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Section 1 
The use of technology and digital devices are becoming increasingly popular, and authors suggest we are now living in a digital world (Gunn 2020). Children were not the intended audience of the digital platform, however out of the nearly 3 billion users of technology globally, more than a third of these are under 18 (Kidron and Rudkin, 2017). There has been a dramatic increase in the use of digital devices such as smartphones and tablets within young children and roughly three-quarters of teenagers globally, now own their own smartphone device (Chassiakos et al. 2016). 
Families are having to keep up with the times and the increased use of technology, which makes some parents and carers feel uneasy, skeptical, and anxious to allow their children to use digital devices. This is often due to their own lack of understanding of technology and the stigma around social media (Khan, Swar and Lee, 2014). 
According to research, there has been a significant rise in cyberbullying over the years which is having a serious effect on the health and wellbeing of those who are exposed to and experiencing it (Ditch the Label, 2017 and Whittaker and Kowalski, 2014). With the use of social media on the rise and children often using these social networking apps under aged, the purpose of the sites are being misused and cyberbullying is more likely to occur on them (SWGFL, 2018 and Unicef, No Date). Children who experience being bullied often change their behavior and characteristics. They become more withdrawn, build less friendships and become wary of others (NSPCC, No Date a). These traits can be taken into adulthood therefore, it is important that parents and carers support their children and ensure they know what they can do and who to ask for help (NSPCC, No Date a). Furthermore, when accessing digital devices and social media there is always a potential risk of online groomers and pedophilia. These people often disguise themselves and impersonate as children of similar ages, in attempt to build relationships and trust (Childline, 2019 and Internet Matters, No Date a). With social networking sites and digital devices comes privacy risks, with possibilities of personal information being reviewed and accessed by individuals. In order to prevent this breach of information, social networking sites have been encouraged to introduce privacy and access policies and restrictions (Rosenblum, 2007). Using digital devices also puts children at an increased risk of accessing and viewing inappropriate content. Content on the internet and social media sites is not automatically filtered into age categories, therefore it is possible to place parental restrictions and blockers on children’s devices to block inappropriate content and prevent these situations occurring. However, although privacy settings like these exist, parental supervision and guidance is also essential (Victoria State Government, 2020 and NSPCC, No Date b).
However, despite these worries and negative aspects of digital devices, numerous policies, acts and legislations are in place in order to safeguard and protect children online. The Children’s Online Privacy Protection Act of 1998 (COPPA) was brought out to ensure that companies obtain parental consent and collect minimum data as possible. Their main goal is to ensure that for children under the age of 13, all parents and carers are in control of their devices and what is collected from them (PRIVO, No Date). The UK Council for Child Internet Safety are an organisation who work in partnership to ensure children are kept safe online, they have introduced information for providers of social media and information for parents and carers to support the safe access of their children online (Gov.uk, No Date). In addition to these, age restrictions have been implemented onto all social media sites in order to protect children and many websites and organisations have information and tips for parents, carers and children to read on how to keep safe online (UK Safer Internet Centre, 2018). 
Brito, Dias and Oliveira (2018) research into parental control and strategies of digital technologies showed it is more likely that parents and carers whom have positive attitudes and beliefs towards digital media will pass these onto their children, encourage the use of technology and scaffold their children’s skills in digital development. Which supports theorist Vygotsky’s social development theory that children’s learning must be scaffolded and guided by others in order for them to develop and move onto the next stage (Penfold, 2020). Likewise, parents and carers with negative views of technology and digital devices are more likely to monitor and limit their child’s use of it. These both link to Bandura’s social learning theory that children observe, imitate and learn the behaviors of others (Nabavi, 2012).  
The use of technology and digital devices can promote and enhance children’s communication and social skills as gameplay on different devices, such as ipads, playstations and xbox’s is now a regular social activity for children, encouraging them to participate in interactions. Through gaming children are communicating, sharing instructions and problem solving in order to achieve joint goals (Danby et al. 2018). Contrary to this, Huber, Highfield and Kaufman (2018) state there is major concern regarding the increase in screen time and the decrease in traditional forms of play. Children are spending more time with technology and digital devices than they do with traditional games and this replacement can negatively impact young children’s social development due to not experiencing social situations. The constant use of smartphones and other digital devices are consuming too much of children’s time and as reported by The Cybersmile Foundation (2020), 46% of children feel ‘addicted’ to their smartphones (The Cybersmile Foundation, 2020). This addiction of smartphones is leading to children isolating themselves from their friends and family and lacking social experiences, this isolation due to smartphone addiction is resulting in an increase in anxiety within children (Healthline, 2020).
Additionally, technology and digital devices have become a source of increasing and encouraging better bonds and relationships within families. Apps such as facetime, skype and WhatsApp allow families, especially long-distance families, to stay in touch bringing them closer together, when they can’t be together physically (The Guardian, 2014). However, researchers have critiqued this and stated that the increased and overuse of technology is affecting family’s connections. Mealtime is an opportunity for families to communicate with one another, build strong bonds and connections and is crucial for children’s social, emotional, behavioural and academic development. Though, watching television and allowing children to use their digital devices during this time can affect communication, preventing family connections (Villegas, 2013). 
Another positive aspect of digital devices is children become more motivated to participate in education and learning when devices such as iPads and laptops are involved. Resulting in, improved standards of work and progression (Heinrich, No Date). Story making apps and e-books available on such devices introduce children to text, images and sounds which can encourage the development of phonological awareness, writing and word recognition, as well as creativity. As a result, improving and developing their reading skills (Dunn and Sweeney, 2018 and Neumann, 2016). However, Getting Smart (2016) contradicts this point and states that digital devices such as mobile phones can result in poor reading performance due to texting, slang and short cut words and the correction of spelling errors by auto correct. 
