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Element 1 

There are multiple digital devices that are used by young children to access media content. These devices can also act as a tool to support and develop digital competencies amongst children. The world of digital media is vast and there are many positive and negative aspects regarding digital devices and the impact they have on children’s learning and development. For the purpose of this portfolio, screen time, impact on learning and safeguarding will be discussed. 

Screen time is described by About Kids Health (2021) as the amount of time a child spends using a device that has a screen, these devices include tablets, TV, computer, games console or smartphone.
According to Sigman (2012) study recognised that by the age of 10, children have regular access to an average of five different screens at home and children of all ages are watching more screen media than ever before. The average screen time for British children is said to be 6 hours a day. This is significantly Higher than the recommended times as Alton (2020) states 2–5-year-olds should spend no more than one hour per day on screens and 5–17-year-olds should be spending only 2 hours per day on screen. During Sigman’s study, it was discovered that time spent on screens has a direct impact on health and wellbeing and educational attainment. This study included 2623 children and those children aged between 1- 3 years old who watched television throughout the day had a had a significantly increased risk of developing attentional problems by the time they were 7 years old, as for each hour they spent on watching television there was a 9% increase in the likelihood of a potential diagnosis of ADHD. Children routinely engage in two or more forms of screen viewing at the same time, such as TV and laptop. This is associated with a decline in mental- wellbeing as this study found that children who spent more than 2 hours per day watching television or using a computer were 60% more likely to have increased risk psychological and mental health problems including depression and anxiety. Similarly, Internet matters (2021) states that passive screen time can have a negative impact on development including a child’s sleep cycle and behaviour. This is because 7 out of 10 children are spending excessive amounts of hours online. However, one might say that this information is outdated as a report published by Ofcom (2019) states that children now spend around 20 minutes more online per day, than they do in front of a TV set as children’s average daily TV time has fallen year on year by almost eight minutes. 
Mosley (2020) and Bradley-Ruder (2019) outline the potential negative effects too much screen time can have on children and young people. These factors include obesity and a higher risk of diabetes, increased blood pressure or cholesterol. This is because children’s lifestyle is sedentary, as they are on screen playing games or on social media and are less physically active. Children on screens for more extensive periods of time have lower self-esteem and self-worth. As well as causing other health problems such as problems with vision and poor posture.  
Furthermore, higher levels of screen time have been linked to lower school performance for example a study undertaken by Open Access Government (2020) discovered that watching two or more hours of television per day was associated with lower reading performance and the overall impact was equivalent to losing four months of learning. 

