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1. Critical evaluation of the effectiveness of digital devices.


Children start interacting with digital media from 4 months old, unlike in 1970 when children began regularly watching television at 4 years of age (Chassiakos et al, 2016). According to Childwise (2020) children in the UK aged 5 to 16 spend six and a half hours per day on average looking at a screen (Wakefield, 2015) this has increased by three hours per day since 1995 and usually consists of watching tv, playing video games, using a smartphone, laptop or table (Wakefield, 2015).

Digital childhood report (2017) states the ‘digital environment was not intended as a place for childhood, yet more than a third of its 3 billion users are under 18.’ The Byron review has suggested ways of making the internet safer for children, some of which have been implemented such as improving parental control  and internet filters on all devices, and adding age ratings on games to protect children from inappropriate content. The Digital childhood report (2017) goes on to say that ‘every child has a right to access the digital world creatively, knowledgeably and fearlessly, without access they are disadvantaged.’ 

Children are using tablets more often than before, and numbers of children who watch television has decreased (Ofcom, 2015; Chassiakos et al, 2016). Tablets and its apps can be interactive and ‘educational’ games can help children learn and help educators track children’s learning (Dewitt, 2017; Chiong and Shuler, 2010). However, recent reviews of hundreds of ‘educational apps’ for toddlers show that they are not based on the curriculum and there is little or no input from professional educators or child development specialists (Chassiakos et al, 2016). However, apps can also improve holistic development and can foster creativity and increase play in children aged 0-5 (Marsh et al, 2018). Children this age were found to use six apps regularly, the most popular apps were found to be ‘Youtube’ Cbeebbies, Angry Birds, Pepas Paintbox and Minecraft (Marsh et al 2018). Fifteen different types of play were observed in children using these apps, especially imaginative and fantasy play where children would replay stories based on their favourite characters (Marsh et al, 2018). The interactivity of touch screen technology means tablets know what a child is responding to  and can tailor its responses and planning the child’s next steps based on the input, increasing educational potential by ‘providing what Bruner (1978) would call scaffolding, to build skills at the child’s edge of competence (Chassiakos et al, 2016). Educational games can ‘teach us more about a child’s cognitive learning than a standardised test can, it can accurately predict children’s scores, and give educators insight into the children’s learning; possibly in the future this could reduce test anxiety (Dewitt, 2017).  Interactive apps that require children to follow and interact with ‘items’ can also help children develop hand eye coordination (UK Safer Internet, 2017).  

The National Literacy Trust  (2017) finds that technology can help support early communication, language and literacy skills through Ebooks, apps and video calling. From 24 months old, children have been able to learn words over Skype  (Chassiakos et al, 2016), however, the National Literacy Trust (2017) suggest that, like a book, technology should be used with adults as a tool for play and learning, rather than a replacement for adult contact. Chion and Shuler (2010) find evidence that children can learn from apps, specifically they tested ‘Martha speaks’, a vocabulary app,  and ‘Super why’ a literacy app. After only 2 weeks of playing with these apps, 3-7 year olds all scored higher on their vocabulary and literacy tests, with 5 year olds seeming to learn the most with a 27% gain in vocabulary.  When the content was too difficult for the younger children, they reported to enjoy it anyway, as the apps made them laugh and they got to collect stickers’ which Skinners theory of operant conditioning (1938) would call positive reinforcement. (Chion & Shuler, 2010)

  
Donaldson (2015) states that digital competence has equal importance to literacy and numeracy in the modern world. The Digital Competence Framework (2020) states that digital competence is having the skills to use technology, which is essential for children who want to be informed, capable and successful in the 21st century. Successful Futures (2015) says ‘full participation in modern society and the workplace already demands increasingly high levels of digital competence and that process can only continue into a future that we cannot imagine.’ Digital and social media exposes children to new ideas and information, including knowledge about good health, and more social contact and support (Chassiakos et al 2016). Children can access a ‘wealth of information’, where previous generations were limited by their parents’ knowledge; however, limiting screen time is still recommended (UK Safer Internet Centre 2017).