Computers and laptops provide children with the opportunity to undertake activities such as searching for information, writing, and drawing (Neumann, 2016). In this instance, the computer is the learning tool and the ‘more knowledgeable other’ that is scaffolding children’s learning, linking to the Vygotskian perspective that we learn by being in the presence of others and devices who have better knowledge (Abtahi, 2017). Tablets and iPads deliver more opportunities for children to be imaginative and creative within their compositional writing abilities, and their touch-based features provides children with the opportunity to express themselves, learn and explore independently and develop their fine motor skills by experimenting (Arnott, 2018 and Neumann, 2016).  However, the National Handwriting Association have written that the constant, overuse of technology is hindering children’s dexterity and affecting their writing skills as they are struggling to use and hold pencils. Although digital devices can improve children’s fine motor skills, with the increase in the use of technology overruling the basic activities children should be exposed to such as, scribbling on paper, holding and cutting with scissors and manipulating playdough, the muscles in the hand, wrist, elbow and shoulder needed for writing are not being used and developed (The Telegraph, 2018). 
Humanoid robots have recently been introduced into classrooms to examine social interaction and attention and listening. Crompton, Gregory and Burke (2018) explored the use of humanoid robots in classrooms and claim the presence of the robot resulted in much excitement and enthusiasm and therefore encouraged participation, cooperation and turn taking. The robot allowed for children to communicate and socialise, thus acquiring new vocabulary and social and intellectual skills. However, the lack of teacher experience and knowledge in this subject and the uncertainty of having a robot in each classroom limits the use of this strategy being carried out (Crompton, Gregroy and Bruke, 2018). 
Although there is clear evidence that technology can impact a child’s learning and education, as its presence is becoming more prominent in the classroom, it is important that a healthy and appropriate balance between technology and face to face teaching is found (Willas, 2019). Linking to technology and education, lack of teacher knowledge and confidence on technology, due to lack of training and what is referred to as ‘technology anxiety’ may impact how it is integrated and used within settings. The association of technology and young children has gained undesirable interest, which results in many practitioners being reluctant to use it (Hatzigianni and Kalaitzidis, 2018), affecting the children’s ICT development and failing to meet the requirements of the Digital Competence Framework. In opposition to this, technology and ICT within schools is gaining more importance and becoming highly emphasized therefore, education needs to adjust to the rising significance of technology (Roohan, 2009). The New Curriculum has six areas of learning including science and technology and emphasizes the necessity of this area in particular, in today’s world cannot be overemphasized (Hwb, 2020). Therefore, in order to meet these requirements, it is essential that practitioners gain a positive attitude towards technology and gain a deeper understanding and more confidence in implementing it within education and childcare (Rohaan, 2009).  
Only a small number of children are using their digital devices for educational purposes, as entertainment purposes such as Netflix, Youtube and other applications are overruling. Many children are going over the recommended screen time for their age, and as a result are not taking part and are losing interest in other daily activities and hobbies (About Kids Health, 2020). Throughout childhood years today, the amount of screen time children consume has increased rapidly and they are now spending more time sat in front of a television than they spend in school (Sigman, 2012). Too much screen time can have a negative effect on children’s wellbeing and can result in many of health-related diseases (About Kids Health, 2020 and Internet Matters, No Date b). Consuming too much screen time has been linked to an increased risk of type 2 diabetes, a variety of biomarkers for Cardiovascular Disease and high blood pressure (Sigman, 2012 and Hendrick, 2009).
Building upon health risks, screen time can also affect children’s mental and physical health. Children are more likely to experience poor sleep and sleep deprivation due to over stimulation of the brain (About Kids Health, 2020). This point is supported by The Royal College of Pediatrics and Child Health who undertook a study which resulted in 88% of children saying that screen time had a negative impact on their sleep (RCPCH, No Date).  Lack of the recommended sleep time for children can affect them in a number of ways including: lack of motivation, irritability, increased stress and difficulties learning and concentrating which as a result will affect their education (Health Line, 2019 and NHS, 2018a). 
Children are associating screen time with the opportunity to over eat and consume additional calories, which may be due to the fact advertisements often promote food that are low in nutrition and high in calories, affecting and changing children’s eating habits and preferences (Institute of Digital Media and Child Development, No Date). Screen time replacing physical activity and the overeating of children during this time is resulting in an increase in overweight and obese children, which needs to be addressed (Marttinen et al. 2017). Social media sites such as Instagram and Facebook, are now the reason that technology is affecting children’s mental health and why the Social Comparison Theory exists. The Social Comparison Theory suggests individuals manage this type of information by comparing and evaluating themselves with other individuals they see (Tatangelo and Ricciardelli, 2015).  The world, technology and the younger generation has become obsessed with appearance and children as young as 6 and 7 years old are experiencing feelings of dissatisfaction with their bodies. These comparisons are leaving, young girls in particular, dissatisfied and unhappy with their body image which is having a serious effect on mental health and wellbeing (YoungMinds, 2017 and Tatangelo and Ricciardelli, 2015). Ricciardelli (2002, Cited in Tatangelo and Ricciardelli, 2015) discovered that 30 percent of children, both boys and girls, between the age of 8-10 saw and used participation in social media as a way to compare their body image. The increase in these comparisons are now influencing children to compare themselves with their peers in everyday situations as well as media celebrities, leading to an increase in eating disorders such as Anorexia Nervosa, Bulimia and Binge Eating Disorder (NHS, 2018b and Makwana et al., No Date). These issues can be linked the Agenda Setting Theory, which states that the media is not always a true reflection of reality, as news and images on social networking sites are often filtered and shaped to how people want you to perceive it (Lamb, 2012). 


















