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Section 1

Within Donaldson’s ‘Successful Futures’ (2015) the importance of children’s digital competency is discussed. Strasburger et al (2014) suggests therefore, that society needs to create a digital world where children are included. The digital environment began in the 1970’s and the use of digital devices by children has become common place in the last 10 years. This digital movement was not initially intended to be used by children being more of a world created by adults for adults (UNICEF, 2017). It is a fact, however, that a third of its 3 billion users today are children (Kidron and Rudkin, 2017). 

Palmer (2015) states that the digital environment is here to stay and will become ever more complex. Thoughts of children and their rights and privileges, therefore, must be incorporated by government and industry when creating policy framework and content (United Nations Convention on the Rights of the Child, 2020). Digital media is widely accessible to children through many devices for example smart phone, tablet, laptop, PC, Smart TV and gaming platforms. Sigman (2012) cited by Palmer (2015) states that by the average age of 10, British children have the opportunity to regularly access approximately five different screens in the family home alone. With parents leading increasingly busy lives and realistically not able to constantly watch over their children, it is increasingly important that children should be entitled to the same rights and protection online that they have when for when buying a toy that needs to comply with safety regulations or using playgrounds where the environment provides safety measures and soft landings (Byron, 2018). Unfortunately, however, this is not the case and children can easily, with the click of a button, find harmful content for example pornography and violence and there is a very lacking support framework when things go wrong (Sigman, 2012). The NSPCC (2017) cited by Byron (2018) documents that 81 percent of respondents to the NetAware research felt that social media organisations such as Facebook and Instagram were not doing enough to protect children. There is a definite need therefore, for parents to be aware of the dangers of leaving children unsupervised when accessing digital media due to the harm this can place on their development. There is also a huge responsibility on the providers of digital content for example YouTube, CBeebies and games to safeguard children against accidentally accessing inappropriate digital material.

That said however, used in a controlled environment where digital media is accessed with an appropriate adult, there is no doubt that all children can benefit from the digital media experience (UNICEF, 2019). Digital media has a place in children’s holistic development including self-awareness, literacy, numeracy, social skills, right and wrong, good behaviours, understanding 2-D and 3-D worlds, colours, emotions, needs and experiencing the senses.  Within this holistic development benefits of technology are proven to be much better when screen time is interactive instead of passive (Chassiakos et al, 2016) - implying that the child viewing the content must be supervised allowing a conversation between the child and the supervisor regarding the interaction taking place. By challenging the child’s mind in having a discussion regarding the ongoing content being watched, the adult can raise such questions as ‘what are you seeing in this picture?’ and ‘how many horses can you count?’ stimulating the child to question the content, rather than the material being watched passively and the child just consuming the content (UK Safer Internet Centre 2017). For all naught to five-year olds, interaction with an educator provides significant learning and cognitive development outcomes and Chassiakos et al (2016) write that when a child undertakes repeated digital learning, they can learn new skills when ICT is the educator. Also, by developing an emotional bond with a digital character on a screen young child can improve their learning potential. However, overuse without boundaries risks that ICT use can take the place of other activities and other learning outcomes (Gottschalk, 2019). 

The media is an excellent tool for learning and allows children to develop their knowledge and understanding. Vygotsky’s (1930) theory of the ‘Zone of Proximal Development’ supports this as it allows the media to become the ‘more knowledgeable other’ by extending the children’s perception of the world. It also encourages Vygotsky’s (1930) theory on scaffolding to be used by the children who use media platforms where perhaps they had no knowledge of a subject, to being able to explore information at a click of a button (Smith et al, 1997). However, as the internet is a vast world where children need to be guided and safeguarded, the assistance of a teacher as the scaffolder is vital. Therefore, the adult can sit next to the child to share the experience, so that it does not become a passive experience for the child (Mooney, 2000). Some might argue that having an adult next to them is not a child lead activity and might see this as stifling the child’s learning but Vygotsky argued that not only does this have the benefit of scaffolding, peer learning also takes place allowing the teacher to become the facilitator collaborating with the child and therefore the development is interactive, this supported by the Reggio Emilia (1981) learning approach. Whilst exploring the internet for resources adults need encourage the child to make observations and interact with the content as this will according to Vygotsky best support children’s growth and development (Mooney, 2000). This also supports sustained shared thinking (Purdon, 2016). Sustained shared thinking occurs when an adult and children work as a team in an intellectual way to overcome a problem, understand a concept thus allowing children’s thinking to become extended with the adult guiding the learning rather than controlling it. When, therefore,  a parent is watching a child-based programme they ask relevant questions that will extend the child’s thinking. (Nursery World, 2004). 

