[bookmark: _GoBack]Throughout the time outdoor recreational activities took popularities from the 20th century so had film cameras and other technologies that went along with it. from the race to the north pole in 1909 to the first assent up Everest 1953 both having camera to capture these monuments. Along with outdoor recreation evolving so has the technologies behind it from analog to digital cameras to today in this post digital world. The post digital world, although proven difficult to define it is the world we live in were out lives are entangle with technology every day to a point where there is a blurred line between the physical world and the digital world (Reed. J,2020). This term may not apply to olde generations who don’t have technologies such as smartphones, or even to lower economic countries where people can’t afford smartphones. However, with 64.01 million (Statista 2023) out of the 68.8 million people who live there (World meter, 2023). If I follow a timeline of mountain biking from birth to now I can see how technologies have developed alongside it. Mountain biking originated in Marin County, California, in the late 60s and by the 70s the first worlds championship started with it being filmed. By the 90s mountain biking gained further popularity with most events being filmed and documentaries such as Chain smoke and Chainspotting. throughout the 00s go pro cameras became available for any rider to film themselves and in the lates 00s to 2010s camera phones became popular to a point where most people have instant access to record themselves mountain biking .It’s not just our electronics that are changing within the outdoor industry but also fabrics and technologies within the equipment we use. Gore-Tex for example is a waterproof and breathable fabric that was invented in 1969 and patterned in 1970 (Gore-Tex, 2023). Gore-Tex jackets are widely accepted today as the golden standard for waterproof equipment. Before Gore-Tex most people used rubber coats and coats made of heavy cotton or linen. 
Broadcasting has also allowed people at home to be able to have accessibility as a spectator to adventurous activities from programs such as Bear Grylls or watching world cup mountain biking. This gives adventurous activities a better exposure to the world, which helps popularize them and bring more people into the activities, Wich bring further money that can lead to further technological advances. Also with advancements in broadcasting itself it has allowed for people like sir David Attenborough to enhance his story telling of the natural world and capture better footage that allows viewers to connect and feel the stories he tells .

New digital technology has also impacted on how young people create their identity. With 67% of people ages 18–29 use Instagram,53% of people ages 15–25 use Snapchat and 39.91% of TikTok’s users are aged 18–24 (Khoros, 2022) its safe to say that young people have both a physical and digital identity. This has both advantages and disadvantages to the users.

Advantages of creating a digital identity is that it help younger people to create and present their own identities by posting photos and videos of content they created or enjoy, it helps give each other an idea of they are like and what hobbies they are interested in. Also with online communities it helps younger people to connect with other people with similar interests and hobbies, creating new friends and giving a sense of belonging. It asp helps young people express themselves in unique ways through their social media accounts and could perhaps break boundaries that they are too scared to break in their physical identities. It has also allowed a massive exposure into other cultures and perspectives allowing people to explore various aspects of life online as online people connect with others across the globe.
However, there are many disadvantages of having a digital identity. This includes cyber bullying, and harassment online, according to studies 57% of students have reported being cyber bullied and 13 % responding by saying it happens often to them (Keith and Martin 2005). Online grooming is another concern of creating an online identity as  young people can be exposed to inappropriate content as well as predator's can manipulate people which can have massive negative impacts on young people. There is also a massive overuse of digital technology cases of people spending too much time looking at phones and computer screens which can have mental and physical impacts on individuals (Bolliger and Shepherd, 2017). 
Within the outdoors, having a online personality can be great to promote a share experiences within the outdoor activity, and can lead other to follow and try out the outdoor activity too. It is also a great way to document outdoor activities for personal use and individuals can see growth and improvement in their skill and technique. Also by joining an online community for outdoor pursuits they can hear about upcoming events, and share so others know about it, getting more people involved.

