Section 1
Evaluate and analyse the use of ICT and digital media as a means of promoting and supporting young children’s holistic development
[bookmark: _Hlk32093843]In contemporary society, children have access to a wide range of ICT and digital resources, and this is increasing at a fast pace (Huber, Highfield and Kaufman, 2018; Arnott, Palaiologou and Gray, 2018). There are positive and negative arguments for and against the use of these resources and devices and the role they can play on children’s development. Whatever perspective is taken of the utilisation of technology in a child’s formative years, ICT is a key element in wider society. Ever evolving technology and a failure to grasp the importance of ICT related skills and knowledge (digital literacy) will limit individuals’ future opportunities. Horton (2011) supports this by stating that educators have a responsibility to drive forward the changes, ensuring children have the skills to succeed. Smahel, Wright and Cernikova (2015) and Chassiakos et al. (2016) state that there are both benefits and risks associated with children’s digital media usage. 
Many children’s earliest experiences of digital media come from using devices in the home. Brown (2011) states that 90% of children under 2 use some form of digital media. Ofcom (2015) state that 53% of children aged 3-4 years old use a tablet regularly. Danby et al. (2018) states that some children experience digital media from birth. Byron (2018) states that by age 4, 53% of children use the internet.
Chaudron (2015) and Danby et al. (2018) state that children are being raised in media heavy homes and have daily access to a variety of digital devices. In a study by Hinkley, Cliff and Okley (2015) it was found that use of media devices could cause adverse health issues (including obesity), poor social outcomes and social competence, behavioural issues and decreases language and cognitive development, however this was a very small study containing feedback from parents in the form of a questionnaire, therefore its relevance and usefulness could be questioned. Bozzola et al. (2018) support this and add that media device use could also have a negative effect on neurocognitive development, learning, well-being, sight, listening, metabolic functions and cardiological functions. In contrast to this negative view of ICT, Crompton, Gregory and Burke (2018) undertook research with early years children and studies their interaction with a humanoid robot. They found that children demonstrated enthusiasm and curiosity with regard their interaction with the robot and physical motor skills, emotional and social skills were developed through interaction with the technology. In addition, there were opportunities for language acquisition and communication development. In other research by Danby et al. (2018) digital game play was used to assess problem-solving and collaboration skills. Results showed that children demonstrated agency in their learning through the social interactions that occur through digital gameplay. Results also showed that working collaboratively supported problem-solving skills. This research was a small number of participants, all from one school, in order to quantify this further, larger study’s would be necessary. 
Cavanaugh, Giapponi and Golden (2016) discuss the mounting evidence that increased use of digital devices is having negative effects on brain development. They concluded that increased and habitual use of devices decrease one’s ability to think critically and reflectively and remain focused. Lissak (2018) supports this by articulating that a child’s cognitive control and emotional regulation can be affected. However, a study by Palaiologou (2016) found that children aged 3-4 had already established some digital literacy and that this could support a child’s early acquisition of print and problem-solving skills. However, the National Literacy Trust (2016) believe that digital devices do not perform in a comparative fashion to traditional print and may actually hamper acquisition of print. Crompton, Gregory and Burke (2018) who discuss the findings from the National Association for the Education of Young Children (NAEYC) who found that digital devices and information technology have the potential to support children’s holistic development. Bozzola et al. (2018) states that use of media devices can affect sleep patterns which can, in turn have a negative impact on well-being. However, Sweetser et al. (2012) state that there are some benefits to active screen time, such as promoting physical activity, improvements in school readiness and cognitive development which can consequently have a positive effect on sleeping patterns and well-being. 
Chaudron (2015) and Huber, Highfield and Kaufman (2018) believe that the current generation of parents are the first to have grown up with digital devices and as such they are more aware of safety and risks involved. The development of new technologies does not always consider the concept that children may become consumers of these technologies, and therefore safeguarding issues have not be considered in enough depth. Kidron and Rudkin (2017) support this by stating that the current digital environment has not been adapted for children and that all users from children to adults are considered equals. This is supported further by Chaudron, Di Gioia and Gemo (2018) who state that devices are not tailored to children and this can potentially pose a risk. Young children do not have the ability to assess risk in the way that an adult does. Children today have access to a wide range of easily accessible devices in the home, including, mobile phones, tablets, iPad’s, smart TV’s, games consoles, laptops and personal computers, all of which have the potential to connect to the internet (Johnston, Highfield and Hadley, 2018). Considering well-being in the digital world is just as important as all other areas of a child’s development (Kidron and Rudkin, 2017). 
[bookmark: _Hlk33276752][bookmark: _Hlk33275352]Every child should have access to the digital environment. Kidron and Rudkin (2017) support this by stating that the lack of ICT access will disadvantage children’s holistic development. The digital world has become pervasive and as such, children, even young children, have become autonomous in their use of it (Brito, Dias and Oliveira (2018). Stephen, McPake and Plowman (2010) support this by citing Plowman et al. (2008), who states that in a study in Scotland, 98% of 3 and 4-year olds had access to a mobile device. Many adults in contemporary society spend a significant amount of time on some form of technology and children bear witness to this. Chaudron, Di Gioia and Gemo (2018) state that by observing and copying the adults in their lives, children learn quickly. This is supported by Chassiakos et al. (2016) who discuss evidence from research that demonstrates 96.6% of 0-4-year olds from a low-income homes had used mobile devices, and that 75% owned their own device. This implies that the divide between affluent families and low-income families is far smaller than might be thought. This is supported by Palaiologou (2016) and Arnott, Palaiologou and Gray (2018) who articulate that because these devices have become more affordable, their use is universal in most homes now. These ‘toys’ that were once deemed expensive, are becoming more affordable. Brito, Dias and Oliveira (2018) state that these ‘toys’ were once aimed at a specific market of higher income and technology abled families, but things are changing rapidly. However, Hernandez and Roberts (2018) argue that in an ever and fast changing technological world, there will always be inequalities, because people living in poverty will not be able to reap the benefits of the most modern technologies.
