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[bookmark: _Hlk63282058]Section 1
[bookmark: _Hlk65099691][bookmark: _Hlk63285866]Open Access Government (2019) and Chassiakos et al. (2016) state that children are spending more time than ever using modern digital media as it is enjoyable and becoming more accessible. Therefore, this critical evaluation will consider the effectiveness of digital devices used by young children. Ofcom (2018) and Kidron and Rudkin (2017) suggest that children were not the intended participants of a digital environment and believe that as this type of technology is more recent it is difficult to assess what children are using it for. Chassiakos et al. (2016) suggest that it has not been thoroughly studied as digital technology is only 25 years old, and what we know about child development research predates this digital era. It is developing quicker than current research, therefore as Brito, Dias and Oliveira (2018) and Department for Digital, Culture, Media and Sport (2018) state it has changed rapidly within the last ten years and the impact digital media could have on children’s development is difficult to understand (Kidron, 2017).

[bookmark: bau2][bookmark: bau3]It should also be considered as stated by Brito, Dias and Oliveira (2018) that modern parents are the first generation to raise their children surrounded by modern digital media from birth. The Department for Digital, Culture, Media and Sport (2017) and Chaudron (2015) has concerns, that children may therefore become more proficient than their parents and due to their lack of education parents may take an overly cautious and restrictive approach to children’s use of digital media that could create barriers for children’s self-directed learning so they become merely consumers rather than investigative producers of digital media that Welsh Gov (2015) suggest children should be for an active role in future society. Rinaldi (2013) suggests that the Reggio Emilia approach supports an idea of a competent child that is capable of constructing their own knowledge and open to learning from the moment they are born and according to Dezuanni et al. (2015) cited in Rodger (2016) and Jacob (2016) I-Pads are successfully used by young children as they learn how to use them quickly, possibly due to their easy touch screen and as Hammer, Scheiter and Stürmer, 2021 suggest early provision from parents enables practice through investigation as supported by Kolb’s learning cycle (Smith, 2010).

[bookmark: _Hlk63797099]However, Vodaphone (2020) recommends content should be restricted depending on age ability, and Piaget’s preoperational stage cited in Cherry (2020) supports Chaudron (2015) who argues that young children rely on their recognition of logos and images to guide them through their digital media use as their level of cognition limits their capabilities and critical thinking skills possibly putting them at risk of being unable to recognise dangers and the difference between real life and make-believe. 

[bookmark: _Hlk64571232]Vidal-Hall, Flewitt and Wyse (2020) and Chassiakos et al. (2016) suggest that children need adults to be present to develop their digital literacy competency and Strouse and Troseth (2014), agree that if adults scaffold children’s understanding of the information they gather through digital media, they become able to relate it to the real world just as they might if they were reading a story from a book therefore, as supported by Vygotsky (1978) children who have watched digital media from a young age without scaffolding from a more knowledgeable other may not use this research to extend their learning (Vidal-Hall, Flewitt and Wyse, 2020). If they have received no response from interaction with a screen or watched programmes that they are unable to relate to in their real life, such as talking animals, then they may feel disassociated from the content (Strouse and Troseth, 2014).
[bookmark: _Hlk64571462] However, Chassiakos et al. (2016) suggests that programmes that interact with children may improve their learning, if they are able to make a bond with a familiar character, then this can be their more knowledgeable other. Giles (2002) cited in Aguiar et al. (2018) suggests that children can also use media characters to replicate social opportunities similar to real friendships that Aguiar et al. (2018) links to theory by Ainsworth et al. (1978) and Sullivan (1953) that children need to form friendships to develop their skills needed for adult relationships such as security and empathy. According to MacBlain (2018) this also links to Bandura’s Social Learning Theory that children imitate adults and characters they have seen online. Although, MacBlain (2018) argues that children are capable of controlling their emotions from an early age and can resist imitating others, Zheng and Zhang (2016) and Greitemeyer,and Osswald (2010) state that some children can exhibit aggressive behaviour after playing violent games on digital media, however, Greitemeyer,and Osswald (2010) also believe that the opposite can be true and games that show prosocial content can have a positive effect on behaviour such as willingness to help others. 
[bookmark: _Hlk64734093]Wakefield (2015) suggests that children may be spending their time indoors engaging with digital media and according to The Guardian (2016) a national trust survey found that children spend on average half the time outdoors than their parents did. Todd (2017) agrees that technological advances may be the reason that children are spending more time indoors and NHS (no date) states if this leads to lack of exposure to natural light, children may be at risk of harming the development of their eyes leading to myopia, or as stated by NHS (2020) they could become deficient in vitamin D that is needed to develop healthy teeth, bones, and muscle. It could also have a negative effect for their immune system response to respiratory viruses. Knaebel (2018) agrees that vitamin D also raises serotonin levels promoting children’s mood and mental health and this is supported by Mind (2020), White (2013) and Outdoor classrooms (2018) agree that engagement for children and staff well-being is supported in outdoor learning,

