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Section 1 – Evaluation

 Children today are born into and surrounded by digital media according to Erdogan et al. (2018).  The rapid development of technology since the start of the 21st century has meant that children are growing up in media enriched environments. Ofcom (2017) report that seven in ten children in the uk have access to tablet computer with 34% owning their own. There has been an increase in the quantity of digital play materials available for children. Digital toys and technologies fascinate children and can provide engaging learning experiences, making opportunities possible through the use of digital media (Nutbrown 2011). Although researchers have varied opinions on the benefits and negatives of children using digital media, one element that is agreed on is digital media is here to stay (Arnott and Gillen 2018: Kidron and Rudkin 2017: Nutbrown 2011). According to Williams (2010) children attending early years settings prospects will be determined by their ability to function effectively with digital resources.
  Research into traditional media such as television identified health concerns and negative outcomes relating to the length of time children spent watching television and the programme content. The evolvement of digital media such as smart tv’s, tablets, Ipads and smart mobile phones for interaction and social media has facilitated children and young people to have instant access to entertainment, information and knowledge, social contact. Evidence suggests that these newer media offer both benefits and risks to children and young people (Chassiakos 2016). According to Arnott and Gillen (2018) benefits include early learning, introduction to knowledge and new ideas, increased opportunities for social contact and support as well as access to health and wellbeing information and messages. Negative risks include effects on sleep, attention and learning, higher incidence of obesity and depression, viewing inaccurate, inappropriate or unsafe content, contacts and compromised privacy and confidentiality (Arnott and Gillen 2018: Savage and Barnet 2017).
  Digital literacy for children means to be able to communicate and represent knowledge in different contexts and to different audiences. Children also need to critically engage with technology and develop social awareness and understanding of how factors such as commercial agendas and cultural understanding can shape the way technology is used (Welsh Government 2021: Hague and Payton 2010). Following a curriculum that supports children’s development as digital citizens will ensure that children develop respectful, responsible and ethical behaviours and use technology appropriately (NAEYC & Fred Rogers Center 2012). Welsh Government (2021) Digital Competence Framework (DCF) outlines the set of skills, knowledge and attitudes that will enable all learners aged 3-16 plus to be creative and to confidently use technologies and systems to succeed in today’s society. The DCF is a commitment that all learners in Wales will have as well as high standards of literacy and numeracy they will become more digitally competent and become creative, critical thinkers and enterprising members of society. Having a framework for digital competence for all learners highlights the importance of digital media and technologies. All children and young people in Wales have the right to be provided with an education that develops their personality and talents to the full (UNICEF No Date: Donaldson 2015).
  Digital media and technology have become embedded in popular culture. Children see adults using mobile phones, smart devices, laptops, PC’s and other technology on a daily basis as part of regular routines (Hague and Payton 2010). To reflect the use of digital media and technology in general culture, children need to be provided with opportunities to use digital media and technology to enhance their play. Bandura (1977) theory of social learning supports children using what they see happening around them incorporated into their play Practitioners can support children by providing continuous provision of technology to enhance children’s play indoors and outdoors (Welsh Government 2021: Donaldson 2015: Welsh Government 2015).  
  However, concerns have been highlighted by research concerning the content that children might access on digital devices that are connected to the internet. UNICEF (2017): NSPCC (2020) report suggests dangers such as bullying, abuse and exploitation are amplified. Children are less likely to understand privacy and more likely to suffer harm from the loss of privacy. UKCCIS (2015) developed a set of guidance principles to be used by creators of games and apps. The aim of these principles is to protect and safeguard children from harm. Practitioners are required to protect and safeguard children from harm (Education Act 2002:  UNICEF No Date). Following clear guidance will ensure practitioners limit the possibility of children accessing inappropriate content. Shanahan (2010) explains the cultivation theory of children who are exposed to inappropriate content such as violence over time will adapt that behaviour also supported by Bandura (1977).
  Current guidance has outlined a pedagogy based on play is the foundation for children’s learning (Welsh Government 2015). Many researchers and theorists have highlighted the importance of play on children’s development and educational outcomes (Welsh Government 2015: Bruce 2001: Moyles 1989: Vygotsky (1978): Piaget (1952). Practitioners could be left feeling confused and lack confidence in their training to include digital media within their setting. On the other hand, technology can play a role in supporting and providing a cross curricula holistic approach to each child’s development (Welsh Government 2021). Children in early year settings have access to a range of resources that include digital media. Technology such as light boxes, programmable bebots, remote control toys, digital microscopes and magnifying glasses, cd players, microphones, voice changers, digital cameras, eBooks, ipads or tablets, laptops and PC’s. and many more.  According to Lieberman, Bates and So (2009) many of these devices will have been designed by experts to ensure that they are age appropriate, contain suitable learning goals and underpin young children’s development. Practitioners and Adults would benefit from viewing digital media and technology as a means of facilitating children’s learning that it at the appropriate level of understanding and working within their zone of proximal development (Vygotsky 1978). Furthermore, Digital media and technology could be viewed as the more knowledgeable other. Children can use the internet to search for instant answers to questions they have (Vygotsky 1978).
