagement in the digital realm, including
relevant projects and programs. Ultimately, this research highlights how digital literacy serves as
a vital determinant of participative and activist practices among youth, fostering a more engaged
and informed generation.

The relevance of this research extends beyond academic inquiry; it has practical
implications for policymakers, educators, and youth organizations. By providing insights into the
current state of digital skills and literacies among young people in Montenegro, this study will
inform the development of targeted programs and initiatives that empower youth to assert their
rights and engage actively in the democratic process. Finally, fostering a generation of digitally
literate citizens is essential for strengthening democracy in Montenegro and ensuring that the
voices of young people are heard in shaping their future.

In summary, this research seeks to map the landscape of youth participation in digital
democracy in Montenegro, focusing on the intersection of digital skills, literacies, and rights.
Through this exploration, the study will contribute to a deeper understanding of how to empower
youth, enhance their civic engagement, and promote a more inclusive democratic society.

Overview of the project and consortium

In the Western Balkans 6 (WB6) economies, significant progress has been made in
developing youth policy frameworks through various laws and strategies. However, there
remains a critical need for a robust youth system that empowers young people in decision-
making processes, particularly in the context of increasing digitalization. The European
Parliament has emphasized the urgent necessity to enhance youth capacities in digital skills,
literacies, and rights, especially in regions like WB6 and candidate countries for the EU
membership. In response, SCIDEV has launched the project "Youth Participation in Digital
Democracy: From Digital Skills to Digital Rights of Youth with Fewer Opportunities in the Western
Balkans" (EYDR), funded by the Erasmus+ Capacity Building in the Field of Youth Programme.
This project aims to equip youth, particularly those with fewer opportunities, with essential digital
skills and knowledge, fostering their engagement in the digital democracy. By connecting and
empowering young people, the EYDR project balances the need for protection with active
participation, enabling them to fully engage in the evolving digital-political landscape. The project
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involves a consortium of seven organisations from four different countries — Spain, Albania,
Serbia and Montenegro.

Research questions and objectives

The research aims to explain the link between digital literacy and political participation/social
activism, i.e. to demonstrate the extent and way in which digital skills and knowledge of digital
rights constitute important factors (or determinants) for youth’s participative and activist
practices in the digital sphere.

In the research, digital literacy is perceived as a general concept operationalised via: 1)
knowledge of digital rights and 2) possession of digital skills.

Research objectives:

1. Ascertain the degree in which youth know their digital rights and have developed their
digital skills.

2. Map the basic/most frequent forms/types of youth political participation/social
activism in the digital sphere.

3. Map case studies, i.e. good practice examples (projects, programmes...) of youth’s
political participation/social activism in the digital sphere.
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Research report structure overview

The introduction outlines the purpose of the research, emphasizing the importance of youth
participation in digital democracy. It provides a brief overview of the report's structure, setting
the stage for a comprehensive analysis of the current state of youth engagement in Montenegro’s
digital landscape.

Research report is divided into following chapters, as follows:

- Chapter Overview of the relevant strategic frameworks, policies and laws -
contextualisation of youth in each state via official statistics examines the
national strategic frameworks that govern youth participation and digitalisation in
Montenegro. It highlights key policies and legislative measures that impact youth
engagement, providing measures and instruments that Montenegrin institutions
should implement to support youth participation in digital sphere. This chapter
encompasses official statistics data regarding youth and their participation in digital
world.

- Within chapter Analysis of past research and relevant literature on youth
participation in digital sphere encompasses some of the key findings of past
research and relevant literature on youth participation in the digital sphere in
Montenegro.

- Chapter Overview of available data and information on youth participation in the
digital sphere contributing to contextualisation presents key data and information on
youth participation in Montenegro

- Prior to results analysis of the survey conducted, methodology and terminology
were explained.

- In the end, there are presented two successful practices of youth participation in
the digital sphere and recommendations to decision makers, political parties,
youth organisations/organisations for youth and youth.
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Research context

Overview of the relevant strategic frameworks, policies and laws -
contextualisation of youth in each state via official statistics

Montenegro, as a European Union candidate country, is committed to aligning its policies with
European standards, including the promotion of digital skills, literacy, and democratic
participation. The context of youth participation in digital democracy in Montenegro can be
analysed through key national strategies, policies, and legislative frameworks, as well as a review
of official statistics. These are essential for understanding the current state of digital inclusion
and the empowerment of young people.

According to the 2023 census data from the Statistical Office of Montenegro (MONSTAT), the
total population of Montenegro, published on October 15, 2024, the total population of
Montenegro was 623,633, with 108,758 individuals aged 15 to 29. This age group accounted for
17,43% of the overall population, or roughly one-fifth. In terms of gender distribution, there were
68,198 young males (51.48%) and 64,504 young females (48.52%) living in Montenegro in 2023.
The overall population of Montenegro has been increasing, the number of young people has
been declining. For instance, between 2010 and 2023, the youth population decreased by
around 30,000. The share of young people in the total population fell from 21.46% in 2011 to
17,43% in 2023, indicating a decline of more than 4% in more than a decade.

Under Article 6, the Constitution of Montenegro' stipulates that Montenegro guarantees and
protects the rights and freedoms of all its citizens, stating that rights and freedoms are inviolable,
and everyone is obliged to respect the rights and freedoms of others. Furthermore, Article 17
stipulates that all individuals are equal before the law, regardless of any particular characteristic
or personal quality (including age), meaning that young people must not be discriminated against
in the exercise of their rights as prescribed by law. Article 64 directly mentions young people in
the Constitution of Montenegro, which specifies that youth, women, and persons with disabilities
enjoy special protection in employment. This implies that these three categories are vulnerable
social groups concerning the protection of labour rights and related aspects of employment.

' The Constitution of Montenegro, available at https://www.skupstina.me/en/the-constitution-of-montenegro, accessed 20 June
2024
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The framework for youth policy was officially outlined through legislative means with the
introduction of the Youth Law? in 2016. Subsequent to its enactment, significant amendments
and changes were incorporated into the law during 2019, notably influencing the establishment
of youth services by both the state and other entities. Furthermore, they played a pivotal role in
officially recognizing a representative youth union at the national level, and also led to the
development of complementary strategic solutions at the local level, fostering a coordinated
approach in the implementation of youth policy at both the national and local levels. According
to the current Youth Law of 2019, young people in Montenegro are defined as individuals
between the ages of 15 and 30.

Key strategic document for youth in accordance to Youth Law is Youth Strategy 2023 - 2027°.
The strategic goal of this document is - by establishing a sustainable interdepartmental support
system for young people, opportunities are created for the development of their full capacities
fostering their active contribution to the societal development. Based on the identified key
problem, causes, and consequences, and in accordance with the identified and prioritized
challenges, this Strategy defines four operational objectives that need to be achieved during the
period of the Strategy:

1. Establish a sustainable system of services to support young people in their transition
to adulthood.

2. Facilitate active citizenship among young people, fostering their involvement in policy
creation and implementation processes.

3 Enhance the situation of young people through effective interdepartmental
collaboration.

4. Improve the normative-institutional framework for the implementation of youth policy.

During the analysis of the situation when preparing Youth Strategy, working group and experts
identified the topic of Digitization as cross-cutting theme, as well as Gender Equality.
Accordingly, two topics were taken into account in each segment of the Youth Strategy -
operational goals, measures, activities, and performance indicators.

According to the Youth Strategy 2023 — 2027, the primary challenge lies in adopting a systemic
approach to digitization while ensuring its inclusivity, particularly by fostering functional digital
and media literacy among young people.

2 Youth law, available at https://wapi.gov.me/download-preview/e1ac770f-706f-4ba9-99e3-790b64ba464f?version=1.0, accessed
20 June 2024

8 Youth Strategy 2023 - 2027, available at http://www.strategijazamlade.me/download/Strategija%20za%20mlade %20eng.pdf,
accessed 21 June 2024
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Under Objective 1 of the Youth Strategy - Establish a sustainable, high-quality system of services
and programmes to support young people in their transition to adulthood, Measure 1.4 focuses
on creating a functional information system for youth and improving their ability to effectively use
available information. To ensure that young people are well-informed and possess strong digital
and media literacy skills, it is crucial to develop an accessible youth information system at both
local and national levels. The integration of information provision and the enhancement of young
people's competency in using this information must be smoothly incorporated into the broader
youth services framework (Measure 1.2 of the Youth Strategy). It is therefore vital to set
standards for the quality of information targeted at young people and to provide training for
information providers who work with this group. Additionally, creating a comprehensive guide
will help young people access information and support services, promoting their engagement
with available resources. To complement existing youth services, the dissemination of
information should be improved by establishing digital info points in educational institutions and
other easily accessible locations. These info points will enable all young people, especially those
from marginalized backgrounds, to more easily access relevant information. Youth services
should also include activities aimed at enhancing young people's information literacy, alongside
information sharing efforts. Furthermore, it is essential to regularly launch calls for activities that
promote media literacy among youth, in collaboration with non-governmental organizations.

Under the Objective 2 - Facilitate active citizenship among young people, fostering their
involvement in policy creation and implementation processes, measure 2.2: Create new and
improve existing youth participation mechanisms, with a special focus on encouraging the
participation of young women and marginalized groups. To ensure the active participation of
young people in society, where their perspectives, needs, and ideas are valued and integrated
into the planning and execution of public policies, it is essential to establish new and enhance
existing participation mechanisms. It is also necessary to increase the participation of young
women in decision-making processes and policy creation, considering that they are less
represented in decision-making positions. That is why it is necessary to develop standards for
dialogue with young people, i.e. for consultations with young people when developing sectoral
policies and analyses, and create guidelines for public officials in charge of developing strategic
documents and contact persons for young people at the state and local level. The topics should
include the following: information and communication with young people, young people’s
participation in policy- and decision-making, support for youth initiatives and the design of
programmes and services tailored to young people (or youth mainstreaming). To ensure the
effective implementation of this measure, it is crucial to roll out a comprehensive training
programme on utilizing available (including digital) mechanisms for youth participation, and
enhance the capacity of officials to adhere to established standards for engaging with young
people, along with guidelines for effective youth policy implementation. Furthermore, under the
measure 2.3: Enhance the capabilities of young individuals to participate in community
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development, democratic life and decision-making, it is recongnised the need to foster a culture
of participation and activism among young individuals, ensuring they comprehend their civil
rights and are content with their societal and peer perceptions, it is imperative to bolster their
abilities to engage in community development, democratic processes, and decision-making.
This necessitates, primarily, the promotion of participatory values, highlighting positive
exemplars, and fostering youth involvement both within educational settings and through
collaboration with student organisations. It is essential to systematically cultivate a culture of
participation, primarily by integrating civic education across all levels of formal schooling. This
systemic approach also entails enhancing awareness of social rights and fostering civic, media,
and political literacy, alongside cultivating critical thinking and freedom of expression among
youth. Moreover, there is a need to deepen young people’s understanding of human rights and
gender equality, given the survey findings indicating their more conservative views on gender
issues compared to their elders. Additionally, within youth services, it is crucial to design and
consistently implement civic education programmes while building capacities for e-participation.

The expected results of the mentioned measures is that young people demonstrate high levels
of digital and media literacy, possessing a strong understanding of their civil rights and equipped
with the skills necessary for participation in democratic processes.

Youth are acknowledged in Montenegro’s European Union Accession Programme 2024~
2027* under Chapter 26 - Education and Culture, where the Ministry of Sports and Youth’s
responsibilities regarding the strategic and legislative framework are outlined. Additionally,
young people are recognised in the section on multi-beneficiary priorities through IPA |l
Erasmus+, encompassing the youth dimension, and the enhanced integration of hard-to-employ
groups into the labour market via innovative employment measures. This focus includes
beneficiaries of social protection, women, young individuals, those with low skills, and persons
with disabilities, along with increased social inclusion of vulnerable groups in the local
community, such as children and youth, through the development of innovative local social
services (grant scheme). In this document, the Act on Amendments to the Youth Law was
outlined to be done by the end of 2024.

Policies pertaining to youth are a crucial aspect of the National Sustainable Development
Strategy. This Strategy particularly emphasizes the continuous increase in the number of young
people trained abroad who are subsequently employed in Montenegro.