Current literature suggests that ICT is changing the modes and means by which children play (Arnott, Palaiologou and Gray, 2018). Adults and parents, even those who have grown up with increasing technological developments, may reflect upon their own childhood and compare it to that of children today. Nutbrown (2014) states that adults may have difficulty in accepting the changing nature of children’s childhood’s, and the increasing access and availability of ICT in time reserved for traditional play activities. 
Technology can be used effectively for children’s play and consequently can support holistic development. Yelland and Gilbert (2017) discuss the use of iPads to support investigating, exploring, building knowledge and information sharing during play. However, Chaudron, Di Gioia and Gemo (2018) state that children perceive digital devices to be the easiest solution to resolve boredom and because of this children’s creativity has been constrained. Many toys, not only devices such as smart phones and tablets, but those aimed at children now have the ability to respond in a more human, personalised way. Chaudron (2015) discuss how smart toys can enhance and expand play and learning opportunities for a more holistic approach. 
Turvey et al. (2014) discuss the importance of making ICT more accessible in play, incorporating it into all areas of learning and all contexts, allowing for both collaborative and individual experiences, with and without practitioner input. By doing this it will allow for a holistic approach to learning and development. 
Gillen and Kucirkova (2018) believe that settings have the responsibility and ability to work with families to promote digital literacy. It is important for the practitioner to consider balancing ICT use within the setting but also between the setting and the home environment. Arnott, Palaiologou and Gray (2018) support this by discussing the importance of how an understanding of children’s digital media usage at home can support and feed into the pedagogy of the provision.  Good partnerships with parents and families are important in order to strike a balance, ensuring equitable and appropriate use of ICT. Gillen and Kucirkova (2018) discusses research that suggests there is are missed opportunities for parents and schools to work together to promote healthy and effective ICT use. Parents find it difficult to manage and control their children’s time on ICT and media devices. There has been much research done to determine why this is the case. Livingstone et al. (2015) believe that some parents find it difficult to limit their children’s time on media devices because they have difficulties in managing their own time on media devices. Evans, Jordan and Horner (2011) articulate that parents allow increased usage of media devices because they are unable to think of an alternative or because it will cause stress. Haines et al. (2013) discusses research that demonstrates how some parents allow excessive screen usage so that they can ‘get things done’. Kazakoff (2014) discusses how a child’s access to ICT is built by their social and cultural environment; it is parents, siblings, family and schools who buy and allow access to these devices. This corresponds to Bronfenbrenner’s theory of a mesosysytem and its linking of the home and school micorsystems (Arnott, Palaiologou and Gray (2018).
Nikken and Schols (2015), Cicconi (2014) and Kirova and Jamison (2018) discuss Vygotsky’s 1978 Zone of Proximal Development (ZPD) theory, and how it corresponds to media use. They believe that digital devices together with social enablers such as practitioners or parents can scaffold and support a child’s learning and holistic development and bridge the gap between what the individual knows already and what they want/need to know. Selwyn (2011) discuss how the use of digital technology also supports Bruner’s theory on scaffolding.
Churcher, Downs and Tewksbury (2014) discuss Vygotsky’s 1978 theory of social constructivism in a study surrounding the use of social media. In conclusion the study found that social media can construct knowledge to promote learning just as Vygotsky’s theory suggested. According to Edwards and Bird (2017) and Selwyn (2011) who discuss Vygotsky’s theory on cultural tools, digital devices and technologies can be those cultural tools. They go on to discuss how these digital devices used as tools can support children’s mastery of epistemic or exploratory play and subsequently ludic or symbolic play. Kazakoff (2015) discusses sociocultural influences that parents and practitioners can have on children because they are the instigators who buy, introduce these devices and introduce and instruct children in their use.
In contrast to Vygotsky whose child development theories, despite their age, can be linked to the use of digital media in an ICT orientated world, Piaget’s theories are more difficult to associate with technological use. Halpenny and Pettersen (2014) discuss Piaget’s constructivist theory, whereby children are active in mapping out their own development, being ‘hands on’ and practical. Piaget believed that children’s ‘hands on’ experiences with the real world is what would facilitate a deeper understanding of the world around them. However, Yelland (2015) believes that media devices limit opportunities for these ‘hands on’ experiences, about which Piaget theorised as being a vital component of child development. 
With more and more children turning to digital media as a means of entertainment and education, it is important for parents and practitioners to be aware of media specific theories such as Gerbner and Gross’s 1976 cultivation theory. Candler and Munday (2011) discuss Gerbner and Gross’s 1976 cultivation theory and how media can form attitudes of individuals about the world around them based on what they have observed on screen. Young children especially are easily influenced, naïve and impressionable in their ability to tell the difference between reality and fiction. Gerbner and Gross (1976) believed that children witnessing violence on screen could be influenced into thinking this was the social norm. It is the role of practitioners and parents to limit and influence what children are being subjected to on screen to ensure their views of reality remain grounded.
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What about Cyberbullying?                                                          Cyberbullying can happen to anyone using the internet and can consist of being called names, posting, liking or sharing videos or photos, spreading rumours, targeting, being threatened or intimidated, revealing personal information without permission. If your child is being bullied, report what is happening, to apps, websites, police etc, block the perpetrator, take screen shots as evidence, but most importantly, tell someone. By equipping your children with the skills to deal with all areas of internet use you can keep them safe and build digital resilience (Childline, 2020).