However, some may say that the potential benefits of screen time and the use of digital technology outweigh the negative factors. Internet Matters (2021) notes that screens provide opportunities for creativity and learning as 70% of parents strongly agree that using a device is essential for children’s development. Badia et al (2014) suggests that playing video games can improve fine motor skills and coordination as the children are using their hands to hold and control a game. Screen time connects children with friends and family allowing them to socialise, for example through the use of facetime or apps that connect to others. The use of screens has learning opportunities as there are many educational programs and games that teach children how to creative, freedom of expression, independence, problem solving and perseverance (Chassiakos, et al 2016; NSPCC, 2021).
In conclusion, there are many positive and negative aspects to using screens, therefore it is a necessary to ensure that screen time is managed and moderated appropriately. This is reinforced by Ofcom (2019) as they state that 63% of families with younger children considered they ultimately achieved a good screen time balance that then had a positive effect on their home lives and their children’s education and school life.  Moreover, The Children’s Commissioner (2021) outlines the digital 5 a day framework that encourages a healthy digital lifestyle. This framework includes staying connected with what children are doing online by creating open dialogue ensuring children feel comfortable with sharing their experiences online. Another factor of the framework is to be active and get creative as all children should have time to switch off and get moving, as well as be able to build their digital skills by using their time online in an educational way. Finally, the 5 a day framework encourages children to be mindful and give to others- this can be done by offering support to a friend, reporting negative behaviours and being aware of their time spent online (Ives, 2019; The Nemours Foundation, 2021).
 The Commissioner discusses boundaries and suggests that managing screen time and taking part in the 5 a day digital framework can have a profound effect on children’s lives as children can help make the digital world a positive place for everyone.
A number of key issues arise from the topic of how digital devices impact learning. Adams (2016) argues that Students who use digital devices in classrooms to have a substantial negative effect on overall performance in school. This study found that allowing children to use computers and have internet access in classrooms substantially harms their development. Evidence from this study suggests that classrooms who have limited or no digital devices outperform the children in classrooms with technological devices. 
The researchers suggested that removing laptops and iPads from classes was the equivalent of improving the quality of teaching. Similarly, Wexler (2019) claims that classroom technology is ‘holding students back’ as they believe there is little evidence to say that digital devices help children. The Organisation for Economic Co-operation and Development (2018) found that those who used computers heavily at school perform poorer and achieve lower learning outcomes in school, for example all children who used ipads within their class had an average reading score of 14 points less than the children who did not use ipads. The OECD study found that technology is overused and has no effect on upskilling or enhancing children’s learning environments. 
However, Scottish Government (2020) strongly believe that when used effectively and appropriately there is conclusive evidence that digital resources enhance and improve the depth of learning and understanding across many areas of learning, including raising attainment levels and improving basic literacy and numeracy concepts for primary school children. This study suggests that the use of digital devices have many benefits on children and young people, including, feeling of control over learning and more confidence to practise a skill, as well as faster acquisition of knowledge and skills, and an overall improved level of achievement. Similarly, Jewitt et al (2011) concluded that through the use of digital resources within a classroom environment provides children with more time for active learning opportunities in and outside of the classroom as they can use the devices as a research tool, children are able to choose their own learning resources and digital resources provided safer spaces for formative assessment and feedback. Therefore, there are clearly a variety of viewpoints regarding the impact that digital devices have on learning and it is beneficial to be aware of these, Childnet International, (2018) states that although there are some conflicting opinions, ensuring that children have access to digital devices in moderation. This ensures children are not exposed to overuse of digital resources, but they do have opportunities to develop their digital competency skills as they are proven to be a necessary component of the 21st century (Kidron and Rudkin, 2017).
NSPCC (2020) suggests that there are numerous legislations and digital controls in place to safeguard children and young people who have access to digital devices and digital media. The implementation of UKCCIS (2016) offers an extensive guide to help safeguard children online. The guide includes clear information on potential risks attached to digital devices and ways in which to ensure children are safe. This document was created after the 2008 Byron review. However, according to NSPCC (2018)


 out of the 38 recommendations covering strategic objectives for internet safety, better regulations and information to educate children on E- Safety as well as age-appropriate gaming only 16 were implemented. It is event therefore that although there are safeguarding tools in place to protect children there is still much room for change and improvement as the Government is failing to do enough to protect children online (Byron, 2018) 



























What are the benefits of digital media/devices?

Interaction with digital devices offer many benefits for children and young people. Exposure to the digital world can provide endless opportunities to learn and develop. These such skills include: 
· Socialization and relationship building
· Independence and empowerment
· Problem solving and perseverance
· Creativity and freedom of expression
· Learning enhancement
· Entrepreneurial spirit
· In-demand job preparation (Ryan, 2018; YMCA, 2020; Melyk Hines, 2019)
Chassiakos, et al (2016) journal article recognises that digital media offers many benefits for children. These benefits include early learning, exposure to new ideas and knowledge, increased opportunities for social contact and support, and new opportunities to access health promotion messages and information. 
Earp (2017) investigates the growing role of technology in homes and the benefits it can have on young people. Earp discovered that digital devices can, provide educational experiences as well as acting as a tool to develop and enhance children’s skills and broaden their horizons. 
NSPCC (2021) say children and young people’s lives have changed dramatically due to COVID-19. Therefore, the internet and digital devices have become an invaluable tool that have taken the place of face-to-face social interaction. Children have relied on these devices throughout lockdown to keep in touch with friends and family as well as completing school work. Technology has positive benefits for children’s education in and out of school. The internet is a valuable tool that can enhance children’s awareness and knowledge, as online resources provide instant access to information, allowing children to gain a deeper understanding of various cultures and world issues (Darling-Hammond, 2020). Similarly, Chassiakos, et al (2016) notes that communicating across distance is made easier by social media. This is reinforced by the Welsh Government (2019) stating that the internet is an integral part of the lives of children, providing opportunities to socialize, communicate, be entertained, learn and find support.  






Introduction 

The aim of this leaflet is to inform parents and carers of the issues relating to supporting and safeguarding children when accessing digital media and the internet.

