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UNIT 1: Digital Maturity-
what is it and why is it important?



Topic and Aim of this Module

• The topic of this module is young people’s health and well-being in the digital 
world. 
• The aim is to strengthen young people’s health and well-being regarding the use 

of digital devices and digital environments. This module focuses on the 
competencies young people need in order to navigate the digital environment in 
a way, which is beneficial for them and enhances their health and well-being.
• These competencies are combined in the concept of Digital Maturity.
• Therefore, this first unit of the module introduces digital maturity. 
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Why is it important?
The need for digital maturity

• Life without technology is no longer conceivable. Hence it is our 
responsibility to find the most positive way of handling 
technology and using it to our advantage. 

• Proper handling of digital technologies goes beyond the 
technical competencies required to use digital devices. It is an 
ability that must first be learned and developed. 

à We call it digital maturity. 
• Parents are often rightly unsure whether their children are 

digitally mature - taking advantage of the opportunities 
technologies offer for their positive development - or whether 
the harm caused by immature use of digital technologies 
outweighs the benefits. 

• That is why teaching children how to use digital devices in 
healthy and useful ways is so important. 
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Training Goals
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Learning about competences 
which help children and 

adolescents to use digital 
technologies in a positive way 
and lead to benefits for their 

well-being

Considering ways how negative 
effects of technology and 

media can be reduced, 
strengthening awareness of the 
positive effects of technology

Relating digital maturity to 
everyday use of digital devices 

and considering ways how a 
healthy use of digital 

environments can be fostered. 
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Digital maturity

This definition is important because it illustrates 
that health and well-being are more than 
protecting ourselves from the risks and dangers 
that technology poses, but also building skills 
that support and benefit ourselves.

Digital maturity does both: 
It protects children from potential risks of the 
digital environment, but also supports them by 
encouraging healthy and beneficial use of 
technology.

What is health & well-being and how does 
digital maturity relate to it?

Definition by the World Health Organisation:
„Health is a state of complete physical, mental 
and social well-being and not merely the 
absence of disease or infirmity.“ 

“Mental health is a state of well-being in which 
an individual realises his or her own abilities, can 
cope with the normal stresses of life, can work 
productively and is able to make a contribution 
to his or her community.”

àAn important implication of this definition is 
that mental health is more than just the absence 
of mental disorders or disabilities.

Laaber et al. (2022)
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What is digital maturity?

Digital maturity is defined as:

• the competence to use mobile devices in a 
responsible and effective manner, meaning that:

o technology is used to address both 
personal needs and the needs of the social 
environment, 

o promoting personal development and the 
development of the social environment
long term

• It describes the overall ability of children to 
understand and control their behaviour
concerning when, how and in which contexts the 
use of digital devices is either beneficial or 
harmful. Laaber et al. (2022)
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What is digital maturity?

Digital maturity is defined as:

• the competence to use mobile devices in a 
responsible and effective manner, meaning that:

o technology is used to address both 
personal needs and the needs of the social 
environment, 

o promoting personal development and the 
development of the social environment
long term

• It describes the overall ability of children to 
understand and control their behaviour
concerning when, how and in which contexts the 
use of digital devices is either beneficial or 
harmful.

For example, this means that children with 
high digital maturity:

• Use digital devices for their own benefit, 
e.g. contacting friends when they need 
someone to talk

• At the same time, they also consider the 
needs of others, so while talking to others 
online they take into consideration 
others’ feelings and opinions

Laaber et al. (2022)



What is digital maturity?

• From the definition, it becomes clear that digital maturity is a broad and complex 
construct. 
• To cover all the essential competencies which are needed to engage with digital 

technology in a beneficial way, digital maturity addresses three main ‘capacities’. 
These capacities are overarching skills that are important for a digitally mature 
use of digital contexts. 
• Digital Maturity has 10 specific dimensions, which each address one of the three 

capacities. 
• This will now be explained in more detail. 
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Aims of digital maturity
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Digital maturity addresses three 
general areas of use behaviour, 

which are important for health and 
well-being: The capacity to use 

digital technologies in 
an autonomous and 
self-determined way

the capacity to master 
increasing digital 

challenges and solve 
problems

the capacity to interact 
adequately with others 

and to contribute to 
society



An overview of the three main capacities of 
digital maturity and the 10 dimensions
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Laaber et al. (2022)



Ø addresses risks related to technical features which young people face 
when using digital technologies and which are designed to influence 
users’ attention and behaviour (you can find more information about this in UNIT 3).

Ø There are two aspects of autonomous decision-making: 
Ø Autonomous choice to use mobile devices 
Ø Autonomy within digital contexts
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Dimensions of digital maturity

The capacity to use 
digital technologies 
in an autonomous 

and self-determined 
way…
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The capacity to use 
digital technologies 
in an autonomous 

and self-determined 
way…

Autonomous choice to use mobile devices
ØThis dimension regards the ability to use mobile devices out of one’s own 

choice rather than a feeling of obligation or compulsion.
ØSuch a feeling of compulsion can, for example, appear as the desire to stay 

connected and go online constantly in order to prevent missing out on what 
others are doing online 

ØAn examples of behaviour with high digital maturity would be:
• Not feeling compelled to share every detail of one's life on digital 

networks or to follow the lives of others on a regular basis, but rather 
making a more active choice when (not) to use digital devices. 