Section 2A Guide to …
Keeping our Children Safe Online
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Technology, digital devices and social media are becoming increasingly popular and online use is now a large part of children’s lives. The internet is a great place that provides children with the opportunity for learning and growth. However, despite these benefits it is possible for them to be exposed to a variety of different risks (NSPCC, 2020)
Therefore, children and importantly their parents need to know and understand how to protect themselves and their information online. It is essential that parents and carers, do not underestimate their role in safeguarding and supporting children online (Open Access Government, 2020). Therefore, it is the purpose of this leaflet to deepen parents and carers understanding and knowledge of how to keep their children safe online.
Top Tips:
· Monitor your children when they are on their devices
· Set time limits or certain periods of time where your children can access digital devices
· Make them aware of the possible dangers
· Activate blockers on their devices 
· Activate parental control 
· Lead by example when using your own device


	







Parental Controls
(NSPCC, No Date)
Parental controls are a downloadable software that gives you complete control over your child’s devices in order to protect them, by allowing you to:
· block any inappropriate content
· control when and how long your child can go online for
· control app (applications) purchases
For more information on parental controls, please visit:
https://www.nspcc.org.uk/keeping-children-safe/online-safety/parental-controls/ 
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Blockers
Blockers are a safety measure that can be put in place on children’s devices. They block children from viewing inappropriate content, which can be easily accessed through things like pop up ads and spelling mistakes. Using blockers on your child’s devices will ensure that they can only access age appropriate content.
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For more advice on blockers, please visit:
https://www.wikihow.com/Get-Rid-of-Pop%E2%80%90Ups 
https://www.internetmatters.org/issues/inappropriate-content/protect-your-child/ 