Data released by Ofcom (2019) states that Each year the proportion of children accessing online media is increasing. In 2019 9 out of 10 children use a device to access the internet as Children’s homes are increasingly ‘connected’ to smart technology. As 79% of children in Wales are also more likely to use a device to go online in comparison to other UK countries, parents should be aware of what their children have access to on the internet, including who they meet, and what they share about themselves (Ben-Joseph, 2018; Ofcom, 2019). 

Children and young people can be seen as pioneers of new media cultures (Livingstone, 2003). Drotner (2000) and similarly, Wigley and Clarke (2000) research surveys notes that in the UK, 75% of children aged 3-15 regularly use the internet.  Although these statistics are outdated, it does show that children and young people have had access to online media for many years. 
Furthermore, Kidron and Rudkin (2017) states that the digital world is a necessary component of the 21st century and every child has the right to access the digital world creatively, knowledgeably and fearlessly. Without access to digital devices the children would be disadvantaged, this leaflet therefore intends to highlight using digital devices to their full potential but in the safest possible way.  



 
 ‘A Digital World’.                    
How to keep your child safe online


Element 2
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(Source: American Psychological Association, 2019)
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What are the risks of digital media? 

Covolo et al (2019) survey regarding risk perception and use of digital devices reads that 74% of those who took the survey think that the use of digital devices by children is a risk for health. Similarly, Cole (2019) states that the there are many risks associated with overuse of digital devices. 

These risks can have negative effects on children’s social skills, as well as their mental and physical development (Chassiakos, et al 2016).  For example, reduced sleep quality, attention, and learning, minimized social interaction, as children are isolated when playing games that require no interaction with others. Increased aggression from watching violent programs or games. Higher incidence of obesity as the children are having little physical exercise and depression (Rupavate, 2015; Thomée et al, 2011).

Dienlin and Johannes (2020) emphasize the more serious risks to children using digital media, including:

· Cyber bullying 
· Exposure to inappropriate content 
· Vulnerable to online predators; including groomers, peadophiles and fake accounts 
· Invasion of privacy 
Online dangers can start if your child doesn’t look after their personal information properly, or if a child is not familiar or competent when accessing the online environment (Mentalup, 2020; Mehedi, 2013).  
Therefore, the following information will inform parents on how to support and safeguard their children within a digital world. 




(Source: The Journal, 2017) 
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(Source: SPARK, 2018)
(Source: Meam Marketing, 2013)

Encourage your child to Be Smart online 






The internet is a fast-evolving resource that is always changing and although it has become a fundamental part of children and young people’s lives carrying many benefits, it can still have potential negative effects on children (NSPCC, 2021). Therefore, it is necessary to ensure that children are equipped with the knowledge to be able to keep themselves safe. SMART tips include:
· Not giving out your name, address, mobile phone no., school name or password to people online.
· Only meet up with people you have only been in contact with online if you have parental consent or they accompany you -as people may not be who they say they are
· Do not open files sent from people or sources you don’t know as they may contain viruses or nasty messages
· Always check information
· Tell your parent or carer if someone or something makes you feel uncomfortable or worried (Childnet International, 2018; Online Sense, 2016). 
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(Source: Pinterest, no date) 











Safeguarding my child- Parental role 

NSPCC (2021) expresses the significant role of parents in supporting and safeguarding children online. As they recognise the valuable role of the adult when it comes to children’s safety, the NSPCC also offer online safety courses to help you to understand what children and young people do online – 

https://learning.nspcc.org.uk/training/online-safety

Children learn through exploration and natural curiosity (Piaget 1926, cited by Jirout, 2020) however, as a parent or career you play a key role in helping your child to stay safe online. Younger children do require advice and protection when it comes to managing their lives online and situations they may encounter. (Get safe online, 2021; North Yorkshire Safeguarding Children Partnership, 2020). There are a range of organisations to support you as you support your child to use the internet safely, responsibly and positively – useful website links are attached.  
                                  

In line with parental role, the UNCRC (1990) article 13 and 16 stating that children have the right to receive and share information and the right to privacy. Therefore, children are able to access information as long as it does not harm them. Consequently, it is the role of the parent to ensure they are protected and safeguarded from potential dangers. 
 




Parental controls 

Children are using devices at a younger age so it’s important to consider setting controls on the devices they use. Combined with privacy settings these controls can help you protect your children from inappropriate or harmful online content. According to Internet Matters (2021) more than nine in ten parents of use parental control software consider it useful. 