   Although Nutbrown (2011) suggest that studies have highlighted a mixed response to the inclusion of digital technologies and media in early years settings. Concerns about the negative impact screen time has on children has resulted in studies to be completed. Some have identified positive aspects that support children’s learning and development, while others raise awareness of the potential harm to children’s development and even debate the elimination of digital technology in early years (UNICEF 2017: NSPCC: Lieberman, Bates and So (2009). American Academy of Paediatrics (2021) discourages any screen time for the children under two years olds and a limit of no more two hours per day after that. According in Internet Matters (2021) to much screen time can create disturbed sleep patterns as the blue light on screens keeps the brain thinking that it is daytime. Changes in behaviour a mood can be affected, anxiety can be amplified as screen-based technology increases nervous system arousal. Domingues-Montariari (2017) suggest that increased screen time can be a contributing factor to obesity, mental health problems and impact educational outcomes. Furthermore, Parker-Pope (2010) reports evidence is suggesting that dependency on technology is reshaping people’s personalities. Adults and children are becoming more impatient, impulsive and forgetful. Fleming (2015) reports the creators and designers of the iPad, who created the use of an iPad to be toddler friendly, have concerns about their own children using technology. However, the Royal College of Paediatrics and Child Health (2019) suggest at present there is not enough significant scientific evidence to evaluate the impact of screen time on children’s development, especially as children’s use of screen is rapidly evolving and needs to include the new media. 
  Research by Yelland (2005) reported that activities based on digital media can engage children in early years settings in collaborative learning, problem solving and reasoning activities that would have been considered too sophisticated without the use of technology. Studies by Resnick et al. (1998) suggest that digital media can introduce children to abstract concepts that were previously considered too advanced for certain age groups. Children learning abstract mathematical concepts can be supported by digital media, computer delivered manipulatives proved to have more advantages over physical hands-on manipulatives suggests Clementis and Sarama (2007). Studies showed that computer-based manipulatives allowed children to be more flexible, knowledge is more explicit, able to save work and return at a later date, linking concrete with the abstract visually and orally with increased motivation (Clementis and Sarama 2007).  
  Lieberman, Bates and So (2009) suggest that many digital media products and toys for early years children are designed to support learning of language and reading readiness. Research by McGee and Richgels (2006): Segers and Verhoeven (2002) showed that well designed digital learning toys and programmes that develop knowledge of alphabet, phonics, word recognition and word building can be effective. An experiment by Chera and Wood (2003) found that animated multimedia books presented to children aged 3 – 6 years enhanced awareness of phonics and word recognition more that traditional books. Piaget (1952) suggests that children learning happens in stages. Using digital media to facilitate a child’s language development allows a child to work through the stages required. National Literacy Trust (2014) recognises the value of using e-readers and online reading apps for engaging struggling readers. 
  The OECD (2010) analysis of the Progress in International Student Assessment (PISA) 2009 reported that the gender gap was still evident in traditional reading assessments in digital and print reading, although it is narrower for digital reading. Highlighting boys’ interest and abilities with digital reading could facilitate better proficiency in reading. Furthermore, The National Literacy Trust (2014) supports and recognises the important part technology can have with literacy development. A survey that was conducted in 2012 reports that reading on screen was preferred by 52.4% of children compared to 32% preferring to read print. The survey also highlighted the increase in children’s ownership of e-reading devices, rising to 30%. Electronic publishing has also developed and increased to include a wide range of quality eBooks available for children (National Literacy Trust 2014). 
  The topic of digital media and technology and children’s development is a long and complicated topic. Digital media and technology have rapidly evolved and show no sign of retreating. There is evidence that supports the use of digital media as a means of facilitating learning for children, encouraging independence and creative thinking. Children have the right to have access to an educational system that supports their literacy, numeracy and digital competence. However, concerns about the negative impact on children’s learning and development have also been highlighted. There is guidance available to support overcoming these negative effects. Following a clear pathway will ensure practitioners support children to be ready to thrive in an environment emersed in advancing technologies.
  










