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Section one
The way we all interact, play, learn and consume has changed over the last two centuries due to the expansion of new forms of media technology (Strasburger, Wilson and Jordan, 2014). This technology began with television and radio, and has recently progressed to the internet, video games, digital devices, electronic toys and tablets (O’Connor, cited in Waller and Davis, 2014, p. 166). 
The first personal computer entered our homes in 1977 and now over 40 years later most homes have one (Earp, 2017). With digital devices becoming so accessible children are accessing them from a very early age (Palmer, 2015). Clarke (2006), as citied in Dunn and Sweeney (2018), noted that overall, most preschool children have possession of ICT knowledge and competences before they enter the preschool settings. This has led people to question if such use is beneficial or not? There has been and continues to be an extensive range of research regarding child technology use, with many mixed results and views (Earp, 2017).   
[bookmark: _Hlk33571035]The article by Chassiakos, Radesky and Christakis et al (2016) suggests that traditional media, such as television and radio, as well as new forms of media, such as social and interactive media attract children and adolescents, who become immersed in both. They identified that research has shown that while the more traditional forms of media are seen to be a negative outcome with many health concerns, the newer media offer both benefits and risks to the health of children and teenagers. Similarly, Donohue (2014) suggests that the beginning of the digital age and the arrival of mobile devices, multi touch screens, tablet computers and interactive media have brought not only new challenges to early childhood educators and parents of young children but also new opportunities. Morgan and Siraj-Blatchford (2009) found that several studies have shown that the use of digital technologies can support the development and learning of children, but only when used correctly. This can be done by offering opportunities for a more active learning of skills, knowledge and competencies. The benefits can be seen in fine motor skills, language and communication, emergent literacy, reading readiness, mathematical thinking, creativity, problem solving, self-esteem and confidence, cooperation, motivation and positive attitudes towards learning (Smidt, 2013). 
Authors, Kidron and Rudkin and other contributors of the Digital Childhood Report (2017) address the childhood development milestones in the digital environment. The report identified that although the digital world was not initially intended for children to access during their childhood, many of them do, as out of the three billion users in 2017, more than a third of them were under the age of eighteen. The report suggests that children should not be excluded from the digital environment, as it is essential for the child living in the twenty first century to access and benefit the digital world creatively, knowledgeably and fearlessly and to be able to benefit from all the opportunities that it offers. The child user must have the skills and knowledge to navigate this environment and more importantly, for it to be responsive to their needs at all ages and stages of their development. Krcmar (2011) and Vandewater (2011) both found from studies that babies experience of television has helped them to learn from it, with greater gains in understanding words and an aid in imitation. However, Sigman (2012) noted the dramatic increase in the time children spend watching screen media, which he says is damaging for children’s health and well-being. He believes that children under the age of three should not be exposed to any screen viewing, as this could lead to a significant decline in their health and development, as studies have shown that the first three years are the most critical in terms of brain development (Palmer, 2015). Sigman (2012) recommended to the UK government that there should be strict guidelines on children viewing screen media, however, at present, there is no government recommendation. Hatzigianni and Kalaitzidis (2018) journal article, which studied the early years practitioners attitudes and beliefs on the use of touchscreen technologies by very young children in Australia, identified that 96.6% of children can use a mobile device by the time they are three or four years of age. This is despite a strong recommendation from the American Academy of Paediatrics (APP) (Strasburger et al, 2013) for children under the age of two to have no screen time. 
Furthermore, O’Connor (2014) says there has always been concerns over what children are watching on television and the potential effects on their well-being. For example, the 9pm ‘watershed’ in the UK, whereby adult content within certain programmes is broadcast later in the evening. This is now becoming more and more irrelevant as catch up TV and being able to access such programmes on other devices is giving children increasing opportunities to watch such programmes at any time of day. The fear of children watching violent programmes which can lead to them being more brutal in real life has led to much research to establish the link between watching violence and becoming aggressive. Albert Bandura’s Bobo doll study (Bandura et al., 1961), found that children who were exposed to violence either in real life or a film were more aggressive than those who were not exposed to such violence. This study has been used over many years as evidence that children should not be exposed to violence on the TV screen as this can impact directly on their aggressive behaviour. However, there has been some criticisms over the experiment with some arguing that the study was unethical. Many researchers such as Cherry (2019), Palmer (2015) and Chassiakos et al., (2016) have continued to question if violence observed on screen translates to violent or aggressive behaviour in the real world. 
Digital technologies have impacted on early childhood, play, education and care on almost every aspect of life throughout many aspects of the world (Erdogan et al. 2018). With the growth of these technologies, there has been much debate over whether such use is positive or negative on the developing child. Some studies have shown to identify positively good practice in incorporating digital technologies in early years settings, where the use has supported the child’s learning and development, however others have raised awareness where by overuse of technology can cause potential harm to the child (Nutbrown, 2011). The authors of the Digital Childhood Report (2017) suggest that everyone (including practitioners, parents, government and industry) must make a digital environment ‘ﬁt for childhood’. However, NSPCC (2017) reported the findings of the Byron Review, a decade on from when the recommendations for the government were made for keeping children safe online. Some recommendations from the review still need to be fully implemented to make sure that children have the same rights and security in the online world that they have offline. As a result of the recommendations in the report the UK Council for Child Internet Safety was created but only partially implemented. Byron (2017) noted that the government is failing to do enough to protect children online and that they and the industry must take responsibility. 
UNICEF (2019) reports that parents / carers, educators and children’s advocates are becoming increasingly worried, as children are spending more and more time on digital devices. They are concerned that excessive digital engagement is becoming a threat to their wellbeing, as spending too much time accessing it could then be contributing to depression and obesity. While the access to the wealth of information, entertainment and social opportunity available to the child is portrayed as a benefit (NAEYC, 2012), the unlimited and unsupervised use also has the potential to cause harm (Palmer, 2015), so furthermore adults need to support and guide the child to gain the best out of their online experience (Kidron and Rudkin, 2017). 
According to Guldberg (2009) our society is told that due to our modern living, our children are suffering from ‘nature deficit disorder’. She noted that Richard Louv, author of Last Child in the Woods and co-founder and chairman of the US organisation Children and Nature Network, argues that children are alienated from nature and are suffering from ‘diminished use of senses, attention difficulties and higher rates of physical and emotional illnesses’.   He argues that the modern-day life is influencing children’s senses whereby the focus is mostly on visual, appropriate to the dimensions of a computer screen or television. Despite these negative outcomes on health when accessing different forms of media, the National Association for the Education of Young Children (2012) acknowledges the positive outcomes that technology tools and interactive media can have on children in the Early Years. It suggests that digital technologies help children develop their fine motor skills, as infants and toddlers are curious and drawn to push-button switches and controls. Adults should allow children to explore digital materials in context of human interactions with the adult as the mediator and co-player. It also suggests that digital technologies provide many outlets for pre-schoolers to demonstrate their creativity and learning, where children should be encouraged to celebrate accomplishments with digital media displayed on a projector or interactive white board or enjoy exploring digital storytelling, co-creating digital books with photos. Hayes and Whitebread (2006) agree with these benefits and gave examples of using a ‘software paint programme’ in the Early Years. The benefits of using this piece of technology include fine motor skills by using the mouse, buttons and icons, development of creativity, as the children are given a blank page to produce a unique and original piece of work and opportunities to motivate, support and develop by giving them access to sound and colour for them to learn effectively.
  