Digital media devices such as tablets can be used as a more knowledgeable other, as in the Vygotskian social development theory, especially in low income pre-schoolers (Lee and Tu 2016). Characters on tv can also be the more knowledgeable other. Although the American Academy of Paediatrics (2016) shows limited educational benefits for children under two,  Studies have shown that when toddlers build ‘parasocial relationships’ with characters like Dora and Elmo, it can improve their learning ability, demonstrated by twenty-one month olds learning to stack cups from a video of their character (Chassiakos et al, 2016). Sesame Street, although criticised for letting parents off the hook for teaching their children how to read, was found in large scale studies to  be an effective educator, especially for socially disadvantaged children (Waller & Davis, 2014).

Although high levels of media usage are linked to obesity and risk of cardiovascular problems (Chassiakos et al (2016) some technology can help with this problem. For example  the Nintendo Wii has been found to be a more appealing type of exercise that can help children get fitter with regular use (Brady, 2008). The UK Government has accepted that active computer games can play a key part in introducing children to exercise (Brady, 2008). Wii Fit have been shown to help people with diabetes lower their blood sugar levels (NHS, 2017). 

[bookmark: _GoBack]However, there are negatives to technology. Some see technology and gaming as a waste of time and money, that keeps children indoors away from beneficial activities such as outdoor sensory activities (Wilson, 2012). Technology brings loss of face-to-face communication, eye contact and touch, children learn fewer personal skills and empathy (Strohman, 2017). Children usually consume technology in a solitary way, which gives children less time to be with other children in this critical social period (Wilson, 2012). Despite being digitally connected, 58% of children aged nine to sixteen experience feelings of loneliness, and this has increased 7% per year over the recent years (Dickson, 2019). However, Waller & Davis (2014) argue that children use talking about television to ‘connect with peers and construct their own identity’.

Digital media has risks, such as undermining children’s sleep habits, worsening their attention span, and having negative effects on learning (Chassiakos et al, 2016).  There is a correlation between toddlers that watch excessive television, and those who perform worse at school and eating the most ‘junk food’ (Chassiakos et al, 2016). Toddlers with a ‘difficult temperament’ or self-regulation problems are found to have more excessive media consumption. (Chassiakos et al, 2016). Having 24/7 access to technology is ‘making us more impulsive, disconnected, anxious and unregulated (Strohman, 2017). Waller and Davis (2014) state ‘levels of attention deficit hyperactivity disorder in children increased in line with television viewing’. Currently 75% of under-fives in the UK have access to the internet, this figure has tripled since 2008 (Nursery World, 2019). Higher levels of media consumption bring higher levels of obesity and depression (Chassiakos et al, 2016). 

With technology, children can now access inappropriate and unsafe content and people, while privacy and confidentiality are more difficult for children to navigate online (Chassiakos et al, 2016). ‘The move towards smaller screens makes supervision more difficult for parents’ (Ofcom, 2015) as 53% of 3-4 year olds use a tablet (Ofcom, 2015) and a fifth of five year olds own a mobile phone (Childwise, 2020). With technology comes possible exposure to cyberbullying and sexual and violent content - unsuitable material for their age (Knapton, 2018). However Digital Childhood Report (2017) says that although the risk of online grooming and sexual abuse are real threats, they have been ‘pushed to the forefront by tragic headlines’ and are not actually as prevalent as people think. The more common risks are ‘insomnia, obesity, low self-esteem, addiction and oversharing’ (Digital Childhood Report, 2017). In England and Wales, the Malicious Communications Act (1988) makes it an offence to send a communication with the intention of causing distress or anxiety, however Knapton (2018) finds that one third of young people self-report as victims of cyberbullying, and being a victim of cyberbullying  makes young people  2.3 times more likely to self-harm or attempt
Suicide. 


Wakefield (2018) states that ‘gaming addiction’ is now being classified as a disease by the World Health Organisation, it affects between 1% and 6% of adolescents and young people, and the criteria is basically whether the digital addiction is affecting basic life activities such as sleeping, eating, socialising and education.  There is increasing concern about the amount of time children and young people spend playing online games and the impact it has on their mental health (NHS, 2019). Children and young people who are gaming addicts will be offered treatment on the NHS (NHS, 2019). 


Technology addictions may lead to other addictions later in life; when compared to brain scans of a healthy brain, drug addicts’ brains have significantly damaged and reduced dopamine receptors (Strohman, 2017). People who have spent eight hours a day online have a brain scan that shows damage that looks very similar to the drug addict’s brain in terms of the dopamine receptors (Strohman, 2017). When children use technology excessively during critical periods of brain development, this could damage their dopamine receptors and change their brain structure making it more likely to develop other addictions later in life (Strohman, 2017). 