Section 2 – Parent Leaflet
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 Digital Media for Young Children

How children play has changed since the new millennium, are you ready to support and safeguard your child?
[image: Kimberly Lai | Babbles and rambles from a 21st century ...]
This leaflet is for parents and carers who are looking for ways to support and safeguard children whilst using digital and online media.
As a child you may have experienced knocking on a friend’s door or calling on a landline and may have grown up in the good old days of pre internet. However, it is hard to deny the endless opportunities of making friends, having fun and learning new things that the internet offers. Parents needs to be aware of the potential negative impacts the internet presents such as bullying, online grooming and mental health concerns (Barnardo’s 2021).

Children born in this current millennium are born into a digital world. As parents and carers of these children it is important that you understand the benefits from digital play to your child’s development, understand some of the negative impacts and ways you can safeguard and protect your child (Chassiakos et al. 2016).











There has been an increase since the new millennium in the quantity of digital play          materials available for children, especially those in the early years. Children’s interest in playing with different digital media such as interactive games, online games, electronic games, iPads and tablets and gaming devices, has created a new category of play called ‘digital play’ Research into children using digital media has highlighted both positive and negative impacts on children’s development. Children and be creative and express themselves using a whole range of different media and application such as video, photos, music and chat (Childnet International 2018). Some research has indicated that children need ‘free play’ instead of watching and interacting with screens. However, other research has indicated that although screen time needs to be monitored due to the impact it can have on children’s well-being and sleep patterns, the inclusion of digital play in a child’s daily life can enhance their learning and can facilitate most of the traditional types of play (Erdogen et al. 2018).

	During the first year of a child’s development their brains rapidly develop and learn best from interacting with people and not screens. The World Health Organisation (2019) suggest that children in the early years should be limited to one hour of screen time a day. Looking at a screen is not dangerous, but a child can become preoccupied and opportunities to be active and interact with people are missed. A child that is less active can have a disturbed sleep pattern. 


	
  The NSPCC (2021) provides a wide range of advice and guidance for parents. Using parental controls to filter and block content and prevent purchases within apps is a useful tool for parents. Using parental controls can help plan what time of day and for how long your child your child can access the internet and ensure content is child friendly. Talking to your child so that they understand how they can keep themselves safe online is another important tool. Help is available if you have concerns about your child.
NSPCC helpline: 0808 800 5000  email: help@nspcc.org.uk
Further information can be found at: https://www.nspcc.org.uk/keeping-children-safe/reporting-abuse/what-if-suspect-abuse/ 











Online gaming is a fun way for children and young people to engage and socialise with their friends. Parents and carers can support children and young people playing games online by being aware of some of the possible risks through using games consoles, playing games on apps and websites with mobile phones, tablets and PC’s and through smart speakers and reality headsets. Risks such as:
· Being bullied
· Trolling
· In game purchases
NSPCC (2021) suggest that parents and carers can support children and young people playing online games by:
· Checking game content
· Changing game settings
· Talking regularly



Young Minds (2021) offer advice to parents and explain that the internet offers huge opportunities. Children are provided with experiences to learn, research, play games and have contact with family member who may not live close to them. With the Global pandemic of covid 19 many parent, carers and children have relied on the internet for work, education and entertainment. It is important to help children and young people understand how to use the internet in a safe way, Young Minds (2021) suggest that there are several ways a parent or carer can help children and young people use the internet in a safe way. The first step is to lead by example. Talk to your child about your own experience, show them sites and apps you like to use and how you protect your personal details. This will help start a conversation about sites or apps your child would like to use. Try to set boundaries with your child and discuss the negative affect using a device before bedtime might have on your child’s sleep.  Research suggest that children are more cautious than adults online and are good at using the internet safely. Always reassure your child that they can talk to you. If they come across upsetting content you will the first person they turn to and can then support and guide your child in the appropriate action, such as blocking and reporting the content or user. Young Minds (2021) also offer support for parents with children wanting to access social media. Although most social media sites are officially 13+, most children will try to sign up to one at a younger age. Encouraging your child to feel comfortable talking to you will build a trusting relationship and you can support your child with privacy settings, that not all content on social media is as perfect as it seems and may not reflect a person’s life offline.    (Young Minds 2021)
More information can be found at:https://www.childnet.com/resources/keeping-under-fives-safe-online