How much screen time is too much?    Too much screen time can have negative effects on wellbeing. Balancing the amount of time children use screens can support them in learning, exploring and interacting with the world around them. There is no ‘one size fits all’ answer. Not all screen time is harmful. Set limits, if your child demonstrates anxiety when being asked to switch off, reduce the time. Ensure there is a good balance between all aspects of life (NSPCC, 2020a).





Considerations for the Future
?                                                                      As your children get older, and become more autonomous in their internet usage, there may be new considerations such as online grooming or radicalisation. Signs include distancing themselves from friends and family, talking as if from a script, increased levels of anger, hiding things, increased secretiveness (especially with regards to internet use) (NSPCC, 2020b).
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Top Tips
· Parental Controls
· Teach children not to share any personal information
· Limit Time
· Monitor what they are doing
· Balance time sensibly
· Talk to your children
· Keep your privacy settings high
· Encourage children never to talk to or meet up with anyone they don’t know
· Set rules
· Think carefully before posting anything online
· People are not always who they say they are online
· Think carefully about what you say online- if you wouldn’t say it in person, don’t say it online
· Respect opinions of others 
· If anything makes you feel uncomfortable, talk to someone you trust
· Make family time, time outdoors and sleep a priority over screens
· Take the lead on what your children access
· Set good examples with screen usage 
  (NSPCC, 2020a; Safety net kids, no date)