[image: ][image: ][image: ][image: ][image: ][image: Man and woman][image: ]All social media sites require age restrictions in order to keep our children safe. Most social media services require an age limit of 13 years or over due to the COPPA Law and the Children’s Online Privacy Protection Act stating that no online services are to collect personal information, without parental permission under the age of 13 (UK Safer Internet Centre, 2018)
Some age appropriate social networking sites for children under the age of 13 include:
· Kudos
· Playkids Talk
· Chatfoss
· CBBC App
For helpful, child friendly information and videos explaining the importance of age restrictions, visit:
https://www.bbc.com/ownit/its-personal/listening-project-mum-thinks-im-too-young-to-be-on-social-media?collection=managing-parents 


UK Council for Child Internet Safety (UKCCIS) – are an organization that work in partnership to ensure children are safe and protected online. They have introduced and brought out guides for parents and carers and providers of social media (Gov.uk, No Date).
Digital Economy Act 2017 – provides protection for children from online pornography and protection for citizens from spam emails and phone calls. This act also ensures that social media sites set out a code of practice outlining how they will protect individuals from cyberbullying and other harm (Gov.uk, 2016)

Pedophilia 
Cyber bullying
Groomers 
Inappropriate content 

Safeguarding our Children
There are a number of Acts and Legislations in place to safeguard and protect our children online:
Children’s Online Privacy Protection Act of 1998 (COPPA) – the main goal of COPPA is to ensure parents are in control of what information is collected from their children under the age of 13. COPPA requires companies to obtain parental consent, collect minimum data as possible and safeguard the confidentiality and personal information of children (PRIVO, No Date).
(BBC News, 2009)
Click Safe
Click Clever,
Youtube, Kik, WeChat, Flickr, Foursquare
WhatsApp
Twitter, Facebook, Instagram, Pinterest, Tumblr, Tik Tok, Snapchat, Google+

16
13
18 (13 with parents’ permission)
Age Restrictions

[image: Sad face with no fill][image: ]0-18 Months 
18 Months – 2 Years
3-5 Years
6-10 Years
11-13 Years


Recommended Screen Time
No screen time (with the exception of video chatting)
Little to no screen time (co-watch, educational content)
Under 1 hour per day
Under 1.5 hours per day
Under 2 hours per day

Disadvantages of Screen Time
· Screen time is often associated with unhealthy eating habits
· Can result in loss of interest in other hobbies
· Can result in difficulty concentrating 
· Screen time is affecting children’s want and motivation to spend time outdoors. Resulting in lack of physical movement. Low levels of physical fitness affect not only their physical development, but their mental health too
· Children experiencing too much screen time are at risks of feelings of loneliness, anger, and aggression
· Too much screen time can result in lack of sleep. Sleep deprivation can affect children in many of ways
(About Kids Health, 2020).



Screen Time
Screen time is the amount of time children spend in front of any technological device. Although screen time has many benefits and allows children to learn new skills, too much screen time can negatively affect their wellbeing (Internet Matters, No Date a and About Kids Health, 2020).  Therefore, like many of things, screen time is best in moderation.
For some tips on screen time and how to reduce it, please visit: https://www.internetmatters.org/issues/screen-time/
Advantages of Screen Time
· Using tablets for educational purposes is proven to enhance motivation and independence
· Story making and reading apps introduce children to images, text and sounds which can enhance their language and literacy development and spark creativity. Additionally, eBooks can promote phonological awareness, word recognition and writing 
· Touch-based features provides a way for young children to continually develop their fine motor skills
· Provides children with the opportunity to communicate with friends and family 
(Dunn and Sweeney, 2018 and Neumann, 2016).

Section 3 
	
Activity Plan for Digital Literacy Skills


	
Number of children: 25

	
Age of children: 5-6 years old
	
Number of adults: 2 adults

	
Location: classroom, outside of classroom area and outdoor area

	
Preparation time: 10 minutes
	
Activity time: 15 minutes story telling 
30-45 minutes recording

	
Resources:

· Ipads (one per each pair of children)
· Finger puppets
· Cuddly toy props
· Sand timer/timer



	
Links to digital literacy/competence outcomes:

· Digital Competence Framework – Citizenship - Health and well-being – as the children will be given a task to undertake within a chosen, but monitored environment with a given time frame and the Digital Competence Framework (2018, Pp. 1) states children within Year 1 with increasing independence be able to “use digital devices within a controlled environment, time and context, Eg. Use for a given time limit and specified outcome”.

· Digital Competence Framework – Citizenship – Digital rights, licensing and ownership – as the children will be required to add their name and date to the saved name of their recordings and the Digital Competence Framework (2018, Pp. 1) states children within Year 1 with increasing independence should be able to “add their name and the date to work they have created, Eg. Type their first name and surname and add a date to pieces of work”.