As children find new ways to connect with each other on a range of platforms devices it is important that they understand how they can make safe choices. As a parent or carer, you may be worried about who your child is chatting or engaging with whilst online. Online grooming is a potential danger, but you can help protect your child. Teaching your child how to accept friends on social media, blocking and reporting content and keeping their personal information private are all useful tips you ca share with your child. Internet Matters (date)offer a range of advice for parents, carers and children to support positive internet interactions. More information can be found at:https://tinyurl.com/yethorvo 
 


 If you are worried about the way someone has been communicating with you are your child online, you can make a report to one of CEOP’s Child Protection Advisors. Available at: https://www.ceop.police.uk 


  According to Connect Safely (date) although bullying can be present online, however, despite what you might have heard it isn’t more of a problem online than offline. Because of the rise of social media, bullying and harassment have been receiving more coverage. 
If your child does experience cyberbullying either directly or as a bystander, supportive parenting can minimise the impact. Teaching your child to not react or retaliate is the best option for your child. Showing your child how to save evidence and block person. Encouraging your child to talk freely to you about their experience and what will happen next is important for your child.  Remember the ultimate goal is to restore self repect.
More information about helping your child with cyberbullying can be found at: https://www.connectsafely.org/cyberbullying/ 



 
[image: Logo  Description automatically generated] Teaching your child to be smart with a heart is a useful tool supported by Childnet International (2018). Each letter of smart has useful advice for your child when using and interacting on the internet.
S is for Safe Keep your personal information safe. When chatting or posting online don’t share a reveal your full name, home address or password.
M is for Meet Meeting up with someone you only know online, even a friend of a friend can be dangerous as this person is still a stranger. If you are asked to meet up, share personal information or asked for photos/videos of you then tell an adult and report them together on www.thinkuknow.co.uk
A is for Accepting Think carefully before you click or open something online. It may contain a virus or something you may find upsetting.
R is for Reliable You cannot trust everything you see online. Somethings can be out of date, not entirely true or inaccurate. Try to compare at least 3 different websites, check in books and talk to someone about what you have found.
T is for Tell Tell a trusted adult if something or someone makes you fell upset, worried or confused. If you or someone you know is being bullied online there are lots of people who will help like your parent or carer, your teacher or you can contact ChildLine 0800 11 11 or www.childline.org.uk
More information about smart with a heart can be found at: https://www.childnet.com/young-people/primary/get-smart 
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The British Council (2013) have produced guidance for parents to follow to support children using social media. The UNCRC article 19, states all children have the right to be protected from harm (UNICEF No Date).The British Council (2013) suggests 5 golden rules:
Show me – Ask your child to show you the sites they use.
Low profile – Ask your child to set profile settings to private.
Just ask – Ask your child about their online friends.
Photo check – Ask your child to only share photo’s that they wouldn’t mind showing you first.
Don’t worry – Ask your child to tell you if they are worried about something online.
More information and safety tips can be found at:
hhtps://learnenglishkids-britishcouncil.or/en/parents/articles/using-the-internet.co.uk/parents 
















 Each year UK Safer Internet Centre (2021) promotes each year a dedicated day to promote internet safety. Giving guidance to children and parents on tips for keeping safe whilst online. This year Internet safety day is on the 9th February 2021. This year’s theme will be exploring reliability in the online world.
More information can be found at: https://www.saferinternet.org.uk/safer-internet-day/2021 



Section 3 – Activity Plan
	Cynllun Gweithgaredd Sgiliau Llythrennedd Digidol
Activity Plan for Digital Literacy Skills

	Nifer o blant:
Number of children: small group of 6 children of mixed ability

	Oed y plant:
Age of children: 6-7 years 
	Nifer o oedolion:
Number of adults: 1

	Lleoliad:
Location: school garden

	Amser paratoi:
Preparation time: 20 mins
	Amser gweithgaredd:
Activity time: 1 hour 