Watching television can change the way children act. Bandura’s social learning theory states that children that watch violent media content behave in a more aggressive way (Chassiakos et al, 2016). Social learning theory also means that children will learn technology use from watching parents,  which is impactful as the average person in the UK checks their phone every 12 minutes (Hymas, 2018). Apart from modelling behaviour, parents can also adapt their relationship with technology, as this can impact the attachment pattern that their child develops. Brighton Therapy Partnership (2020) find that parents who are addicted to phones or even just work from home on computers, give their babies less eye contact, emotional engagement, and can be less available as parents; this lack of a secure base could mean their children will become insecurely attached, which negatively affects their holistic and emotional development. Both avoidant and ambivalent insecurely attached children could grow up to use technology in unhealthy ways, either because their fear of separation makes them cling to the phone and its ability to contact people, or someone avoiding intimacy at all costs can use a phone as a barrier in a social situation to keep their distance in real life and conduct relationships over the internet (Brighton Therapy Partnership, 2020). This shows that technology use is proving to be a cycle and the high use of parents can negatively affect children for life.

Gerbner et al (1986) Cultivation theory finds that ‘people who are heavy watchers of television assimilate this information and believe that the world is a dangerous, scary place where others can't be trusted’ this is one reason how technology is making children more anxious. For example, one in three children worry regularly about war, terrorism and global events such as climate change (Morris, 2018). 72% of children experience worry or anxiety regularly, 58% of children fear they are not good enough and 57% of children think they do not look good enough (Morris, 2018). These are all issues that can be caused or made worse by social media; technology has been proven to negatively impact young people’s self-esteem, emotional stability, decision making and impulse control (Strohman, 2017). These issues can be mitigated by reducing the amount of time spent on screens. The American Academy of Paediatrics (2017) have issued guidelines that recommend children under the age of two do not watch any screen entertainment at all as it can negatively affect early brain development. Waller & Davis (2014) says ‘children under three should not be exposed to tv at all and those between 3 and 7 should watch no more than 30-60 minutes of television a day. However, children in the UK under 5 currently spend 2 and a half hours per day watching video content (Nursery World, 2019).

This earlier use of media, higher usage and low-quality content, are all predictors of poor executive function such as impulse control, self-regulation and mental flexibility (Chassiakos et al, 2016 ). Empathy and the ability to understand others’ thoughts and feelings is also affected if children overuse technology when they are at an age to develop theory of mind, (Chassiakos et al, 2016). Piaget said egocentrism declines during the preoperational stage around age 2-7, meaning this is when children start to develop their empathy skills (Borke, 1975).  Digital Childhood Report (2017) finds that 3-5 year olds tend to believe what they see and the risk at this age is a parent using a device as a babysitter. Recent evidence shows that toddlers with social emotional delays are more likely to be given a mobile device to ‘calm down’ (Chassiakos et al, 2016). 

 Often overlooked is the impact that the production of these technological devices has on children in the Congo who mine the minerals used in almost every device  (Kara, 2018). Minerals such as tungsten, tin and gold are mined by children as young as 6 years old, whose rights should also be protected by the UNCRC (Kara, 2018). The Welsh government wants to foster global citizenship ESDGC (2008) however, large companies such as Nokia, Samsung and Apple, cannot guarantee there is no child labour in the making of their devices, so should schools in Wales be purchasing these digital devices (Piasecki Poulsen, 2012) However, Despite the many risks and the unseen downsides, we cannot deny children access to technology as it ‘puts them at a severe disadvantage in a global economy that requires them to be proficient with it’ (Strohman, 2017).




2. Leaflet
How To Keep Your Children Safe On The Internet - Guide For Parents and Carers

Safer Internet Centre (2020) says that ‘As a parent or carer you play a key role in helping your child stay safe online’
[image: Petition · F.F.O.P. (Fishing For Online Predators): CHANGE ...]The risks of children being online according to the NSPCC (2019)
· Contact with inappropriate / dangerous people
· Inappropriate content– pornographic or violent    content. 
· Online grooming
· Online sexual abuse
· Online threats, cyberbullying
· Personal information being used
· Sharing inappropriate information, e.g. sexting
· Radicalisation online

The Digital Childhood Report (2017) suggest there are less dangerous but more common risks than these, such as; insomnia, obesity, low self-esteem, addiction and oversharing. Chassiakos et al, (2017) suggest technology worsens attention span and has a negative effect on learning.