4 Montenegro’s European Union Accession Programme 2024-2027, available at https://wapi.gov.me/download-preview/29349d74-
d332-498c-9927-3fac36e454a1?version=1.0, accessed 1 July 2024
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The general aim of the Fiscal Strategy of Montenegro® for the period 2024-2027 is to reduce
the participation of the informal economy in the overall economic activity. The general aim will
be operationalized through five operational goals, which, among others, include the
transformation of undeclared work into formal employment, with a greater focus on youth,
women and green jobs. Furthermore, within the framework of measures in the field of education,
science and sports, it is foreseen that funds will be allocated for the implementation of activities
related to: analyzing, monitoring and planning the situation in the field of preschool, primary,
secondary higher education, adult education and lifelong learning; support for international
mobility programs of research students through multilateral programs; general support for
primary and secondary school students and students in the education process, with the aim of
approximately equal access to education; support for scientific research activity; monitoring and
determining the state of sports and encouraging and promoting the development of sports
among children, students and persons with disabilities; development and implementation of
youth policy, etc. The total annual allocation based on the measure amounts to 40 million euros.
Based on the identified challenges in ensuring sustainable growth and development,
Macroeconomic and Fiscal Policy Guidelines® for the period 2023-2026 strategically aims to
achieve smart, sustainable, and inclusive economic growth, thereby enhancing the quality of life
for all its citizens. Policies pertaining to youth are formulated in alignment with these strategic
guidelines, primarily within the Main Programme 19 — Education, Science, and Sports. Within
this framework, funds are allocated for various purposes, including:

- Providing general support for primary and secondary school students to ensure

equitable access to education;
- Participation in the EURYDICE network and involvement in EUROGUIDANCE
projects; and
- Development and implementation of youth policies.

Moreover, within Main Programme 15 — Economy and Tourism, one of the measures focuses on
promoting entrepreneurship among young people.

One of the key priorities outlined in Montenegro’s Economic Reform Programme’ for the
period 2023-2025, focuses on increasing social inclusion through reform measures aimed at
enhancing the employability of young people and women, while addressing long-term
unemployment (Reform measures in response to challenge 1: Increasing employment,
particularly among women and young people, and addressing long-term unemployment). These

5 Fiscal Srategy of Montenegro 2024 - 2027, available at https://www.gov.me/dokumenta/0b6750d0-067a-478e-ab6c-
8f5163f40307, accessed on 5 July 2024

8 Macroeconomic and Fiscal Policy Guidelines 2023 — 2026, available at https://www.gov.me/dokumenta/ba8182fa-68e2-4c7f-810f-
8275277421a4, accessed on 5 July 2024

7 Montenegro’s Economic Reform Programme 2023 — 2025, available at https://www.gov.me/dokumenta/e19b682f-19f3-4788-99f5-
cabad1df3eda
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measures include the implementation of the Youth Guarantee programme in Montenegro
(Reform measure 2: Introduction of the Youth Guarantee programme in Montenegro), which
involves matching the supply and demand for work and providing young people with information
about the labour market. Additionally, the introduction of new Active Labour Market Policy
programmes intended for young people, as identified in the Youth Strategy within OO3, measure
2, is also part of these efforts. Within Reform measure 4: Digitization of education and
development of digital skills, activities aimed at enhancing the information literacy of both young
people and adults will be implemented. Reform measure 4 — Digitalisation of the education and
development of digital skills is a continuation of a measure from the 2022 — 2024 Economic
Reform Programme. It remains relevant and justified both in the context of EU accession and in
line with national priorities.

The Regional Development Strategy of Montenegro for the period 2023 - 20282 envisions
contributing to a more balanced regional development for a human-scale life, based on
competitiveness, innovation, the enhancement of human capital, digitization, decarbonisation,
and social inclusion. The Strategy encompasses three strategic goals, with strategic goal 2
focusing on achieving sustainable economic development of the region by strengthening human
resources and promoting employment to enhance the quality of life. Within the regional
development strategy, operational objective 2.2 is outlined to increase the employment rate and
reduce informal employment, with a specific recognition of young people as a special category
requiring tailored sets of measures and activities.

In efforts to bolster the level of youth employment in Montenegro, the National Employment
Strategy for the period 2021-2025° underscores the primary priority of enhancing
competitiveness and social cohesion, particularly by fostering the development of knowledge
and skills across all educational levels to create more favourable opportunities for young
individuals. Consequently, special emphasis is placed on the imperative to cultivate knowledge
and competences relevant to the labour market in the digital age, encapsulated as a distinct
operational goal (operational objective 2: Creating knowledge and competences for the labour
market in the digital age). This entails creating conditions to enhance the supply of work and
qualifications, while addressing structural weaknesses in the education and training system, with
a specific focus on tackling youth unemployment and long-term unemployment.

Other sectoral strategic documents are the following:

8Regional Development Strategy of Montenegro for the 2023 — 2028, available at https://www.gov.me/dokumenta/1e9c16c3-8814-
49ab-ba89-de4f60f796af, accessed 4 August 2024

9 National Employment Strategy for the period 2021-2025, available at https://www.zzzcg.me/wp-content/uploads/2022/02/predlog-
nacionalne-strategije-zaposljavanja-2021-2025-s-predlogom-akcionog-plana-zaposljavanja-za-2021-godinu.pdf, = accessed 4
August 2024
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- Montenegro’s Gender Equality Strategy 2021-2025

- National Plan for Culture Development 2023-2027

- Strategy for the Advancement of Women’s Entrepreneurship 2021 — 2025

- Strategy for the Social Inclusion of Roma and Egyptians 2021 — 2025

- Strategy for the Protection of Persons with Disabilities Against Discrimination and the

- Promotion of Equality 2022 — 2027

- Strategy for Enhancing the Quality of Life of LGBTI Persons 2024 — 2028

- Strategy for the Prevention and Suppression of Radicalization and Violent Extremism
2020 - 2024

Although digitization is a transversal and cross-sectoral issue, the Ministry of Public
Administration primarily oversees its planning and implementation in Montenegro. The country
has a Digital Transformation Strategy' for the period 2022 - 2026, which outlines measures
for digitizing formal education, supporting digital transformation among various actors (such as
NGOs), and investing in developing digital skills through both formal and non-formal education
channels. This document aims to enhance the employability of young people, primarily by
establishing a support system for acquiring digital knowledge and skills. It is noteworthy that
activities are being developed to implement a one-stop-shop model for youth employability, with
a particular focus on enhancing digital skills. Additionally, the Digital Transformation Strategy
seeks to introduce and promote an increasing number of e-services to facilitate the digitization
of access and usage of public services, with young people being a recognized beneficiary group.
Two key operational objectives are 1.4 — Development and enhancement of digital knowledge
and skills across Montenegrin society and 2.1 — Raising awareness among citizens and
businesses about the importance of digital development. These measures directly impact young
people and their preparedness for the contemporary job market. Key missing skills include
understanding internet safety, online behaviour, protection of private data, and fundamental
technology usage guidelines.

One of the operational goals outlined in Montenegro’s Open Government Partnership document
- National Action Plan for Implementing the Open Government Partnership Initiative in
Montenegro'' 2023 — 2024 concerns “better information and education of the public about the
possibilities of partaking in policy-making” (operational goal 3). Additionally, there is a desire to
“encourage the participation of young people in the implementation of green policies”
(operational objective 4), within thematic area | — Civic Participation. In this document, young
people are identified as a target group in various communication strategies. Regarding informing

10 Digital Transformation Strategy https://www.gov.me/en/documents/59dcab9b-b0e8-48b7-830b-6e4eab690521, accessed 23
July 2024

' National Action Plan for Implementing the Open Government Partnership Initiative in Montenegro, available at
https://www.opengovpartnership.org/documents/montenegro-action-plan-2022-2024-december/, accessed 15 July 2024
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young individuals about opportunities for education and training, the ministry in charge for youth
plays a primary role, alongside other institutions such as universities (including their career
centres and offices for international cooperation), the national Erasmus+ office, and others.

The Law on the Protection of Personal Data'? was adopted in 2008 and amended in 2009,
since then no amendments have been made. It regulates issues related to ways of processing
personal data, the conditions under which data can be shared with other institutions, as well as
the competences of the Agency for the Protection of Personal Data and free access to
information. In addition, the law also defines issues related to the processing of personal data
that the public administration receives from citizens through the use of e-services such as e-
petition and e-participation. In this sense, on the e-petition portal, before collecting personal
data, citizens are required to consent to their data being processed for the intended purposes.
It is guaranteed that the personal data made available will be processed by the competent
institutions exclusively for the purpose of verifying the identity of the applicant and the signatory,
as well as statistical needs, and all in accordance with the internal rules for the processing and
protection of personal data for the ePetition collection and the provisions of the Data Protection
Act personality. The data itself is stored in an automatically encrypted form, on a system that is
stored on an adequately technically isolated and protected server in the premises of the Ministry
of Public Administration. Adequate administrative, technical and legal mechanisms have been
provided in accordance with IT standards, with the consent of the Agency for the Protection of
Personal Data, all in order to ensure thorough protection of personal data of both the petitioner
and the signatory of the petition. Personal data is kept for two years, after which the data is
deleted from the system. To delete data, established deletion methods are applied, which
prevent the restart of part or all of the deleted data.

The Cybersecurity Strategy of Montenegro 2022-2026" was adopted together with an action
plan for the period 2022-2023. Enhancing cybersecurity at the national level is a pledge for the
future because a secure cyberspace remains an important prerequisite for creating a stimulating
environment for continuous economic development, digital transformation and the provision of
public services. The Cybersecurity Strategy of Montenegro 2022-2026 is an interministerial
document focussing on a five-year strategic period and aiming at improving the overall capacity
(legislative, operational, human, financial and technical) to adequately respond to challenges and
threats coming from the cyberspace in and outside Montenegro. More specifically, the
implementation of the strategy aims to create an environment in which citizens, critical
infrastructure operators, economic actors and the public administration in Montenegro are

12 Law on the Protection of Personal Data, available at
https://www.azlp.me/docs/zajednicka/zakoni/personaldataprotectionlaweng.pdf, accessed 3 July 2024

3 Cybersecurity Strategy of Montenegro 2022 — 2026, available at https://www.gov.me/dokumenta/85e2a9d0-0d3c-483a-9822-
515d3b7798de, accessed 9 July 2024
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protected as much as possible from the negative consequences of cyber threats and crime
through continuous education on safe use of ICT in everyday life and business, know-how
exchange with partners at the regional, national and international level, and implementation of
measures to protect critical information infrastructure. Also, the strategy aims to ensure that in
the field of cybersecurity Montenegro has a sustainable system for effective detection of and
defence against complex vectors of cyber-attacks and threats. Finally, a new body - the Agency
for Cybersecurity — is planned to be established in order to centralise cyber expertise, reduce
the outflow of professional staff, enable a more efficient response to cyber-attacks and protect
critical information infrastructure.

Law on Electronic Communication™ regulates access to digital platforms and online services,
promoting the availability and affordability of digital infrastructure in Montenegro. It ensures that
citizens, including young people, can use digital platforms for communication and democratic
engagement.

Law on Free Access to Information'® enables Montenegrin citizens, including youth, to request
and access government-held information. It is vital for ensuring transparency and allowing young
people to participate in democratic processes by having access to relevant information, which
they can disseminate or discuss on digital platforms. Data protection laws are crucial for
safeguarding privacy in digital environments. Montenegro’s Law on Personal Data
Protection ensures that individuals, including young people, can safely engage with digital
platforms without risking the misuse of their personal information, fostering greater participation
in digital democracy.

Analysis of past research and relevant literature on youth participation in the
digital sphere

Montenegro has been gradually increasing youth participation in governance and public
decision-making through digital platforms. Youth engagement initiatives, particularly those
focused on promoting civic participation via social media and online platforms, are critical to
ensuring democratic representation. Still, there remains room for improvement, especially as
many young citizens lack the necessary media literacy to critically engage with digital content

4 Law on Electronic Communication, available at https://www.gov.me/en/documents/319cfbfa-1bb5-4378-a199-5551f2dd1df4,
accessed 5 August 2024

15 Law on Free Access to Information, available at https://www.rti-rating.org/wp-content/uploads/Montenegro.pdf, accessed 5
August 2024
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In June and July was conducted public opinion research “Media Literacy in Montenegro”,
commissioned by the OSCE Mission to Montenegro and conducted by IPSOS Agency, a joint
activity with the Ministry of Culture and Media and the Agency for Electronic Media (AEM) on the
sample of 1,003 citizens aged between 16 and 75.'® The majority of Montenegro's citizens firmly
believe that the media have a significant influence in shaping public opinion, with television
notably perceived as the most influential. Following television, the internet - social networks and
online media — is recognized as a potent influencer, particularly among the youngest age group
(16 to 29 years). Younger respondents favour the internet, and older prefer television for getting
informed. Young people, aged 16 to 29, show a significantly higher tendency to spread false,
inaccurate, and unverified news, or at the very least, they more frequently report doing so. For
instance, one out of two citizens within this age group admitted to sharing news that
subsequently turned out to be false or misleading, while a slightly smaller propercentage
acknowledged sharing news without prior verification or without reading/watching to it in full.
Impression is that the youngest, those from 16 to 29 years old, are a lot more likely to participate
in sharing false, fake and unverified news, or at least report about it. The youngest, from 16 to
29 years old, are a lot more likely to think that fake news is just accidental and unintentional
(15%), than total population of citizens of Montenegro aged between 16 and 75 years (11%).
Younger individuals (aged 16-25) see elders (aged 65+) as a vulnerable group due to their
deficiency in digital skills and lack of critical reflection on news/greater trust in the media. Despite
this awareness of the necessity for media literacy development, there is a tendency among
citizens to overestimate their own media literacy, pointing to the danger that high self-confidence
may discourage the adoption of new knowledge, skills, and behavioural changes, especially
among identified "critical" groups. Most citizens believe that it is necessary to empower and
motivate young people to think critically about the information they receive via the internet and
social networks, as well as to inform them about the risks of irresponsible media and internet
use.