Derrickson (2020) states that children should exercise both physically and mentally to focus their highly plastic brain and the high level of mitochondria in their cells that affords them the ability to learn experientially. Healthcorp (2015) discusses the negative impact on children that spend long periods sitting down that can be expected when using digital media and suggests parents model an active lifestyle, that encourages children to keep moving, and long physical activities to allow them an opportunity to develop as stated in The Motor Story (no date) their vestibular system. This also allows opportunities for risk taking that is seen in Scandinavian countries inspired by Froebel that realise how it can promote resilience for children (Bruce, 2012; Williams-Siegfredsen, 2012). Modern digital media is considering the effect it may have on children’s mobility and has begun developing interactive games and apps such as geocaching (Natural Trust no date). Fitsize (2018) reports that a hospital in Michigan has been using Pokemon Go to encourage children to exercise and socialise as it encourages their interest to move and find game characters.

Froebel’s approach as stated by Louis and Powell (2020) also suggests children need real life experiences, and as Beery and Jorgensen (2016) states spending time in an indoor environment may deny children opportunites to explore sensory experiences within nature and as stated by Crim, Desjean-Perrotta, and Moseley (2012) and Louv (2009) this could contribute to a nature deficit Beery and Jorgensen (2016) and Welsh Gov (2007) suggest connection with their environment will help children to realise their place in a sustainable future and although according to The Guardian (2016) 83% of parents in a survey thought that learning to use digital media was important most would prefer their children to play outdoors in nature. 

Ofcom (2019), and Chassiakos et al. (2016) state that mobile devices are now preferred over more traditional media such as television as it offers more choice and quicker access. It should then be considered that if the preference for children is to use mobile digital media then digital media could be used in any environment. Chassiakos et al. (2016) agrees and states how the mobility of current digital media can promote the achievement of academic and wellness goals by offering information, guidance, and communication while in the outdoor environment.

Welsh Gov (2015) agrees that the influence of digital technology poses new challenges but also opportunities for wider learning and children should learn to use it creatively to become capable citizens in their future roles in society. Cowan (2019) agrees that digital media can be incorporated into children’s education effectively suggesting it could be considered as part of the hundred languages philosophy and it supports inclusion, including sensory resources such as light boxes, projectors, and music.

However, Cowan (2019) also realises that digital media can lack opportunities for tactile or three-dimensional experiences for children and Ihmeideha, and Alkhawaldeha (2017) and Papadakis, Kalogiannakis and Zaranis (2018) state that practitioners should be supported to appropriately educate children on how they can use digital media to promote their development. Chaudron (2015) suggests that children are inspired by digital media and use this to shape their play and as stated by McInnes et al. (2011) children are likely to be engage in an activity that they perceive as play therefore, according to Vidal-Hall, Flewitt and Wyse (2020) and Cowan (2019) practitioners should consider embracing children’s interests and include them in their planning. Children’s development can be enhanced as they create stop motion videos or create models of their favourite digital characters or games. Another example of this stated in Chaudron (2015) is that children learn coding while playing the game Minecraft and this enables practitioners to link children’s learning through perceived play to the Digital Competence Framework that includes creating instructions (Welsh Gov 2008a)
Welsh Gov (2015) supports this as stated in the new curriculum believing children’s enjoyment of digital devices should be incorporated into their learning to allow children to extend their research, investigate and communicate with others and realise a wider world beyond their own imagination. 