In the late 1950’s there was a theory that violence viewed on television stopped aggressive impulses. Bandura’s (1977) ‘Social Learning Theory’ however, contradicts this as he discovered through his famous ‘Bobo Doll’ experiment that when children were exposed to violence on television, they began to exhibit the aggressive behaviour they had witnessed (Bandura, 1971). A positive outcome of his social learning theory can be seen in the popular BBC Television channel CBeebies- a channel that is aimed at pre-school children and encourages inclusivity. For example, one might see presenters with a disability, differing ethnicity’s and non-gender bias. Allowing, therefore, children to observe a variety of celebrities from many backgrounds positively encourages the children to retain what they see and accept this as a true reflection of today’s society (Bandura, 1997). 

Channels such as CBeebies can be applauded for taking positive steps in this direction as Gerbner and Gross’s (1976) cultivation theory highlights the danger that what is constantly viewed on screens becomes influential, impacting on the view of reality. For example, if children spend hours on games that encourage fighting, they begin to perceive the world to be more like the world they are playing the game in. Gerbner (1976) suggests that repeated viewing of a subject on screen will result in the person almost by osmosis absorbing the behaviour, taking it as being true and as a consequence their behaviour becomes part of their psyche (Gerbner, 1980).

Equally as alarming are images viewed by young children on social media of celebrities with airbrushed skin and bodies people perceive to be perfect (Palmer, 2015). Dohnt and Triggerman’s (2006) research stated that girls as young as six years of age already wanted to change their appearance by becoming thinner and understood dieting was a means of achieving this. The need to be accepted by your peers and the images in digital media have a significant bearing on the need for girls particularly to be thin and look a certain way. Even as far back as 2006 girls from the ages of five to eight felt the need to copy and conform and were aware of their own self -image. Fortunately, today steps are being taken by some social media such as Instagram to discourage ‘likes’ and no allowing no option to leave comments. This is a positive step towards discouraging ‘trolling’ giving the future generations hope for a more positive social media platform experience (Ritschel, 2019). 

The impact of screen media on the cognitive development of pre-school children are stated by Sanborn and Harris (2019) as negative aspects of cognitive development. They note that they impact on executive function and language as children are exposed from a young age to media produced for adults. Having adult media as background noise has according to Sanborn and Harris (2019) two negative effects on the child’s cognitive development. Firstly, the child’s sustained toy play is disrupted and secondly the quality and quantity of parent and child interaction is significantly reduced compared to when the media is off. Children who are placed in front of a screen with adult media content for the possible purpose of a ‘baby-sitting’ substitute are likely to have little or no comprehension of the programme. Piaget’s (1896) theory states that children did not develop abstract reasoning skills until his fourth stage of cognitive development, therefore, did not believe children in the previous stages had the ability to understand abstract ideas (Mooney, 2000). For all these reasons,  television in the home which is permanently on, is not helpful for a child’s cognitive development and puts emphasis on the need to set the right context for the digital environment in traditional analogue lives (Strasburger et al, 2014). Research, however, by Chassiakos et al (2016) discovered that children between the ages of 15 and 24 months of age are able to learn through repeatedly watching video clips without adult support. The study showed that children 15 months old were able to grasp in three weeks the meaning of sign language symbols only by watching readily available online material. They also found, however, that where parents had sat with their children and used sign language images from a book the children retained the symbols for a longer period of time. Thus, showing, the advantage of human interaction in the learning process. 

In a world where almost every household is saturated with screens - Byron (2018) notes that fifty percent of children up to ten years old now have a smart phone - it is increasingly important that the next generation has enough self-discipline to be able to comprehend that which is real and that which is virtual (Palmer, 2015). Becoming addicted to technology and screen-gazing is as dangerous as becoming addicted to junk food - habits are very difficult to break (Palmer, 2015). According to Sanborn and Harris (2019) it is imperative therefore, that early years children are given set screen time with a daily allowance and parents are disciplined to keep with this routine. If children are permitted to be absorbed in endless hours of digital media, then this will affect the child’s health and wellbeing as the activity is sedentary and their mind is only experiencing one stimulus (Sanborn and Harris, 2019). That said, if a child sees a parent engaging in physical exercise whilst watching a keep fit video on YouTube, for example then they might be encouraged to join in or when they hear music on the radio to dance (Strasburger et al, 2014).