Wegerif and Dawes (2004) discuss thinking and learning with ICT and comment that there is strong evidence that the best kind of learning happens when children learn and find things out for themselves. Education works best when students are actively involved in their education, guided by teachers. Vygotsky argued that education when at its best, brings together spontaneous learning, where children construct their own understanding and where teachers communicate to the children through the existing knowledge of culture. Therefore, the key to learning and development is for the teacher to help children learn things for themselves, building on what they already know, Bruner (1975) built up this idea, introducing the concept of ‘scaffolding’. One term widely used from Vygotsky’s writings is the ‘zone of proximal development’, this is the place where the child and teacher meet, for the gap between what the child could do alone and what they could do with help and guidance from a teacher (Dolya, 2010). It is in this zone that children are just ahead of their current knowledge, that children can then be led to learn new things (Vygotsky, 1986). Aubrey and Dahl (2014) found that a study by Siraj-Blatchford et al. (2002) identified that children mainly accessed a computer to develop creativity through art, music and dance programmes or to develop literacy through reading and they usually used computers without an adult, only needing their help to access software and assist when in difficulty. With such practice linked to the theory of structural cognitive modifiability and mediated learning (Feuerstein et al. 1980), the authors noted that other theories were possible, such as Vygotsky’s Zone of Proximal Development (ZPD), highlighting the importance of adult intervention in raising children’s thinking.  
Children have access to media content everywhere and all the time and are often more confident and sophisticated about the power of digital devices than their parents (Strasburger, Wilson and Jordan, 2014). Guldberg (2010) believes that in the modern world in which society lives in, it is the responsibility of adults to prepare children, allowing them to grow and flourish, balancing sensible guidelines with independence. As Strasburger, Wilson and Jordan (2014) noted, adults must give their children the tools to help them determine their media time in ways which will help them grow cognitively, emotionally and socially and they need to be ‘positive media role models’ to allow media to be the best it can be in children’s lives. 
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Today’s children are growing up in a rapidly changing digital world with a wide variety of technologies available in many homes and schools. It is therefore important that technology and media is used appropriately and safely by all young children accessing it (NAEYC, 2012). Parents / carers of all children need to play an important part in teaching them from an early age to learn healthy concepts of digital use (Palmer, 2015). 
This information leaflet will outline issues relating to supporting and safeguarding children when accessing digital media and ICT.  