Policy and legislation : The Working Together to Safeguard Children Act (2018) states we must protect children from emerging threats such as online abuse, grooming, sexual exploitation and radicalisation
[image: ]
Safeguarding children online
· Make children aware of the risks and show them strategies to limit the risk. Young Minds (no date) suggest regularly talking to your child about technology, show an interest in what apps they use
· Keep open communication with your children about what they are doing online
· Make boundaries about media with your children if possible (Young Minds, 2020) For example, no screens in bedrooms, no screens at bedtime or meal times, maximum one hour of tv per day. Healthychildren.org suggests making a ‘family media plan ‘ at www.Healthychildren.org/mediauseplan



Other useful tips
· Computer screens must be in family rooms with the screen facing outwards, so family can keep an eye on what the child is doing online (Naish, 2018).
· Place consistent limits on how long children use technology for (American academy of paediatrics, 2016)

Behaviour to watch for:
· If a child is withdrawn, upset or spends much more or less time than usual on the computer, this is a sign they may be experiencing online abuse (NSPCC, 2019)
· If your child’s behaviour changes after they go online, and they become more secretive and don’t want to tell you where they are going, this is a red flag (Naish, 2018). Make sure you have passwords to their social media so you can check they are not talking to anyone inappropriate, or planning to meet with somebody untoward ( Naish, 2018).
· Be aware that foster children may be using the internet to stay in contact with someone that has harmed them in the past ( Naish, 2018) vulnerable children are more at risk (NSPCC, 2019)

If you think a child is in immediate danger, contact the police on 999 ( NSPCC, 2019) if you are worried find more information here : https://learning.nspcc.org.uk/child-abuse-and-neglect/online-abuse/


[image: ] How young can children use media

American Academy of Paediatrics (2016) recommendations to discourage media exposure
for children younger than 2 years; there are no benefits, it’s even been found to inhibit brain development. Children who are aged 2-5  should be limited to only 1 hour per day of high quality programming, and it is recommended that you watch with your child, (American Academy of Paediatrics, 2016)

Social media has an age limit, make sure your child is old enough to use it. Does your child have a younger emotional age? Are they more vulnerable, or do they have additional learning needs. Ask yourself, Is this technology appropriate for them (Naish 2018)?
Ofcom (2015) finds that Whatsapp has become more popular with 12-15 years olds since last year, despite the minimum age limit of 16 to use this app. If possible become friends with your child on social media so you can keep an eye on their online presence (Healthy Children, 2019)
[image: Kids, Technology &amp; Keeping Them Safe - EBONY]Parents anxieties about technology
Ofcom (2020) finds that ‘More parents than ever feel children’s online use now carries more risks than benefits’. According to Ofcom (2020) parents are worried about what their child is seeing online, and wandering if it encourages children to harm themselves,
Chiassakos (2016) finds that many parents fear their children will not become skilled at digital competencies without early exposure to it, however this is not the case, children learn quickly. 

If you don’t know enough to support your children online, take a course to gain confidence (Naish 2018). Ask your children to show you how to use the devices they use ( Young minds, 2020)

Discuss with your children that everywhere to visit on the internet, it is ‘remembered’, as are comments they make online,  so not to visit sites or say things that they will later regret. (Heathy children, 2019) Talk to them about the serious consequences of cyberbullying and encourage them to be good digital citizens (Heathy children, 2019) explain to your children that under the communications act 2003, it is an offence ‘to send an electronic message that is grossly offensive or of an indecent, obscene or menacing character’ (NSPCC, 2019)

Ask your children if they have seen anything online that they are not comfortable with like nasty comments or pictures (Young Minds, 2019) If possible, help them block content that is not appropriate  (Young Minds, 2019)


Model good behaviour

[image: Is Apple systematically destroying the screen time ...]Worried about excessive media use? Model a healthy relationship with technology, as this helps your child learn how to behave. Young Minds (2019) suggests parents lead by example, show your child what apps you like and show them how you can use the internet in a positive way.  Also talk about what you don’t like about the internet, e.g. the effects of social median (Young minds 2019) Think about how much you use your phone and play games. Are you setting a good example?
 