In summary, Kidron and Rudkin (2017) write that there is a real need to educate and encourage good digital literacy, wellbeing and effective digital behaviours from an early age, thus creating a knowledgeable and nourishing association with the digital world for all. Kidron and Rudkin (2017) continue to say that the context in which a child accesses the digital environment is as important as the content, and the type of activity is as important as the time consumed doing it. The digital world creates risks and allows children to develop through taking risks, and with those risks come unique and exciting opportunities. Donaldson’s emphasis in ‘Successful Futures’ (2015) on digital competencies being a priority in all educational settings in Wales, with a digital literacy framework that encompasses areas that are relatable to all users, creating competent digital learners, gives hope that children will be aware of the dangers and benefits of the digital world with the influence of the ‘New Curriculum for Wales 2022’ (Chassiakos et al, 2016).
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The internet is a great resource that allows children to communicate with others, connect with new things and be creative in many different ways on several devices. Nonetheless, the internet is constantly changing with new technology and gadgets each year. Keeping up with your children’s understanding and use of technology can be a challenge as you may feel at times that your child has better technology skills than you, but children still need protection and guidance when it comes to their safety online. Children may encounter many different issues online that may vary on their age and online activities (Childnet International, 2018). 

A parents’ guide to keeping your child 
safe online  


[image: Image result for computer safety"]


Age restrictions for social media apps
Children must be 13 years of age to create an account on- Snapchat, Facebook, Twitter, Skype and TikTok (Safer Internet, 2020). 
Due to the General data Protection regulation (2018) children must be 16 year of age to use WhatsApp. 

Cyberbullying

Cyberbullying is a form of bullying that takes place online, therefore it can be a constant via social networks, mobile phones and gaming consoles (NSPCC, 2020).

Types of Cyberbullying:
· Excluding children from online games, chat rooms, activities.
· Sending abusive and unkind messages.
· Creating and sending embarrassing images of others. 

Signs to watch out for if child being bullied online:
· Nervous to attend school.
· Change in their personality for example losing confidence and becoming withdrawn.

What parents and guardians can do to support:
· Encourage them to talk about the incident of cyber bullying. If the child doesn’t want to speak to a parent explain that they can speak to a trusted adult for example teacher.
· Help them take some time away from being online.
· Report the bulling on the sight it took place on or speak to the school. 

 











(Saxon Primary School, 2020)


The Byron report (2018) cites research undertaken by Net Aware in 2017, where 81 of the participants felt that social media companies were not doing enough to keep them safe online (NSPCC, 2017).
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Further support websites for parents/guardians
· Parent info- https://parentinfo.org
· Net Aware - https://www.net-aware.org.uk
· UK Safer internet Centre - https://www.saferinternet.org.uk
· ThinkUKnow- https://www.thinkuknow.co.uk/parents/
· Internet Matters- https://www.internetmatters.org
· NSPCC online safety advice- https://www.nspcc.org.uk/keeping-children-safe/online-safety/ 








(Rory Martin, 2014)


At times things can go wrong online. This can be concerning but parents can help.  Whether the child has overshared personal information or someone may have shared inappropriate content with the child, there is always something that can be done to make the situation better. 
Steps a parent can take
· Calmly talk to your child asking them exactly what happened and if there was anyone else involved. Let the child talk at their pace. 
· Reassure the child as they may be upset and need help to understand what has happened. 
Receiving extra support
· Several social media networks such as Facebook and YouTube have ways to report offensive material or behaviour. 
· Report it to Child Exploitation and Online Protection (2020). They help keep children safe from sexual exploitation and online grooming.
What the child can do
· Talk to your child about what they should do if someone or something upsets them online. Agree to either tell a parent or a person of trust. 


The online world can feel frightening at times but there are many things parents can do to take back control. 

Parental controls and filters are a good way of controlling what your child can watch and play. 

It would also benefit children to see their parents setting good example whilst online. Children at times lead by example and notice how parents/guardians act. Therefore, it is important to set a positive and safe example on the internet (NSPCC, 2015). 