Youngest citizens, those aged between 16 and 29 years (78%), as well as those aged between
30 and 44 years (74%) are more likely to use a computer/laptop. Quite expectedly and in line
with this data, a computer/laptop is more likely to be used by the employed (75%) and
pupil/student population (83%). Moreover, a lot more likely than average, a computer/laptop is
used by residents of urban areas (70%), those with college and higher education (80%), as well
as members of households with the biggest income (82%). On the other hand, a laptop/computer
is less likely to be used by the eldest citizens (41%), residents of rural areas (50%), citizens with
elementary and lower education (36%), secondary school education (51%) and members of
households with unfavourable financial status (33%). Young people, with higher education, the
employed and members of households with big income spend most time on the internet. More

6 Research on Media Literacy in Montenegro, available at https://www.osce.org/files/f/documents/0/a/564889.pdf, accessed 23
July 2024
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precisely, internet users aged between 16 and 29 years (35%), citizens with higher education
(27%), the employed (28%) and members of households with income above 1500 EUR (29%)
are significantly more likely than average to say that they spend more than six hours a day on
the internet. Interestingly though, those who have no confidence in the media are also more likely
to use the internet for more than six hours a day (26%) than those who have confidence (17%).
Young people aged between 16 and 29 years are more likely than average to say that they have
personal accounts for all these social networks (Facebook, Instagram, YouTube, TikTok, Twitter,
Snapchat, LinkedIn).

Research from various organizations like UNICEF and UNDP has emphasized the need for
programs that specifically target youth participation in governance through digital platforms.
Montenegro has initiated several digital platforms aimed at increasing youth participation in
public decision-making. However, the digital divide—marked by unequal access to technology
and varying levels of digital literacy —hinders widespread and effective youth participation. The
gap between urban and rural areas further complicates the issue, with youth in rural regions
having less access to digital tools and the necessary training. Further, a 2021 report from the
United Nations Development Programme (UNDP) noted that social media platforms have
become a primary medium for youth engagement in political discussions. However, the research
also indicated that despite the high use of social media among young people, engagement in
formal democratic processes like voting or participation in civic initiatives remains low. This
points to a discrepancy between passive digital participation (consuming content) and active
digital citizenship (advocacy, voting, policymaking).

According to a 2022 research'” conducted by UNDP in Montenegro, there is a low level of youth
participation in public life in Montenegro. The low level of participation of young citizens in public
life at the local level has been recognized as a problem by various institutions, the non-
governmental sector and young people themselves. The most important reason for
dissatisfaction in most municipalities is the poor overall quality of life, caused by poor
employment opportunities, quality of education and availability of culture, sports and other
content for young people. All this influences young people to think about leaving both the
municipality and the state.

A study ,,Youth perceptions and attitudes towards politics in Montenegro“'® by the Westminster
Foundation for Democracy (WFD) published in November 2021 revealed that young people in
Montenegro are generally disengaged from formal politics, with low trust in political parties and

7 Research and assessment of the local policies pertaining to youth and youth percpetions/needs, available at
https://www.undp.org/sites/g/files/zskgke326/files/2022-06/Summary %200f%20Findings 2.pdf, accessed 6 August 2024

8 Report on youth perception and attitudes towards politics in Montenegro, available at
https://www.wfd.org/sites/default/files/2022-
04/Youth%20perceptions%20and %20attitudes % 20towards %20politics %20in%20MNE.pdf, accessed 7 August 2024
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dissatisfaction with how politicians address youth concerns. About 57% of young respondents
indicated they do not trust any politicians, and many feel their voices are ignored by political
actors. However, the study also found that Montenegrin youth are using digital platforms as an
alternative space for political activism, signalling the growing importance of the digital sphere for
youth engagement. Every third young person claims to be ready to attend a political party
meeting and every fourth replied that they would help a political party as political activists. Also,
21.8% of respondents is ready to take part in informal forms of political participation, such as
participation in rallies. On the other hand, online forms of political activism are apparently less
popular — less than each fifth respondent would share a post with political contents on social
media (19.6%), while only 14.1% of respondents would leave a political comment on a portal or
in online newspapers. Those findings are backed up with a low average score obtained on
political activism scale — an average young survey respondent scored only 0.20, with 1 standing
for participation and 0 for non- participation. Nevertheless, Montenegrin youth is more inclined
to formal (e.g. attending party meeting) and informal (e.g. attending political rallies), than to online
modes of political activism (e.g. commenting on politics via online portals). Of the three
Montenegrin regions where the survey was conducted, the least ready for activism is the young
population of southern, coastal part of Montenegro. Although youth emphasize the role of the
political program (26.8%) and the chance to actively participate in changing the society (21.3%)
as a decisive reason for joining a political party, respondents of the focus group do not agree
with this claim. They state that leader (and his charisma) is the most important.

Overview of available data and information on youth participation in the digital
sphere contributing to contextualisation

Montenegro’s youth population represents about 20% of the total population. With the
increasing penetration of internet access and digital tools, young people are becoming a key
demographic for digital engagement.

In 2023, according to EUROSTAT data, 88,4% of individuals and 81,28%'° of households had
Internet access in Montenegro which is crucial for enabling youth participation in digital
platforms. Representation of the Internet in households by region is the following: the biggest
majority in Southern Montenegro had Internet access (93%), then central region of Montenegro
(83,2%) and the least Northern Montenegro (74,8%). When it comes to Internet access by youth,
100% of youth aged 16 — 24 years used the Internet several times a day, while slightly less youth

19 EUROSTAT, 2024 - https://ec.europa.eu/eurostat/databrowser/view/isoc ci in_h/default/table?lang=en, accessed 7 August 2024
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who belong to age group 25 - 34 (99,4%). Only 0,6% of them use Internet once a day or almost
every day.”

In 2023, 98,73% of youth aged 16-29 years in Montenegro reported using the Internet every day,
compared to 86,4% of the total population.?’

Mobile devices and mobile phone or smart phone were used to connect to the internet by almost
88% of Montenegrin internet users in 2023. The connection through a laptop or a tablet was
opted for by 43% while 27% of internet users connected via a desktop computer in 2023. Every
fourth internet user other mobile devices (e.g. smart IV, smart speakers, ...) to connect to the
internet.?? There is no available data regarding youth usage devices to connect to the internet.

Even the internet is used for a very large number of purposes such as communication, access
to the information, use of entertainment in the context of this report the focus in on three
purposes: telephoning, video calls or instant messaging, learning online activities and civic and
political participation. Montenegrin internet users were 88% to use internet for telephoning, video
calls or instant messaging in 2023. There were 21% in Montenegro to use internet for learning
either in the context of pursuing education or even for private purposes. Only 18% of
Montenegrin internet users expressed their opinions on civic or political issues on websites or
social media. When it comes to youth aged 16-29 years in Montenegro, the table below shows
purposes of Internet use.

Table 1 - Purposes of Internet use by youth in Montenegro®
Purpose of internet use %

Telephoning or video calls, or instant messaging (i.e.
exchanging messages, for example, via Skype, 98,73
Messenger, WhatsApp, Viber)

Instant messaging, i.e. exchanging messages, for
example, via Skype, Messenger, WhatsApp, Viber
Telephoning or video calls 96,53

97,47

20 MONSTAT, 2024 - https://www.monstat.org/ca/page.php?id=1846&pageid=1846, accessed 15 July 2024

21 EUROSTAT, 2024, -

https://ec.europa.eu/eurostat/databrowser/view/isoc ci ifp fu custom 11247891/bookmark/table?lang=en&bookmarkld=095f80
ac-7b3d-4757-a0bc-4090eb046290, accessed 15 July 2024

22 MONSTAT, 2024 - https://www.monstat.org/ca/page.php?id=1846&pageid=1846, accessed 15 July 2024

2EUROSTAT, 2024 https://ec.europa.eu/eurostat/databrowser/view/isoc ci ac i custom 12853706/default/table?lang=en,
accessed 15 July 2024
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Participating in social networks (creating user profile,
posting messages or other contributions to facebook, | 95,74

X, etc.)

Reading online news sites/newspapers/news 81,01
magazines

Sending/receiving e-mails 77,21
Any of the learning activities 47,03
Doing an online course (of any subject) or using online 39 82
learning material ’
Online learning material 37,01
Job search or sending an application 31,76

Communicating with instructors or learners using audio

or video online tools (e.g. Zoom, MS Teams, Google 29,42
Classroom) (last 3 months)

Civic or political participation 21,75
Expressing opinions on civic or political issues on
websites or in social media (e.g. Facebook, X, 19,90
Instagram, YouTube)

Doing an online course (of any subject) 19,81
Taking part in on-line consultations or voting to define

civic or political issues (e.g. urban planning, signing a 8,29
petition)

Among the internet-based activities analysed when it comes to youth, in 2023 telephoning or
video calls, or instant messaging, participating in social networks were the most widespread
among young people. For the purpose of civic or political participation, only 21,75% of young
people used the Internet access, than 19,9% expressing opinions on civic or political issues on
websites or in social media (e.g. Facebook, X, Instagram, YouTube) and the lowest rate among
purposes is taking part in on-line consultation or voting to define civic or political issues (8,29%).

In 2023, 26% of Montenegrin internet users interacted with public authorities. Some for obtaining
information such as on pension rights, office opening hours, health, etc.?

Young internet users are more inclined to fact-check online information than the population as a
whole in Montenegro. Percentage of young people aged 16-29 years who have verified the

24 EUROSTAT, 2024 https://ec.europa.eu/eurostat/databrowser/view/isoc ci ac i custom 12853706/default/table?lang=en,
accessed 15 July 2024
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information or content found on Internet in 2023 is 29,98%, compared to 22,02% of the total
population.?®

Digital skills are regarded as being essential to benefit from and contribute to a knowledge-
based economy and society. By the time young people in the EU leave compulsory education,
most of them have regularly made use of computers and the internet for a variety of activities,
as well as in Montenegro. In this context, it is important that young people become empowered
and responsible digital users, equipped with appropriate digital skills. Digital skills refer to five
areas: information and data literacy skills, communication and collaboration skills, digital content
creation skills, safety skills and problem-solving skills. To have basic overall digital skills, people
must have declared performing at least one activity related to each area in the 3 months
preceding the survey. The share of young people between the age of 16 and 29 reporting basic
or above basic overall digital skills in 2023 for Montenegro is 73% in 2023. There were more
young males (72,24%) who reported having basic digital skills compared to young females
(73,42%). *°

Terminology

Identification of key terms and concepts used in the research

Digital sphere encompasses a broad scope of digital activities, communication and interactions
using digital technologies, such as the Internet, social networks, mobile applications, e-mail, etc.
It's like the entire digital landscape, covering everything from online shopping to social media
interactions.

Digital environment - serves as the core of our online interactions. It's where all our digital tools
converge, like websites, social media, and apps. Essentially, it's the serious foundation that
underpins our entire online presence.

Social media include websites, social networks, video platforms, mobile applications, podcasts,
blogs and digital books enabling access to information, entertainment and content via digital
devices, such as smartphones and computers.

25 EUROSTAT, 2024 https://ec.europa.eu/eurostat/databrowser/view/isoc ci ac i custom 12853706/default/table?lang=en,
accessed 15 July 2024
26 EUROSTAT, 2024 - https://ec.europa.eu/eurostat/statistics-explained/SEPDF/cache/39761.pdf, accessed 16 July 2024
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Digital platforms can be described as online places where you can network with others and
share things with them. They include websites and applications where people can share
information, ideas and other content with their friends and other users.

Digital or online activism in this survey denotes use of the Internet and social networks to
promote ideas and launch actions for change in society. It may include sharing of information,
organisation of protests and/or signing of online petitions to achieve a specific goal, such as
environmental or human rights protection.
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Methodology

Description of research methods

Document analysis and online survey were used as research methods for this Report.

Document analysis was carried out at the outset of the research and serves as the introduction
to Chapter 2, Research Context. This approach helps set the stage by familiarizing readers with
the research’s context, encompassing strategic frameworks, relevant laws, policies, trends, and
ongoing studies pertinent to the subject. The analysis focuses on documents published between
2020 and 2024.

Additionally, a public opinion poll was conducted via a Google survey to capture young people's
perspectives on their participation in the digital sphere. This method involved systematically
gathering data online from a sample of youth, with the aim of drawing broader insights about the
entire population of young people in Montenegro. To ensure statistical reliability, a sample size
of 400 respondents was targeted, with a 95% confidence level and a 5% margin of error. The
gender composition was balanced at 50%, and the sample distribution was designed to reflect
urban and rural population ratios in both Albania and Montenegro.