	Adnoddau:
Resources: 
· Camera
· Video recorder
· Ipad x 6 in suitable robust case for children
· Ipad for adult to record children’s interaction, discovery and observations.
· Pop up hid
· Binoculars
· Wildlife identification apps on ipad


	Cysylltiadau â deilliannau llythrenned/cymhwysedd digidol:
Links to digital literacy/competence outcomes:
Citizenship 
· Digital rights, licensing and ownership 
· Online behavior and cyberbullying Interacting and Collaborating
· Communication 
· Collaboration 
· Storing and Sharing 
Interacting and collaborating 
· Communication
· Collaboration
· Storing and sharing
Producing
· Creating 
Data and computational thinking
· Data and information literacy 




	Manylion y weithgaredd:
Details of the activity: 
The year 3 classes in school are about to begin a project of planting insect attracting plants, making bug hotels, bird feeders and creating wildlife attracting habitats. The activity planned provides an opportunity for the years 2 classes to work together.

The activity is to be set in the school garden. As the garden in fully enclosed with a gate within the school boundary the children will be allowed to explore freely all areas of the garden that included a small, sloped grass area, dotted with hazel and silver birch and the raised beds area. The children will be taken from class in small groups, maximum of 6 of mixed ability children. A brief explanation will be given of Today you have the chance to explore our school garden and record any wildlife you discover. The children will be given some safety guidance to take care when moving about, lifting the logs and rocks.  Encouragement and emphasis will be placed on recording what they see where it is, e.g., butterfly or ladybird on a flower or leaf rather than trying to collect it.  The role of the adult will be as an observer, sharing in children’s discoveries when invited and supporting children based on their own needs. For some children the adult may need to take photos of the child’s discovery. The children will also have the opportunity to sit inside the pop up hide to observe and capture any birds that my visit the garden.

The aim of the activity is to gather evidence and data of existing wildlife that can be found in the school garden using digital media. Each child can choose how to capture the evidence: and data. They can choose from:
· Use the digital camera or the Ipad to take photographs
· use the video recorder or Ipad to film  
· use the recording devices/Ipad to make a short video as a wildlife presenter  

With the evidence collected each child will be asked to present their finding to the group, to identify any unknown wildlife using apps on the Ipad and produce a document that could be shared by email to the class teacher. This could be: 
· label the photo/video with their name and date
· use photos/videos to make a presentation using apps on the Ipad or program on hwb.
· save photos/videos/presentation into an appropriate file on hwb and send the file via email to class teacher.
Support to be provided depending on each child’s current level of ICT skills and ability.

A follow up to this activity would be to collate the data of wildlife spotted and create a report to share with the year 3 class. A whole class pictogram can also be created. This could be repeated after the year 3 class have completed their project and evaluated to see  if there has been a change in the number of wildlife spotted in the garden.














