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Assessment 2 – Perspectives on Outdoor Education
Title: Critically review the effect of digital/mobile technology and social media upon outdoor learning
This essay will critically evaluate the impact that digital/mobile technology and social media can have upon outdoor learning. Any electronic device that can record, save, and present information, such as mobile phones, digital cameras, drones, and tablets, is considered digital technology (Hills and Thomas, 2019). The term "outdoor learning" refers to actively inclusive facilitated methods that primarily use outdoor activities and experiences to promote learning, better health and wellness, and environmental awareness (Anderson, Harvey, and Crosbie, 2021). Firstly, exploring the history of technology within outdoor learning will be taken into consideration, with exploring traditional and modern technology. Secondly, delve into the reasons for the inclusion and exclusion of digital technology and social media among outdoor learning shall be consider, as well as consideration of digital technology and social media in own practice. Thirdly, the appearance of digital technology and social media within young people’s identity creation. Fourthly, evaluate and study the authenticity of outdoor learning experiences and virtual reality as well as digital technology and social media. Finally, discovering the consideration of outdoor learning in a post-digital world. 

The history of technology of outdoor learning can divided into traditional technology and modern technology. Traditional technology can be defined as the items of equipment that most effectively enable participants to embrace the simplicity of living and travelling in the outdoors, while also attempting to responsibly decrease the number of barriers through which we experience free nature (Cuthbertson, Socha and Potter, 2004). Modern technology can be defined as the items of traditional technology that have been developed and improved to aid participants in reaching new accomplishments, that they might not necessarily be able to accomplish otherwise (Cuthbertson, Socha and Potter, 2004). The use of definitions of traditional and modern technology from the article are about the development of clothing and outdoor related equipment to make them more efficient and easier to use, as well as increase the safety in outdoor activities rather than digital technology. Moreover, traditional, and modern technology within outdoor learning has developed since Cuthbertson, Socha and Potter, (2004) idea and definition of traditional and modern technology to fit and move with the current times of the use of digital technology within outdoor learning. Furthermore, in this current day in age digital technology has become a big aspect especially the use of smartphones. There is controversy whether smartphones should be used within the outdoors or not. Some think that digital technology can be included in outdoor learning whereas think that digital technology should be exclude from outdoor learning.

An advantage of using digital technology and social media in outdoor learning is that it allows for immediate opportunities such as taken a photo that can then be reflected on at a later time. Many outdoor and adventure activity centres now make use of digital technology and use it to find representational opportunities in addition to ways of reflection (Berry and Hodgson, 2011). By combining and balancing the use of technology and outdoor learning there can be beneficial outcomes from them being blended together as a learning experience. Balancing the use of screen media devices and outdoor learning has a positive effect on a young children's cognitive, social-emotional, physical, and academic results so neither should be overlooked through childhood practices is a justification for including digital technology and social media into outdoor learning (Siskind et al., 2022). Hills and Thomas, (2019) identifies that digital technology used in outdoor learning experiences can enhance the learning with the outdoors. Bolliger et al., (2021) shares a similar view, adding that it provides information enhancing the experience whilst encouraging the individuals to directly encounter the outdoors. For example, smartphones can be used to take photos and videos which, then can be used a later date, so the learner can reflect on them, plus research something they do not know. While social media offers intriguing opportunities for engaging underprivileged adolescents with natural areas, nevertheless, it requires there be a message that must accompany by appropriate resources in means to visit these places (Houge Mackenzie et al., 2017). Technology has influenced the increase of participation of adventures and outdoor learning due to the fact that it useful participants to communicate with other participants, also using the technology to improve performance and develop skills. In addition, technology influences the increase and ease of access as well as the safety of the participants (Beames et al., 2019). There are both benefits from technology and screen time as well as spending time within the outdoors. Screen media devices can be used as extra learning aids to help children expand their knowledge, operational abilities, and learning attitudes. The devices show considerable promise in terms of facilitating alternative teaching approaches and improving young children's cognitive, social-emotional, and academic achievements (Siskind et al., 2022). Children who spend more time outside have lower levels of distraction and hyperactivity than children who spend reduced time outside, suggesting that connecting with nature has beneficial effects on children's cognition and behaviour (Siskind et al., 2022). 

However, there are reasons to exclude digital technology and social media from being used within outdoor learning. One reason for excluding is that digital technology can be a distraction within the outdoor learning experience, which goes against the reason of inclusion that it enhances the learning. If digital technology is around, it could become a distraction to the tasks that have been put into place for the outdoor learning, as they are staring at a screen rather than looking at the outdoor environment that they are within. The implementing of mobile devices can limit outdoor learning experiences, especially if there is technological difficulty due to the risk of failing equipment, the access and availability of technology, and a disturbance with direct and sensory experiences within nature (van Kraalingen, 2021). When digital technology is not used during outdoor learning experiences, it might lead to higher task engagement and a closer bond with the natural environment. Additionally, the absence of a learner's own technology could, however, lead to concerns and drawbacks that could outweigh the positive effects on teaching. For instance, a lot of students now rely on their smartphones for personal, medical, educational, and logistical reasons, and this separation can prevent them from having the wonderful outdoor learning experience that the instructor had intended (Hills, 2019). Another reason for excluding digital technology and social media from outdoor learning is that there is concern that it places a barrier between the leaner and the outdoor environment, which causes for there not to be a direct experience with the natural world (Hills and Thomas, 2019). Even though there are reasons for excluding digital technology and social media within outdoor learning, with the development of digital technology and social media platforms. 

