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Introduction
This assignment outlines a 25-minute outdoor learning session for a small group of young people. It will focus on creativity, experiential learning, digital youth work and teamwork. The activity combines the use of self-sourced natural materials with animation to encourage a positive engagement with the outdoor environment. The session has been planned using the NAOMIE model and will incorporate the Five Pillars of Youth Work throughout. 

Session Plan

Introduction – 5 minutes
All young people to introduce themselves if they feel comfortable in doing so. 
Safety briefing provided to ensure all young people are aware of the designated activity area and agreed boundaries. Young people will also be reminded to remain cautious around the nearby car park and instructed not to enter or go near the pond area.
Explain today’s activity and demonstrate a simple stop-motion example. Discuss ideas.  Young people will have already been requested to download the app required (Stop Motion App) for the session. If they don’t have access to a phone or tablet, one will be provided for them to use. 

Collecting materials and considering ideas – 5 minutes
Young people will explore the outdoor area to collect natural materials that can be used within their animation. They will then work together to discuss and develop ideas for their video. Support and prompts will be offered where needed, including suggestions such as creating a stick figure character and using natural materials to animate simple movements or actions.
How the animation works using a stick figure:
· Make the stick figure
· Take a photo using the app
· Move something slightly and take another photo
· Repeat and play back to form a short animation film

Suggested prompts that a stick figure could do:
· Walk
· Wave
· Through leaves or similar items up in the air
· Transform into another shape or animal
· Dance
· Kick a ball
· Grow

Suggested natural items:
· Sticks – plenty of shapes and sizes
· Grass for hair
· Flowers and leaves for accessories or clothes
· Stones for tennis balls or footballs or similar
· Bark for shoes

Making the video – 10 minutes
Young people will create their stop-motion animation using the natural materials they have collected and the ideas they have developed together. The worker will provide support, encouragement and guidance throughout the activity where required. Once completed, and if young people feel comfortable sharing, the group will watch the animations together.

Reflection and goodbyes – 5 minutes
The group to reflect in the session. 
· What did they enjoy most about being outdoors
· What challenges did your group face
· What did you enjoy about being outdoors
· Did the outdoor environment influence any of your ideas
· Did you enjoy being creative
Young people to ensure there has been no waste left behind and leave the outdoor space as it was before the session and to wash hands. 

Resources
· Tablet or smartphone with Stop Motion App or similar
· Natural materials
· Large cardboard