According to Welsh Gov (2020) and Estyn (2020) an innovative approach to planning has been required with the current pandemic situation leading to education being delivered in a different way that has had to engage children and support parents and carers to implement learning from their homes. Kerley (2020) states that although digital media has enabled communication during the isolation of the pandemic it should be balanced to enable screen free time. This has been enabled with a blended approach of online and offline activities delivered through digital media. 

As stated in article 29 of United Nation Convention on the Rights of the Child (1989) children have a right to an education that develops their abilities to the full however, Estyn (2020) and Welsh Gov (2020a) suggest that the disadvantaged gap may increase due to lockdown across the world. Lancker and Parolin (2020) state this could be due to children from low-income families finding home learning difficult possibly because they have nowhere suitable to complete their work or no access to the internet. As stated in Cherry (2020) this is supported by Maslow (1943) as the loss of stability and connections that may be caused by the isolation of the pandemic could negatively affect children’s well-being and their ability to learn.

[bookmark: _Hlk64927971]Coughlan (2020) states that schools have supported children by providing them with laptops to use at home, and Welsh Gov (2020b) has pledged £3 million and supplied children with thousands of laptops and to support their work from home, but as Office for National Statistics (2019) and Coughlan (2020) states with a low income these families may not be able to afford internet costs to access them resulting in children missing out on connections to their friends and teachers Unfortunately, Welsh Gov (2021) states that the disadvantaged children that would benefit from becoming more digitally literate may not only lack the expense needed to use digital media but also the skills and confidence and it is currently difficult to support them with this.

Newsround (2021) states that digital media companies have made efforts to support disadvantaged children with their home learning, by broadcasting lessons on television and offering discounts and free access to learning facilities during the pandemic. It should also be considered that Jacob (2016) states that if disadvantaged children have access to the internet, it may create better opportunities for them to promote their outcomes as it may afford them the chance to gather the same information that their more affluent peers may have only received previously from receiving a higher paid level of education and there is also technology that differentiates activities to the children’s developmental level. However, Jacob (2016) also states that blended learning is the optimal choice as children may require motivation and collaboration to develop their skills fully.
If children are at a digital disadvantage, then this can impact their future employability as Office for National Statistics (2019) state it was estimated in 2016 that within the next 20 years 90% of jobs will require some digital skill. Therefore, to conclude, although there are no theories on how children’s early use of digital media may affect them as they are the first generation to do so, it should be considered that in this age of developing digital media, if it is appropriately used and balanced it can benefit children to become capable citizens of the future.
























Section 2 According to Open Access Government (2019) Digital media is becoming more accessible. Ofcom (2019) states that studies show devices such as tablets and mobile phones are now being used more often by children than traditional forms of digital media such as television. Action for Children (2021) states that every day 170,000 children go online for the first time.
This leaflet aims to provide information to support children’s use of digital media effectively, while promoting awareness of safeguarding issues that may be encountered.

Supporting Children Safely in a Digital 
World.











Children benefit from using digital media as it provides them with skills to develop their digital literacy and learning capabilities as supported within the new curriculum being introduced in 2022. Welsh Gov (2015) 


Digital Media Benefits.



[bookmark: _Hlk65335520]Children’s Commissioner (2021) states it is useful to socialise and make new friends enabling a worldwide connection. Cerebra (2019) states this can be particularly useful for children with additional needs that may find face to face communication difficult. 