Things to talk about and do together
· If using parental controls explain to your child that they are being used to protect them from dangers online. 
· Set boundaries for when technology is allowed to be used and for how long. 
· Explain that the internet has benefits and to have a balanced stance. 
· Ensure that your child is aware of how to report websites and is aware of how to block content or people if necessary (NSPCC, 2015). 

Talk to your child 
If things go wrong 
SMART Rules for Primary aged children (Childnet, 2020).


One of the simplest and most effective ways of protecting your child is to talk to them regarding their online activity. 

Ensure your child thinks about their actions while online. Help them understand who sees certain things they may share such as images, usernames and comments allow others to create a picture of who they are (NSPCC, 2015).




· Talk about what ‘personal information’ is and its importance. 
· Find sites and apps together that are appropriate and safe. 
· Explain that not everyone online is who they may say they are. Be careful sharing feelings and you thinking with people you’ve only met online.
· Have more than one conversation with your child going over points you’ve spoken about to make sure they understand. For younger children break down the conversation as your child will find it easier to take all the information in (NSPCC, 2015). 







SAFE: All personal information must be kept safe. When talking or posting online do not give away your full name, home address or password. 

MEET: Meeting up with someone you only know through being online is dangerous as they are a stranger. If someone you only know through the internet asks to meet, photos or videos of you or for personal information you must tell an adult straight away and report them together.

ACCEPTING: Do not accept or open something if you are unsure of what or who it is for example friend request or links. 

RELIABLE: Do not trust everything you see online as certain things may be inaccurate or untrue. Check books and talk to an adult about what you find online. 

TELL: Speak to a trusted adult such as parent or teacher if someone or something makes you feel worried or upset. 
        
      Always be king and respectful to others online. Make the online a better place by helping your friends if they become worried or upset about something online. 

Safety starts with you 
Things to talk about and do together 


	 Section 3                              Activity Plan

	Activity:  In pairs the children will be carefully searching for minibeasts outdoors. Once found their task will be to take a picture of the bugs on an iPad to then later on be able to log into Hwb and using JIT 5 to create their favorite minibeast with help from the images taken on the iPad. 

	Number of children: 6

	Age of children: 4-5
	Number of adults: 1

	Location: Woodland area on school property

	Preparation time:  5- 10 minutes 
	Activity time: 40 minutes

	Resources: 
· 6 iPads 
· 6 computers
· First Aid kit 
· Mobile phone in case of an emergency 
· All EpiPen’s/Asthma pumps or medications needed
· Printer 


	Aim/s of activity:
To encourage the children to discover nature. 
To expand the children’s digital competency by taking pictures, login into Hwb and fine motor skills by using the keyboard.  
Expand the children’s cross curricular knowledge with subjects such as science, mathematics and language. 

	Links to outcomes:
Digital Competency Framework (2020)
Citizenship- ‘Recognise that actions have consequences and identify simple rules to keep them safe’ 
‘Add their name to digital work, e.g. type their first name on a keyboard’ 

Interacting and collaborating - ‘Save work by clicking an icon and understand that the work can be retrieved’ 
Producing- ‘Identify a success criterion in response to questions, e.g. success criteria may include ensuring the subject is in the middle of the image when taking a photograph’ 

The experience also links to many of the ‘The Foundation Phase Frameworks (2015)’ areas of learning- 
Personal and Social Development, Well-being and Cultural Diversity (Department for Education and Skills, 2015, p.10)
· ‘Develop a growing interest in the world around them and understand what their environment has to offer when playing alone and with others.’
Knowledge and Understanding of the World (Department for Education and Skills, 2015, p.35)
· ‘Investigate indoor and outdoor learning environments, as well as including natural conditions as they arise.’
·  ‘Learn about the senses that humans and other animals have and use to enable them to be aware of the world around them.’
· ‘Identify some animals and plants that live in the outdoor environment.’

	Differentiation: 
Lower attainment- to paint their favorite mini beast and with support can type their name on the document and save their piece of work in their Hwb account. 
Middle attainment- to paint their favorite mini beast and personalise the back round by navigating the JIT 5 resources while typing their name and saving their piece of work to their Hwb account. With support be able to print their work. 
Higher attainment- to paint their favorite mini beast and label their insect for example wings, eyes, colour and then independently name their work and save. After some scaffolding be able to print their work. 