Make sure children can’t access your devices and use strong passwords. 

Does your child need a smartphone? Think about what phone your child really needs? 
Naish (2018) suggests starting your child with a phone without internet to see how they act with it.

[image: Internet Security | IPSecurity | SSL| TLS | PGP ...]
Parental controls
You can put parental controls on your Wi-Fi, computers, phones, tablets and games consoles. You can put timers on devices to restrict internet use (Young Minds, 2019) For advice on how to setup parental controls on your devices, call the NSPCC online safety advice line 08088005002  NSPCC (2020).


[image: Technology Tidbits: Thoughts of a Cyber Hero: Top 10 Sites ...]Sharing
Teach your children about confidentiality and sharing. Show them how to use privacy settings on the computer (Young Minds, 2019)
Explain that you put personal information on the internet, it can stay there forever as a screenshot even if it’s been deleted (Young Minds, 2019). Think carefully about what pictures get uploaded to the internet.

More info and links
Nspcc – Training for parents - https://learning.nspcc.org.uk/training/introductory/keeping-children-safe-online-online-course/
NSPCC protecting children from online abuse https://learning.nspcc.org.uk/child-abuse-and-neglect/online-abuse/
Parents protect –www.parentsprotect.org
















3. Activity plan

	Activity Plan

	Activity: ‘my favorite plants’


	Number of children: 

Up to 12

	Age: 5-7
	Number of adults: 3

	Location: Forest 

	Preparation time: 30 minutes
	Activity time: 2 hours outside, 2 hours inside. Possibility to extent the session.

	Resources:
· 4 tablets
· 1 smartphone
· 2 digital cameras
· 4 computers
· 1 Printer
· Waterproof box
· Tarpaulin 


	Aims
· Developing skills of digital literacy
· Developing specific skills such as; taking pictures on a tablet, taking a video, sending emails with attachments, using tablets, editing an image, using an app, using a printer, or using PowerPoint, using a USB stick, researching on google
· Helping with children’s understanding of types of plants
· Making digital proficiency fun and part of day to day life.
· Helping children to work in a team
· Using self directed play that leads into an adult led activity to help children learn skills
· send on email to parents, or make a video

Objectives
· Use technology to show and tell others about your favorite plants
· Use tablets to take pictures, use a plant ID app to help you identify plants, use Google or Ecosia to find out about your chosen plant, use a printer or PowerPoint to show this information to others. Send the presentation to a parent or grandparent
· Supporting the development of social skills, sharing and turn taking


	Links to outcomes: 

Improve children’s digital competencies
Strands of the framework and how we link to outcomes: 

· Citizenship
Main focus on wellbeing as activity is set outdoors, moving around in nature. We will talk about digital rights, permissions for photos.
· Interacting and collaborating
As this is group work, due to the number of devices children will learn about sharing, collaborating, communicating and moving files around
· Producing
Planning, sourcing, searching for data for their presentation, finding information from a variety of sources, being cooperative and deciding software used and method used
· Data and computational thinking
Problem solving, sorting and gathering information, choosing leaves, sorting plants, defining plants and categorizing collecting information on properties.



	Differentiation: 

As the activity is self-directed, children can choose how easy or difficult to make their presentation.

For children with ALN, or mobility difficulties that need it, provide a 1-2-1.
Make sure the site is wheelchair accessible if required.

For children with are digitally proficient, we make sure they are supported with a  more difficult option, using a PowerPoint presentation with interactive media, or editing a movie, uploading your plant video to the school website.

For all groups adults will be walking around checking if any groups need help.
Groups will be invited to share the roles so each child can take a turn at taking pictures of plants, finding information on the Internet about their plants, recording information in Microsoft word, making a slide on PowerPoint.
This gives children with mixed abilities the chance to learn from each other.


	Health and safety: 

Site assessed before activity
Risk assessment made and followed
No activity if adverse weather
Boundaries clearly marked out
Waterproof area, if it starts raining, all electricals placed in waterproof box to avoid damaged devices and electrocution
Children told only to use technology on ground level, any high up things, zoom must be used, not tree climbed.