Outdoor learning is an experiential approach to education that takes place in natural or outdoor environments. It is based on the premise that students learn best when they are engaged in meaningful, real-world activities that are relevant to their lives. The authenticity of outdoor learning is in the fact that it takes place in a natural environment, and students can engage with nature, wildlife, and natural resources. This can help them develop a deeper understanding of the world around them and have a sense of responsibility to the environment (Hills). With the outdoors the climate and weather can be unpredictable, meaning that different weather can effect ones experience. Depending where the experience is taking place but still doing the same activity can also the participants experience as w hike through the woods is a different experience then a hike in the alps. Other negatives of outdoor learning include pollution, lack of resource's and it can be overcrowding.
Virtual reality is a technology that uses computer-generated simulations to create a realistic experience. VR can replicate outdoor environments and experiences, but it may not provide an entirely authentic experience as it cannot replicate smell touch, and other senses or give a accurate representation of them. While VR can offer a highly immersive and engaging simulation, it cannot replace the physical experience of being in nature (Thomas,  Munge, 2017). Innovative outdoor fieldwork pedagogies in the higher education sector Optimizing the use of tech. The authenticity of VR are down to several factors include how well the VR technology is, such as if it has high quality screens that give life like optical simulation. It is also awfully expensive to set up a high quality VR machines, also if it has low interactivity within the simulation then its not going to give an  authentic experience, such as if there is no decision making and its more like watching a film with a VR headset. However it can provide authentic learning if it is set up and has high quality. What VR Is that simulations can be changed such as in different terrain, weather, day or night giving the participant a variety of simulations and environments to interact with.

I don’t find that one experience is necessary better then the other, they both offer different experiences. However I would say that outdoor learning will always give the most authentic experience as the external factor like weather will is always expected to be unpredictable in the real world. It also engages all 5 of the senses and to me that gives it more credibility. However, VR could be useful when preparing for specific scenarios in training, such as going over protocols for mountain rescue


As a outdoor leader technology can be a useful tool to enhance my participants' experience when taking part in outdoor activities. I can use it for communication with participants, such as create group chats to get participants where the location is, what to bring, and what the whether conditions are expected to be. Smartphones today also use GPS which can be useful if splitting up into groups. They also can hold portable maps such as google maps and OS maps. These can be helpful to navigate and know where there are dangerous areas to avoid. Technology such as GPS trackers and smartphones can be used as safety measurement's as they can be used to contact the authorities in case of an emergency. Through satellite communication in areas where cellphones do not work, I can contact first responders.
Through educational elements of smart phone's I can use my smartphone to identify plants or to look up the history of the area or to find out the geography and geology of the environment (Hodges). Documentation is another area where having smartphones comes in handy as I can sk people to take pictures of plants and do research for homework. Or if mountain biking I can record the participants and replay the video as I give feedback to help give a visual aid to improve on skills. Also using social media to post pictures, especially when taking children out as I know first hand working at a summer camp that parents can be anxious when giving their child's responsibility to someone else. When giving advice on gear to bring I can also send pictures or specifications that gear need to be at before the adventure begins. Keeping documentation of any allergies or illnesses could be useful when out in the wilderness especially when working with kids. Whilst I think that digital technology can be useful in the wilderness I don’t think it can be fully relied on as batteries die or parts can break. I also believe that a big part of being in the outdoors is disconnecting with smartphones and other devices and be in the moment. 

Within the post digital world we have made ourself hugely reliant on digital technology as we use it to aid ourselves from day-to-day such as using google maps to get from point A to B. I think that our over reliance of technology has effected our ability to connect with nature as kids are spending less time in it they should be. We should could keep in mind that digital technology in the outdoors should only be used as a tool to aid us but not as a substitute for physical maps or other traditional methods. Also screen time has increased  and this can effect on people wellbeing and education with more people feeling tired . In this post digital world I think it essential for individuals to limit their screen time and give time every day to engage with nature. Cyber security would be another point to consider in the post digital worlds as it’s a concern for parents letting kids have access to thousands of websites or giving away private information when they shouldn’t have. There are also environmental factors to consider such as the lithium ion battery that smart phones use that are very corrosive and damaging to the environment. Perhaps one of the biggest points is that not everyone can afford mobile phones. Jot all children or young people have accessed to much of the digital technologies, and it is crucial for kids all to have access to education so relying to heavily on technologies can make some kids feel left out.
In conclusion, outdoor learning remains a valuable and important educational experience in a post-digital world. However, it is crucial to consider the potential impacts of digital technology on outdoor learning and take steps to ensure that technology is used appropriately and in ways that enhance rather than detract from the outdoor learning experience. It is essential to balance between the benefits of technology and the importance of connecting with nature and developing skills.
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