Supporting and Safeguarding young children when accessing Digital Media and ICT
Ofcom (2018)
· There are two devices that continue to be used by most children in each age group: television sets (used by 94% of 3-4s and 97% of 5-15s) and tablets (used by 58% of 3-4s and 76% of 5-15s). 
· A rise in tablet ownership among 5-7s means that 42% of this age group now have one of their own, up from 35% the previous year. 

TOP TIPS FOR HELPING PARENTS IN THE DIGITAL WORLD  (healthy children.org, 2018)
· Supervise – It is important that screen time should not always be alone, especially for preschool children where online access should be closely monitored and observed. Interact with your children when they are accessing such devices to encourage social interactions, bonding and learning, so that you can also understand what they are doing and be a part of it. 
· Set limits – The use of media, as well as other activities should have reasonable time limits. Parents need to monitor this and set structured limits, encouraging playtime away from the screen, especially for young children. Preschool children (2-5 years) should be limited to 1 hour of high-quality programming a day, whereas toddlers (18-24months) should avoid all digital media other than video chatting with parental guidance. 
· Be a good role model – Limit your own use of media, as children observe and like to copy their parents / carers. They also need you to interact and play with them rather than you staring at a screen. Always teach manners and kindness online. 
· Create digital free zones – There should be times where technology and digital use should be prohibited – such as family mealtimes, social gatherings and bedtime. Switch off the TV and recharge devices overnight outside of children’s bedrooms. This will help to have quality family time, healthier eating habits and better sleep. 
· Create a family Media Plan – Media can enhance family life but when used excessively it can displace many important family activities. Make a plan for your family at: (http://www.healthychildren.org/MediaUsePlan).
  
