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GARDINER, D. [et al.], 2020. Youth & COVID-19: Impacts on 

Jobs, Education, Rights and Mental Well-being. International 

Labour Organisation (ILO) 

 

 

The COVID-19 pandemic has disrupted every aspect of our 

lives. Even before the onset of the crisis, the social and 

economic integration of young people was an ongoing 

challenge. Now, unless urgent action is taken, young people are 

likely to suffer severe and long-lasting impacts from the 

pandemic. 

 

This study reports the findings of the Global Survey on Youth and COVID-19 

conducted by the partners of the Global Initiative on Decent Jobs for Youth between 

April and May 2020. This was at the time when the COVID-19 pandemic had rapidly 

translated into an economic crisis. The Global Survey aimed to capture the immediate 

effects of the pandemic on the lives of young people (aged 18-29) with regards to 

employment, education, mental well-being, rights and social activism. Over 12,000 

responses were received from 112 countries, with a large proportion coming from 

educated youth and those with Internet access. The survey population is 

representative of students and working youth with a tertiary education, who together 

account for about a quarter of youth in the countries sampled. 

 

The study finds that the impact of the pandemic on young people to be systematic, 

deep and disproportionate. It has been particularly hard on young women, younger 

youth and youth in lower-income countries. Young people are concerned about the 

future and their place within it. This study is their story. 

 

PÉREZ ESCODA, A. and GARCÍA-RUIZ, R., 2020. Comunicación 

y educación en un mundo digital y conectado. Introduction. 

Icono14, vol. 18, no. 2, p. 1-15. ISSN 1697-8293 

Digital transformation builds societies based on participatory and 

connected rationales, where citizens become network users who 

participate on equal terms from mobile devices. The increasingly 

standardised virtual manner of interacting, intensified after the 

recent global lockdown due to the Covid-19 pandemic, has led 

to a continuous discussion in which communication and 

education are determining factors in the progress of society. The 

question that emerges in the face of a panorama of inexorable 

technological penetration and connectivity is whether the right actions and practices 

are being carried out to make such participation critical and democratic. It is in this 

context that this monograph is submitted, in which communication and education are 

intertwined to offer significant contributions in four areas: 1) communication in the 

educational field: journalism in the classroom and transmedia skills; 2) social 

networks as spaces for communication and education: use of Twitter and Instagram 
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in an educational context, bots, misinformation, hoaxes and digital skills; 3) new 

connected generations, and 4) emerging agents in communication and education: 

YouTubers, gamers, OTT platforms and family responsibility. 

 

VALDUNCIEL BUSTOS, A., 2020. Technology: Children's Open 

Door to Violence. Family. Revista de ciencias y orientación 

familiar, no. 58, p. 149-159. ISSN 1130-8893 

 

This article does not intend to address the controversy of 

whether our children and teenagers’ consumption of violence 

through new technologies increases their level of violence in 

real life or not. Nor does it claim to be a scientific study that 

corroborates significant conclusions about whether young 

people are more violent today than those of past generations. 

It is only intended to explain to their parents that, through a 

computer or a smartphone with Internet access, it has never been so easy for any 

minor to access violent content as it is now. If parents no longer doubt the previous 

statement, the aim is to portray various examples so that they become truly aware 

of what we mean when we refer to consuming violent content through new 

technologies: video games, real images of extreme and explicit violence, and violent 

pornographic content. 
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