Parental control features allow you to:
· Restrict web access
· Monitor activity
· Block or filter inappropriate content - ensuring that your child accesses only age-appropriate content
· Control purchases 
· Set usage times- plan what time of day your child can go online and how long for
· limit who your child can chat with

(Childnet International, 2018; NSPCC, 2021) 
Schwartz (no date) writes that parental controls are beneficial as they provide peace of mind to parents as they reduce the likelihood that children will be exposed to inappropriate images or videos as well as online predators. Furthermore, the control features can program devices to shut down after a certain amount of time, thus limiting the time children are engaging online. Also, the controls limit the ability for children to make bad choices as the children are aware, they are being monitored. Having this authority over the child is supported by the UNCRC (1990) article 3, as this states that the best interests of the child shall be a primary consideration. Therefore, it can be seen as a parental duty to safeguard your child from potential harmful content. 
You can install parental control software on your child's devices. For support in doing this visit: 
https://youtu.be/a-aDmIqdyBY 
https://www.youtube.com/watch?v=6HOOLnF1N_4 

























[image: Panel Picture _Parents]




Top tips

Help your child make the most of their time online safely by:

· Setting a good example with your own device use as children model what they see. Showing positive engagement with your own digital device will encourage your child to act in a similar way 
· Create ‘screen free’ zones within the house. For example, at the dinner table
· Communicate with your child. Take an interest in their online interests and life.
·  Reassure your child that they can always come to you if something upsets or worries them online. 
· Set boundaries on how much time your child can spend online
· Set younger children’s devices to ‘aeroplane mode’ so they can access games only and not the internet.
· Show them how to report offensive comments or block people who upset them. Always save evidence
 if an incident occurs. Evidence may include screen shots taken on a laptop or mobile device. 
· Turn off location settings on devices.
· Use parental controls on your child’s devices 
· Teach your own child to be kind online- treating others as they would like to be treated. 
(UK Council for Internet Safety, 2016; Childnet International, 2018; Hess M.D, 2016). 

For further tips and information visit: 

https://nationalonlinesafety.com/guides / https://www.childnet.com/parents-and-carers/parent-and-carer-toolkit 






(Source: Children’s Safeguarding Assurance Partnership, 2020).
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(Source: Poster template, 2021). 

Useful additional links that will provide you with a wealth of valuable information on how to keep your child safe online:
· https://www.nspcc.org.uk/keeping-children-safe/online-safety/?utm_source=google&utm_medium=cpc&utm_campaign=Grant_shareaware2014&utm_term=nspcc_share_aware&gclid=CJ3n5sbkv8kCFSoOwwodo0AKFA&gclsrc=aw.ds - Website gives advice on how to keep your child safe online. 

· https://www.childnet.com/resources/digiduck-stories - Helps parents educate children about online safety. 

· https://www.thinkuknow.co.uk - Guide to internet safety and safe surfing for young people from Think U Know. Learn about online safety when using blogs, chatting and online gaming.

· https://www.ceop.police.uk/safety-centre/ -Works across the UK and maximises international links to tackle child sex abuse; includes information and advice for parents, news, and a facility to report abuse.

· https://www.childnet.com/resources/looking-for-kidsmart - Learn about the internet and being a SMART surfer.

· https://disney.co.uk/internet-safety - Online safety tips

· https://www.gov.uk/government/publications/child-safety-online-a-practical-guide-for-parents-and-carers/child-safety-online-a-practical-guide-for-parents-and-carers-whose-children-are-using-social-media -Practical guide of online safety for parents 

· https://www.internetmatters.org – Helping parents keep their child safe online
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(Source: Patricia Hess, M.D, 2016).