Children Act 1989                                  This Act sets out the requirements of parents, guardians and local authorities, to ensure children’s welfare. Anyone looking after children, including parents, guardians, teachers etc have a duty to uphold the rights afforded by this Act; the welfare of the child is paramount, they should always be safe and protected and children’s views should always be considered (Children Act, 1989).
The Byron Review                            A 2018 review of her 2008 report, Byron found that although not all the recommendations had been met, the Government is making progress in putting stringent controls in place to support children’s internet safety, making it a priority. The review found that some of the recommendations had become outdated due to the speed that technology is developing. The review states that although everyone has a responsibility to keep children safe online, Government and Industry must take the lead (Byron, 2018).    
Ofcom Report                             Ofcom is committed to researching the Information Communications Technology (ICT) market to ensure it is regulated efficiently. The Ofcom report discusses the changing nature of how we all use ICT (Ofcom, 2019).
Legislation and Guidance                                                                                                                                                           There are many useful and important pieces of legal and regulatory documentation in place to support and help maintain children’s safety online. 







Children Act 2004                          This Act set outs further requirements of parents, guardians and local authorities to ensure children’s wellbeing. Children’s wellbeing is at the centre of this Act. The principle of the Act is that children can be happy and healthy, remain safe, supported to succeed in life and to have economic stability (Children Act, 2004).


Well-being of Future Generations (Wales) Act 2015                               Puts a responsibility on public bodies to consider the impact of their actions (Future Generations Commissioner for Wales, 2020).



Rights of Children and Young Persons (Wales) Measure 2011           The introduction of this Measure had a big impact in Wales, making Wales the first country in the United Kingdom to include the United Nations Convention on the Rights of the Child (UNCRC) into its domestic law, this means that children’s rights are at the centre of all policy making in Wales (Rights of Children and Young Persons (Wales) Measure, 2011).



Social Services and Well-being (Wales) Act 2014                                                 An Act that sets out to improve the well-being of every individual that requires care (Social Services and Well-being (Wales) Act, 2014).
 

All Wales Child Protection Procedure (AWCPP)                                                  These procedures set out guidance for all individuals involved in a child’s life. Key areas identified are partnership working and communication. The AWCPP are also responsible for the establishment of the Local Safeguarding Children Board (LSCB) (All Wales Child Protection Procedure, 2008).
 



United Nations Convention on the Rights of the Child (UNCRC)                               This document sets out the rights that all children, everywhere are entitled to, and puts an emphasis on Governments and adults to uphold these rights (Unicef, no date).




        Facts and Figures                              
· By the age of 4, 53% of children use the internet (Byron, 2018)
· 50% of children aged 3-4 are online for nearly 8 hours a week (Ofcom, 2019)
· 1 in 5 children aged 3-4 have their own tablet (Ofcom, 2019)
· 1% of children aged 3-4 have their own social media profile (Ofcom, 2019)
· 36% of children aged 3-4 spend 6.5 hours a week playing games online (Ofcom, 2019)



Links
How to up parental control: https://www.internetmatters.org/parental-controls           Online Safety: https://www.nspcc.org.uk/keeping-children-safe/online-safety                                                                     Helping Children be safe online: https://beinternetlegends.withgoogle.com/en_uk             Staying Safe Online: http://www.safetynetkids.org.uk/personal-safety/staying-safe-online/                                                                                          Bullying on Social Media: https://www.childline.org.uk/info-advice/bullying-abuse-safety/types-bullying/bullying-social-media/
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Section 3
	
ACTIVITY PLAN


	Activity: 
Searching for pirate treasure in the sand pit using metal detectors, colour sorting into corresponding buckets, counting them and using the iPad to create a pictogram for results. 