[image: ]


Preschool experiences with digital technology
Garvis and Lemon (2016) identified that many media reports regarding the negative impacts of digital technologies in the early years have contributed to parental anxiety about children’s use of digital technologies. The concerns raised were from increased media use and the possible connection of disengagement from learning at school and health conditions such as reduced vision, weight gain and mental disorders. However, many arguments to these claims suggest that technologies are not to blame for these issues, as parents / carers need to actively engage in making ethically informed choices regarding their child’s engagement with media and technology (Edgar and Edgar, 2008). 
Ofcom (2019) reported that only half of parents have some sort of technical controls set up on their child’s gaming device. Younger children (5-7 years / 8-11 years – 50%) are more likely to have controls set by their parents on their gaming devices to control their gaming and online use than older children (12-15 years 39%). It is important to have parental control on such gaming devices as it helps establish good cyber safety habits. You should have regular conversations with your child regarding online safety. 

(Notton House Academy, 2020)

Welsh Government – Online safety action plan for children and young people in Wales 
· The internet has revolutionised the lives of people throughout the World. It has changed the way we communicate, shop, search for information, watch tv and play games.
· The online safety action plan has been designed for the children and young people in Wales to be kept safe while online. 
· It is important that children are taught how to be safe. 
· Learning in Digital Wales gives children access to digital tools and resources. 
The Welsh Government want your children to be competent and confident in the safe and responsible use of internet and digital tools, vital in supporting their learning (Welsh Government, 2018). 
UNITED NATIONS CONVENTION ON THE RIGHTS OF THE CHILD (UNCRC) 
The action plan recognises that online environments enable children and young people to experience a broad range of their rights, including the right to be safe.
The Digital Competence Framework (2016) for all schools in Wales to support learners from 3 – 16 years to protect themselves online by embedding the digital skills, knowledge and attitudes across the whole curriculum that enable the confident, creative and critical use of technologies and systems. 
 


Cyberbullying
Online bullying is quickly becoming a main concern among children and young people. A child can feel as if there is no way out of it as it can happen wherever they are, at any time, day or night (NSPCC, 2016)
The NSPCC (2016) reported: 
· there was an 88% rise in Childline counselling sessions about cyberbullying.
· Children as young as 7 years old were being bullied by hurtful messages. 
· Death threats and comments about children’s looks were posted on their social media profiles, blogs and online pictures. 
· Children and young people were told to go and ‘kill yourself’. 
· 31% of counselling sessions were from children and young people experiencing bullying on a gaming or social networking site. 
It is important that parents talk to their child about cyberbullying and support them in the best possible way if they are being bullied. Most software and services on the internet have in-built safety features. Knowing how to use them can prevent unwanted contact. For cyberbullying through text and picture messages, it is important to find out from the phone provider what protections they can offer (Welsh Government, 2011). 


Executive director of UNICEF, Anthony Lake states, 
For better or worse, digital technology is an irreversible phenomenon in our lives. In a digital world, our twin challenge is to know how to reduce the harm of the internet and maximize its benefits for each child (ProFuturo, 2017).

Children in the Digital World  




                                                          Advantages of Digital Technology
Media and digital technology continue to play a big part in our children’s lives and despite the concerns of parents / carers of the effects it has on our children there are many advantages (Guldberg, 2010).
Aubrey and Dahl (2013) identified that the computer, internet and television dominates the current technology use within the home. This use when supported accordingly by parents / carers can develop self-directive dispositions to learning and extend knowledge and understanding. 
Chassiakos et al (2016) supported this, advising parents / carers to recognise their roles in modelling appropriate media use and a balance between this and other activities. 
For further reading, information, help and support: 
Childline 0800 11 11 
www.nspcc.org/bullying 
www.healthychildren.orgmedia  
www.unicef.org/internetuse  
For further reading, information, help and support: 
Childline 0800 11 11 
www.nspcc.org/bullying 
www.healthychildren.orgmedia  
www.unicef.org/internetuse  


	[bookmark: _Hlk33305686]Section three - Activity Plan

	Activity: An ‘Outdoor Walk’ within the school grounds. This will be linked to the story ‘Going on a Bear Hunt’. The use of ICTs will be promoted and influenced by the practitioners, with the children having access to IPADS and digital cameras to record / make videos and take photographs during the activity. The use of these devices will enable the children to observe what they have recorded using the interactive white board. The children will be encouraged to print off the photos of their choice. 