Element 3 

	Activity Plan for Digital Literacy Skills

	Activity: Role Play (Farm Shop) 

	
Number of children: 5 

	
Age of children:  Year 1 Mixed abilities

	
Number of adults: 1

	
Location: Inside Classroom 
	
Activity time: 30 minutes (2 x 15-minute sessions as the children will swap roles)

	
Resources:

· ipad x 3
· Digital till x 1 
· Digital weighing scales x 1
· Calculators x 5 
· Various plastic food items including fruit, vegetables, bakery, dairy, tins, cereal 
· Plastic and paper money 
· Price tags / Price list / Special offers posters / Shopping list / Receipts / Opening hours poster
· Trolley / shopping basket x 3 
· Badges / tabards to distinguish roles


	
Aim/s of activity:
 
 The specific skills to develop include mathematical and digital competency skills, for example increasing knowledge and understanding of number skills through exchanging money and understanding that items have value. Recognising the value of coins up to 20p and £1 and to develop practical mathematical skills, as well as, developing knowledge and understanding of the world through real life situations. The activity requires the use of digital devices including ipads, digital till/weighing scales and the use of calculators. This will allow the children to collaborate with a piece of digital work, begin to identify similarities and differences between online and offline communication, as well as learning how to handle equipment appropriately, using digital devices and media with care. 
Furthermore, as this activity is child led and delivered through the concept of open-ended play, it offers opportunity to enhance and encourage cross-curriculum skills. These skills include: sharing, turn taking, building confidence, problem solving and self -awareness. As well as improving communication and teamwork, this can be achieved through discussion, sharing their own experiences and expressing own thoughts and opinions, allowing the children to develop their thinking and initiative. 


	
Links to outcomes:

This type of activity can cover a number of areas of leaning and holistic development including developing personal and social skills, literacy and mathematical development as well as digital competency skills. 

As stated within the Foundation Phase Framework (2015) and The National Literacy and Numeracy Framework (2008) year 1 children should be able to:
· demonstrate an awareness of the purpose of money through role play and use 1p, 2p, 5p and 10p coins to pay for items 
· make sensible estimates of numbers 
· use different combinations of money to pay for items up to 20p 
· find totals and give change from 10p 
· use different combinations of money to pay for items up to £1 
· experiment with new learning opportunities, including ICT 
· develop confidence, work on their own and in small groups and being able to express their own opinions, make decisions while considering the viewpoints of others 
· transfer mathematical skills to play and classroom activities, using everyday mathematical language to talk about their own ideas and choice 
· select appropriate equipment and resources
According to the Digital Competence Framework (2019) children in year 1 should be able to:
· use digital devices within a controlled environment, time and context 
· collate and group given data using simple words 
· collaborate with a partner on a piece of digital work


	
Details of the activity:

As part of continuous provision, a role play area will always be part of the classroom environment. Where there are opportunities for all areas of learning to be enhanced, including and for the purpose of this particular activity, the improvement of cross-curriculum skills but with a particular focus on digital competency. 

For this activity, role play will be expressed through a ‘Farm Shop’ to develop cross-curriculum skills in a real-world situation. This will be a play based, child led activity. Therefore, the children will create their own narratives using their imagination and be in control of their own learning experience. However, the children will be supplied with a range of resources to enhance their skills and a brief outline of what they are expected to do during the activity will be explained during ‘circle time.’ 

2 children will take on the role of shopkeeper- their role during the activity will be to use the digital tills to handle, count and exchange money. The ‘shop keepers’ will also be using calculators to estimate adding up total amounts for the items, as well as using digital weighing scales to weigh the foods in the shop. These particular resources will act as tools to enhance and develop mathematical and digital competency skills, along with making the activity more realistic.
[image: page1image52479616]
3 children will be purchasing items on their ‘shopping list’ and paying using estimation/accurate money. The children will use the ipads provided to generate a shopping list. The children will be expected to click on the app ‘ToBuy Shopping List” where they will then add items they wish to purchase from the shop to their list, by clicking on the pictures. The ‘shoppers’ will then go on a supermarket hunt around the shop, collecting the items on their shopping lists. Next to the items around the ‘shop’ there will be QR codes, the children who are shopping can scan these QR codes on the ipad camera that will then tell them how much the items are.(Source: personal image)


After 15 minutes the children will swap roles, therefore the children will have the opportunity to be the ‘shop keeper’ and the ‘shopper’. This is a beneficial factor as all children will be able to experience using all of the digital devices. 

	
Differentiation:

This play based activity is inclusive of all children. All children will, fully be able to take part and engage in this activity. 

Children who are less confident with expression through mathematics and those with Additional Learning Needs will be encouraged to show an awareness of money and it’s purpose though a ‘supermarket hunt’ where they are able to source the items on their shopping list and pay using coins (value) they deem appropriate to the specific items. These children will be given the opportunity to use all resources and they should be able to use them in the correct role play context. However, for example they may not fully understand how to enter correct amounts into the calculators, but they will be encouraged to experiment, using the devices in order for them to learn and become more competent using the digital devices. 