According to Vodaphone (2021) Young Minds Charity found that 72% of children said that their mental health has improved by using video calls during the pandemic to connect with family and friends.












A Balanced Digital    Diet.
Children’s Commissioner (2021) and Childnet International (no date b) suggests adults encourage children to:
· Be mindful of digital media usage, maybe keep a log in a diary.
· Remain active, this can include digital media activities such as geocaching.
· Avoid digital media an hour before bedtime to promote a good night’s sleep.
· Remind children of other activities that they may enjoy.
· Use digital media purposefully, and in a creative way to develop children’s cognitive skills. 
· Use timers to remind younger children of usage or parental settings on devices can limit usage time. 




Although children enjoy using digital media, excessive use can be a cause of some childhood developmental delays as it can affect attention, sleep and mobility (Chassiakos, 2016).
There is no recommended amount of time for children to use digital media so they should be supported to maintain a balanced view of appropriate digital media use Childnet International, no date a). 
Be aware that apps and games may be designed to keep children playing (Chassiakos, 2016).









Set appropriate restrictions for children to use the internet safely. This should be balanced and based on age and so that children have some online freedom to assess risks for themselves (Vodaphone, 2021)

Find a guide to setting up parental controls at:
https://www.internetmatters.org/parental-controls/ 
(Internet Matters.Org, no date).





















Be a Good Role Model.



Time Out.
Allocate digital free areas such as at mealtimes for the whole family (Healthy Children. Org, 2016).

Children learn from others.
Consider limiting adult’s use of digital media, using this time to interact and connect with their children (Healthy Children. Org, 2018).







Engage with children.
[bookmark: _Hlk65336518]While they use digital media, sit with them, and discuss content, or take use to explore the outdoors (Healthy Children. Org, 2016).

Interact with children.
If attention is focused on digital media, then opportunities may be missed to develop social and emotional skills with children (Healthy Children. Org, 2016).














Safeguarding
Tips.

HM Government (2016) states that adults should understand possible risks that may affect children when using digital media and how this could have a negative effect on well-being. 
 




Department for Digital, Culture, Media and Sport (2018) suggests that although they are working with media companies to include clear safety messages into their online platforms, adults should encourage children to moderate their own risk with support to avoid over restriction.
 
 




Impress on children that they should not give out personal information as this can be used to contact them.They should always use a nickname (BBC, 2021).
Everyone has a digital footprint and Safety.Com (2021) states this can begin when someone is born with by sharing their information with a birth announcement. Be aware that children have the same rights over their personal data as adults, however if under 13 parental consent is needed to approve it being shared. (ICO, no date).
 





Find out more at:
 https://ico.org.uk/for-organisations/guide-to-data-protection/key-data-protection-themes/children/ (ICO, no date).

Communicate.
Discuss with children that people they meet online may not be who they say they are, and they should never agree to meet anyone without telling an adult first (BBC, 2021).



[image: Video Conference, Webinar, Digitization, Digital]














84% of adults are worried about children’s safety online but only 58% of parents spoke to their children about it and for less than 30 minutes throughout their childhood (Kaspersky, 2019).




																																																																				          (Pixabay, 2020).   													         																																																																																																																																																																																																																																																																																																																																																																																																																																																																																																																			Find information on how to set up family controls for various games consoles at: https://www.askaboutgames.com/ (Robertson, 2020).

View apps that are recommended to promote learning by Common Sense Media (no date) at: https://www.commonsensemedia.org/best-for-learning-lists

Cerebra (2019) suggests keeping evidence, and if it is a serious incident, report it to the police.

Discuss with your children what to do if they witness inappropriate behaviour, and how they can report it on online platforms such as You Tube (Newsround, 2021). 

Be aware that some online games encourage social interaction, and this can be abused in a way that can harm children’s well-being. These can include:
· Hearing inappropriate comments such as swearing or insults that can feel like bullying to children.
· Risk of entering private unmoderated chat where they may be persuaded to share personal information, with offers of in game trades or gifts that earn children’s trust. 