· Digital Competence Framework – Interacting and Collaborating – Collaboration – as the children will be working in pairs to complete this piece of work and the Digital Competence Framework (2018, Pp. 2) states that with increasing independence children within Year 1 should be able to “collaborate with a partner on a piece of digital work”.

· Digital Competence Framework – Interacting and Collaborating – Storing and Sharing – as the children will be required to save their own work and then reopen this work once completed in order to show their peers their recordings and the Digital Competence Framework (2018, Pp. 2) states all children with increasing independence in Year 1 should be able to  “save work using a familiar word as a filename, eg. Child’s name/keyword and understand that the work can be retrieved”.

· Digital Competence Framework – Producing – Creating – as the children will have the choice to choose how they would like to record their story retellings, between video camera and animation and story making applications, and the Digital Competence Framework (2018, Pp. 2) states that with increasing independence all children within Year 1 should be able to  “select appropriate software to complete given tasks in order to use text, image sound, animation and video”.

· Foundation Phase Framework – Reading – Comprehension – as children will be required to recite the class story that they are now familiar with and the Foundation Phase Profile (2015, Pp. 23) states children within Year 1 should be able to “retell events from narratives in the right order”

· Foundation Phase Framework – Language. Literacy and Communication Skills – Reading – as children will be given the opportunity to listen to the story as a class, recite the story independently and listen to their peers recite the story and the Foundation Phase Framework (2015,Pp. 20) states children should be given the opportunities to develop their skills, knowledge and understanding through  “different resources, including ICT” and children should be given opportunities to “experience and use a range of media and stimuli including technologies” 



	
Details of the activity:

1. The children will be required to sit down and listen to our current class story that they are now very familiar with.

2. As a class, we will retell the story using props.

3. The children will then be put into pairs according to academic ability and will be asked to independently retell the story, using props and location of their choice, whilst their partner is using the iPad to record their peer. The children can choose where they would like to record their reciting’s, they have the option of the classroom, the role play area outside of the classroom and our outdoor area. The children within the higher ability groups will have a time limit, and will have a sand timer, or stopwatch to help them stay within the time limit. The children will have the choice of using video camera, animation and voice over/story making applications.

4. Once partner one has finished, the children will swap roles and record again.

5. Once the children have finished their recordings, they will be given the opportunity to check them to see if they are satisfied with their work.

6. After this, the children will be required to independently save their work, using their name and the date, onto the iPads.