Autonomy within digital contexts
Ø This dimension means deliberately choosing and pursuing goals in the 

digital environment according to own interests and values. 
Ø This means that individuals use digital devices for specific things which they 

want to do, rather than passively consuming content which is presented to 
them, e.g. on social media, which is unrelated to activities they were 
planning to engage in. 

Ø Further examples include:
• Not feeling peer pressure to follow certain series, apps, or games
• Consciously following one's own interests in content engaged with 

onlineBleidorn (2015), Gaggioli et al. (2017), Soenens & 
Vansteenkiste (2005), Wehmeyer et al. (2017) 



Ø relates to the necessary digital skills needed in rapidly changing 
technological environments. 

Ø It includes having basic technical skills (i.e., digital literacy) to use mobile 
devices and the internet in a safe and effective manner.  

Ø Also, it includes the ability to make use of digital contexts for personal 
learning and growth as well as the ability to manage risks related to 
mobile devices and the online environment.

Ø It involves a sense of personal risk awareness and is ideally accompanied 
by support-seeking behaviours when one encounters digital problems.
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The capacity to 
master increasing 
digital challenges 

and solve problems…

Dimensions of digital maturity



Individual growth in digital contexts
ØThis dimension regards the ability to use mobile devices and digital contexts 

for personal learning and growth. 
ØThis means that individuals can use the digital environment for their personal 

benefit to learn about topics which interest them and increase their own 
knowledge and skill. 

ØExamples include:
• Using YouTube tutorials to better understand school material, or to 

learn other skills like playing an instrument
• Using apps like iMovie, GarageBand, Photoshop etc. to foster creativity 

or learn new skills

Digital literacy
ØThis dimensions concerns the technical skills to use mobile devices and the 

internet in a safe and effective manner.
ØExamples include:

• Knowledge about privacy and sharing private information online 
(location services, identity theft, anonymity, cookies)

• Technical exposure to digital possibilities, such as working with photos or 
documents, using online storage services, etc.
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The capacity to 
master increasing 
digital challenges 

and solve problems…

Deci & Ryan (2000), Helsper et al. 
(2020), Livingstone & Helsper (2006)
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Digital risk awareness
Ø This dimensions means managing risks related to mobile devices and the 

online environment by being aware of potential dangers and influences. 
Ø Examples include:

• Being careful regarding privacy and sharing private information online
• Knowledge about fake news and the potential of being confronted with 

wrong information

Support-seeking regarding digital problems
Ø This dimension regards seeking support from others when encountering 

problems regarding mobile devices or digital contexts
Ø Examples include:

• Asking others for help with negative experiences in the digital 
environment

• Find appropriate contacts for different problems, e.g. asking parents or 
friends. 

The capacity to 
master increasing 
digital challenges 

and solve problems…

Staksrud & Livingstone (2009), 
Vandoninck et al. (2013)



Ø integrates abilities to control one’s own emotions and behaviour, and 
attitudes towards others which relate to the social context of using 
mobile devices. 

Ø This includes the ability to control and effectively regulate negative 
emotions as well as to regulate impulses (i.e., behaviour) due to 
frustrations in digital contexts. 

Ø Further, it includes respectful attitudes towards others in digital contexts 
and a sense of responsibility for society as relevant aspects for positive 
social interactions online. 
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The capacity to interact 
adequately with others 

and to contribute to 
society…

Dimensions of digital maturity
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Regulation of negative emotions in digital contexts 
Ø This dimensions regards the ability to control and effectively regulate 

negative emotions due to frustrations in digital contexts. 
Ø Examples include:

• Being able to handle negative comments from others 
• Reflecting on emotions such as envy or jealousy and not being caught 

up in a bad mood for a long time

Regulation of impulses in digital contexts
Ø This dimensions concerns the ability to control one’s behaviour and inhibit 

emotional reactions due to frustrations in digital contexts. 
Ø Examples include:

• Not responding/reacting to negative comments
• Not impulsively writing hateful comments when being annoyed by 

someone online

The capacity to interact 
adequately with others 

and to contribute to 
society…

Baroncelli & Ciucci (2014), Bleidorn (2015), 
Gross (1998), Wehmeyer et al. (2017)
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Respect towards others in digital contexts
Ø This dimension means acting respectfully when engaging with others and in 

content one shares online. It includes, for example, the acceptance of 
different opinions in the online environment. 

Ø Examples include:
• Not writing hateful comments online against certain people/groups
• Not bullying others online

Digital citizenship
Ø This dimension regards using mobile devices and digital contexts to 

contribute to society by showing active civic engagement for social, societal 
and environmental causes. 