59% of children aged between 5 and 15 play online games (ThinkUKnow.co.uk, no date a).















Online Gaming.
For helpful animations to watch with children to help them understand that they should talk to a trusted adult about any worries they may have about using digital media visit: https://www.thinkuknow.co.uk/parents/jessie-and-friends/ (ThinkUKnow.co.uk, no date b).





Encourage children to question what they see online and make them aware of fake news (Parentzone, 2021).
National Literacy Trust (no date) state only 2% of children have sufficiant literacy skills to recognise fake news and reading it can leave them anxious and unsure of their world. 

41% of 7–11 year olds know someone who has been cyberbullied, and children with additional needs were 12% more likely to have experienced cyberbullying. (anti-bullyingalliance, no date).
Involve children in discussions about the suitability of apps they may want to use and listen to their reasons why, so they are part of the decision process (NSPCC, 2021).

Be open and let children know that they can talk with you about anything that happens or may worry them online. Explain that you will not be angry or judgemental and show an interest in what they are enjoy doing online (Action for Children, 2021).


	Section 3                                                         Activity Plan for Digital Literacy Skills


	Number of children:    6

	Age of children:   5/6
	Number of adults:   1

	Location:   Outdoor area

	Preparation time:  10 mins
	Activity time:  90 mins

	Resources:
· 3 I-pads.
· Pots, pans, cups, and bowls.
· Utensils such as whisks and spoons.
· Natural materials, such as acorns and leaves.
· Waterproof suits and wellies.
· Large bucket of water.
· Mud kitchen.
· Word mats including words relevant to task such as instructional words first mix, then stir.
· Hwb Passwords.


	Links to digital literacy/competence outcomes (Welsh Gov 2008a):

Interacting and Collaboration-
Collaboration-
· Collaboration with a partner on a piece of digital work. 
· Save work using a familiar name and realise that this work can be retrieved.
Storing and Sharing- 
· Save work using a key word such as a name and understand that this can be retrieved.

Producing-
Creating-
· Select appropriate software to complete given tasks in order to use text, image or video.
· Record a simple video, add a title, and ensure steady shots.
Evaluating and Improving-
· Comment on work in relation to success criteria
· 
[bookmark: _Hlk64821440]Data and Computational Thinking
Problem Solving and Modelling-
· Follow a sequence of steps to solve a problem.
· Create and record written instructions that others understand and can follow.


	Details of the activity:
Before the activity begins, set out an inviting muddy kitchen area, with the various resources and fill a large bucket of water.

Attach word mats to the surrounding area so the children can refer to these for ideas.

Children are to dress appropriately for wet and muddy play. Wellies and waterproof suits are available for the children to use at the entrance to the outdoor area. Children may need some support with their zips but encourage independence.

The adult’s role in the activity is to invite children to learn by using leader of the gang technique. That is to announce with an excited exaggerated tone “I am going to make a mud pie!” Then change to a sad tone of voice and say “oh, but I am not sure how. Does anyone know how to make a mud pie?”

If the children offer suggestions, ask them if they could make a recipe that can be followed and suggest using the I-pads for the children to choose their own method of recording their ideas. The children are familiar with using HWB so this could be recommended, the children can use JIT5 to write sentences or they perhaps they can use the I-pad to record a video. 

There are only 3 I-pads so it could be suggested that the children will have to work together and share them. Allow them to facilitate the arrangements but be available if the children need guidance.

Model to children the language they need to sequence their instructions and offer suggestions, such as maybe we could first put in 4 cups of water. Word mats could be referred to for guidance.

When they are finished, suggest to the children that they can swap the recipes with each other and attempt to make each other’s pie from the instructions.

After the activity discuss with the children what they thought of the activity, if they thought the recipes were effective and discuss what they thought, if anything could have been better.