Detailed review of sampling and data collection process

This review outlines the sampling and data collection process for an online survey conducted via
Google Forms, targeting 447 young people aged 18-30. The survey was open from June 24 until
September 15, 2024.

Sampling Process

1. Target Population: The target population consisted of individuals aged 18 to 30. This
age group was chosen to capture the opinions and behaviors of young people, a
demographic often involved in emerging trends and issues related to youth participation
in digital sphere.

2. Sampling Method: A non-probability sampling approach was employed, specifically
using convenience sampling. This method was selected to facilitate quick access to
respondents through social media platforms and community networks.

3. Recruitment Strategy: Respondents were recruited through:

e Y
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- Social media announcements - Facebook, Instagram, X.
- University newsletters and community bulletin boards.
- Online forums and youth organizations.

Inclusion Criteria: To qualify for the survey, respondents had to be within the age range
of 18 to 30

Sample Size: A total of 447 responses were collected over the survey period. This
sample size is for 47 bigger than anticipated for drawing insights, considering the target
population's variability.

Data Collection Process and dataset

1.

4

Survey Design: The online survey was designed using Google Forms and included a mix
of closed-ended and open-ended questions in accordance with methodology set by
SHARE foundation and Belgrade Center for Human Rights. Key topics included
participation and activism, signing online petitions and supporting online campaigns, use
of social media in digital activism, contacting relevant institutions, communication with
political representatives, participation in online discussions, change of opinion in the
digital sphere, reasons for social and/or political activism in the digital sphere, future civic
and/or political engagement in the digital sphere, satisfaction with the level of digital
activism in your digital sphere and familiarity with digital technologies, tools and rights

Pilot Testing: Before the official launch, a pilot test was conducted with a small group of
individuals to refine questions for clarity and relevance.

Survey Launch: The survey link was shared widely across various platforms on June 24,
2024. To encourage participation, reminders were posted periodically throughout the
collection period.

Response Monitoring: During the data collection phase, responses were monitored in
real-time to ensure a diverse representation. Adjustments to recruitment strategies were
made as necessary to reach a broader audience in September, due to summer vacation
period in July and August.

Data Cleaning: The raw data is reviewed to eliminate any duplicates, incomplete
responses, or inconsistencies. For instance, survey responses that are incomplete or
show errors are either corrected or removed to maintain the integrity of the dataset.

Data Coding: For qualitative data, responses are categorized into meaningful themes.
This helps in transforming open-ended responses into quantifiable data, allowing for the
systematic analysis of responses on topics like digital literacy and youth participation

Y
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Data Entry: Cleaned and coded data is entered into a structured database using SPSS
software. Each variable, such as gender, age, and location, is systematically recorded to
facilitate deeper analysis.

Weighting was applied to ensure that the sample accurately represents the population
demographics. Males were underrepresented in the sample compared to the actual
population distribution; a weighting factor was applied to adjust the results.

Final Database: After processing, the data is structured into a final database ready for
analysis. The database is designed to be easily accessible and usable for extracting key
insights. Statistical software like SPSS and Excel were used to store and manage this
data.

10. Analysis: From the final database, various statistical methods such as frequency

4

Belgrade Centre
for Human Rights

analysis, cross-tabulation, or regression analysis are applied to interpret the data. Trends,
insights, and significant findings about youth participation and their digital engagement
are drawn from this process.
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Results analysis and discussion

Detailed analysis of collected data, results presentation and review of findings

In total 447 young persons participated in the survey. The data in the Graph 1 provides a detailed
demographic breakdown of respondents based on various characteristics.

Graph 1 — Demographic characterics

Between 18 and 21 _— 19,8%
Between 22 and 25 weee—————————— 32 0%
Between 26 and 30 =e———————— 47 39

Man/Boy e 413,0%
Woman/Girl e 50,0%
Non-binary =

Prefer not to answer =

Primary school ® 1,7%
Secondary SChool e 50 4%
Bachelor’s Degree w—————— 32 0%
Master’s De%ree 13 8%
= 21%

Urban meessssssssssssssssssss— 73 7 %,
Rural wee—— 21 3%

Employed we—————————eeeeeee——— 55 6%
Unemployed weee— 16,3%
University student _ 15,9%

Secondary school pupil == 3.0%
Unemployed student m 2 2%
Emloyed Secondary school pupil 1 0,5%
Employed student wes= 6,1%
Other /

0-500 EUR v 46,4 %
500-1000 EUR w30 5%
More than 1000 EUR  wee— 14,1%

Youth with a disability = 1,9%
LGBTQI+ youth = 3,8%
Youth belonging to an ethnic minority == 5 0%
| don’t belong to any of the listed groups e —————————————————————————————— 77, 0%
Prefer not to answer we—— O 8%,
Other = 1,6%
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The predominant age group among respondents is between 26 and 30 years, comprising 47.3%
of the total. This is followed by those aged 22 to 25 years at 32.9%, and 19.8% are between 18
and 21 years. Gender identification shows a slight majority of respondents identifying as women
or girls (50%) compared to men or boys (48%). A small fraction identifies as non-binary (1.1%),
and 0.9% opted not to disclose their gender.

In terms of educational attainment, the largest percentage of respondents completed secondary
school (50.4%), while approximately 32% hold a Bachelor’s degree, 13.8% have a Master’s
degree, and 2.1% possess a PhD. Only a small segment (1.7%) completed primary school.
Geographically, most respondents live in urban areas (78.7 %), with 21.3% residing in rural areas.
Employment statistics reveal that more than half (55.6%) of the respondents are currently
employed. Other categories include unemployed individuals (16.3%) and university students
(15.9%).

Regarding income, nearly half (46.4%) of respondents earn between 0-500 EUR monthly, 39.5%
have an income between 500-1000 EUR, and 14.1% earn over 1000 EUR. A notable majority
(77.9%) indicated that they do not belong to any of the marginalized groups listed. Among those
who do, 5% belong to ethnic minorities, 3.8% identify as part of the LGBTQI+ community, and
1.9% are youth with disabilities.

PARTICIPATION AND ACTIVISM

Youth were asked how often do they follow news and information about current social and
political issues.

Graph 2 — How often do you follow news and information about current social and political issues?

34,30%

26,20% 27,40%

12, OO%

Several times a week Never Rarely (e.g. once a month, Every day
once every few months)

The highest percentage of respondents, 34.3%, said that they follow news rarely, which is
characterized as doing so once a month or once every few months. In contrast, 27.4% of
respondents reported that they follow news every day, while 26.2% said they do so several times
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a week. Lastly, 12% of the respondents claimed they never follow news on these topics. This
data suggests a varied level of engagement with social and political issues among the surveyed
youth population, highlighting opportunities to enhance awareness and encourage more
consistent news consumption.

Most of young people in Montenegro are not active in any formal organisation or association,
neither actively engaged in a political party or movement.

Graph 3 - Are you involved in any of the following activities?

Member of a formal organisation or association (such as 13.40%
a registered youth and student organisation) U0

| am actively engaged in a political party or movement . 4,40%

| am active in other ways (Media) I 0,90%

Member of a formal organisation or association (such as
a registered youth and student organisation) and ‘ 0,30%
actively engaged in a political party or movement

Member of a formal organisation or association (such as
a registered youth and student organisation) and | am
involved in an informal organisation or youth group
(such as an informal group/youth initiative).

I 1,90%

I am involved in an informal organisation or youth group l 3.80%
(such as an informal group/youth initiative). A

The data in Graph 3 shows various forms of participation in organizations or movements. A large
majority (75.3%) are not active in any of the listed ways. Meanwhile, 13.4% are members of
formal organizations, such as youth or student associations, and 4.4% are engaged in political
parties or movements. Other forms of engagement include being active in media (0.9%),
combining membership in both formal organizations and political movements (0.3%), or mixing
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formal and informal group participation (1.9%). Additionally, 3.8% are involved in informal
organizations or youth groups. This data highlights that most individuals are not engaged,
with small percentages participating in formal, political, or informal groups. Enhancing
awareness and benefits of formal organizations, promoting civic education to boost
political engagement, and expanding alternative forms of participation through media and
digital platforms could help increase overall involvement.

The graph 4 illustrates the level of participation in social and political activities in the digital
sphere. Majority of youth have not been participating in any political and socially activities.

Graph 4 - Have you been taking part into any political and socially engaged activities in your digital sphere?

| sometimes take part in such activities, but not o
regularly. - 10,50%

| used to, but less so nowadays. [l 6.40%
No, | have not been pa.rtllolpatlng in such activities in _ 52.10%
the digital sphere

| don’t know, maybe | have been participating _ 25.30%
inadvertently, without noticing e
Yes, | have been actively participating in social and
political activities on the digital sphere - 5.70%

A significant percentage, 52.1%, reported not participating in such activities, while 25.3% are
unsure if they may have participated unintentionally. A smaller group, 10.5%, sometimes takes
part, but not regularly, and 6.4% used to participate but have since reduced their involvement.
Only 5.7% actively engage in social and political activities online. This data highlights a
considerable level of disengagement or uncertainty about digital participation in social and

political spheres.
Graph 5 — Engaging in any political or social activity
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| have not been engaged in any kind of social/political
activity

61,10%

I signed online petitions for social change [ 8.90%

| followed political situation on online media and o
portals - 8,50%

| shared political information on social networks/I - 8%
signed online petitions for social change and... °

| shared political information on social networks - 4,90%

| signed online petitions for social change and |

0,
followed political situation on online media and portals l 2,30%

| used hashtags to mark certain social/political issue | 1,00%

| organised or supported digital campaigns for social

goals | 0.90%

| used a campaign picture as my profile picture as an ] 0,80%
expresssion of support R

I signed online petitions for social change, | followed ] 0,80%
s (o}

political situation on online media and portals and |I...

Allthe answers [} 2,90%

Other (eco campaign and obstetric violence) | 0,30%

While a majority of people (61.10%) are disengaged from social or political activities, there is a
notable percentage participating in various forms of digital activism. However, most of these
activities, like signing online petitions (8.90%) or following political news online (8.50%), are
relatively passive forms of engagement. More active or visible forms of digital activism, such as
organizing campaigns (0.90%) or using hashtags (1%), are much less common. This indicates
that while there is interest in social and political issues, many people prefer lower-effort,
less public methods of participation, reflecting a tendency toward "slacktivism" —
supporting causes through minimal involvement. The data also highlights the relatively
limited role of deeper or more organized activism.

Youth were asked to specify the topic or cause of engagement. The responses show a strong
emphasis on fighting against violence, particularly violence against women, and advocating for
social justice. Many respondents highlighted their involvement in various forms of activism,
including protests against domestic violence and initiatives aimed at promoting women's rights.
Common themes include:
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1. Violence Against Women: A significant number of responses explicitly mention efforts
to combat violence against women. Many respondents have participated in protests and
campaigns to raise awareness and seek justice for victims of domestic violence. This
issue is regarded as a critical problem that requires adequate protective measures.

2. Social Justice and Injustice: Several individuals expressed their engagement in fighting
against various forms of injustice, including family violence and broader societal issues.
The respondents emphasize the importance of collective action and the belief that
change is possible when people unite against injustice.

3. Youth Engagement: Some responses reflect a focus on encouraging young people to
vote for change and become active in political processes. Respondents highlight the
importance of raising awareness among youth regarding their civic responsibilities and
the impact of their participation in societal change.

4. Environmental Issues: There are mentions of engagement in ecological activism,
indicating a recognition of environmental concerns alongside social justice issues.
Respondents support petitions and protests that address environmental degradation.

5. Disinterest and Inactivity: A notable percentage of respondents indicated a lack of
engagement or interest in political or social activism. Many expressed that they do not
participate in any initiatives or protests, citing reasons such as disinterest in politics or a
feeling that their involvement would not lead to significant change.

6. Online Activism: Some respondents noted their involvement in online petitions and
campaigns, particularly those aimed at addressing issues such as violence against
women and environmental concerns. Social media is viewed as a platform for raising
awareness and promoting causes.

7. Personal Motivation: A few responses indicated personal motivations for engagement,
such as the desire for a better society, the need for justice, and the commitment to
protecting human rights.

The following graph show have youth created and/or shared online content promoting social
change or raising awareness of important social issues (such as blogs, videos, infographics, et
al).

Graph 6 - Have youth created and/or shared online content promoting social change or raising awareness of important social
issues?
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mYes mNo

A vast majority of respondents (80.40%) have not created or shared online content promoting
social change or raising awareness of important social issues, while only 19.60% have done so.
This suggests that while digital platforms offer the opportunity for individuals to actively
contribute to social causes through content creation (such as blogs, videos, or
infographics), most youth remain passive consumers rather than active creators or
sharers. This may reflect a lack of confidence, time, or interest in producing such content, even
among those who might be sympathetic to social issues, highlighting a gap between awareness
and active digital engagement.