	Health and safety:
· Insure children understand the safety rules will carrying an iPad.
· Register is taken of all the children present. 
· Mobile phone in the case of an emergency.
· Be conscious of any medical needs or allergies of the children taking part. 

	Role of adult/adults:
The role of the adult will be to prepare the proposed woodland area making sure all health and safety checks have been taken into consideration before the children arriving. 
To encourage the children to use the iPads correctly and safely. 
To take notes and observe the children. 
Ensure children are safe while online, encouraging good online behavior and supporting them when necessary. 

	The activity:
· Firstly, the woodland area must be risk assessed by an adult ensuring all animal faeces, dangerous objects and potential risks are cleared. 
· Before the children are taken outside to begin the activity, they must be shown the safety presentation and staff must make sure that all children are wearing suitable clothing for the weather. 
· Make sure the children are aware of how to take a picture using the iPad. Take them through it step by step to ensure they are comfortable to take part in the activity. 
· Put the children into pairs.
· Get the children to stand in their pairs in a line and guide them out to the area of school woodland that the activity will take place. 
· Hand the pairs an iPad each. Ensure the children are holding the iPads safely. The children must work together to find minibeast and help each other take pictures if necessary.  
· Allow the children to explore the woodland area together. 
· The role of the adult will be to observe the children while the activity is taking place, making notes and encouraging the children who may be a little cautious to get involved. The adult should not get involved in the activity unless they are invited by the children.
· [bookmark: _GoBack]If the adult is invited into the activity by the children, then they must use sustained shared thinking techniques to allow the children to expand their knowledge and understanding.  
· The activity should allow the children to discover new senses and textures while being creative and observing what is around them. 
· After 20 minutes of exploring the woodland areas the children should be called in by the adult and taken safely back indoor to the computers. 
· They will then be asked to log on to Hwb and use JIT 5 to create their favorite minibeast found during the activity using inspiration from the images taken on the iPad. 
· The images created can be printed by the children once they have completed their picture. They then must save the work created to their Hwb account. 
· Children must ensure they have logged off Hwb once they have completed the activity.       


Section 4

The activity planned was suitable for the age group due to it being fun, energetic and engaging. I feel that the adult had carefully planned so that the activity met the Digital Competency Framework (2018) for reception age. Kidron and Rudkin (2017) noted that children’s digital habits begin at a young age and have an effect on their transition into adulthood. My activity allows children to experience a healthy balance between the outdoors and use of technology enabling children to experience the four purposes of Donaldson’s new curriculum (2022) - providing the children with opportunities to become healthy, confident ambitious learners. 

Understanding that digital habits start at childhood provides a perfect platform for initial conversations of awareness and safety online whilst using the internet, such as the discussion of why we need passwords and why we need to keep them safe (UK Safer Internet Centre, 2017). This conversation would provide the opportunity to discuss the importance of logging out of an account and the initial conversations of your online identity which is also a strand in the Digital Competence Framework. The activity plan was an ideal platform for these conversations to be had and understood during a practical session, allowing the children to see and apply this skill whilst using the internet and relevant platforms. As enablers of learning educators need to instil in the children that their wellbeing is important whether it is in a digital environment or in an everyday environment (Palmer, 2015). Therefore, this activity allows the children to discover the outdoors whilst using technology in a positive way encouraging them to have a healthy relationship with technology that will continue throughout their learning journey and adulthood. Kidron and Rudkin (2017) suggest that children and adults are unaware of the risks of sharing information and the impact their habits and digital footprints can have on the internet. Therefore, to embed a digital competent way of thinking, parents and guardians need to be included in the child’s learning (UNICEF, 2017). A way of achieving this would be to hold ‘Digital and Play’ sessions where parents and guardians can experience activities (such as those in my plan) – similar to the sessions that children will have in school. This supports parents understanding of what is expected of the children and provides opportunities to have conversations with practitioners to create a link between home and school. It also provides a firm understanding of how to keep children safe in a digital world (Internet matters, 2020). Chassiakos et al (2016) notes that parents need to understand and recognise their role to model the suitable and appropriate use of technology, as well as their role to set children boundaries in terms of not overusing technology. 