	
Role of adult: The adults are there to set up the activity, explain idea and then walk around in case anyone needs help. Adults can be the more knowledgeable other with any technology related questions, help anyone that is struggling, and make sure advanced students are challenged. The adults can make sure that the children stay within the boundaries and provide information about plants if asked.


	The activity:
The activity preparation.
Waterproof box in the woods, containing the digital devices, under a waterproof shelter such as a tarp.

Adults will ask students to explore the woods and find their favorite plants. Begin a session of free play, with the idea of favorite plants.
Then children put themselves into groups of 3 or 4 and show each other their favorite plants.

Then teachers give children  a choice of digital devices, and explain about taking turns. Children are told to do a presentation about their favourite plants in groups, in whichever way they like. They are shown examples of what they can do if they want, for example video presentation, PowerPoint, word doc, audio recording, print pictures. The presentation could include photos, information, idendtification, uses, of special properties of your favorite plants.

Adults suggests to start by collecting photos plants outside, explain about not picking plants because of biodiversity, but instead maybe drawing round leaves. Later there is an indoor session where children can choose our favorite photos and research the chosen plants and uses put together a presentation, 

The presentations are given to the rest of the group. At the end of the activity 
conclude the session by asking the children what did they enjoy about the activity? What did we learn? What did we discover? What could we do differently? How do we make it more fun next time?












4. Critically evaluate the planned activity 

The activity takes place outdoors, it begins with half an hour of self- directed play in the woods, then progresses to children using the digital technologies of their choice to create a presentation about their favourite plants, identifying them, and their uses. 

The resources available are: Ipads, printers, smart phone, computer and digital camera. The children can install and use plant ID apps, use the camera and video facilities, and use Google/ Ecosia to research plant facts about their favourite plant’s uses. The presentations styles recommended to children include PowerPoint, video, printed book, internet page, photo book and word documents with pictures. The activity aims to increase children’s confidence with technology, rather than focusing on teaching children specific programmes  as
Doneldson (2015), found that digital technology and the software packages schools taught about were already out of date, and businesses were concerned that schools were ‘out of touch with the emerging digital workplace’.

One advantage of the activity is that it encourages creativity and original thought. Donaldson (2015) says the skill of using digital technology creatively is a very necessary ability in the modern workplace. The first of the ‘four purposes’ of the new curriculum aims to support children to become ambitious capable learners. It suggests that children should ‘use digital technologies creatively to communicate, find and analyse information’ (Welsh government, 2020).  One of the main aims of the activity is for children to use technology creatively, and conduct their own research into something that interests them. Welsh `Government (2020) also suggest children should build up a body of knowledge and challenge themselves, using problem solving skills. Their plant knowledge and digital competencies increase with this activity, and children can have the option to make the presentation as complicated as they like, allowing them to challenge themselves.

According to Doneldson (2015), the Foundation Phase Framework (2015) and Digital Competence Framework (2020), digital literacy should be cross curricular, part of everything children do, not separate subjects. This activity is cross curricular, As well as helping children with their digital understanding, the activity increases plant knowledge, presentation skills, literacy skills, writing and spelling skills, maths skills; early maths skills could be used, if the child is showing how to identify certain plants, with leaves of a certain shape, or numbers of petals. Doneldson (2015) finds that literacy, numeracy and digital competence should be the responsibly of all teachers. The foundation phase (2015) also says that ‘Developing ICT should be holistic and integral across the curriculum’ they go on to say that skills should be practised with a range of activities that involve children finding and researching information, developing and creatively presenting ideas and information. This activity involves all of these research and presentation aspects.

The Foundation Phase Framework (2015) suggests we help children develop motor skills through practical activities including ICT. The Foundation Phase Framework (2015) also suggests that there should be a greater emphasis on the outdoors as a learning environment as it has positive effects on children’s learning. The activity is set in the forest, giving children a chance to exercise, which helps physical health, and mental wellbeing, and improves fine and gross motor skills. Welsh government (2020) states in the four purposes children should ‘apply knowledge about the impact of diet and exercise on physical and mental health in their daily lives’, being outside in the woods is a good opportunity to talk to children about the benefits of the outdoors and exercise.