Ø Examples include:
• Sharing or supporting fundraising campaigns
• Using social media platforms to raise important societal issues

The capacity to interact 
adequately with others 

and to contribute to 
society…

Bleidorn (2015), Greenberger et al. (1975), 
Warren et al. (2014), Wehmeyer et al. (2017) 



A short video explaining the digital maturity 
concept and its aim
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https://www.youtube.com/watch?v=aPuKrnNqNJk

Please follow the link

https://www.youtube.com/watch?v=aPuKrnNqNJk


The relevance of digital maturity for behaviour
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We have tested digital maturity in many studies across several 
countries. Our studies show that…

With lower digital maturity, students 
report higher use hours on stressful school 
days. Using digital devices might be a 
distraction to relax from the stress, but 
could keep students from getting work 
done. 

With higher digital maturity, students 
report to find coping strategies (such as 
switching off their phone, turning off 
notifications, putting devices in a different 
room etc.) more effective than with lower 
digital maturity. 

Digital maturity relates to digital addiction. 
Students who score higher on digital 
maturity show a lower addiction score.

Digital maturity relates to reported well-
being. Students who score higher on 
digital maturity also report a better well-
being score.

Laaber et al. (2022)



What can we learn from this? 

• It is important to consider that these results do not always mean that 
digital maturity causes these behaviours. Often in research, it is difficult 
to find out which factor causes the other one, or which came first. 

• For example, it could be the case that better well-being enables children 
to also use digital technology in a more positive way and they therefore 
show higher digital maturity. 

• Future research is still needed to find out more about the causes, and 
some factors will always be difficult to differentiate. 

• Still, the findings show that digital maturity is connected to positive 
other factors. Therefore, it is desirable to strengthen such 
competencies. 
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Reflection

This concludes the first unit of this module, which was about the digital maturity 
concept. 
• Please take 3 minutes to reflect on digital maturity and how this relates to your 

daily experiences. 
• From your experience, which of the 10 digital maturity dimensions do you 

perceive as most important? 
• Can you think of examples of your own or your students’ behaviour that relate to 

one of the digital maturity dimensions? 
These can be either positive examples (high maturity level), or negative examples 
(low maturity level). 

22



Self-assessment quiz

1. How does digital maturity relate to health and well-being? 
2. What are the three capacities which digital maturity addresses? 
3. Please name three digital maturity dimensions and an example of a behaviour 

that relates to this dimension. 
4. Please name one dimension that relates to the capacity to master increasing 

digital challenges and solve problems.
5. Please name at least two behaviours which digital maturity relates to.
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Self-assessment quiz – Q1 answer

How does digital maturity relate to health and well-being? 
• Health is a state of complete physical, mental and social well-being. With positive well-being, an 

individual realizes his or her own abilities, can cope with the normal stresses of life, can work 
productively and is able to make a contribution to his or her community.

• The digital maturity competences relate to this positive state of health and well-being in the 
digital realm. With high digital maturity, in the digital context individuals can realise their own 
abilities (e.g., autonomy, individual growth), cope with stresses of life (e.g., regulation of negative 
emotions and impulses), work productively (e.g., digital literacy, support-seeking) and make a 
contribution to society (e.g., respect towards others, digital citizenship). 
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Self-assessment quiz – Q2 answer

What are the three capacities which digital maturity addresses? 

• The capacity to use digital technologies in an autonomous and self-determined way 
• The capacity to master increasing digital challenges and solve problems
• The capacity to interact adequately with others and to contribute to society
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Self-assessment quiz – Q3 answer
Please name three digital maturity dimensions and an example of a behaviour that relates to this 
dimension. 
For example:
• Autonomous choice to use mobile devices: not feeling the desire to stay connected and go online constantly in order to 

prevent missing out on what others are doing online
• Autonomy within digital contexts: Consciously following one's own interests in content engaged with online
• Digital literacy: Knowledge about privacy and sharing private information online
• Individual growth in digital contexts: Using YouTube tutorials to learn an instrument
• Digital risk awareness: Being careful regarding privacy and sharing private information online
• Support-seeking regarding digital problems: Asking others for help with negative experiences in the digital environment
• Regulation of negative emotions in digital contexts: Being able to handle negative comments from others  
• Regulation of impulses in digital contexts: Not impulsively writing hateful comments when being annoyed by someone 

online
• Respect towards others in digital contexts: Accepting others’ opinions in the online environment
• Digital citizenship: Sharing or supporting fundraising campaigns
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Self-assessment quiz – Q4 answer

Please name one dimension that relates to the capacity to master increasing 
digital challenges and solve problems.
For example:
• Digital literacy
• Individual growth in digital contexts
• Digital risk awareness
• Support-seeking regarding digital problems
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Self-assessment quiz – Q5 answer

Please name at least two behaviours which digital maturity relates to.

For example:
• With higher digital maturity, young people find coping strategies to be more effective. 
• Higher digital maturity relates to lower addiction.
• Young people with lower digital maturity report to use digital devices more on stressful school 

days. 
• High digital maturity relates to more positive well-being. 
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