Section 4 – Evaluation of Activity Plan

  The activity plan in section 1 involves children taking part in a digital competency promoting experience. The plan was created to facilitate a hands-on, holistic learning experience. Careful consideration has been given to the digital skills and competence the children would be required to have and the opportunities for development. The activity plans facilitate the year 2 children working in collaboration with the year 3 class and provides an opportunity for sharing information. The activity plan can be used to demonstrate to practitioners how the current framework can provide purposeful learning experiences for early years children that are fun and engaging, with links across the curriculum.
  The activity plan was design to incorporate developmentally appropriate skills that will promote and underpin children’s journey to becoming digitally literate. This is in accordance the Welsh Government (2021) Digital Literacy Framework and the recommendations highlighted with the Donaldson (2015) Successful Futures report. In Wales the educational curriculum encompasses all children o have access to an education that is appropriate and support development in literacy, numeracy and digital competence. According to Maureen, Van de Meij and Jong (2018) Digital technology is experienced by most children on a daily basis. By the time children reach reception age they have had numerous encounters with digital media and communication technology. Therefore, for children born in this century to be literate means they should develop digital knowledge and skills. The activity plan highlights the development stands and elements linked to the Welsh Government (2021) Digital Competence Framework. Digital 
  The activity plan aim is to facilitate children exploring the school garden, looking for flora, fauna, habitats and wildlife. Recording what they see in the garden by either taking photographs and videos on iPads or digital equipment provided or choosing to create a shot video documentary or taking photographs and videos in input into their chosen app on the iPad. The children can choose how they store the evidence that they have collected. Some children may just add their full name and date, others may create a report. The work that will be created will depend on each child’s current level of digital competence. Piaget (1952) suggests that children gain knowledge in stages. The activity plan was designed to allow flexibility for children to work at a level that is appropriate for their current stage of development. The practitioner will have an understanding of each child’s current level of development and support each child to meet their needs. Vygotsky (1978) theory of children working within their ‘zone of proximal development’ highlights to practitioners the importance of providing learning experiences and activities that is appropriate for a child’s current level of understanding. Producing an activity plan that is structured with platform skills allows a practitioner to feel confident they are supporting and scaffolding children learning (Bruner 1960)
 The identified elements and strands included from the Welsh Government (2021) supports children’s digital competence. The activity requires children to label their work with their full name and date. This is part of the Citizenship element. The activity plan provides an opportunity for the children to create a document of their personal choice on their own Hwb account. This provides opportunities to practice the skill of logging into a device and also making sure personal information such as passwords are kept secure again an element of Citizenship on the DCF. The activity plan supports children having their voice and choosing how they would like to record and present their work (UNICEF 2017). 
  According to the International Literacy Association (2019) the inclusion of technology should be purposeful. The technology provided to children needs to support creativity development, collaboration, exploration and problem-solving knowledge. The activity plan supports children developing and practising digital competence skills and also facilities children’s creativity.
  Children can explore the school garden and choice how to record the evidence. Allowing freedom of expression and creativity.  Children using a digital camera or the camera function on an iPad can experiment with capturing evidence. They may choose to use the slow-motion feature to record the capillary movement of a caterpillar, zoom in on a creature’s feature such as a butterfly’s proboscis or even record bird songs. The children may also need to problem-solve if they can’t quite achieve their desired photo the first time. They may need to retake photographs to get a better result, adjusting to the position of the sun or distance from the chosen object. The activity plan shows how the set skills on the DCF can be delivered and also have a play element. Hitron et al. (2018) suggests that the decline in outdoor play can be addressed by adding technology. Planning an activity that requires children participation on hands on learning is supported by the Montessori approach of hands-on learning (Montessori 1965).
  Designing a plan that incorporates the use of iPads has many benefits. According to Kucirkova (2104) the availability of iPads since 2010 has changed technology education. iPads are multimodal, users can interact through text, picture and sound. iPads are light weight making and portable. They don’t need extra input devices such as a keyboard or a mouse. Furthermore, Khoo et al. (2013) suggests that including iPads into children’s learning are captivating for early years children. Gray (2017) reports many benefits to children in the inclusion of portable devices such as iPads. Benefits such as improved, communication and literacy skills and better use of numeracy skills. Boys became more interested when learning involved using digital technology. Children were reported to view written work completed on iPads as play. Highlighting to practitioners the importance of providing technology access as described in this activity plan. The activity plan also supports holistic development as described in Foundation Phase Framework (Welsh Government 2015).
  The activity provides an opportunity for the children to work in collaboration with another year group. This will allow for children to build on their skills of being able to create and share documents as outlined in the DCF (Welsh Government 2021). Jackson (2013) agrees that the use of technology can build collaboration and teamwork. 
  The decision to include a variety of digital devices available for children in this planned activity allows flexibility and promotes inclusion of all children. The DCF (Welsh Government 2021) has a clear step progress to support all learners. According to McLaughlin (2012) using digital technology allows practitioners to tailor lessons and learning to meet the needs of all children and is an inclusive practice. Using technology as described in this lesson plan allows practitioners to support children learning that is appropriate for their level and includes all children. Furthermore, Walker (2015) suggests that the inclusion of digital technology is an important tool for learners with additional needs. Providing children with opportunities to learn and practice digital skills provides an inclusive practice, deepens engagement and motivates learners, especially those with additional learning needs. Additionally, Donohue (2014) suggest that the inclusion of digital technology is a benefit for children with additional needs and provides and exciting and engaging learning environment. 
  Donohue (2014) also acknowledges that practitioners that may not have had much experience with digital technology may not feel confident engages with digital technology lesson. The DCF has been designed by Welsh Government to give clear guidance on the skills learners need to acquire. This lesson plan has clearly identified the corresponding skills that children in year 2 should have and need to work acquiring. Practitioners should feel confident in using the activity plan and understand the benefits to children developing digital competence.
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