	Number of children: 
12
	Age of children: 
3 – 4 years 
	Number of adults: 
3

	Location:  School grounds and in the setting.
	Preparation time:  
10 minutes. 
	Activity time: 
45 minutes. 

	Resources: 
· Appropriate clothing
· Walking rein 
· Props for the story such as a soft toy bear, wet mud, grass, puddles 
· Digital devices – 2 x IPADS    2 x Digital Cameras
· Interactive white board
· Printer

	Aim/s of activity: The aim of this activity is to apply a range of Information and Communications Technologies (ICTs) to support the development and learning of children in the early childhood environment. Promoting the use of ICT, when being used responsibly, can support children’s learning by offering the child opportunities for more active learning of a wide range of skills, knowledge and competencies (Morgan and Siraj-Blatchford, 2009). This activity will not only promote the use of ICT but it will also promote outdoor learning and will benefit in the areas of fine motor skills, language and communication, emergent literacy and reading readiness, mathematical thinking, creativity, problem solving, self-esteem and self-confidence, cooperation, motivation and positive attitudes towards learning, as well as develop the child’s digital competence. Learners need to be informed, capable and have the potential to be successful in society (Welsh Government, 2018) which is another aim within the activity.  
 

	Links to outcomes: This activity links to the Foundation Phase Framework, as it includes all areas of learning, considering the child’s development needs and the skills that they need to grow to become confident learners. Welsh Government (2018) states that it is essential for children have access to media, to express themselves and use their imagination in a purposeful way. The activity also links to some of the Digital Competence Framework, as it provides the children with digital skills to ensure they are digitally competent and evolve into enterprising, creative and critical thinkers. The activity will help the children to thrive in an increasingly digital world. 

	Differentiation: All development levels should be provided for within this activity. For specific additional learning needs, the activity should be adjusted to meet the need of each child. Welsh Government (2015) state that children in the early years need to be challenged with care and sensitivity, with practitioners encouraging them to move their learning along. For children who at are the early stage of development, considerations need to be made, with the practitioner identifying the child’s actual level of development and adapting the activity to this level. 

	Health and safety: 
· Risk assessment of all areas and equipment. 
· A walking rein for the children to hold on to.
·  Sun cream if hot. 
· IPADS should be secured in a plastic IPAD case. 

	Role of adult/adults: The role will be to provide a safe and secure activity for all the children. The adults should encourage, support and guide the children in using the digital devices provided (IPAD, digital camera, interactive white board and printer) by demonstrating and modelling how the devices work and how to handle and care for digital devices. They should know where the child is at with their development and build upon this within the activity (Welsh Government, 2015). Morgan and Siraj-Blatchford (2009) suggest that children learn more from observing adults and other children’s use of ICT. The adults should provide a holistic activity that is fun and engaging. One of the adults should read the story of ‘Going on a Bear Hunt’ from the IPAD. 

	Activity:  The children will be participating in a ‘Outdoor Walk’ within the school grounds, with all the practitioners present. Prior to the activity taking place all areas will be risk assessed. The activity will include walking through the school yard, the grass and the wooded area, pretending that they are going on a ‘bear hunt’. Everyone will be encouraged to sing the bear hunt song while they walk, making the activity fun and engaging. The children will decide when to stop to look at items of interest during the walk and they will have the opportunity to take photographs and or videos / recordings with the IPADS and digital cameras provided. 
Before returning to the setting the ‘bear hunt’ story will be read outdoors from the IPAD. After the walk the children will have the opportunity to observe what they have photographed / recorded using the interactive white board and they will be able to print off photos of their choice. The photographs and video recordings will be displayed in the corridor within the setting on the information screen and the children will have the opportunity to take their photographs home to share with parents. Repeat the activity as necessary. 