	Number of children: 
4
	Age of children: 
3-4
	Number of adults: 
1

	Location:
Outside in the garden
	Preparation time:
10mins
	Activity time:
10-20 minutes

	Resources:
Sand in sand pit, 4 x spades for digging, 4 x torches for searching, 4 x nets for sifting the sand, 4 x buckets (labelled with Gold, Silver, Bronze and Black - colours and words), 4 x metal detectors, 8 x Gold coins, 10 x Silver coins, 7 x Silver coins and 5 Black coins - all with metal washers glued to the underside, iPad to take pictures of how many coins were found for inputting data to create a graph using ‘Simple Graph Maker’..  


	Aim/s of activity:
The aim of the activity is for children to use the torches and the metal detectors to find ‘treasure’ in the sand pit. Support recognition of colours gold, silver, bronze and black. Support counting. Promote physical skills by digging with spades and sifting with nets. Support and promote using the iPad to display results in a pictogram. 



	Links to outcomes:

FOUNDATION PHASE

Language Literacy and Communication
· Use an appropriate and increasing range of vocabulary in phrases and complete sentences
· Exchange ideas and interact with others during activities

Mathematics
· Count up to 10 objects reliably
· Collect information by sorting
· Sort and classify objects using one criterion
· Understand and use the concept of ‘one more’ and ‘one less’ in their play

Physical
· Manipulate and explore tactile materials
· Explore simple tasks using a variety of equipment 

                                                                                         Welsh Government (2017)
NEW CURRICULUM FOR WALES

Expressive Arts
· Creating combines skills and knowledge
Languages, Literacy and Communication
· Understanding Language is key to understanding the world around us
Mathematics and Numeracy
· The number system is used to represent and compare relationships between numbers and quantities
Science and Technology
· Computation is the foundation for our digital world

                                                                                  Welsh Government (2020b)

DIGITAL COMPETENCY FRAMEWORK

Citizenship – Health and Well-being
· Use digital devices and media with care
Citizenship – Digital rights, licensing and ownership
· Identify some work that belongs to others
Interacting and collaborating – Collaboration
· Work together with a partner/partners on a piece of digital work
Interacting and collaboration – Storing and sharing
· Save work by clicking on an icon
Producing – Planning, sourcing and searching
· Respond to and ask questions such as why, what, how and where in relation to the task
Data and Computational Thinking – Problem Solving and Modelling
· Follow a simple sequence of instructions
Data and Computational Thinking – Data and Information Literacy
· Gather data using objects
· Sort familiar items using set criteria

                                                                                       Welsh Government (2020a)




	Differentiation:
For the children demonstrating good understanding

· Add extra coins to 20
· Add extra coloured coins for further data collection

For the children demonstrating poor understanding

· Reduce number of coins to 5
· Reduce colours to gold and silver



	Health and safety:
Carry out a risk assessment of sand pit prior to setting up activity (as it is kept outside, albeit covered)
Maintain supervision at all times to ensure no sand is ingested.
Maintain supervision to minimize risk of sand getting into eyes.
Discuss with children how to handle, torches, metal detectors, spades in a safe way to minimize injuries.
Have a first aid kit on hand.



	Role of adult/adults:
The role of the adult is to support children in their exploratory play. Encourage children to be independent in their use of digital devices such as metal detectors and torches. Model mathematical language such as, more, less, how many etc. Promote, sharing and turn taking. Support counting to 10 and colour recognition of uncommon colours. Further opportunities for knowledge and understanding, what else could be buried in the sand, what else could we use to search etc


	The activity:
The activity is a ‘Pirate’ themed activity to be set up outside in the garden. The sand pit, filled with sand, will have Gold, Silver, Bronze and Black coins (with metal washers glued on the bottom to activate the metal detector) buried within it. The children will then use the torches, spades, nets and metal detectors to search for the ‘buried treasure’. The children will then sort the coins by colour into the correspondingly marked buckets. When the children have found as many coins as they want to find, they can count out the coins in each bucket and take a picture to support their findings. With support, the children can then use the results to create a graph using the App ‘Simple Graph Maker’. This can be stored on the iPad to revisit, compare with other groups, try again etc.  





















