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Section 1-

Welsh Government (2020) States Digital Media has had a positive digital platform for providing education in Wales during the COVID-19 outbreak where children unable to attend school can still receive face to face education. Therefore, children have had education provided online through using HWB. This offers a range of resources such as educational games, online live lessons and health and well-being advice (Welsh Government, No Date).  Without the use of Digital media children would not be able have an education at home, which could have a long term affect their development (Welsh Government, 2020). Digital media also allows children to use apps such as active learn to complete their work and learn new skills such as colouring, maths and literacy (Active Learn, 2021). Furthemore, Donaldson (2015) also believes online learning supports the new curriculums digital competency framework, which is being introduced in new Curriculum for Wales. Donaldson (2015) states digital competent children will have a successful future. However, Fuson, (2009) states Piaget believes children only learn from hands on learning, therefore depending on screen time may not provide the hands on, concrete opportunities highlighted by Piaget as important in children early cognitive development. Barr (2010) also believes children learn less from watching a screen than they do from watching live demonstrations. British Council (2021) agree with this as they state teachers support student in ways technology cannot. For example, helping children to form emotional relationships.

However, SWGFL (2017) believes using digital devices promotes hand-eye co-ordination, language and problem-solving skills. Chmiliar (2017) also suggests digital devices can motivate children with and without learning disabilities to complete work and progress their development. Chmiliar (2017) also adds children’s who use digital devices have shown greater knowledge in problem solving, language and literacy skills and greater intelligence, than those who have not used digital devices in their education. Vygotsky believes children learn through experimenting, which helps children be more independent and to problem solve (Abtahi, Graven and Lerman, 2017, p.67). Zirawage et al. (2017) believes that digital games/ video games promote problem solving skills. 

Reading Rockets (No Date) believe that children with learning disabilities benefit from assistive technology. For example, a child who has dyslexia may not be able to read a book however, if the child has good listening skills using assistive technology will allow the child to listen to the audio book. Increasing a child’s self-reliance and independence skills. 

Lynch & Redpath (2014, p.157) state that when children use digital media for numeracy and literacy, they do not feel as if they are doing educational work, it felt like they were playing games however, the ‘games’ were designed to support phonics and counting supporting handwriting, reading and sounds. Northrop and Killeen (2013, p.1) also believe Ipads can help build literacy skills for children through researching phonics, reading, spelling, rhyming and singing games. 

Department of Education (2019) states digital literacy is important in early years education as confident readers can communicate better and are more successful in the future. BBC (2021) also believes that games are a good educational tool that provide independent learning as children are able to problem solving (Abtahi, Graven and Lerman, 2017, p.67). Graven and Lerman (2017, p.67) state that Vygotsky believes that children learn through a more knowledgeable other. The internet can answer questions and help provide education, being a knowledge other (Unicef, 2021). Welsh Government (2018) believes the internet allows children to increase their learning resources beyond the classroom. However, Future Educators (2019) believe that use of technology in a classroom causes distractions if the child wants to play non-educational games and effects social interaction as they do not feel the need to verbally communicate. However, teachers will be able to block content and set time boundaries (NSPCC, 2021). 

Welsh Government (2020) states digital media has positive effects on a child’s development however Stiglic et al (2019) states screen time on the technology devices can affect a child’s diet and energy intake, mental health and well-being, anxiety and depression, behavioural problems such hyperactivity and lack of physical activity, all of these affect a child’s well-being. For example, Specsavers (2021) state news reporters have stated that children are spending up to six and a half hours a day on digital devices throughout the pandemic which has caused eye strain, soreness and progression of short sight. Fight for Sight (2019) also believes one in three people throughout the United Kingdom’s eyesight has deteriorated due to screen time increasing during COVID-19. Internet Matters (2021) believes setting boundaries for screen time is important and suggest to take regular breaks and have a time limit. 

However, despite some health concerns linked to overuse of digital devices, BBC Bitesize is a positive online resource suitable for children 5+. The website can use to help with their learning, homework and well-being (BBC, 2021).  Sports Wales (2021) has been set up for virtual online PE lessons so children can keep fit and active at home. Therefore, children who have access to a digital device will benefit from online classes as keeping fit improves concentration, lower stress levels, better sleep and an overall better academic performance, it also stops a child from developing health issues such as obesity in the future. Through-out the pandemic children have missed out on physical education at school however, having a digital device allows children to watch positive influencers such as Joe Wicks to help them remain active (BBC, 2021). 