    Section four – Evaluation 
The Welsh Government (2015) states that the developing child must have access to a variety of media to be able to express themselves and to be able to fullfill and apply their imagination in a purposeful way. Education should be holistic, with the practitioners involvement being of vital importance, knowing and building upon what the child already knows and understands. This is evident in the activity plan where the children’s ICT skills, knowledge and undertanding is developed through the activity experience which involves them being given a range of digital equipment and software to create and present information and ideas, as well as finding and developing information and ideas.  
The Welsh Government (2014) asked Professor Graham Donaldson to review the current curriculum in Wales. This review was to improve and build upon the current curriculum to ensure that the children and young people of Wales have the best possible education. The review was conducted all over Wales, where both adults and children were able to have their say. The children and young people thought that the current curriculum was out of date with regards to technology, software and digital skills (Welsh Government, 2019). The new Curriculum in Wales, known as ‘Successful Futures’ will be implemented in schools across Wales in 2022. The curriculum will have four purposes and ‘six areas of learning and experiences’, with literacy, numeracy and digital competence built into all six areas as a ‘cross-curriculum’. The activity planned aimed to meet most of the areas within the new curriculum, as well as the current Foundation Phase (Welsh Government, 2015). 
The Welsh Government (2019) introduced the Digital Competence Framework, which will proceed alongside the Literacy and Numeracy Framework. 
The Framework has four strands:
· Interacting and collaborating
· Producing
· Citizenship
· Data and computational thinking
The element of communication, collaboration and storing and sharing, within the interacting and collaborating strand could be identified within the activity, as the children were encouraged to work together on a piece of digital work sharing the digital equipment and resources and looking at the photographs and videos that they made throughout the activity. They were also able to save their work by clicking on an icon on the iPad and digital cameras used and also on the interactive board when printing off their work. The communication element requires children to understand that there are different forms of online communication, this was not observed within the activity plan as no online communication was used. 
Knowland and Formby (2016) who reported on the National Literacy Trust’s Early Years Literacy Survey 2015, acknowledged that the use of technology to support emergent literacy is rising. However, for the question within the survey ‘How is technology used to support emergent literacy in the classroom?’ The response from early years settings found of 58.2% of practitioners reported that children have access to touch screens, but only 26.9% reported that children use them to look at or read stories. Within this activity plan, the practitioner read the story from the IPad / touch screen, integrating this setting into a digital literacy environment which is another requirement of the new curriculum (Welsh Government, 2019).   
The producing strand from the Digital Competence Framework (2019) identifies elements of planning, sourcing and searching, creating and evaluating and improving. Children are given the opportunity in the activity to learn and practice skills such as navigation through pieces of software and are also given the choice of which digital item to use, the iPad or the digital camera. For the creating element for nursery age children, learners should be able to explore and use different multimedia components in order to capture and use text, image sound, animation and video, this element is observed through the activity with the children encouraged and shown how to use such multimedia components. The children are given the opportunity to assess their work by observing what they have produced but there is no mention in the activity plan of adding comments to the recordings. This could be added to the plan to enhance it to link with the evaluating and improving element. According to Wegerif and Dawes (2004) creativity is important in the Early Years as it fosters as a thinking skill. Technology, such as digital cameras to take photographs and to create videos, allow opportunities for creativity and developing and enhancing the children’s thinking skills.   
The citizenship strand of the Digital Competence Framework (2019) shows that through these elements the learners will engage with is what it means to be a conscientious digital citizen, who contributes positively to the digital world. Learners taking part in the activity are able to handle the devices appropriately and with care, identify the work that belongs to them by chosing which photograph they took to print off, and they are given the opportunity for any likes or dislikes on the on-screen activities. This also links to one of the four purposes within the new curriculum (Welsh Government, 2019). As the activity allows the children to be enterprising and creative contributors, as they are given the opportunity to connect and apply their knowledge and skills to create and express ideas and emotions, through different media and also identify and grasp opportunities.
