CITIZENSHIP

IN THE DIGITALAGE

Advocates for Advocates for equal digital rights
equal human and access for all.
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that they have received sexually suggestive
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Actively Uses digital tools to advance their
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. education and changing technologies.
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. Proactively
. promotes their
- own physical
- and mental
health.

Protects personal information from

outside forces that might cause

harm.
54%

of teens
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10% frequently have private

of tweens : :
online conversations
with strangers

Proactively limits health risks of
technology, from physical to
psychological.

f 8% of youth ages 8-18

are addicted to video
games.
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Connected learning.Connected world.