The session plan was designed using the NAOMIE model which, as recognised by Council for Wales of Voluntary Youth Services (CWVYS) (N.D), is an effective framework for planning, monitoring and evaluating youth work practice. The model helps make the planning process more structured and logical by encouraging practitioners to consider and question activities before delivery, ensure time is used effectively, and reflect on previous practice and performance.
Below is how I set it out:
NEEDS: This session recognises the importance of outdoor experiences for young people. UK YOUTH (2024) highlight how research has shown that spending time outdoors can have a positive impact on young people’s wellbeing, with 85% of young people stating that being in nature makes them feel happy. As youth work aims to positively support young people’s emotional well-being and overall happiness, incorporating outdoor learning into youth work practice can further enhance these positive outcomes. This session also highlights the growing importance of digital youth work by combining an accessible and engaging outdoor learning experience with technology, creativity and teamwork in a positive and purposeful way.
AIMS: The aim of this session is to provide young people with a creative and engaging outdoor learning session by combining the use of digital technology and the use of natural materials. The session aims to encourage positive engagement with the outdoors., whilst also supporting participation, teamwork and confidence, by allowing young people to share their ideas and creativity through animation and learn a new skill. As expressed by National Youth Agency (N.D) learning a new skill through youth work can help young people embrace their passions and contribute to developing a sense of identity and independence. 
OBJECTIVE: The objective is by the end of the session the young people will have had opportunity to:
· Explore the outdoors within a safe environment
· Collect natural materials and using their creativity and imagination be able to use these materials to create and short but effective animation video
· Work in small groups to plan and create video
· Use digital technology in a creative and purposeful manner
· Develop creativity and problem-solving skills through experiential learning
· Reflect on their experience of outdoor learning
METHODS: The Session will begin with an introduction and a safety briefing. A short demonstration of the activity will be provided. 
Young people will be placed in small groups and time allowed to explore the outdoor environment to collect natural materials to help create their animation. 
The youth worker is to offer constant support and guidance throughout the activity when needed, whilst ensuring the young people are leading with their own ideas and creativity. 
Once the young people have completed their activity, the whole group will share and watch the animation together if comfortable with this. 
Followed by a reflective discussion about the activity. As suggested by Cities Of Learning by Badgecraft (N.D) this aspect is of importance to ensure the experience turns into a meaningful learning opportunity, not just the completion of an activity. It will allow all participants to think about their experience, understand their thoughts and behaviours and make connections between past experiences and future actions. 
IMPLEMENTATION: This session will be delivered in safe and accessible outdoor environment, which will have been reviewed by the facilitator and a risk assessment undertaken. The environment will be suitable for small groups. There will be ample space for the participants to explore safely. Clear instructions will be provided, with the youth worker to support at all times during the activity when required. 
Resources such as smart phones or tablets will be available if needed to ensure all young people are able to fully participate. 
The session will remain flexible and responsive to the needs of the young people and they will be made aware they can make the decision if they wish to not participate. 
EVALUATION: The session will be evaluated through observation, feedback and reflection from the young people. 
Young people will be encouraged to share what they have enjoyed, what they have found challenging and if they feel they have developed any skills they could use in the future. 
In order to record feedback a paper “star feedback board”  will be provided to the young people. 
Observation will focus on how the young people engaged during the session, with both the outdoor environment and digital aspect to the activity, which will assist in evaluating the effectiveness of the session. 
The completed animation videos will also offer an additional form of evaluation, as these will demonstrate their engagement. 
Rationale 
The purpose of this session is to provide a contemporary approach to outdoor learning by combining digital creativity with outdoor education. Through the use of animation, the session aims to encourage young people to engage positively with the outdoor environment, demonstrating that outdoor activities can be creative, enjoyable and relevant to modern youth culture.
National Youth Agency (N.D) explain how digital youth work is becoming increasingly important as technology continues to play a significant role in young people’s everyday lives. Digital communication and the internet are now a normal part of young people’s lives. Youth work practice must continue to evolve to remain relevant, accessible and engaging. Youth workers have an important role in helping young people navigate the world safely and positively by encouraging responsible, collaborative and creative use of technology. 
Within this session, digital youth work is incorporated through the use of animation, and the outdoor environment, using natural materials the young people have sourced themselves when exploring the area. This allows flexible and creative approaches to engagement. This session demonstrates how digital practice can enhance youth work experiences, yet still promote communication, group work, creativity and wellbeing and challenge the perception that technology and nature-based learning must remain separate, showing how, when used together correctly, they can create a positive and meaningful experience for young people. 
This session also incorporates technology in a positive and purposeful way, allowing young people to use digital media interactively and collaboratively rather than passively. It demonstrates how outdoor learning and modern technology can work together to create an engaging learning experience. As stated by Chocolate Films (2026), animation workshops can encourage imagination, creativity and communication, while also supporting teamwork, problem-solving and the development of creative, digital and transferable skills. 

As suggested by Kolb, D (1984), experiential learning theory focuses on real-life activities rather than formal teaching, suggesting that education should be linked to practical experiences to help individuals develop knowledge and understanding. Outdoor learning, therefore, provides young people with opportunities to actively engage, explore and learn through direct hands-on experiences within their environment.
The session aims to support emotional well-being by providing a creative, engaging and positive outdoor experience. It links to the NHS (2022) Five Ways to Wellbeing by encouraging young people to:
· Connect with others through teamwork and sharing ideas 
· Be active while exploring the outdoor environment and collecting natural materials 
· Take notice of nature and their surroundings 
· Keep learning through developing animation, creativity and problem-solving skills 
By taking the animation workshop to the outdoors, this supports the Institute for Outdoor Learning (2026), who suggest research exploring outdoor learning within the UK has discovered that outdoor learning interventions generally have a positive impact on young people’s wellbeing, engagement and personal development, whilst also encouraging a sense of belonging, connection and community involvement. Having educational experiences with nature can increase young people’s engagement in learning. Therefore, combining outdoor learning with animation allows young people to creatively engage with the natural environment while also developing teamwork, communication, and digital problem-solving skills through an interactive and enjoyable activity.
The session also reflects the youth work pillars identified by the CLD Standards Council Scotland (2019). It promotes participation and active involvement by encouraging young people to contribute ideas and make group decisions throughout the activity. The session supports equity, diversity and inclusion by adapting activities to suit different abilities and learning needs, while ensuring access to equipment such as phones or tablets where required. It also encourages personal development through experiential learning and provides opportunities for self-expression through creativity and storytelling.



Conclusion
To conclude, this session demonstrates how outdoor learning and digital youth work can be combined to create an engaging and meaningful learning experience for young people. Through experiential learning, teamwork and interaction with nature, this activity aims to support the well-being of young people, participation and personal development whilst encouraging the use of technology in a positive way. This session offers a safe outdoor environment whilst promoting youth work values, such as inclusion, creativity, participation and self-expression. 
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