7. Then, the children will be required to retrieve their work and share with their pupils their recordings. 









Section 4 
The activity plan within section three of this portfolio consisted of children within a Year 1 class having to listen to and then recite, with their peer recording them, the current class story. The activity was planned with the aim of allowing the children to explore digital devices and their imagination by providing them with a choice of props and environments and to secondly, develop their language, literacy and ICT development and digital skills while building upon their social and communication skills. 
The New Curriculum is set out in hope to support children to become ambitious, and capable learners who are ready to learn and play a full part in life and work (Welsh Government, 2020). Therefore, with the use of technology ever growing and becoming increasingly important and focused on within the world, and education settings, it is vital that children are provided with the opportunity to learn and thrive within this area. One of the six areas of learning within the New Curriculum includes science and technology (Hwb, 2018), therefore this activity meets this requirement. 
A positive aspect of this activity is that it supported a variety of the Digital Competence Framework outcomes. As, the children were required to carry out this activity within pairs, recording one another recite their stories, and the Digital Competence Framework (2018) states within the interacting and collaboration strand, with increasing independence children within Year 1 should be able to “collaborate with a partner on a piece of digital work” (Hwb, 2018, Pp. 2). By working with a peer, their communication and social skills and development is also promoted and enhanced. Which would be viewed as a benefit, as communication is essential to children’s development, in order for them to understand and to be understood and is the key to building relationships and learning (Gooden and Kearns, 2013).  This point can also be linked to Vygtosky’s Sociocultural Theory, which states that much important learning by the child occurs through social interactions with others, this process of learning through social interaction is included within his Zone of Proximal Development (Bates, 2019). Theorist Te Whariki’s work on the Learning Stories framework states that learning stories is a better way, rather than assessments to keep a record of and gain an insight into a child and their progress. This allows teachers and practitioners to assess their teaching practices to see if it is providing the correct support for children, to allow them to grow into confident, competent communicators and learners (Bayes, No Date). Therefore, this activity also benefits the practitioner as the pressure of assessments is eased and learning stories is a fun and enjoyable way for both the teacher and children of gaining an insight into their development and progress.
An additional outcome of the Digital Competence Framework (2018), within the producing strand, states children in Year 1 classes should be able to “select appropriate software to complete given tasks in order to use text, image sound, animation and video” with growing confidence (Hwb, 2018, Pp. 2). This activity supports this outcome as it provides the children with the choice to choose how they would like to record their story retellings. With the option to choose between video camera, story making and animation apps, voice over apps and appropriate sections of Hwb such as J2E. Allowing the children to make these decisions, as well as the choice of their props and location, allows for them to explore and have an input into their learning and as a result, increases their independence. Linking to Piaget’s Discovery Learning Theory, that believes children learn through exploring for themselves and their own experiences within real world (Bates, 2019 and Pettersen and Halpenny, 2013). Additionally, linking to Vygotsky who proposed that during the learning process, in order for cognitive development and learning to occur, adults must facilitate children’s learning (Hall, 2007). This activity was partially self-led and child-initiated, due to them having the opportunity to choose a variety of different parts of the activity, and child-initiated learning is an essential as it gives children an understanding of the real world around them due to it resulting in and providing them with a variety of educational activities (Wood, 2010). However, this could also be viewed as a disadvantage as child-initiated learning is not always appropriate due to the demands of different outcomes and legislations. Child initiated learning may not always lead to meeting these outcomes and requirements and may not be best for child development (Woods, 2017 and Broadhead, Howard and Wood, 2010).
Due to this activity requiring the children to independently save their own work, and then retrieving it in order to share with peers, this not only supports the citizenship strand of the Digital Competence Framework, as they state children within Year 1 with increasing independence should be able to “add their name and the date to work they have created, Eg. Type their first name and surname and add a date to pieces of work” (Hwb, 2018, Pp. 1), it also builds upon their independence and allows them to understand the importance of keeping work and documents in a safe and secure place. It is essential that as children develop, they develop independence as it is a crucial skill that is needed throughout life. Independence also promotes other important life skills such as: self-reliance, confidence, self-esteem, motivation and decision making (Schoolhouse, no Date).
Furthermore, this activity also supports outcomes of the Foundation Phase Profile. The children were required to listen to the class story, and then recite the story independently which links to the language, literacy and communication strand of the Foundation Phase Framework. As it states children should be given the opportunities to develop their skills, knowledge and understanding through “different resources, including ICT” and children should be given opportunities to “experience and use a range of media and stimuli including technologies” (Welsh Government, 2015). The use of technology and digital devices supports children’s language and literacy development due to story making apps, similar to the ones within this activity, introduce children to and reinforce their learning and understanding of images, sounds and text. Thus, adopts phonological knowledge and the recognition of words, as well as creativity and improving and developing their reading skills (Dunn and Sweeney, 2018 and Neumann, 2016).
This activity provided the children with the opportunity to complete their task within the outdoor environment. Outdoor learning has such an impact on children’s learning that it is not sufficient to have an indoor only centered curriculum to deliver a rounded education (Davies and Hamilton, 2018 and Cooper, No Date).  It is stated within the Foundation Phase that children need to be provided with the opportunity to investigate and explore in outdoor environments (Welsh Government, 2015) and taking learning outdoors allows for children to experience and challenge risks (Davies and Hamilton, 2018). 
An improvement of this activity could be, considering children with fine motor difficulties. Although it is believed that the touch base features of tablets and iPads and many of the different downloadable applications provide children with the opportunity to develop their fine motor skills (Axford, Joosten and Harris, 2018) an additional member of staff could have been added to this activity in order to further support these children. However, there would need to be a reasonable and appropriate balance between helping and supporting the children and standing back in order to ensure the activity still remained child initiated. Similarly, children who are not used to using an iPad due to not having access to one within the home setting also need to be taken into account, as although they may be able to recite the story, they may have difficulty completing the task due to having limited knowledge of how to use an iPad. Therefore, again they will be more closely monitored than the children who are confident in using this device in order to receive extra support and ensure they are not at a disadvantage. 
Overall, the activity was effective in developing the children’s digital skills as well as other important skills such as their language, literacy and communication development. It was also effective due to the fact it links to and covers areas of the Digital Competence Framework, The Foundation Phase Profile and the New Curriculum. However, if this activity was to be carried out again, although the activity was partially child led, it could be adapted slightly to ensure the children are having more of a say in their education and learning. It is also important that it is slightly altered to meet a range of needs, abilities and dispositions and further linking to and covering more areas of the Foundation Phase Profile. 
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