Within own practice there are times were including digital technology and social media will be necessary, and other times when digital technology and social media can be exclude. A way in which could be used to decide if digital technology and social media should be included or exclude in own practice is to use Hills and Thomas’s, (2019) “Digital Technology in Outdoor Experiential Learning (DTOEL) framework”, which they created from reviewing literature and the synthesis of key research and writing. The DTOEL framework can help with thinking systematically about any inclusion or exclusion of technology in outdoor learning (Hills, 2019). In own practice there have been times in which technology has been used, for example using a smartphone to use the OS locate app. From own experience, there ways seen that digital technology and social media can enhance ones learning experiences. For example, using a smartphone to take photography’s, to use at a later date, to reflect on, and use the activities as part of assignments. With my own practice I would include digital technology and social media, as I could promote and encourage others to participate in outdoor learning and outdoor activities. Plus, due to the fact that combining and balancing the use of technology and outdoor learning there can be beneficial outcomes from them being blending the two together as a learning experience.

[bookmark: _Hlk124895466]Digital technology and social media have made an appearance within a young person's identity. Identity is a complex and flexible concept which has been used, and possibly overused, in a variety of contexts and for a variety of principles, specifically in recent years (Buckingham, 2008). More and more young people have access to digital technology and social media platforms, especially with the wide availability of portable devices, such as smartphones, tablets, and smartwatches, which can all be interlinked with each other. Young people are using digital technology and social media as part of there identity. There are some positives as well as negatives to young people spending time on screened devices. There is lots of research into how excessive screen time can impact negatively on a young person’s health, especially with recently, were there has been an increase in young peoples screen time which has gone far beyond the recommended levels (Mutz, Müller and Göring, 2018). By spending more times in the outdoors rather than on digital technology and social media, it has mental health benefits of a young person. From the perspective of a young person, technology has brought about profound changes in a wide range of domains. It has generated new modes of communication and interaction, as well as new ways of building community. It has resulted in new forms of playful learning that go beyond the teacher-dominated, autocratic approach of traditional education (Buckingham, 2008). By all the technology it means that a young person has another way on which they can identify, which can be good thing, however sometimes it can be a bad thing. 

The authenticity of outdoor learning experiences and virtual reality can have either positive or negative aspect, due to the fact with virtual reality you are looking at nature and having outdoor learning experiences through a screen. Augmented reality (AR) apps make use of a technical gadget to visually show digital information as if it were overlapped, integrated in, or activated by the physical environment. Augmented reality is a new technology that exists on a spectrum between the real and the virtual world (Kamarainen et al., 2018). Location-based AR can be utilised in outdoor learning since it involves learners using GPS-enabled smartphones or tablets to activate media at specific locations in an outside setting. A designer embeds digital information and media at points of interest using a map-based online interface, and the embedded information or media is activated when the user arrives at that site (Kamarainen et al., 2018). In my opinion augmented reality is better than doing complete virtual reality, this is due to the fact with AR you can still engage with the natural environment and gain the benefits from being in the natural environment, especially as with virtual reality, it is all looking at nature through a screen, more or less likely as a headset on your face. 

A post digital world is difficult to define because it is complex and unpredictable, combining digital and analogy, technological and non-technical, biological, and informational elements. The post digital is both a split and a continuation of our present theories. However, such disorder appears to be inherent in the modern human situation (Jandrić et al., 2018). Post digital adds another complexity layer to the digital technology and social media debate within outdoor learning (Reed, 2021). This is due to the fact that post digital is a complex term and the debate whether digital technology and social media should be included or excluded in outdoor learning. Outdoor learning experiences within a post digital world can include an increase of the use of digital technology and social media, due to the fact that having a balance of screen time and outdoor learning can lead to beneficial aspects especially when starting of in childhood. 

This essay has critically evaluated the impact that digital/mobile technology and social media has upon outdoor learning. Digital/mobile technology and social media can have positive and negative impacts upon outdoor learning, which was learnt through the inclusion and exclusion of digital technology and social media within outdoor learning. Digital technology and social media can have several reasons for been include as well as exclude from being used within outdoor learning, due to the fact digital technology can distract from an outdoor experiential learning experience, but it also provides opportunities to enhance learning too (Hills and Thomas, 2019), Bolliger et al., (2021) shares a similar view, adding that it provides information enhancing the experience whilst encouraging the individuals to directly encounter the outdoors. From my own experience digital technology and social media need to be balanced and integrated into outdoor learning to develop and move with the current generation. With the access and availability to technology it means that a young person has another way on which they can identify, which can be good thing, however sometimes it can be a bad thing. To get the full authenticity of outdoor learning experiences, you need to actual go out into the natural environment rather than through virtual reality. A post digital world needs to be researched more in within outdoor learning to have a better understanding on how outdoor learning is going to move with a post digital world. At the end of the day the leaner should be the focus rather than the technology itself. However, with the change world and the development of digital technology it has its place within outdoor learning. 
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