Section 4 
[bookmark: _Hlk64819817]The activity is planned for children aged five and six years old and designed to be holistic while promoting children’s digital competency skills at the Year One stage (Welsh Gov, 2008a). According to Welsh Gov (2018) children should be encouraged to develop digital competency naturally in a wide range of scenarios to become successful citizens in the future. Therefore, the activity is designed to provide children with digital devices to create instructional writing for mud pie recipes in the outdoor environment. Ipads can also be used to record evidence by the children if they choose to create each other’s ideas. This links to Digital Competence Framework strand for Data and Computational Thinking that aims to promote children’s Problem Solving and Modelling skills by creating and recording instructions that others understand and can follow (Welsh Gov, 2008a).

As Welsh Gov (2015) states the new curriculum aims to promote children’s creativity this activity is planned to be delivered in the outdoor muddy kitchen area as digital media is usually thought of as an indoor activity as suggested by Wakefield (2015). Constable (2017), Flannigan and Dietze, (2017), Welsh Gov (2015a) and White (2013) suggest that outdoor learning offers children opportunities that can stimulate their curiosity and this is supported by Dewey (1938) and Froebel (1840) cited in Lucas (2012) and Bruce (2012) who believed that the outdoor environment affords children an opportunity to learn how to think through investigating their surroundings. As stated in Welsh Gov (2021) the new curriculum promotes experiential learning as it helps children to be creative and envisage alternative outcomes. It is also an inclusive environment, that accommodates children’s choice, including freedom to run around noisily, or find a quiet spot to investigate (Sensory Trust, no date).

According to White (2013) the outdoor environment also has natural open-ended resources that children can use within their self-directed play as part of this activity, possibly affording the practitioner opportunities to observe children developing skills relating to the Foundation Phase Framework (Welsh Gov 2015a) such as using natural loose parts as ingredients. This is supported by Froebel who believed that children express their thoughts through symbols by creating things such as acorns as raisins, that Louis and Powell (2020) suggest can help develop their cognition or numeracy may be developed as stated in if children choose to share or sort their loose parts among plates made of leaves (Pound and Lee, 2015). If observed practitioners could encourage children to record their results and promote further learning opportunities by suggesting children count the loose parts that have been sorted and make a tally chart that can be used later to create graphs of the ingredients they used (Welsh Gov 2008). However, sustainability should be considered and explained to the children when using natural resources and on reflection this is something that could be amended in the activity plan as children could use rainwater as a sustainable resource. (Welsh Gov, 2008).

The activity also has links to the Data and Computational Thinking strand of producing as the children choose appropriate software to complete tasks in order to use text, image or video and record a simple video, add a title, and ensure steady shots (Welsh Gov, 2008a). The activity is inclusive as it is designed so children can decide what method of recording, they use. As supported by Welsh Gov (2015a) in the Foundation Phase Profile Handbook, children develop at their own pace and as Batorowicz, Missiuna and Pollock (2012) suggest children with additional needs may have difficulty writing out their ideas, leading to frustration that they are working harder than their peers to portray their ideas, therefore, they are able to decide that they can record their ideas as a video for this activity which does not hinder their creative process. However, as stated by Lynch and Redpath (2014) I-pads are not just a substitute writing device, they should be used to promote children’s creative thought processes, as is their right under article 17 of the United Nations Convention on the Rights of the Child (1989) and this could be used in within the activity, for example if children are curious about the loose parts, they could use the I-pads to access information about this on the internet or perhaps images to use within their work. If children feel that they are capable learners, this may promote their positivity to using digital media and therefore as stated by Lazarides et al (2020) develop their self-esteem to revisit and extend their learning as supported by Bruner (1960) cited in Taylor (2013) and Johnston (2012). Children should also be aware that they can save their records using a key word and understand that work can be retrieved if needed (Welsh Gov 2008a).