The fourth purpose of the new curriculum aims to support children to become healthy confident individuals and ‘build their mental and emotional wellbeing by developing confidence, resilience and empathy’ (Welsh government, 2020). There are many benefits from spending time outside, including physical health, mental wellbeing and lower anxiety (Wilson, 2012). The play part of the activity builds resilience and decreases the risk of ACES (Play Wales, 2016). Play is also beneficial for learning, as flow learning theory finds that if you first ‘awaken enthusiasm’ with outdoor play, children interact better with the activity after (Cornell 1989).

The Citizenship strand within the digital competency framework (2020) links with the activity in several ways. The children will talk about photo permissions as they take photos, learn about passwords as the devices will all have passwords, talk about wellbeing including think about the benefits of being outdoors and the important of not spending too long on devices, who to share their presentations with, how to add their names to their digital work, although unfortunately there is unlikely to be an opportunity to talk about cyberbullying and online behaviour, as the presentations will not likely be put online. With digitally competent children who need more of a challenge, we could do a further activity using these presentations where we upload them online and allow other children to comment and feedback on other’s presentations online and this could provide a platform for talking about cyberbullying.

Another advantage about the activity is that the children can choose which technology to use, from a wide range of devices. Foundation Phase Framework (2015) says ‘Children should be given opportunities to develop their skills using a wide range of equipment and software’. The adults will be knowledgeable and keen, which Estyn (no date) finds to be an important component of enhancing learning when staff are confident using technology.

The Foundation Phase Framework (2015) state that children should be able to experience working in a group or pairs, taking on different roles in the group such as leadership,  and using different resources in their groups, such as ICT equipment. An advantage of this activity is that children can practise group work, with mixed age and ability groups. This will mean that older children and the adults are the more knowledgeable other for younger children. The second of the four purposes of the new curriculum states that children will ideally become ‘enterprising creative contributors’, who lead and play different roles in a team, express ideas through different media, think creatively to problem solve and give their energy and skills to benefit others (Welsh government, 2020). This activity where they create a presentation to express ideas and share them with their classmates and parents, fits very well with this purpose.

The third purpose of the new curriculum is to develop ethically informed citizens, specifically 
 ‘Respect the needs and rights of others, as a member of a diverse society’ 
and ‘show their commitment to the sustainability of the planet’ (Welsh government 2020). Group work will help children practise respecting other’s needs, and the subject matter of favourite plants and uses will open up discussions about not picking plants, and not damaging trees and how to protect the ecosystems. This will open up discussions about sustainability and the planet. ‘Understanding the impact of actions‘ adults can talk during the activity about what happens if we pick all of the flowers, will there be any next year. 

The interacting and collaborating strand is also relevant, as children may be emailing the photos from the Ipad to the computer, or to each other, working together with a partner or group, and saving photos and documents, therefore practising all of the elements of this strand.

The activity is flexible and child led, the choice of technologies means that children of different abilities will get something out of the activity. For example, within the producing/creating strand of the Digital Competency Framework, one child can be selecting what software to use (reception category) and another child can enter text into a search engine (c steps) collaborating whilst being at different levels, and the reception age child is the more knowledgeable other to the child who is at c steps (Digital Competency Framework, 2020). The Producing strand aims in this age range children would ideally choose which programme to use to complete a task, and use different multimedia components to capture and use text, image, sound, animation and video (Digital Competency Framework 2020).  This activity gives a choice of tools and children have the chance to gather data in various ways using various devices. This activity does unfortunately not give many opportunities for evaluating and improving, apart from a quick discussion at the end of the activity. This could however be improved on.

If all of the children have a high level of digital competency, the activity can progress to more complicated presentations, editing video footage for example, or even uploading the presentations to a website and sharing with parents. 

The possible downsides of the activity are as follows; Children working in a group might all have different favourite plants. If not facilitated perhaps the loudest or oldest child would get to choose the plants to research. Although it aims to utilise the benefits of self-directed learning and play, in reality this activity is adult led as adults are asking children to use digital technology. The activity is outside in Wales, it might suddenly rain causing the equipment to be damaged. If there are not enough adults, children might start using the technology for games instead of the set task. Some children might choose the easiest option and not push themselves, so they can spend more time playing outdoors. The presentations might all be different and therefore difficult for the adult to assess. For some children, the activity could be too unstructured and children may lose focus.
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