The elements of problem solving and modelling within the data and computational thinking require nursery children to be able to complete patterns and sequences, follow a simple sequence of instructions, and create one-step instructions and identify the next step. Hayes and Whitebread (2006) identify children’s learning in ICT and adventure games as development of their abilities as creative problem solvers.  All of the problem solving opportunities are shown within the activity and with a plan of action being to repeat it, the children will have enough experiences of such elements to be able to complete it with independence over time. The data and information literacy element within the data and computational thinking strand, call for learners to be able to gather data using objects, this was evident in the activity where the children could chose what they wanted to photograph and record, photographing and recording an variety of objects using the devices. The children were also given the opportunity to recognise different types of data. 
Bennet, Hamill and Pickford (2007) identify that for children to progress in ICT, they will have a larger number of skills and routines to learn at foundation stage, before moving on and getting to grips with techniques and ideas at the top of key stage two. This activity aims to teach the children the skills of digital competence for nursery age children, so that they are able to move on to the next level. The advantage of using such devices with young children is that they are objects which can be used to meet Bruner’s requirements that ‘infants need self initiated activity (Bruner 1996: 10, as cited in Hayes and Whitebread, 2006). Clark (2010) article on Bruner’s teaching, learning and spiral curriculum noted that Bruner believed that teaching of some areas of knowledge is often postponed, because they are sometimes thought to be too difficult for younger children. But Bruner wrote that ‘any subject can can be taught effectively in some intellectually honest form to any child at any stage of development.’ This theory of the ‘spiral curriculum’ where young children need to learn the underlying principals of different concepts and then given opportunities to repeat, help children to organise knowledge into structure making it accessible and usable beyond the existing learning. This concept of Bruner’s spiral curriculum can be observed within the activity plan.  
The activity plan allowed the children to print off photographs of their choice to take home to share with parents / carers. Research suggests that communication between the parents / carers and practitioners within the school / preschool lead to a better understanding and more postitive attitudes towards each others roles. The communication is especially important in preschools and nurseries, as it can lead to better outcomes, as many studies have shown that children achieve more academically when parents, teachers and children all work towards the same goal (Morgan and Siraj-Blatchford 2009).  
Use of digital cameras and iPads in the early years settings give first hand experiences and opportunities for discussions to recall events, creating possibilities for reflection and sorting images into chronological squence and order, contributing to the foundation phase outcomes of literacy and mathematical development (Higgins and  Packard, 2004). This links to the outcomes within the plan which was set out to achieve. 
Morgan and Siraj-Blatchford (2009) state that interactive white boards are becoming increasingly popular in early years settings. They reported on a research conducted on interactive white boards in classrooms with children age 3 – 7 years in Wales. Morgan (2010) noted that the study suggested that the interactive white boards are routinely being used to support a more instructionist form of pedagogy than would be supported by the socio-cultural principles held by the majority of teachers of the foundation phase in Wales. The use of the interactive white board was promoted in this plan, as it has the benefits of accessibilty, especially in supporting young preschool children and children who may have a visual or physical impairment (Morgan and Soraj-Blatchford, 2009).   
While children need to play, experiment and be given opportunities to explore digital technologies and media (Guldberg, 2010) they also need to go ‘out to play’ to have plenty of opportunity for free movement and exercise (Palmer, 2015). This activity plan provided the opportunities to be outside, to experiment and to explore digital devices. The plan was a focused task, mainly adult initiated and modelled, with the practitioner taking the lead. This provided opportunities for high quality adult-child interactions, which is essential in the early years for the children to further their skills, knowledge and competence (Thomas and Lewis, 2016).
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