Graph 7 provides the data regarding communication of young people with politicians on social
media about socially and/or politically important topics.

Graph 7 - Communication of young people with politicians on social media about socially and/or politically important topics

No, | have not yet contacted politicians on social media
i I 7o.0%
(e.g. a social network)
Prefer not to answer - 13,60%

Yes, | have contacted politicians on social media (e.g. - 9.70%
a social network); 1170

The majority of respondents (76.70%) have not contacted politicians on social media, while only
9.70% have engaged in direct communication with political figures via these platforms.
Additionally, 13.60% preferred not to answer, which may indicate discomfort or privacy concerns
regarding political interactions. This suggests that while social media offers a direct and
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accessible way to engage with politicians, most people either do not take advantage of
this opportunity or feel hesitant to do so. To increase political engagement, it may be
beneficial to encourage more awareness around the impact of direct digital
communication with policymakers, as well as promote the importance of using social
media to voice concerns or participate in political discussions, ensuring that people feel
empowered and informed in reaching out to their representatives.

The following graph 8 shows do youth use social media to contact institution or organisations
about socially important topics they care about, such as the local government, non-

governmental organisations and/or human rights organisations).

Graph 8 - Do youth use social media to contact institution or organisations about socially important topics they care about?

mYes mNo

A significant majority (78.20%) of respondents have not used social media to contact institutions
or organizations about socially important topics they care about, while 21.80% have done so.
This suggests that although social media provides a convenient platform for individuals to
engage with institutions on important social issues, most people either lack the motivation,
knowledge, or confidence to take this step. To encourage more engagement, institutions
and organizations could create clearer channels for communication on social platforms
and raise awareness about the impact of contacting them. Additionally, educational
campaigns could help individuals feel more empowered to voice their concerns and
advocate for social change through digital platforms.
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Have youth ever used e-services platforms such as e-government, e-health, e-education, et al,
the graph 9 shows.

Graph 9 — Usage e-services platforms by youth

HYes ENo

A majority of youth (68.60%) have used e-services platforms such as e-government, e-health, or
e-education, while 31.40% have not yet engaged with these digital services. This suggests that
digital platforms are widely accessible and utilized by young people, particularly in areas like
education, healthcare, and government services especially during and after COVID pandemic.
Most of the young people were requested to use these platforms for different issues. However,
the 31.40% who have not used these services may face barriers such as lack of awareness,
digital literacy, or access to necessary technology. To increase the adoption of e-services,
efforts should focus on improving access to digital infrastructure, promoting the benefits
and convenience of these platforms, and offering more citizens friendly platforms as well
as educational programs to enhance digital skills among youth who are less familiar with
these tools, especially among marginalized groups.

The graph 10 shows do young people take part in discussions on socially relevant topics on
social media e.g., comments and discussions on forums, groups on social networks or other

platforms.

Graph 10 - Do you take part in discussions on socially relevant topics on social media?
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mYes mNo

A significant majority of respondents (78.20%) do not participate in discussions on socially
relevant topics on social media, while only 21.80% are actively engaged in such conversations.
This suggests that while social media provides opportunities for dialogue on important
social issues, most individuals prefer to remain observers rather than contributors, due to
following reasons concerns over conflict, privacy, or a lack of confidence in sharing opinions
publicly. To foster greater engagement, platforms and organizations could promote
respectful discourse, provide guidelines for constructive conversations, and create safe
spaces where individuals feel comfortable expressing their views on socially relevant
topics without fear of backlash or negative consequences.

Young people were asked is digital activism an efficient way to express one’s opinion. The
responses are given in the graph 11.

Graph 11 - Is digital activism an efficient way to express one’s opinion?

No, it’s not engaging enough and may be superficial — 29,40%
| do not know l 0,70%
To an extent, depends on the situation _,20%
Yes, because it facilita.tes.rapid infqrmation sharing _ 27 70%
and organisation of actions ’

The data in graph 11 indicates that opinions on the efficiency of digital activism are mixed. A
notable 27.70% believe it is an effective way to express one’s opinion, emphasizing the rapid
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sharing of information and the ability to organize actions. A larger group (42.20%) views it as
situational, suggesting its effectiveness depends on the specific context or cause. Meanwhile,
29.40% see digital activism as not engaging enough and potentially superficial, possibly
reflecting concerns about "slacktivism" or shallow involvement. With only 0.70% uncertain, this
data shows a broad awareness of digital activism's potential and limitations. To improve its
effectiveness, activists should combine online efforts with offline actions, ensuring deeper
engagement and long-term impact while addressing concerns of superficiality.

The following graph show to what extent has information youth found in the digital sphere led to
a change of their views/opinions on important social topics.

Graph 12 - To what extent has information youth found in the digital sphere led to a change of their views/opinions on important
social topics?

47,20%

26,30%
18,90%
. -
A little Not at all Somewhat Very much

While the majority of respondents (47.20%) experienced only slight changes in their views or
opinions on important social topics due to information found in the digital sphere, a significant
percentage (26.30%) reported a moderate impact ("Somewhat"). On the other side, 18.90% said
their opinions were not influenced at all, and only 7.50% indicated that their views had changed
significantly. This suggests that while digital information can influence social opinions, its
impact is often limited, with most people experiencing only minor shifts in perspective. To
deepen the influence of online content, creators and advocates might focus on providing
credible, well-researched, and nuanced information to foster more meaningful reflection
and engagement on social issues.
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What young people motivates to actively engage in social and/or political activities in the digital
sphere is given table 1.

Table 1 — Reasons to actively engage in social and/or political activities in the digital sphere

I’m not interested in such activities 54,70%
| want to contribute to effecting change in society and the community 10,80%
| want to express my views and opinions 8,50%
I’m interested in social and/or political issues 6,40%
I’m inspired by other activists, influencers and organisations 6,30%
| want to contribute to effecting change in society and the community; I'm
interested in social and/or political issues and | want to express my views and 5,10%
opinions
| want to contribute to effecting change in society and the community and I’'m
interested in social and/or political issues, and | want to express my views 3,30%
and opinions
| want to contribute to effecting change in society and the community and I’'m 310%
interested in social and/or political issues ’
I’m interested in social and/or political issues and | want to express my views 0,60%

and opinions
| want to contribute to effecting change in society and the community, I'm

interested in social and/or political issues and 0,60%
I’'m inspired by other activists, influencers and organisations
Other: | do not have benefits 0,60%

Majority of respondents (54.70%) are not interested in engaging in social or political activities in
the digital sphere, indicating a general lack of motivation or interest in these activities. However,
10.80% are driven by a desire to effect change in society and the community, while smaller
percentages are motivated by self-expression (8.50%), interest in social or political issues
(6.40%), or inspiration from activists and influencers (6.30%). A small group (5.10%) is motivated
by a combination of factors such as societal impact, interest in issues, and self-expression. This
suggests that while a majority remain disengaged, there is a subset motivated by a mix of
altruism, personal interest, and external influence. To increase engagement, campaigns
could focus on showing the tangible impact of digital activism, creating more relatable role
models, and emphasizing how individuals’ contributions can lead to meaningful change.

Youth were asked, can digital civic and/or political activism and participation actually
change society. Graph 13 shows the results.

Graph 13 - Can digital civic and/or political activism and participation actually change society
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The graph 13 shows that opinions are divided on whether digital civic and political activism can
actually change society. Every third person (34.40%) believes that it can, highlighting optimism
about the power of digital participation to effect real-world change. However, 29.50% are
skeptical, indicating doubts about its efficacy. Meanwhile, the largest group (36.10%) is unsure,
reflecting uncertainty about the potential impact of digital activism. This suggests that while
there is some confidence in the role of digital activism, many remain unconvinced or
unsure about its ability to bring about societal change. To address this, it could be
beneficial to share more success stories of impactful digital activism and provide evidence
of how online efforts have translated into tangible outcomes, which might help shift the
views of skeptics and those who are uncertain.

Graph 14 — The main reasons youth have not engaged more in digital activism
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Too busy, lack of time

29,50%
Lack of motivation to engage [ R 24.00%
| doubt my engagement can affect real change [ R 17.80%
| am sufficiently engaged [ 11,40%

I'm concerned about my Internet privacy and safety [l 4.90%

Technical obstacles (bad Internet connection/lack of o
access to adequate technology) - 4,20%

I’'m afraid of the consequences or revenge on the part o
of the government authorities or other groups - 4,10%

Lack of information or of the requisite skills for active .
participation B 3.20%

The primary reason that youth have not engaged more in digital activism is being too busy or
lacking time (29.50%), followed by a lack of motivation (24.90%). A notable 17.80% doubt that
their engagement can bring about real change, suggesting scepticism about the effectiveness
of digital activism. Some respondents feel sufficiently engaged (11.40%), while concerns about
internet privacy and safety (4.90%), technical obstacles (4.20%), fear of government or group
retaliation (4.10%), and a lack of information or skills (3.20%) are also barriers. This suggests
that both practical limitations (time, technology) and psychological barriers (doubt,
motivation) play a significant role in preventing greater participation. To address these
issues, digital activism efforts could focus on showing how even small actions can make
a difference, offering time-efficient ways to engage, and providing education and tools to
overcome technical and informational gaps. Additionally, addressing privacy concerns and
creating safer environments for activism could alleviate fears and encourage more
participation.

What problems youth faced due to their engagement on social and/or political activism in digital

sphere is presented in the graph 15.

Graph 15 — Any problems happened because of engagement on social and/or political activism in digital sphere
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Prefer not to answer

,00%
Yes, | have been the target of negative comments/hate o
speech in the digital sphere (e.g. social networks)... - 7,00%

Yes, | felt insecure/worried because of the potential
effects on my privacy or safety B 4.60%

Yes, | felt insecure/worried because of the potential

effects on my privacy or safety . 4,10%
Yes, | have been receiving explicit content | had not o
asked for l 2,20%
Yes, | have been the target of negative comments/hate I 1.80%
speech in the digital sphere (e.g. social networks)... ’
Yes, | have been the subject of misinformation, and . 3.40%
false rumors about me were disseminated ’ °

Yes, | was imprisoned because of my engagement | 1,20%

Yes, a lawsuit has been filed against me because of my

engagement | 0,90%

Yes, | was a victim of physical threats or violence | 0,80%

A large majority (74%) of respondents prefer not to answer whether they have experienced
problems due to their digital activism, which may indicate discomfort or fear in discussing such
issues. Of those who did respond, 7% reported being targets of negative comments or hate
speech, while 4.60% and 4.10% felt insecure or worried about their privacy and safety. A smaller
group (3.40%) experienced misinformation or false rumors, and others faced more severe
consequences, such as receiving explicit content (2.20%), imprisonment (1.20%), lawsuits
(0.90%), and physical threats or violence (0.80%). These findings suggest that digital activism
can expose individuals to various risks, ranging from online harassment to serious legal
or physical repercussions. To address these challenges, platforms and organizations
should prioritize user safety by improving reporting mechanisms for harassment,
enhancing privacy protections, and providing legal support or resources for activists who
face retaliation. Encouraging safe, anonymous forms of engagement may also help
alleviate fears and foster a more supportive environment for digital activism.

Young people were asked do they on engaging in digital activism to a greater extent in the future.
Graph 16 shows the data.

Graph 16 — To be engaged in digital activism to a greater extent in the future
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The majority of respondents (50.70%) do not plan to engage in digital activism to a greater extent
in the future, while 39.00% are uncertain and only 10.30% definitely plan to increase their
involvement. This suggests a general hesitancy or reluctance toward deeper engagement in
digital activism, with many people either uninterested or unsure about committing more
time and effort. The uncertainty reflected in the "Maybe" responses indicates that some
people might be open to increased activism but lack clear motivation or direction. To
encourage greater future participation, efforts could focus on demonstrating the tangible
impact of digital activism, providing accessible and meaningful ways to get involved, and
addressing concerns about time, efficacy, and safety. Campaigns could also highlight how
even small actions can contribute to significant social change, potentially motivating those
who are on the fence.

When it comes to the greatest challenges to youth’s digital engagement, the data shows that the
biggest one is related to interest and motivation (graph 17).

Graph 17 - The greatest challanges to youth’s digital engagement
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Lack of interest

Information overload and fake news [ RN 26.50%

Lack of information about initiatives, engaged o
communities, and their activities _ 9,10%

6,50%

Fear of peers’ negative reactions [ 8.90%

Doubts about the possibility of actually effecting social
Change _ 7’80%

Lack of inf i bout available digital activi
ack of information a ?goévala e digital activism - 6.70%

Lack of access to the Internet or technologies [Jl} 4.20%

The greatest challenge to youth’s digital engagement is a lack of interest (36.50%), suggesting
that many young people may not feel motivated to participate in digital activism. Other significant
challenges include information overload and fake news (26.80%), which can overwhelm or
confuse potential activists, as well as a lack of information about initiatives, communities, and
their activities (9.10%), making it difficult for youth to find relevant causes. Fear of peers’ negative
reactions (8.90%) also plays a role, reflecting social pressures, while doubts about the
effectiveness of social change (7.80%) contribute to a sense of skepticism. Finally, smaller
obstacles include a lack of digital activism tools (6.70%) and limited access to the Internet or
technology (4.20%). Addressing these challenges will require a multifaceted approach.
Efforts to boost interest could focus on highlighting relatable role models, showing the
tangible impact of youth activism, and simplifying entry points for involvement.
Additionally, combating misinformation, offering clearer pathways to discover initiatives,
and creating supportive online spaces can help alleviate some of these barriers. Providing
more education on digital tools and increasing access to technology would also empower
more youth to engage meaningfully.