Additional support will be given if a child is seen to be struggling or asks for help.  

More able and talented children will be encouraged to use multiple combinations of money up to the value of £1 to pay for multiple items with a set price. They will be encouraged to show an awareness of money, understanding the value of different items. They will also need to work out and give correct change. In terms of the digital devices, these children should be able to show a competent understanding of how to use the resources; including the ipads and entering correct amounts into the calculators (using price lists as a guide). 


	
Role of adult:

The adult will initially explain the activity, explaining each role, demonstrating how to use the resources and offering support for the children who are generating the shopping lists. 

The overall role of all adults is to observe and monitor the activity and ensure resources are used correctly. They are only to get involved if invited by the child. However, they can check knowledge, understanding and engagement levels through the use of open-ended questions such as;
I wonder how/what…
How / why did that happen…?
What would happen if…?
Do you think…?
How did/would you work … out?
































Element 4
As demonstrated in the activity plan, there are many areas that need to be taken into consideration when planning activities for children. The outlined activity involved a role play shop, this was planned to enhance and develop children’s learning by using stimulating and interesting resources with a particular focus on the use of digital devices. For the purpose of this portfolio, the role of the adult, links to frameworks and the activity as a whole will be discussed.

According to Dewey (1859-1952 cited by Steven Bonnay, 2017) the adult should act as the facilitator in order to support the children’s learning and enhance their experiences. He believed that learning opportunities should be formed from the child’s interests therefore creating a child led play-based activity to enhance digital competence skills as outlined in part 3, could be beneficial for the children. Similarly, Bandura’s social learning theory suggests that children learn behaviours through observation, imitation, and modelling. It is the role of the adult therefore, to act as a role model when using digital devices in order for the children to learn from this behaviour. In line with this concept, it is necessary that the adults who support children during this activity would have some digital competence to be able to support the children (Kurt, 2017; Mcleod, 2016). 
However, The Office for National Statistics (2019) states that many adults are still lack skills to be able to confidently and safely navigate the digital world. In an increasingly digital age those adults who are not effectively engaging with the digital world, are at risk of being left behind and this will consequently have a negative effect on the children they work with, as they are unable to support the development of digital competence skills. Similarly, according to the Department for Education (2019) digital skills are as important to employability and participation in society as English and an estimated one in five adults lack basic digital skills. Mcleod and Carabott (2016) research shows that children struggle with digital skills because teachers lack competence within this area. The research also states that teachers themselves feel they lack confidence to properly deliver and support children to develop their digital skills. 
From these arguments one could conclude that, even though digital devices can be included in activities or within the curriculum, some adults still lack the confidence and competent skills to be able to adequately support the children. Children and young people can be seen as pioneers of the digital media and devices (Livingstone, 2003; The Lancet Child & Adolescent Health, 2018). Therefore, in order for children to develop digital skills the adult and child could work together, collaboratively to achieve competency. According to Brodie (2021) when individuals work together through sustained shared thinking, they can achieve a deeper level of understanding and more beneficial learning outcomes. Furthermore, Vygotsky’s Zone of Proximal Development is a set of skills or knowledge that the children cannot access independently but with the support of an adult the children could learn through ‘scaffolding’ their skills. 

This meaning that with the help and guidance from a more capable other the child could complete tasks within or above their own capability. Vygotsky’s More Knowledgeable other theory refers to someone who may have a better digital competency or be of a higher academic ability that a child could learn from. The MKO could be an adult or a peer who can assist with the use of digital devices. Progress can then be attained with support, for example a child may not quite understand how to use a digital device like a calculator, but a more knowledgeable other may assist them which will ultimately upskill their knowledge (McLeod, 2018). 