Section 4
Evaluation
[bookmark: _GoBack]Information Communications Technology (ICT) should be incorporated into all areas of learning. Allen et al. (2012) and Arnott, Palaiologou and Gray (2018) support this stating that ICT is fundamentally linked to all areas of learning and therefore should not be taught separately. Turvey et al. (2014) support this further by stating that planning in the early years should be done across all areas of learning and in a cross curricular fashion. However, Kerckaert, Vanderlinde and Van Braak (2015) undertook a study that concluded that ICT is often taught as a separate entity in early years as opposed to integrating it into all areas of learning. This activity is a good example of how to plan a holistic activity that incorporates ICT. However, there are opportunities to further develop knowledge and understanding and ICT skills within the activity, this could be achieved by changing the resources from coins in sand to insects/bugs in soil for example, and possibly using individual cameras to record individual’s work. 
The activity can successfully develop and support children’s digital literacy. Jesson and Peacock (2012) stress the importance of teaching digital literacy using a wide range of devices, not just computers, by doing this it allows for critical thinking and working together to problem solve.  
The activity is presented as a playful activity to encourage and engage the children, rather than presenting it as a task. Kleeman and Wilder (2015) believe that digital resources and devices are media for play and subsequently learning; the real potential lies with the educator to identify potential opportunities. Marsh et al. (2018) discuss how Vygotsky’s theories on the importance of play is linked to creativity, and that play and creativity are crucial for cognitive development. This activity allows children to be creative, in the use of the resources and also in the use of the app to present the data. 
The activity provides an exciting prospect which piques the curiosity of the children from the start. It is that curiosity and the excitement from using new devices that will promote children’s engagement. This activity supports Piaget’s theory that children can construct their own learning through their curiosity (Peirce, 2013). 
This activity will develop children’s prior knowledge and experience of using apps. Their prior knowledge and experience will be beneficial when using the iPad for taking photos and using the app. This corresponds to Piaget’s theory of accommodation and assimilation, whereby the individual learns from new experiences by relating them to previous experiences (Jingxing, 2019). The activity also support’s Bruner’s and Vygotsky’s theories on scaffolding, whereby children may have used a metal detector, torch or iPad previously and this activity with contributions from a practitioner is building on what the children already know (De León, 2012). 
Marsh et al. (2018) and Arnott, Palaiologou and Gray (2018) state that children enjoy playing with digitally enabled toys. For many of the children, this might be their first opportunity interacting with these kinds of devices. The activity provided a safe, non-judgemental opportunity for them to experiment and explore independently without the fear of making mistakes or getting it wrong. It is important to allow children access to a diverse range of devices like torches, metal detectors and ipads because they may not have access to such devices at home. Allen et al. (2012) and Turvey et. (2014) support this by stating that practitioners and settings may be providing the only opportunities to use certain devices that some children will get. By using an application (app), the children are exposed to opportunities to alternative means of creativity and problem solving. Marsh et al. (2018) support this by stating that use of apps in the early years can provide opportunities for critical thinking and creativity.  
As with any activity, there would be a risk assessment in place. The risk assessment would ensure that any risks are assessed and identified, and any necessary precautions are put in place. With access to digital media and devices comes risk. Chaudron, Di Gioia and Gemo (2018) believe that if digital literacy can be developed by children in a school setting at an early age then awareness and digital resilience can also be achieved. When using the iPad as part of the activity, children are reminded that there is a password before being able to use it and that they must have an adult present when using and they understand that this is to keep them safe. Community Practitioner (2017) support the idea that digital citizenship lessons should be compulsory in schools, supporting children to develop media resilience and understand their rights. Welsh Government (2018) support this by reinforcing the importance of supporting children to develop skills which will allow them to contribute to the digital world in the future.
