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Foreword

Listening to the views of older people and giving them a voice is central to Age 
NI’s work. Through this book, we were delighted to have the opportunity to work 
in consultation with older people to better understand their digital technology 
needs, now and in the future.

Age NI has witnessed first-hand the impact that the pandemic, and its 
resulting social isolation, has had on older people in Northern Ireland. It has also 
dramatically affected the way we deliver our services, which are so heavily focused 
on social, face-to-face interaction.

The COVID-19 pandemic has made us all realise the power of technology. 
Thinking about all generations, from home-schooling through to zoom quizzes, 
we might wonder how we would have coped without it. For older people, with the 
help of digital devices, many were able to connect to friends and family – and to 
our services, newly delivered online.

For some, this involved adopting a new mindset, and often required offering 
one-to-one support to utilise the technology. For those who succeeded, the 
benefits of this new connectivity greatly outweighed the challenges.

However, while many have gained from digital technology, we know that 
there is a large section of older people missing out. Without their normal social 
interactions, a lack of digital connectivity has left them desperately isolated 
and lonely. Very sadly, we know that loneliness can be a killer, and as a nation 
renowned for its warm welcome, friendliness and sense of community, we believe 
it shouldn’t have to be this way.

Although the number of older people who are digitally connected continues to 
rise, across the UK there are still around 5 million people over the age of 55 who 
are not online. And while factors such as income and levels of education play a 
part, age is still the biggest indicator of digital exclusion.

Through our work on this book, hearing the experiences of those older people 
who are embracing technology has thrown into stark relief  the experiences of 
those who are still missing out.

Through research and innovation, we’re looking at ways of supporting older 
people to get online, to benefit from digital communication and to do confidently 
and safely.

We are very grateful to the older people who have given so generously of their 
views and time to inform the content and narrative of this book.



xxii     Foreword

The insight of this publication offers on what older people want and need, is 
pivotal to the current and future connectivity of older people. We believe this has 
a vital part to play in the mission to end loneliness.

Linda Robinson BEM Age NI CEO
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