The activity is also planned to include word mats to support children with some appropriate words and language they can use to sequence their instructional writing, however, this could be changed in future for further inclusion and links to the Welsh Gov (2015a) Foundation Phase Framework and the Welsh Gov (2003) Curriculum Cymreig by including Welsh words and other languages for those who have English as an additional language.

According to Lim (2012) if children are afforded opportunities to use digital media in groups it can increase social interaction and the development of children’s language, literacy and communication as stated in the Foundation Phase Framework (Welsh Gov 2015a). Welsh Gov (2014) and Welsh Gov (2007) state that small groups of children supervised by a practitioner promotes successful scaffolding for experiential learning, therefore, the activity is designed for six children to participate at a time. However, only three       I-pads are planned to be provided to support the (Welsh Gov 2008a) Digital Competence Framework strand of Interaction and Collaboration that states children should collaborate with a partner on a piece of digital work and the children are required to work in groups of two to design their recipe. Although the activity is planned to promote the children’s agency in choosing how they will share the I-pads, this activity could also be designed to support children with additional learning needs or those lacking in confidence to learn from a more knowledgeable child as supported by Vygotsky (1978) cited in Abtahi, Graven and Lerman (2017).  Lynch and Redpath (2014) agrees that using digital media in collaboration can have a positive effect on literacy motivation for children with additional learning needs and Cotton (2010) and Kotler and Hilditch (no date) also suggest that working in pairs is beneficial for children with English as an additional language. 

This activity also aims to promote Problem Solving and Modelling skills as seen in the Data and Computational Thinking strand of the Digital Competence Framework to create and record written instructions that others understand and can follow (Welsh Gov, 2008a). However, on evaluation this activity was planned for the children to create and record a recipe at their own ability therefore, it should be considered that the children receiving the instructions are expected to try and follow their choice of recording to sequence the recipe and they may be developing at a different rate. To resolve this, children could discuss who they will swap recipes with and what will be the best method of recording to suit all abilities. This could be an opportunity to promote collaboration between the children and develop their problem-solving skills as Welsh Gov (2018) states that using Digital media to develop decision-making and thinking skills along with communication and collaboration helps children to be able to be active citizens within their community, building their critical thinking to make informed decisions in their future. Adult guidance may be necessary, however, as Bruce (2012) states that practitioners should be aware that they do not direct the children as supported by Froebel children that are accustomed to being led by adults may find it difficult to develop their own thinking skills.

The adult’s role is to also encourage children to participate in the activity without taking away their perception that this is a self-directed play activity so that the children become fully involved as supported by McInnes (2011). To facilitate this the adult should participate in the activity with enthusiasm and portray themselves with a technique of becoming the leader of the gang. Therefore, guiding the children to participate in the activity if they choose to, allowing children to enjoy shared experiences with adults as part of their play (White, 2013). The adult should continue to model play alongside the children making mud pies and if approached by the children during the activity they can extend learning with sustained shared thinking (Athey 2007; Siraj-Blatchford et al. 2002). Providing the children with their own choice of if they participate in an activity also enables practitioners to observe a more accurate result than if the activity is contrived by the adult (Rodger, 2012). 

To complete the activity there are as the children are required to self-evaluate their own and other’s recipes commenting on it in relation to success criteria as stated in the Digital Competence Framework (Welsh Gov 2008a). This could be done with a hat system as suggested by the Edward de Bono Foundation (2014) to enhance focussed parallel thinking. The new curriculum Welsh Gov (2015) believes that peer assessment is something practitioners should support children to develop as it enables them to reflect on what they have achieved to acquire an understanding of how they are learning as supported by Kolb’s reflective cycle (Akella, 2010).

To conclude the evaluation, this activity could possibly be extended further to develop more skills from the Welsh Gov (2018a) Digital Competence Framework strand interacting and collaborating as if children communicated their recipes to each other online via email it could promote discussion about appropriate online behaviour and the safe use of the internet that is part of the strand Citizenship.
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