Peirce (2013) and Kivunja (2014) discuss some of the theoretical perspectives of workers such as Piaget, Vygotsky, Bruner, Skinner and others. The theories posited by these academics’ pre-date our current immersion in ICT in the digital age and can be linked to contemporary educational practice. Peirce (2013) and Kivunja (2014) discuss how Piaget’s constructivism theory of how experience can build and develop a child’s knowledge and understanding of the world around them. He goes on to state that Piaget’s and Vygotsky’s views on constructivism were similar, however, Piaget’s theory was based on a more individual basis and Vygotsky’s based on a social basis. This activity provides opportunities for both independent working and social collaboration. Bruner shared Vygotsky’s and Piaget’s views on constructivism, stating that it was ‘hands on’ active learning that secures and builds a child’s learning and views on the world (Kivunja, 2014: Peirce, 2013).  The activity allowed for opportunities for the children to be ‘hands on’ and actively involved in their learning. The children were able to interact with the available resources.
The activity would be carried out outside in the garden, according to Bruner, children demonstrate increased levels of focus and determination when outside (Rodger, 2012). However, the activity’s versatility means that it could be used inside, with a different theme to meet different outcomes.
The role of the adult would be to support children in the exploration of the devices available and then to support and guide them in inputting and creating a graph to show their results. Practitioners need to model behaviour, displaying a positive attitude and demonstrating knowledge and understanding of the resources. Mac Callum, Jeffrey, and Kinshuk (2014), Borthwick and Hansen (2017) and Crompton, Gregory and Burke (2018) support this by stating that lack of knowledge or experience will affect children’s ability to learn. Burnett and Daniels (2016) discuss the uncertainty demonstrated by some early years practitioners on how to integrate digital learning into the setting, and how digital these digital opportunities contribute to child’s digital literacy. Arnott, Palaiologou and Gray (2018) believe that practitioners should stop questioning whether or not inclusion of ICT in the lives of children is beneficial and instead, consider their own roles in the quality of the technological provision. 
Children undertaking this activity will have different levels of digital literacy and general ability, the activity allows for this. The torches and metal detectors are simple to use and designed for children therefore after instruction, most children will be able to use these independently. Most children will be familiar with an iPad, therefore taking photos may or may not be a new concept to them, but again a simple task that once demonstrated, children will be able to do independently. The children will all need support in using the app to create the graph. The activity could be made easier or harder by adding or deducting some coins.
Additional needs were considered when planning this activity. However, the activity does not necessarily support those children who may, for example have sensory issues. Neil, Green and Pellicano (2017) state that sensory experiences can be particularly distressing for some children with additional needs. There would have to be an alternative to this activity because it could cause distress to some children with additional needs. Therefore, the activity was not appropriate for all children.
Battro and Fischer (2012) discuss the changes in education because of the introduction of new digital technology, and how this presents new possibilities for teaching. Johnstone, Highfield and Hadley (2018) support this and articulate the importance of practitioners and educators need to contemplate how the current curriculum can support children’s digital literacy. 
The activity links well to the Foundation Phase areas of learning, it supports the language, literacy and communication, Mathematics and Physical areas of learning (as can be evidenced on the activity plan), as well as some aspects of personal and social, such as taking turns and sharing (Welsh Government, 2017). 
The activity also links to the new curriculum; covering the expressive arts, language, literacy and communication, Mathematics and Numeracy and Science and Technology areas of learning (as per activity sheet), (Welsh Government, 2020b).
Many aspects of the activity also link to the Digital Competency Framework (DCF). By introducing children to working collaboratively, ensuring they know who the work belongs to, the idea of passwords, making sure the children are aware that they can take photos of others without permission all link to the citizenship strand of the DCF. By working with others within the activity the children are collaborating to create a piece of work which they will need to save, both this working collaboratively and storing/saving their work the activity links to the Interacting and collaborating strand of the DCF. By asking question regarding the activity; planning, sourcing and creating, the activity links to the producing strand of the DCF. By following simple instructions on how to use the resources and using them to gather and sort information the activity links to the data and computational thinking strand of the DCF (Welsh Government, 2020a). 
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