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Digital Resilience Campaign
To support schools to build digital resilience in children & young people. 
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Digital resilience is the ability when online to:
• Bounce back from difficult times
• Understand when you are at risk
• Know what to do if anything goes wrong
• Learn from your online experiences
• Recover from any online-related difficulties or 

upsets. 



Feedback from the 
Childwise Monitoring 
Report 2023

National Context



Summary



Time spent online

• 94% of children have a computer at home.

• 86% have their own computer.

• 70% have their own mobile phone.



Apps

• 23% children rated TikTok as their favourite app, 
closely followed by YouTube (21%) 

• Children spend on average 2.2hrs on TikTok – 
increasing with age. 

• 43% use TikTok everyday.
• 55% use YouTube everyday.

This Photo by Unknown Author is licensed under CC BY-ND

https://management-datascience.org/articles/14794/
https://creativecommons.org/licenses/by-nd/3.0/


Gaming

• Mobile phones are the most used device for 
gaming (55%), closely followed by a games 
console (51%).

• Boys (2.8hrs) spend more time playing on games 
consoles compared to girls (1.7hrs).



Mobile phones
• 62% of children and young people have access to their phone 

at all times (1 in 4 parents check mobile phone usage).

• Girls spend more hours per day on a mobile phone compared 
to boys. 

• From the age of 9, the mobile phone remains the main device 
children and young people could not live without – 43%.



Almost 7 in 10 CYP (68%) have their own 
games console, and play games for ~2.3 
hours a day

More popular in boys than girls.

70% of CYP have a mobile phone and 
around half reported they could not 
live without it.

Teenagers spend just under 4 hours per 
day on their phone.

Key findings
Almost 9 in 10 (86%) Children and 
Young People (CYP) aged 5-18 have 
their own computer.

The average time spent online for CYP 
is 3.6 hours per day – increasing with 
age. Video sites such as YouTube (87%), Netflix 

(77%) and TikTok (62%) are used by most 
children comparatively to other apps. 

TikTok is rated the favourite app among CYP, 
and spend ~2.2 hours a day on it. 

WhatsApp remains the most common social 
networking site.



Key findings 

• Most young people used their phones and watched TV daily.
• 91% of young people surveyed felt more connected to 

people via technology than offline. 
• Checking social media was the highlight of the day for many 

young people. 
• Aware of online risks but would acknowledge advice to 

support staying safe online is needed. 
• Gaming and identity were key issues brought forward

 

Local Context



The Resilient Schools Programme, Barnet Public 
Health is proud to showcase a Youth Realities and Pink 
Productions film ‘Generation Verified’. From identity 
to pressure for perfection, popularity, and the desire 
for likes, Generation Verified is a short film that 
explores young people’s experiences of the online 
world and how they cope with the unique 
generational challenges that they must navigate in 
their day-to-day lives.

This short film has co production at its heart ensuring that a group of Barnet young creatives experience all aspects 
of scriptwriting, acting, film making and directing. They have owned this process from the start.
The film benefits from being used as a ‘standalone talking tool’ between peers, families, and communities and 
also as a resource with the additional support of lesson plans and additional resources and signposting. To access 
the film and resources please click on link Digital resilience | Barnet - WWC

https://gbr01.safelinks.protection.outlook.com/?url=https%3A%2F%2Fwwc.barnet.gov.uk%2Fwwc%2Fworking-children-barnet%2Finformation-schools%2Fresilient-schools-programme%2Fdigital-resilience&data=05%7C01%7CJayne.Abbott%40Barnet.gov.uk%7Cbf29b3d7ddcb4445cdb808db56efe7cd%7C1ba468b914144675be4f53c478ad47bb%7C0%7C0%7C638199360596926400%7CUnknown%7CTWFpbGZsb3d8eyJWIjoiMC4wLjAwMDAiLCJQIjoiV2luMzIiLCJBTiI6Ik1haWwiLCJXVCI6Mn0%3D%7C3000%7C%7C%7C&sdata=wejgJT7OiMLxbZmVg2fgBnRPfeqENtr8UN4Ryr2eBTo%3D&reserved=0


Resource packs



Generation 
Verified
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