In the end of this section of the survey, youth were asked for suggestions how they can be

encouraged/motivated to be socially active in digital sphere. The responses to the question

about encouraging youth to be socially active in the digital sphere highlight several key themes
and suggestions:

1. Education and Awareness: Many emphasize the importance of educating youth about

the digital landscape, including the benefits of being active online and understanding the

risks, such as misinformation. Educational workshops, seminars, and courses on critical
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thinking, digital literacy, and social activism are suggested as essential tools for
engagement.

Information Accessibility: Better access to accurate and relevant information is crucial.
Respondents believe that when youth are well-informed about issues that directly affect
them, they are more likely to participate in social activism.

Motivation through Role Models: Having positive examples and role models in the
digital space can inspire youth. Demonstrating successful outcomes from digital activism
can motivate others to engage.

Financial Incentives: Some responses highlight the need for financial support and better
job opportunities for youth, arguing that increased economic stability could lead to
greater participation in social issues.

Safety and Freedom of Expression: Ensuring a safe environment for youth to express
their opinions without fear of backlash or privacy violations is seen as vital. They should
feel that their voices are valued and that they can engage without negative
consequences.

Community Engagement: Encouraging community discussions and public debates is
suggested as a way to foster a sense of belonging and relevance in social issues.

Use of Digital Tools: Creative and engaging content tailored to youth interests, such as
gamified experiences, can make participation more appealing. Campaigns on social
media that resonate with youth culture are recommended.

Promoting Positive Change: Responses indicate that youth need to understand that
their involvement can lead to tangible changes in their communities. Highlighting success
stories and the positive impact of digital activism is essential.

Addressing Disengagement: Some respondents express concern about youth apathy
and the challenge of motivating those who are disinterested. Strategies to overcome this
include involving influential figures that resonate with youth and making activism relatable
and accessible.

Holistic Approach: Finally, several responses suggest that activism should not be limited
to the digital sphere; it should also encourage real-world engagement and address
broader social issues to create a well-rounded approach to civic involvement.

In summary, motivating youth for social activity in the digital realm requires a multifaceted
strategy involving education, access to information, role models, economic incentives, safety,
community involvement, engaging content, and a focus on the impact of their participation.

FAMILIARITY WITH DIGITAL TECHNOLOGIES, TOOLS AND RIGHTS

The first question that youth were asked was related to time they use digital platforms in
everyday life. The data is shown in the graph 18.
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Graph 18 - Time youth use digital platforms in everyday life

Very often: every day or almost every day

Rarely: several times a year - 9,4
Sometimes: once or several times a month _ 10,5
Never: hardly ever or never _ 13,6
Often: several times a week — 19,9

46,5

A significant majority of respondents (46.5%) use digital platforms very often, engaging with
them every day or nearly every day. This suggests a strong integration of digital technology into
daily lives of youth. A smaller percentage (19.9%) use these platforms often, engaging several
times a week. In contrast, a notable percentage uses digital platforms less
frequently: sometimes (10.5%), rarely (9.4%), and never (13.6%).

This distribution highlights the pervasive nature of digital platforms in the lives of youth,
indicating that they are a primary means of communication and information consumption
for a substantial percentage of the youth. To leverage this engagement for social or political
activism, campaigns could focus on creating compelling content that resonates with
frequent users, encouraging them to take action or participate in discussions. Additionally,
youth who use digital platforms less often could benefit from targeted outreach efforts
that explain the value and impact of digital engagement, potentially converting casual
users into more active respondents in social and political discourse.

Youth use different digital platforms. The ones that they used the most often are shown in the
graph 19.

Graph 19 - The most often used digital platforms
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YouTube, Netflix, HBO _ 47,40%

Slack, Microsoft Teams, Trello, Zoom . 9,20%

le Drive, Dropbox, Mi ft Dri d
Google Drive, Drop clJ;,oucljoroso OneDrive an - 21.80%

The data shows that 88.10% of respondents primarily use social media platforms such
as Instagram, TikTok, Facebook, X (formerly Twitter), and Snapchat, indicating a strong
preference for visually oriented and interactive forms of digital engagement. Following
that, YouTube, Netflix,and HBO are significant platforms for 47.40% of respondents,
highlighting the importance of video content in their digital consumption habits. In contrast,
productivity and  collaboration tools like Google Drive, Dropbox, Microsoft
OneDrive, and iCloud are used by 21.80%, while platforms geared towards workplace
communication and project management, such as Slack, Microsoft Teams, Trello, and Zoom,
are utilized by 9.20% of respondents. This distribution suggests that while social media and
entertainment platforms dominate youth engagement, there is a lower reliance on
productivity and collaboration tools, which may limit opportunities for activism or
collective organization. To capitalize on this trend, digital activism initiatives should focus
on harnessing the popularity of social media by creating shareable content that can inspire
and mobilize users. Engaging influencers on these platforms could further amplify
messages and reach a broader audience, potentially transforming passive consumption
into active participation in social issues.

When it comes to digital tools used the most often in everyday life by youth, data shows that
social network prevail among youth.

Graph 20 - The most often used digital platforms in everyday life
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21,40%
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Travel booking Exercise/health Design tools Online banking Online courses Time Productivity Video calls  Social networks Messaging E-mail

applications monitoring and digital management tools: Microsoft applications
(Booking.com, applications libraries tools (Google Office

Airbnb), maps Calendar,
and navigation Microsoft

tools (Google Outlook)

Maps, Waze)

Youth predominantly use social networks (77%), highlighting their importance as a primary
means of communication and social interaction. Email follows as a significant tool, used
by 58.20%, demonstrating its continued relevance for formal communication. Messaging
applications are also widely used, with 49.20% of respondents relying on them for quick,
informal conversations.

In terms of video communication, a bit more than every third young person utilize video call tools,
showcasing a preference for face-to-face interaction, especially in remote contexts. However,
the use of productivity tools like Microsoft Office and time management tools (both at 14.90%)
is comparatively low, suggesting that many young people may not prioritize traditional office
software for everyday tasks. Additionally, online bankingis used by 12.90%, while travel
booking and navigation tools are used by 21.40%.

Fewer youth engage with educational resources, such asonline courses and digital
libraries (6.80%) and design tools (5.60%), indicating potential gaps in using digital tools for
learning and creativity. The use of exercise and health monitoring applications stands at 9.90%,
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reflecting an interest in personal wellness, albeit on a smaller scale. To enhance digital
engagement among youth, there could be a greater emphasis on integrating productivity
and educational tools into their daily routines. Promoting the benefits of using these tools
for personal development and organization, alongside their existing social and
communication platforms, may encourage a more balanced digital toolset that supports
both social interaction and productivity.

Youth were asked to rate their digital skills listed below on a scale from 1 to 5. The data is
shown in the graph 21.

Graph 21 — Self-assesment of the digital skills
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A majority (40.10%) rated their usage at the highest level (5), indicating strong reliance on
computers and laptops. An overwhelming 62.00% rated their smartphone or tablet usage at the
highest level (5), showcasing these devices as the most commonly used for everyday activities.
The usage of web browsers follows a similar trend, with 42.00% rating their use at the highest
level (5). This indicates that browsing the internet is a significant activity, although there is a
slightly wider spread in the lower ratings compared to smartphones and tablets. Social networks
are also widely used, with 54.35% rating their usage at the highest level (5). This indicates a
strong preference for social media platforms, aligning with previous findings regarding the
importance of social networks in daily life. The data on cybersecurity principles shows a more
varied distribution. While 27.10% rated their understanding at the highest level (5), there is a
substantial percentage of respondents (combined 13.20% and 14.00%) who rated their
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understanding at the lowest levels (1 and 2), suggesting that there may be a need for increased
awareness and education around cybersecurity.

Overall, the data suggests that youth heavily rely on smartphones and social networks for their
digital engagement, while computers and web browsers also play essential roles. However, the
variability in understanding cybersecurity principles indicates a potential vulnerability. To
enhance digital literacy, particularly in cybersecurity, educational initiatives could be
developed to provide resources and training for youth, helping them to navigate the digital
landscape safely and effectively. Additionally, leveraging the popularity of social media and
mobile devices to disseminate information about best practices in cybersecurity could
engage users in a familiar environment, potentially leading to better understanding and
safer online behaviors.

Youth were asked to rate their ability/skills to assess the veracity of information you find
online from 1 to 5. Tha data is shown in the graph 22.

Graph 22 - The self-asssesment of the ability/skills to veracity of information found online
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The data indicates a generally positive perception among youth regarding their ability to evaluate
online information, with 64.50% of respondents rating their skills as good (4 or 5). However,
the 25.00% rating themselves as moderate (3) and the combined 10.50% rating themselves as
low (1 or 2) indicate that there is still room for improvement in media literacy. To further enhance
these skills, educational programs could focus on critical thinking and digital literacy,
providing youth with tools and strategies to better assess the reliability of online sources.
Workshops, interactive sessions, or even gamified learning experiences that engage youth
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in real-world scenarios could help develop their abilities to discern credible information
from misinformation or disinformation. Additionally, promoting awareness of fact-checking
resources and methods can empower youth to take an active role in evaluating the
information they encounter online.

Graph 23 — How youth have acquired digital skills?

58,30%
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The primary way youth have acquired digital skills is through self-directed learning, with 58.30%
of respondents identifying this as their main source of skill development. This suggests a strong
trend towards independent exploration and mastery of digital tools and platforms, which is
increasingly common in a fast-paced digital landscape.

In contrast, formal education (e.g., school, college) accounts for 22.50% of skill acquisition,
highlighting that traditional educational institutions play a role but are not the predominant
source. Informal education through various courses, training, or workshops contributes
t0 10.10% of skill development, indicating that while structured learning outside of formal
settings is beneficial, it is less common than self-taught methods.

Additionally, 8.50% of respondents report acquiring digital skills at work, which underscores the
importance of practical, on-the-job experience in developing these competencies. Only a small
percentage (0.60%) identified "Other" as a means of acquiring digital skills, suggesting that few
engage with alternative or unconventional learning methods. The strong inclination towards
self-taught digital skills suggests that youth are proactive and resourceful in navigating
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their learning journeys. However, this trend also highlights potential gaps in structured
education systems that may not be keeping pace with the demand for digital literacy. To
support youth in acquiring digital skills more effectively, educational institutions could
integrate more hands-on, practical experiences into their curricula. Additionally, providing
access to a variety of informal learning opportunities —such as workshops, online courses,
and mentorship programs—could enhance skill development. Collaboration between
schools, workplaces, and community organizations to create comprehensive training
initiatives could further empower youth, ensuring they are well-equipped to thrive in a
digitally driven world.

Graph 24 - Do you know what digital rights are?

HYes mNo mNot sure

A significant percentage of respondents (53.20%) do not know what digital rights are, indicating
a considerable lack of awareness or understanding of this important concept.
Additionally, 32.00% of respondents are not sure, which suggests uncertainty and confusion
regarding digital rights among a substantial segment of the youth population. Only 14.80% of
respondents affirmatively indicate that they know what digital rights are, reflecting a minority who
are informed about this critical topic. These findings highlight a significant gap in knowledge
regarding digital rights among youth, which is concerning given the increasing prevalence
of digital technology in daily life. Digital rights encompass various issues, including
privacy, freedom of expression, and access to information, all of which are crucial for
empowering individuals in the digital realm. To address this lack of awareness, educational
initiatives should be implemented to inform youth about their digital rights and the
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implications of these rights in the context of their online activities. Schools, community
organizations, and digital literacy programs could incorporate workshops, seminars, and
resources that explain digital rights in an accessible and engaging manner. Additionally,
leveraging social media campaigns to spread awareness could help reach a broader
audience, encouraging informed discussions around digital rights and promoting
advocacy for these essential principles in the digital age.

Those young people that said YES at previous question, were asked to list at least two digital
rights. Here are the main points summarized:

1. Right to Privacy: Many respondents emphasized the importance of privacy, citing it as
a fundamental digital right. This includes the protection of personal data and ensuring
one's security on the internet.

2. Freedom of Expression: Numerous responses highlighted the right to freedom of
expression, which allows individuals to share their opinions and create content without
censorship.

3. Intellectual Property Rights: Some respondents mentioned copyright and related
rights, emphasizing the importance of protecting creators' work in digital spaces.