The chosen role play activity is part of the classroom continuous provision which will always be there but has been enhanced through the creation of a ‘shop.’ The activity is based on an example of a real-world, relatable situation, that the children will be aware of and can revisit all the time during the school day. This will increase engagement and understanding of the digital resources provided (Donaldson, 2015). The activity has also been planned to be child led with minimal adult interference unless instructed.  A child centred approach allows for holistic development and growth as the children are given the opportunity to make their own choices in-regards to their interests, needs and strengths. This approach enables children to initiate and direct their own learning and build upon their own knowledge from their experiences and interactions with the world around them. (Knight 2013). As stated by Petrou (2019) and Gonczy (2013) child-initiated play supports children’s creative, imaginative learning and developmental skills. This also enables them to learn first-hand experiences and gain independence skills as they are in control of their own learning and they decide how to use the resources provided. The children may extend the digital resources and ideas to create their own personal experiences.  This links with Donaldson (2015) as he suggests that children should be able to benefit from a curriculum that will equip them for their future lives as well as best meeting their individual needs in order for them to thrive in future challenges as they have been shaped in to capable, healthy, well-rounded individuals. Donaldson recognises that that there is a particular need for children to be exposed to technology and digital devices, as developments in technology are placing increasing demands on ensuring children have levels of digital competence. Therefore, the curriculum, learning and teaching needs to adapt to include and enthuse children, as the future generation to learn and gain skills and dispositions that will help them to meet the needs the digital world in the future (Cowen, 2013). 
Similarly, Falloon (2020) discovered that multiple frameworks, models and literatures have been developed to guide teachers in order to build their own and children’s digital. Generally, these include advice on digital skill advancement and supporting the integration of digital resources into teaching, to enhance subject learning outcomes. These sorts of digital resources, such as ipads and digital tills have been included in the activity plan which according to Tucker (2014) can offer creative opportunities for the children to learn from. Tucker states that resources are most successfully used when they are related to a theme and carry meaning for the child. Therefore, as stated in the activity play using digital resources specific to a shop such as an electronic till, digital weighing scales and calculators will have a more profound impact on the children as they are more meaningful. Similarly, Early Years Careers (2016) notes that digital resources help children express their ideas as they are excited to explore them. These resources encourage creativity and imagination in young children and open-ended play, encouraging them to think about how the resources can be used or what they represent. 
Both arguments presented suggest that the inclusion of digital resources in a real-world activity example can offer many benefits for children, as exposure to the digital world can provide endless opportunities for children to learn and develop (Chassiakos, et al 2016). 
The activity outlined has links to many cross-curriculum outcomes and covers many areas of learning. The outcomes are not identified in isolation as they link to the Digital Competency Framework, the Foundation Phase Framework and the Literacy Numeracy Framework. This is beneficial for the children as under the UNCRC (1990) and the Welsh Government’s Rights to Action (2004) all children and young people must be provided with an education that develops them to their full potential. 
Children’s digital literacy skills, knowledge and understanding should be developed through a range of experiences that involve them finding and developing information and ideas and creating and presenting information and ideas (Ofcom 2019). 
According to Welsh Government (2018) ensuring digital competence strands are linked to planned activities is essential for learners if they are to be informed, capable and have the potential to be successful in today’s society. This is because such skills enable children to become confident, creative and critical users of technology. This has become an essential part of everyday life; therefore, children need to be equipped with a range of skills to help them thrive in the increasing digital world. Furthermore, the DCF has been developed to be inclusive of all learners as UNICEF (no date) states that all children should have the opportunities to build upon their digital competencies.  This is because digital literacy is a central element of the skills a child requires to be successful in school, general life and future work (Digital Competency Framework, 2018).

In conclusion the activity planned covers many cross-curriculum framework outcomes as well as being carefully planned to include a multitude of digital resources that may improve the children’s digital competence skills. Although the activity is not only planned around the digital devices they do act as an enhancement. Additionally, the activity is based on role play that is said to have various benefits for the development of digital literacy. Mullen (2017) describes role play as fully immersive, creative play that can aid learning and facilitate digital development, knowledge and understanding. It also covers cross curriculum strands as a role play area provides an in-depth idea of real-life situations such as buying items form a shop as children learn the value of money and exchange. The Foundation Phase (2015) is built upon the fundamental right to play as they believe it is an essential factor that underpins the curriculum. Therefore, using valuable digital resources in a fun way can enhance children’s skills and confidence when handling digital devices (Roy, 2020; Williams, 2020). Role play could be beneficial to the development of decision-making skills, confidence and self-esteem, cooperation and initiative (Early Years Resources, 2016). Williams (2015) described role play as a useful activity for digital competency development as it gives the children opportunity to be in control of their learning where in most situation. According to Welsh Government (2018) learning through role play is one of the main ways in which children learn. 
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