The activity planned supported the strands of the Digital Competence Framework (2020) allowing the children to experiment and to be aware of the technology used. The use of the iPad to take the photo supported the citizenship strand by providing the children with the opportunity to stay focused and engaged in the task as well as manipulating the equipment carefully by using their fine motor skills to capture the image that was required. This is a skill that can be applied to all areas of learning (Welsh Government, 2020). The digital competency framework encourages the enablers of learning to plan future opportunities for staying focused and engaged in the task to be practiced, so that the learners become confident in applying this skill to everyday life (Welsh Government, 2018). 

The activity encourages the use of Hwb, a tool created by the government to protect and educate children in Wales. Article 17 of the United Nations Convention on the Rights of the Child (2020) states that all children have the right to reliable sources of information when using technology and media and that the government must protect children from harmful content. Therefore, by using Hwb children are able to safely become digitally competent learners. 

The activity planned provided the children with plenty of opportunities to become independent leaners such as logging into Hwb. The Digital Competence Framework (2018) strand of interacting and collaborating suggests that children should be able to store and share information that they have created safely. Using Hwb, therefore, is a positive and safe way of developing this skill from a young age. Being able to log into Hwb requires the learner to be able to identify the sounds and letters and understand the use of an email address and password. This skill of logging into Hwb and using a password, however, may be ambitious for children in the Foundation Phase. Considering this element I have concerns that it may discourage the lower attainment children to use Hwb independently as they will not necessarily be able to apply the skill of typing the password such as using underscore or a hyphen when the children are still identifying numbers, sounds and letters. Reflecting on this I would ask the adult to log in for the lower and middle attainment and provide scaffolding for the higher attainment to experience the process. Vygotsky (1978) suggests that by scaffolding learning, children to reach and achieve a new skill or concept confidently (Mooney, 2000). 

Furthermore, the element of the activity that was planned for the lower attainment, despite reaching the target of the digital competency stand, is potentially an unachievable target for those who are classed in the lower attainment group. I feel this because the activity depended on the use and manipulation of their fine and gross motor skills. This could be challenging for children who are receiving intervention such as finger gym for their fine motor skills and as part of reception, to enable the use of fine and gross motor skills, ‘dough disco’ sessions are often planned to facilitate reaching this target. If the children are still receiving intervention for their fine and gross motor skills, they may struggle to manipulate the mouse on the computer and use paint on JIT 5. However, Disney and Geng’s (2018) study states that digital technology can help children achieve higher goals and improve their process of learning. 

The Citizenship strand of the Digital Competency Framework (2020) for reception age asks for the children to be able to write their name on work they create and to save it to their account. This could potentially be a challenge for the children at reception age as they are still discovering the use of phonics and if they are within the lower attainment group they may struggle to spell and sound out their own name as well as identifying the letters on the keyboard. To allow the children to reach their target the adult facilitating would potentially have to provide hand on hand support to manipulate the mouse to create their painting and support the children in sounding and identifying the letters in their name (Strasburg et al, 2014). However, hand on hand support may take away the independent element of the activity and could have a potential effect on the children’s wellbeing when they are unable to complete their activity to the same extent as their peers. Considering these elements another activity for the lower attainment group could be the use of the ‘Beebots’. There could be a Beebot mat that had the letters of the lower attainment’s name in the different squares. The children would then have to programme using their fine motor skills to identify the letters in their name which would familiarise the children with the letters used in their name and progress their use of fine motor skills. This would provide the scaffolding for the children to complete the activity using Hwb with an adult facilitating their learning if needed, allowing them the opportunity to be independent competent leaners but feel that they have support if needed (Mooney, 2000). Burners (1960) spiral curriculum suggests that any subject can be taught when structured and simplified to begin and then re visited at more complex levels. the Beebot would be the first level, for example, and the activity would be the more complex level ensuring the children have confidence in all element of the task (Bruner, 2006). 	

To conclude, the activity referred to the Digital Competency Framework (2018) while ensuring the children had an element of independence and enjoyment. On reflection I would plan scaffolding activities for the lower attainment group ensuring they were confident with elements of the task before its undertaking. Sigman (2012) suggests that children in the current generation will spend more time on digital platforms than they will spend in school. The activity planned allows children to explore the outdoors and technology together in the hope that they may develop a clear understanding of the access of a balance between digital competence in different environments. Donaldson (2015) reinforces this throughout the curriculum and explores the positive elements of involving Digital Competency Framework (2018) whilst developing their creativity.
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