4. Access to Information: Several responses noted the right to access and use digital
media, including computers and telecommunications networks. This reflects a broader
understanding of digital rights as encompassing legal rights and human rights.

5. Digital Security and Data Protection: Respondents acknowledged the need for secure
passwords and safe websites, indicating an awareness of cybersecurity as part of digital
rights.

6. Digital Literacy and Education: A few responses pointed out the importance of
education in understanding digital rights and the safe use of digital tools.

7. Other Notable Mentions: Some mentioned rights like the right to digital oblivion (the
right to be forgotten), the right to anonymity, and the importance of responsible content
creation to avoid misinformation.

While many respondents demonstrated a clear understanding of digital rights, there were
also some who expressed uncertainty or stated that they did not know what digital rights
are. This suggests a need for increased education and awareness regarding digital rights
among youth. To enhance understanding of digital rights, educational initiatives should be
introduced that clarify these rights and their implications in the digital realm. Workshops,
online resources, and community discussions could be effective in fostering a deeper
awareness of digital rights, emphasizing privacy, freedom of expression, and the
importance of cybersecurity.

- ) . - AGJENCIA
"l uzer %< ESN ‘L.'MCS!‘PT.‘. Voerppia [[{s @ EREamon

Belgrade Centre ™ Abania
for Human Rights



@ EYDR “ e Funded by
YOUTH DIGITAL RIGHTS SCIdeV Taas” the European Union

The following graph relates to responses on the question are their rights in the digital world
as important as those in the psyhical world.

Graph 25 - Are your rights in the digital world as important as those in the physical world?

mYes mNo mNot sure

The data shows varied opinions on the importance of rights in the digital world compared to
those in the physical realm. A plurality of respondents, 39.20%, believes that digital rights are as
important as physical rights, indicating a recognition of the significance of online interactions
and activities in modern life. Conversely, 22.20% of respondents feel that digital rights are not
as important, possibly viewing physical interactions and rights as holding more immediate
consequences or relevance. Additionally, a substantial 38.60% of respondents expressed
uncertainty about the comparison between digital and physical rights, highlighting a lack of
clarity regarding the implications of digital rights. This ambiguity underscores the need for
greater awareness and education about the importance of digital rights. Implementing
educational programs that elucidate the parallels between digital and physical rights could
help engage youth in discussions about their rights in the digital sphere. Such initiatives
can empower them to understand that, just as they have rights in the physical world, they
also possess rights that protect their identity, privacy, and freedom of expression online.
Raising awareness about the impact of digital rights on their everyday lives could further
encourage youth to advocate for their rights and the rights of others in the online
environment.
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Following the previous question, youth were asked do they think more education on digital rights
and Internet safety is needed. On the graph 26 data is shown.

Graph 26 — Is more education on digital rights and Internet safety needed?
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A strong consensus among respondents regarding the need for increased education on digital
rights and internet safety. 60.70% of respondents believe that more educational initiatives are
necessary, reflecting a widespread recognition of the importance of understanding digital rights
and safe online practices. In contrast, only 14.40% of respondents feel that additional education
is not needed, suggesting that a minority view the current level of awareness as sufficient.
Meanwhile, 24.90% of respondents are unsure, indicating some ambiguity about the necessity
for further education in this area. These findings underscore a clear demand for enhanced
educational programs focused on digital rights and internet safety. To address this need,
schools, organizations, and online platforms can collaborate to develop comprehensive
curricula that inform individuals about their rights in the digital space, the importance of
privacy, and strategies for safe internet usage. Workshops, online courses, and awareness
campaigns can be utilized to engage youth and empower them with the knowledge needed
to navigate the digital landscape confidently and responsibly. By increasing awareness
and understanding of these critical issues, individuals will be better equipped to
protect themselves and advocate for their rights in the online environment.

A significant concern regarding online safety and security among respondents (graph 27).
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Graph 27 — Do you feel safe and secure online?
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Only 36.90% of respondents feel safe and secure in their online activities, indicating a minority
who are confident in their digital safety. In stark contrast, a substantial 63.10% of respondents
do not feel safe online, highlighting widespread apprehension about various threats in the digital
environment, such as cyberbullying, data breaches, and privacy violations. These findings
underscore the urgent need for initiatives aimed at enhancing online safety and security
awareness. By fostering a culture of online safety and awareness, we can help alleviate
the fears many individuals have about their security in the digital space and create a safer
online environment for everyone.

On the question - which organisations and institutions protecting digital rights can you turn to
for help if your digital rights are jeopardised, the responses are shown in the graph 28.

Graph 28 - Which organisations and institutions protecting digital rights can you turn to for help if your digital rights are
Jeopardised?
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Not sure, I’d probably Google them if | needed them [N 21,10%
| have no idea, it never mattered to me | 9,10%

| don’t know, | haven’t thought about that

25,10%

Maybe I'd ask someone older if | had a problem [l 5,00%

| would contact Police, NGO or other institution [ RNRENEG 21,70%
Frankly, | never looked into that [N 18,00%

This data indicates a notable lack of awareness among respondents regarding organizations and
institutions that protect digital rights. 18.00% of respondents admit they have never looked into
available resources for help, demonstrating a gap in knowledge about where to seek assistance.
Additionally, 25.10% express uncertainty, stating they haven’t thought about this issue before,
while 9.10% indicate that it has never mattered to them. On a more proactive note, 21.70% of
respondents would consider contacting the police, NGOs, or other institutions if their digital
rights were jeopardized, suggesting some awareness of potential avenues for support.
Conversely, 5.00% would ask someone older for guidance, and 21.10% would likely resort to
Googling for information if needed, reflecting a reliance on internet searches for solutions. These
findings highlight a critical need for increased awareness and education regarding digital
rights and the resources available to protect them. To address this gap, educational
campaigns should be implemented to inform individuals about the organizations and
institutions dedicated to safeguarding digital rights, such as advocacy groups, legal aid
organizations, and governmental bodies. Providing accessible information through
schools, NGOs, and online platforms can empower individuals to know where to turn for
help in case their digital rights are threatened. Additionally, workshops and informational
sessions can equip youth with knowledge about their rights and the support systems
available to them, fostering a more informed and proactive approach to digital safety and
security.

Having in mind the challenges issues related to TIKTOK, the data shown in the following graph
indicates a range of potential reactions from respondents when confronted with the scenario of
having their video shared on TikTok, leading to laughter and malicious comments.

Graph 29 — The reaction if someone shared on TIKTOK video prompting laughter and malicious comments among other users
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I’d seek support on forums and platforms dealing with
similar situations

6,70%

I’d consult an institution or organisation focusing on 13.70%

the protection of digital rights (E70

I’d ask the person who shared it to remove it, and
explain how it can harm me

14,10%

I’d consult friends and family, seek their advice and
support, I’d consult an institution or organisation
focusing on the protection of digital rights

29,90%

I'd report the content as inappropriate to TikTok and

0,
request to remove it 35,50%

A notable 35.50% of responders would report the content to TikTok as inappropriate and
request its removal, reflecting a proactive stance against online harassment and a willingness to
utilize the platform's reporting tools. Additionally, 29.90% would turn to friends and family for
advice and support, indicating the value placed on personal relationships when facing
distressing situations.

Furthermore, 14.10% would attempt to communicate directly with the individual who shared the
video, seeking to explain how it could harm them, which demonstrates a desire for dialogue and
resolution. Meanwhile, 13.70% would seek assistance from institutions or organizations
specializing in digital rights, showing an awareness of available support systems. A smaller
percentage, 6.70%), would look for support on forums and platforms addressing similar issues,
suggesting that some individuals prefer to connect with broader communities for help. This
highlights the importance of empowering individuals with knowledge about their rights
and the resources available to them in dealing with online harassment. Educational
initiatives could focus on informing users about effective reporting procedures on social
media platforms, as well as encouraging open communication with trusted friends and
family for emotional support. Additionally, raising awareness about organizations that
protect digital rights and provide assistance can help users navigate these situations more
effectively. By fostering a culture of support and resilience, individuals can feel more
equipped to address online challenges confidently.

The following graph 30 shows a concerning sentiment regarding the protection of personal data
on the Internet among respondents.

Graph 30 - Do you believe that your personal data are sufficiently protected on the Internet?
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Only 13.30% of respondents believe that their personal data is sufficiently protected, indicating
a significant lack of confidence in current data protection measures. In stark contrast, a
substantial 59.90% of respondents do not feel their personal information is adequately
safeguarded, highlighting widespread anxiety about privacy violations and data breaches in the
digital landscape. Furthermore, 26.90% of respondents are uncertain about the level of
protection, suggesting a lack of understanding or awareness regarding data privacy practices.
These findings indicate that organizations, including both governmental and NGOs, should
prioritize educating users about data privacy rights, safe online practices, and the measures in
place to protect their information. Enhanced transparency from online platforms regarding how
they handle user data and stronger enforcement of data protection regulations can help build
trust among users. By fostering a culture of privacy awareness and proactive data protection,
individuals can feel more secure in their online interactions.

The following graph reflect a prevalent concern regarding the use of personal online data and
the motivations behind it (graph 31).

Graph 31 - In your opinion, who uses your online data and why?
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Governments or intelligence agencies, perhaps to listen _ 10.50%
in on our conversations or follow our movements. A

Online shops, to send us non-stop messages about — 14.70%
products we don’t need. 170

Some suspicious websites, to sell our information or put _ 19.90%
it to use for sinister ends. IL 70

Corporations, for their advertisements, to “flood” us with _ 17.10%
ads every step of the way. 170

Social netWOl’kS, to get an idea of what we like and what _70(y
we’re doing and to “flood” us with ads. 0

A significant 37.70% of respondents believe that social networks primarily utilize their data to
understand user preferences and behaviors, ultimately inundating them with targeted
advertisements. Additionally, 17.10% of respondents feel that corporations use their data for
advertising purposes, indicating a shared frustration about being bombarded with ads at every
turn. Moreover, 19.90% express concerns about suspicious websites that may exploit personal
information for dubious purposes, reflecting a fear of data misuse. 14.70% of respondents
believe that online shops leverage user data to send continuous marketing messages about
unnecessary products, contributing to a sense of being overwhelmed by unsolicited
communications. Lastly, 10.50% of respondents suspect that governments or intelligence
agencies might use online data to monitor activities or conversations, suggesting a level of
distrust regarding state surveillance. These findings highlight the widespread apprehension
surrounding the use of personal data by various entities. To address these concerns, it is crucial
to promote digital literacy and educate users about data privacy, including how to manage their
online presence and protect their information. Additionally, increased transparency from
companies regarding their data practices, as well as robust data protection regulations, can help
alleviate fears and build trust among users. By fostering a better understanding of data usage
and encouraging responsible digital citizenship, individuals can feel more empowered in their
online interactions.

Graph 32 shows a concerning trend regarding the frequency with which individuals check their
privacy settings on online accounts.

Graph 32 — How often do you check privacy settings on your online accounts (e.g. social network profiles)?
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34,30%

31,50%

19,80%
l B

Never: hardly ever or never Occasionally: every other  Regularly: every week or Rarely: once a year or less
month or several timesa  several times of month frequently
year

More than one-third (34.30%) of respondents’ report reviewing their privacy settings only once
a year or less, indicating a lack of regular engagement with their online security.
Additionally, 31.50% of respondents check their privacy settings occasionally, such as every
other month or several times a year, suggesting a somewhat inconsistent approach to
safeguarding their personal information. In contrast, only 14.40% of respondents regularly check
their privacy settings on a weekly or monthly basis, reflecting a proactive attitude toward digital
privacy. Alarmingly, 19.80% of respondents admit to never checking their privacy settings or
doing so very infrequently, which raises significant concerns about their awareness of potential
privacy risks and data vulnerabilities. These findings highlight the need for increased
awareness and education regarding the importance of regularly reviewing privacy
settings. Digital platforms should enhance user interfaces to make privacy settings more
accessible and user-friendly. Additionally, users should be encouraged to establish
routines for checking and updating their privacy settings, especially following significant
changes to platform policies or features. Promoting digital literacy and emphasizing the
importance of proactive privacy management can empower individuals to take control of
their online presence and protect their personal information more effectively.

The last graph 33 shows responses regarding who can see users' Instagram profiles and
photos indicating varied levels of privacy awareness.

