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To support schools to build digital resilience in children & young people.

Leadership and
management
that supports and
champions
efforts to promote
emotional

ealth and wellbeing

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

e Learn from your online experiences

* Recover from any online-related difficulties or
upsets.
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National Context

Feedback from the

Childwise Monitoring
Report 2023




Hours ONLINE per
day

Hours ON MOBILE
PHONE per day
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TV per day
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day
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* 94% of children have a computer at home.

* 86% have their own computer.

* 70% have their own mobile phone.

TIME SPENT ONLINE:
Hours a day on average 35
Base: All aged 7-18
7-10s hours a day on average 25
Base: All aged 7-10
11-165 hours a day on average 39‘
Base: All aged 11-16
17-18s hours a day on average 43

Base: All aged 17-18




TOP LISTED APPS ; WEBSITES USED: ! g G This Photo by Unknown Author is licensed under CC BY-ND
YouTube 3?% .‘

Netiix 17%
TikTok 62%
Whatsapp 52%
snapchat 59%
Instagram 4?%
FaceTime 411%
YouTube Shorts 39%
Discord 27%
Facebook 25%
Base: All aged 7-18 * 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.


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

* 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).

GAMES CONSOLE ACCESS AND USAGE:

Have a games console at home ??%

Base: all aged 7-1E

Have their own games console 'EIIB%

Base: All aged 7-18

Average hours of use per day .:_"EII

Base: All with a console at home aged 7-18



OWMNERSHIP:
With their own mobile phone ?ﬂ%

Mo, but use a family member [ friends ?%

Base: All aged 5-18

TIME SPENT ON PHONME:
Hours per day 39

Base: Phone owners aged 7-18

* 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 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.

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.

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.

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.
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Key findings
Local Context

* Most young people used their phones and watched TV daily.

* 91% of young people surveyed felt more connected to
people via technology than offline.

e Checking social media was the highlight of the day for many
young people.

. * Aware of online risks but would acknowledge advice to

Digital . s 3 support staying safe online is needed.

« e L .
R!e31ence Yo i * Gaming and identity were key issues brought forward




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


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

RESOUCE PACR

— Parents and Carers

It i an increasingly more digial world, where chidren and young pecple are using digtal technologies earber.
Deweloping DIGITAL RESILIENCE is the abilty for young pecple to develop a critical mindset when accessing
Information online, to reduce their vunerabiity and potental for harm It is about being able 10 navigate, deal

positively and sfeguard thermselves from harmiul isformation often found on sodal meda platforns and the internet
More information on digitd reslience can be found on the GOVLUK website and THIS TOOLKIT for helping
children become more resilent. YWe want 1o equip you with the resources 1o SUPROrt you 1o have colversations with
your chidren about these topcs

Barnet Coundil commissioned Youth Realties to conduct research on digital resilience amongst local young pecgle
ugh. 71% of young peopie surveyed felt more connected 1o people via teche than offlise. Most
young pecple confessed that checking their socal meda pladorms were the highlights of their dy. Young pecple were
aware of potential risks bet also realise that more advice is needed 1o safely ravigate the coline workd (s resporae

within the Do

o this, we co-produced a film with yousg pecple which features their wp concerms The film features topics such as:
coline gaving, bubying, social media, and grooming,

We encourage you to watch this film, ether akooe or with family/iriends aad discuss some of the issues that
were raised in the filn How would you respond to some of these threats? Would you know where 1o go for support?
We have provided resources on the next page in case you need help with these discussion. Every coaversation wil
be different, 30 we hope that the rasge of links provided will support you CLICK HERE TO VIEW THE FILM.

If your child would benefit from mental health support, Kooth is comeniasioned 10 provide Free, safe, anomymous, and

confidential emoticnal wellbeing support to yousg people (| 1-25 years oid). This & free to af Barnet residents and

those attending 2 school s Barnet.

If you are concerned about your child or any young person you can ask 1o speak 1 the safeguarding officer at schood
o ahernatively you can call Barmet's Mulu Agency Safeguarding Hub on 020 8355 4064,

TAKE A LOOK AT THIS SITE for more information Worried about the safety of & chid | Barnet Counal
1If you believe a child Is at risk of immediate harm please call the police on 999.

O the mext page are common problems raised within the fils and abso resources, help, and support links 10 explore.
Cerf + click on the area of interest.

You can also find usedd resources on the RESILIENT SCHOOLS PROGRAMME WEBSITE.
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PENKREVISION FRMS

A FILM LED BY BARNET YOUNG VOICES

RESOURCE PACK

Guide for Parents, Carers, and Families
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From identity to pressure for perfection, popdm'y,ond'hedcm’oribs
Generation Verified is a short film that explores young people’s experiences
of the online world and how they cope the unique generational
challenges that they must navigate in their day4o-day lives.
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