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This resource is designed to provide information on ways that technology can be used to add
layers of learning to outdoor experiences and support the ‘Dimensions of Outdoor Learning'.

It is one of four resources created by Nature Play WA to complement our Outdoor Learning
Webinars. These resources contain hyperlinks to references and links to mandated documents,
to support teachers in the delivery of outdoor play and learning.

Dimensions of Outdoor Learning

The Dimensions of Outdoor Learning in the Australian Curriculum were developed in consultation with
Outdoor Education Australia (OEA). Please access the referericior the full version.

Dimension 1: Skills and knowledge

Working and playing together requires an assortment of skills and knowledge related to planning and
organisation to be safe and active. Spending time in nature fosters leadership skills.

Dimension 2: Human-nature relationships

Students’ connections to the natural environment are strengthened through ongoing experiences in
nature and engaging in a range of educational activities.

Dimension 3: Conservation and sustainability

Students’ knowledge about how to contribute in a positive way to sustainability and conservation is
enhanced by learning and experiences that takes place in nature.

Dimension 4: Health and wellbeing

Time in nature allows students to develop a sense of wellbeing and personal physical, social,
emotional, mental, and spiritual health as well as nurturing their relationships with others.
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Digital technology

Children are motivated by having fun, being social
and being outside. It may seem counterintuitive

to include digital technologies in outdoor play and
learning experiences, but screen time and green
time are no longer mutually exclusive. And while it is
important that children have opportunities to explore
and enjoy nature unplugged, digital technologies are
now an accepted part of life and can sometimes be
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Digital technologies can be interactive and support
students collaborating with their peers.

The question is no longer whether to include
technology outside at all, but how and when
might technology be a useful tool for learning and
a way of enhancing outdoor experiences. Nature
Play WA's Nature Passport app is a free resource
which demonstrates how technology and outdoor
play and learning complement one another. It is
important that technology is used purposefully,
and in moderation, rather than on every trip to
the outdoors with students getting involved in
independent and student-directed projects.

Using technology outdoors can also be an
engaging way to meet the West Australian
Curriculum requirements that students ‘access,
create and communicate’ with Information and
Communication Technology (ICTj}.By using digital
technologies outside, students look more closely
at nature and adapt to new ways of doing things. -
They are not experiencing nature through a lens but ggs
using the technology to record their activities and :
enhance their learning when back in the classroom
by reviewing images, videos and sounds.

Using technology is a motivating and engaging
way to support children’s fascination with the
natural world. It can support the Dimensions of
Outdoor Learning by coupling children’s interest
in technology with their intrinsic love of being
outdoors. The nature-technology can be used to
share information with children while they are active
and outdoors, adding new layers of engagement
to outdoor experiences that can support the
development of children’s connection to the world
and contribute to their sense of wellbeing through
being out in the fresh air and sunshine.
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Activat@e senses and kinaesthetic
learning

It is important to take some time initially for
children to settle into the outdoor environment

deas for uniting digital technology and ol

DocumeBtxperiences

Technology is a way of recording the
experiences in nature and ensuring that
storytelling, for example, is multimodal.
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and listening closely. Planning for regular,
unhurried time in nature helps children feel
at ease in the space. Observation is a key

classroom to sequence, create digital
or print books or write up newsletters to
communicate with parents. The students
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students share their observations and ideas in
a variety of wayst®

Buileh dispositions developed in the
early years 1id

Using technology in association with nature
builds dispositions which promote learning
such as curiosity, enthusiasm, persistence,
and cooperation. Involvement in real-
world projects enhances collaboration as
students solve problems, make decisions,
communicate, and express themselves.
Digital technology particularly addresses
opportunities for developing creativitya2

Captube detail

Technology provides students with the ability
to observe the real world more closely by
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They can notice details of colours, shapes,
and textures not normally able to be seen

or record their visits to nature with a digital
video camera. Images, videos, and sounds
can capture both nature and the students’
activities in interaction with nature (e.g. through
games, dance, or making mathematical
patterns or transient art with natural materials).

projects such as constructing a playground
for ants, how they built a troll’s bridge over a
muddy puddle or showing their development
of collaborative or inquiry skills.

The students’ voices can be recorded in
nature as they describe their observations
of a leaf, what activated their curiosity,

how they persevered to achieve a physical
challenge or their interest in following some
animal tracks. Students may also collect the
sounds of nature including bird calls and
the wind through the trees or the musical
instruments made with elements found in
the bush. Essentially digital technologies
provide a form of record-keeping for inquiry-
based learning.

Students could record a re-enactment of
\?%CE as Going on a Bear Hunt with
video or use the camera to take images
for a stop motion movie using theShadow
Puppet Eduapp. A project for older
students could be the creation of a digital
nature trail around the school in which
they document key landmarks or locations
accessed viaQR codes (brief interpretative
messages could be written in class).
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. Extengk learning

Technology enables children to bring their
experiences back to the classroom to add

to for further enjoyment, understanding,
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can be used in a multitude of ways.

Access to the internet adds knowledge to

the observations and may be recorded in
Popplet. Photographs can be displayed

on the large TV screens emphasising the ‘
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the stimulus for visual art, creative writing, or
science investigations.

Images can be used to demonstrate the
learning of a concept such as using natural
materials (stones, leaves or gumnuts, for
example) in pairs as visual representations
of the two times table in thePicCollageapp.
Aesthetics and photography skills can be
KLILSVWLK I° [HRPUN WPJ[\Y L s
leaves and wildlife. These can be used for
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iNaturalisy, as sightings (e.g. the Aussie
Backyard Bird Count) or to collect evidence

of animal tracks and homes.

Images can also be used as inspiration for
artworks (e.g. drawing, painting, collage, or
sculpture), resources for making games (e.g.
Memory Match or Treasure Hunts) or to make
number cards or charts. In theDraw and
Tellapp, students could draw a self-portrait
and record themselves explaining what they
like about nature. Or they could draw a mini
beast then use theChatterPixapp to record
their description of its features, habitat,
movement, adaptations and so on.

Other creative storytelling apps which
could be used areiMovie, Book Creator,
Sock Puppets, or Puppet Pals These are
all open-ended opportunities for students
to use their imagination to create and
record their ideas while in nature and then
extend them in the classroom. By activating
the senses and planning real-world
experiences for the multiple intelligence%:
students utilise ICT autonomously as an
important aspect of learning whatever the
environment.
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One of the main advantages of implementing digital technologies in outdoor programs is that it

IS SO easy to share learning experiences amongst students, with other classes, and with family
members anywhere in the world. The communication of knowledge and understanding of the
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