Graph 33 - Who can see your Instagram profile and photos?
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| change the profile settings, depending on how | feel
that day - 570%

| don’t have an Instagram profile [ 7.20%

My profile is priVate, but | accept requeStS from _ 32 40%
others when they interest me 70
My profile is open, but | sometimes think twice about
sharing stuff on it - 3,10%

My profile is open to everyone || 11,90%
My Instagram is only for my friends; it's closed || I 30.70%

A significant 39.70% of respondents report that their Instagram accounts are private and
intended only for friends, suggesting a conscious effort to control who can view their content.
Meanwhile, 32.40% of users maintain private profiles but accept requests from individuals they
find interesting, indicating a degree of openness to connecting with others while still prioritizing
privacy. In contrast, 11.90% of respondents have public profiles accessible to everyone, which
raises questions about their awareness of the potential risks associated with sharing content
publicly. A smaller percentage, 3.10%, acknowledges that although their profiles are public, they
often reconsider what they share, reflecting a cautious approach to online sharing.
Additionally, 7.20% of respondents do not have an Instagram profile, and 5.70% mention
changing their profile settings based on their mood, highlighting a more fluid and potentially
inconsistent approach to privacy management. These findings emphasize the diverse
attitudes toward privacy on Instagram. While many users are taking steps to protect their
content by keeping their profiles private, there remains a notable segment that either has
public profiles or does not consistently consider privacy implications. To enhance user
awareness, it is essential for Instagram to provide clear information and prompts about
privacy settings, encouraging users to regularly review and adjust their settings.
Additionally, promoting educational resources on digital privacy can empower users to
make informed decisions about their online presence and sharing practices, fostering a
safer and more secure social media environment.
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Case studies

Description and context of selected case studies illustrating successful
practices of youth participation in the digital sphere

Case study 1: The “Vote at 16” Campaign (Austria)

Austria was one of the first countries in the EU to lower the voting age to 16, driven by the
successful "Vote at 16" campaign that engaged young people in the political process through a
combination of online activism, education, and grassroots organizing. The campaign primarily
operated through digital platforms, where youth were educated on the importance of their role
in political processes and were mobilized to advocate for lowering the voting age. It was driven
by youth organizations, political parties, and civil society groups.

Relevance to Montenegro: This case demonstrates the effectiveness of a well-coordinated,
youth-driven digital campaign in influencing political decision-making. In Montenegro, where
there is a need to increase youth engagement in governance, the "Vote at 16" campaign provides
an example of how digital tools can be leveraged to connect young people with policymakers
and create tangible legislative change.
Montenegro could benefit from replicating aspects of the "Vote at 16" campaign to increase
youth political engagement. A focused digital campaign advocating for a specific policy change
(such as improving youth participation in national elections or local decision-making) could
galvanize Montenegrin youth. Additionally, a hybrid model of combining online and offline efforts,
along with coalition-building among youth organizations, political parties, and educators, could
lead to significant policy shifts in youth engagement.

Case study 2: ,,Decidim Barcelona“

»Decidim Barcelona® is an open-source participatory democracy platform launched by the City
Council of Barcelona. It is designed to enhance citizen engagement in decision-making
processes, allowing residents, particularly the youth, to participate in the design and
implementation of city policies. The platform encourages participation through digital
consultations, debates, and the co-creation of public policies. It has become a symbol of how
digital tools can empower youth and marginalized groups to have a say in local governance.

Relevance to Montenegro: "Decidim Barcelona" demonstrates how digital platforms can be
used to foster local youth engagement in decision-making processes. For Montenegro, a similar
approach could empower youth to actively participate in shaping municipal policies, thereby
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strengthening local democracy. It highlights the potential for a decentralized, participatory digital
platform that promotes transparency and accountability, both of which are crucial in contexts
where youth may feel disconnected from decision-making processes.

Analysis of key elements and factors behind the success of the case studies

There are three key features of the Case Study 1:
1. The campaign used digital platforms to educate youth on their rights, inform them about
the political process, and mobilize them to advocate for the change.
2. It combined digital activism with grassroots efforts like school visits, debates, and
workshops to engage youth offline as well.
3. The success of the campaign resulted in Austria becoming one of the few countries where
16-year-olds can patrticipate in national and European elections.

Key elements of success are the following:

1. The campaign effectively used social media, online petitions, and digital platforms to
mobilize young people, reaching them where they are most active — in the digital sphere.

2. A core part of the campaign’s success was its emphasis on educating young people
about the political system, voting rights, and the implications of lowering the voting age.
This not only mobilized youth but also ensured they were informed advocates for the
change.

3. The campaign brought together youth organizations, political parties, educators, and civil
society groups, creating a broad coalition that lent credibility and momentum to the
cause.

4. While the campaign heavily relied on digital tools for advocacy, it was also complemented
by offline activities such as debates, workshops, and school visits, which strengthened
its impact and ensured a more holistic approach to youth participation.

Factors behind success:

- A key factor in the campaign’s success was its youth-driven nature. The campaign was
designed, led, and advocated for by young people themselves, making it more authentic
and relatable to its target audience.

- The campaign had a specific and achievable goal — lowering the voting age — which
helped to focus efforts and mobilize youth around a concrete policy change.

- The support of political parties, civil society organizations, and educators was crucial in
giving the campaign the political leverage it needed to succeed.
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- Digital platforms were used not only to engage youth but also to generate media attention
and public discourse, making the campaign a nationwide issue that reached both the
public and political elites.

There are four key features of the Case study 2:

1. The platform is built on open-source technology, which ensures transparency and
adaptability. Citizens can follow every step of the decision-making process and track the
outcomes of their proposals.

2. Special campaigns target young people, encouraging them to participate in urban
planning, education, and social projects that impact their future.

3. Citizens can propose, debate, and vote on policies, ensuring a bottom-up approach to
governance. The platform has been instrumental in shaping youth policies, housing,
environmental initiatives, and public space management.

4. The platform integrates both digital participation and in-person events, where youth and
other citizens can gather to discuss ideas and collaborate on proposals. This hybrid
model has helped bridge the digital divide and ensure inclusivity.

Key elements of success are the following:

- The platform's open-source design ensures that all decisions and proposals are fully
transparent, allowing users to track the entire policymaking process. This fosters trust
among participants and encourages greater engagement, especially from the youth who
often seek more transparent governance.

- Specific youth-focused campaigns and consultations have been instrumental in
encouraging the active participation of young people. These campaigns focus on issues
that directly impact youth, such as urban space, education, and social rights.

- The integration of both online participation and offline workshops ensures that the
platform is accessible to all, including those who may have limited digital literacy or
internet access. The offline activities also help build community and trust in the system.

- The City Council of Barcelona provides strong institutional support for the platform,
ensuring that the proposals and decisions made through the platform are taken seriously
by local policymakers. This ensures that participation leads to real, visible change,
incentivizing continued engagement from young people.

Factors behind success:
- The Barcelona government’s commitment to participatory governance was a key factor
in the success of Decidim. The platform's design and functionality are fully aligned with
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the city's policy of open governance, ensuring that the digital tools are used to genuinely
influence decision-making.

- The platform was designed with inclusivity in mind, targeting not only well-informed and
technology eqiped youth but also marginalized communities, ensuring that diverse voices
are represented in the decision-making process.

- As an open-source project, Decidim continues to evolve based on user feedback, making
it adaptable and responsive to the changing needs of its users, particularly young people.
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Structured conclusions and recommendations

Youth participation in the digital sphere is increasingly vital for shaping democratic processes,
fostering civic engagement, and addressing socio-economic challenges. This report provides
structured conclusions and recommendations based on research findings and insights gathered
from various stakeholders.

Young people in Montenegro are highly engaged in digital spaces, with social media being the
primary platform for communication and activism. Despite high engagement levels, barriers such
as lack of digital literacy, socio-economic disparities, and inadequate representation hinder
effective participation. Digital platforms offer unique opportunities for mobilizing youth around
civic issues, but many young individuals lack the necessary tools and knowledge to leverage
these platforms effectively, as well as motivation, interest and time.

a) decision makers

Decision-makers acknowledge that youth are increasingly utilizing digital platforms for
communication and civic engagement, yet there are barriers preventing full participation.
Existing policies do not sufficiently support youth engagement in digital spaces, leaving many
young people feeling disconnected from decision-making processes. Many regions in
Montenegro still lack adequate digital infrastructure, limiting the ability of youth to engage fully
in online activities. Decision makers are often not engaging effectively with youth on digital
platforms.

Key recommendations:

1. Create policies that specifically address the needs and interests of young people,
facilitating their active participation in governance and decision-making processes.

2. Invest in improving digital infrastructure, particularly in rural and underserved areas, to
ensure equitable access to digital platforms for all young people.

3. Initiate programs aimed at improving digital literacy among youth, equipping them with
skills to navigate online spaces effectively and responsibly.

4. Finally, provide establish or well-functioning of the youth councils at local and national
level to create formal mechanisms for young people to express their views and participate
in policymaking, without political influence at any point
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b) political parties

Political parties often underutilize digital platforms for outreach and engagement, missing
opportunities to connect with younger voters. There is a noticeable gap in two-way
communication between political parties and the youth, leading to disillusionment among young
voters regarding political processes. Young people express a strong desire for social and
political change but feel disconnected from traditional political structures. However, many young
individuals feel that political parties do not represent their interests, leading to disillusionment
and decreased voter turnout among younger demographics. There is a growing demand for
authenticity and transparency from political parties and institutions, with young individuals
seeking genuine dialogue rather than mere tokenism.

Key recommendations are:

1. Utilize social media and digital platforms to engage with young voters actively. This
includes targeted campaigns, interactive content, and real-time feedback mechanisms.

2. Establish open channels for dialogue with youth, such as online forums, Q&A sessions,
and virtual town halls, to foster a sense of involvement and transparency.

3. Actively support and promote young candidates within political parties to enhance
representation and diversity in political structures.

4. Prioritize issues that matter to young people, such as education and employment in
political agendas and campaign strategies.

5. Provide training for party members on effective digital engagement strategies to better
connect with youth and understand their concerns.

c) youth organisation/organisations for youth

Youth organizations play a crucial role in fostering engagement, providing resources, and
creating safe spaces for dialogue and participation. Many youth organizations lack the necessary
resources and training to effectively engage young people in digital advocacy and participation
initiatives.

Key recommendations are:

1. Invest in training programs for youth organizations to enhance their ability to engage
young people in advocacy and digital participation effectively.

2. Utilize social media and other digital tools to create awareness, mobilize support, and
encourage young people to participate in civic activities.
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Foster collaboration among youth organizations to share best practices, resources, and
strategies for enhancing youth participation in the digital sphere.

Develop initiatives that provide safe and inclusive environments for young people to
express their views and engage in discussions about civic and political issues.

d) youth

The potential for enhanced youth participation in the digital sphere in Montenegro is significant.
However, there is a lack of participation and motivation as reserach confirms. Many youth are
skeptical about traditional political processes and often feel that their voices are not adequately
represented. There is a significant opportunity for youth to utilize digital platforms for activism
and advocacy, but many remain unaware of how to effectively leverage these tools.

Key recommendations are:

4

Encourage yourself and motivate to educate about civic rights, political processes, and
the importance of their participation in democracy through workshops and online
resources.

Actively participate in online discussions, campaigns, and initiatives that address social
and political issues of concern, using digital tools for advocacy available at e-uprava.
Take on leadership roles within youth organizations or community groups to gain
experience and influence in local decision-making processes.

Foster collaboration among youth organizations to share best practices, resources, and
strategies for enhancing youth participation in the digital sphere.

Develop initiatives that provide safe and inclusive environments for young people to
express their views and engage in discussions about civic and political issues.
Encourage your friends and relatives to stay informed about local and national issues,
engage in discussions, and participate in civic activities both online and offline.

Take advantage of digital platforms to express opinions, advocate for issues, and
connect with like-minded individuals and organizations.

Challenge the status quo by actively participating in political processes, attending public
forums, and engaging with representatives to voice concerns and suggestions.

Foster connections with other youth groups and organizations to amplify their voices and
create a united front for advocating for change in their communities.
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https://www.gov.me/en/documents/59dcab9b-b0e8-48b7-830b-6e4eab690521
https://www.opengovpartnership.org/documents/montenegro-action-plan-2022-2024-december/
https://www.opengovpartnership.org/documents/montenegro-action-plan-2022-2024-december/
https://www.azlp.me/docs/zajednicka/zakoni/personaldataprotectionlaweng.pdf
https://www.gov.me/dokumenta/85e2a9d0-0d3c-483a-9822-515d3b7798de

14.
15.
16.

17.

18.
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Law on Electronic Communication, available at
https://www.gov.me/en/documents/319cfbfa-1bb5-4378-a199-5551f2dd1df4,

Law on Free Access to Information, available at https://www.rti-rating.org/wp-
content/uploads/Montenegro.pdf

Research on Media Literacy in Montenegro, available at
https://www.osce.org/files/f/documents/0/a/564889.pdf,

Research and assessment of the local policies pertaining to youth and youth
percpetions/needs, available at
https://www.undp.org/sites/qg/files/zskgke326/files/2022-
06/Summary%200f%20Findings_2.pdf

Report on youth perception and attitudes towards politics in Montenegro, available at
https://www.wfd.org/sites/default/files/2022-
04/Youth%20perceptions % 20and % 20attitudes % 20towards % 20politics %20in%20MN

E.pdf

Official statistics:

19.
20.
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EUROSTAT data, 2024, available at https://ec.europa.eu/eurostat/
MONSTAT data, 2024, available at https://www.monstat.org
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