However, (Crystal et al., 2020) suggests digital media is not always a positive online resource as it can affect a child’s eating behaviour due to food or television adverts are the main causes for un-healthy eating behaviours in children leading to long term illnesses such as obesity. Department of Health and Social Care (2019) believes digital marketing targets children with techniques such as using cartoon characters eating sugary snacks to advertise to the child, changing the child’s preferences on food. This has caused a raise in obesity in Europe. NHS (2019) states obesity can affect a child’s health in many ways as they can develop illnesses such as type two diabetes, high blood pressure and high cholesterol which can lead to coronary heart disease, stroke or death. Sigman (2012, pp.935) also believes that everyone hour a child watches a screen it has a 6% increase for fatal and non-fatal cardiovascular disease and an 8% increase for coronary heart disease. NHS (2018) states individuals who are at risk of getting cardiovascular disease are at danger as one of main causes for death and ability in the United Kingdom. 

DEDA Feeding Hope (2018) also believes online influences promote a negative body image for children as they might not understand photos are photoshopped to appear perfect, giving children an-unrealistic body goal which could cause mental health issues such as eating disorders, anxiety and depression. (Dohnt et al., 2006, pp.926-936) state girls from 5-8 years want to be thinner, which means they are aware of diet. This has been caused from watching appearance-focused television programs. Marks et al. (2020, pp.2-3) believe individuals internalize behaviours such as eating disorders when using digital media. However, technology has updated which means children are able to skip adverts, allowing them not to be a vulnerable audience and to target family in to buying items (AAP News & Journals Gateway, 2021). Family lives (No Date) also believes skipping adverts stops pester power. Martins et al. (2018, pp.98-119) believes the framing theory affects children as they believe what they see, leaving them feeling negative towards themselves. However, parents can explain to children that what they see on media is not always real (NSPCC, 2021). 

Bandura (cited in Grusec and Joan, 1992, p.776-787) believes children learn through observing and copying the behaviours and attitudes of others. In European society children are now seeing adults suing their digital devices regularly, children learn by mirroring behaviour leading them to copy when using their digital devices which puts a child at risk in the digital world (European Commission, 2018). 

European Commission (2015) also adds digital technologies can stop children from wanting to play outdoors due to However, Montessori believes children learn and develop gross motor skills outdoors (Montessori Group, No Date).  Frobel also believes children need to play outdoors to gather an understanding of the world around them (Tovey, 2013). However, the British Council (2021) states children can explore the world through using an electronic device-seeing places and animals they might not ever get to see. Piaget also believes children learn through exploring the environment (Sahimi, 2009). 

Welsh Government (2021) states children can communicate with friends and family using digital technology. Therefore, technology can be a positive way for children to maintain relationships and communicate with others however, children do not always communicate positively meaning children have the risk of being cyber-bullied (NSPCC, 2021). Cyberbullying can affect a child’s mental health, confidence and problems settling in school which can have long-term effects such as the child not achieving to the best it can. Bandura also believes children learn through modelling behaviour (Yildirim et al. 2020). So, seeing and hearing aggressive behaviour online could lead to children copying the in-appropriate behaviour, as they may not understand (Ofcom, 2014). Vygotsky also believes children scaffolds and copies what they see (Nordlof, 2014, pp.45-64). 

UNICEF (2017) believes children don’t always communicate with appropriate individuals online, Children have the risk of talking to sex offenders. The internet is an easy way for sex offenders to anonymously create false identities and gather information and locate them, putting the child at serious risk. UNICEF (2017) also adds that the child’s information and identity can be shared globally, sharing it and a click of a button to other sex offenders. The child’s images and information can exist forever.  (Frazier & Trekles, 2018, p.466) believe teachers also worry about internet safety in school as they have not received professional training with technology, putting children at risk. 

NSPCC (2021) believes children do not always positively communicate online or when playing games. They believe children who use digital media have a risk of being groomed. Children don’t always understand people can lie about who they are and expose personal information which might cause them harm. Piaget also agrees children believe what they see and hear (Robert Gordon University, No Date). However, parents and children are able to set up parental control to keep children safe from speaking to strangers (NSPCC, 2021).

Scharrer et al. (2018, pp.235-258) believe that certain programmes and games that children see on digital media go beyond boundaries. The cultivation theory suggests television shows go beyond the boundaries of cultural norms and expectations (Scharrer et al., 2018, pp.235-258). Media Education Foundation Study Guide (No Date) believes watching or playing aggressive television programmes and video games can cause children to develop mean world syndrome, this can cause individuals to have a fear of the world. Gerbner (2010) also believes it can cause children to tell violent lies and commit violent offences. Royal College of Paediatrics and Child Health (2019) believe children aged 2-5 should only use a screen for 1 hour a day. It also suggests parents should co-view what a child is watching to help them understand what they are seeing, by following this advice children will not watch programmes beyond boundaries. 

Office for national Statistics (2018) stated that 9 out of 10 households have access to the internet and that the use of the internet on a daily basis has doubled from 2006 to 2018. Department for education (2010) believe digital devices can improve a parental engagement in the child’s education, enabling parents to engage more with their child, often forming a better relationship. Government Office for Science (2015) also believe digital devices allow families to stay in touch with loved ones they might not have time to see.  Southampton City Council (2020) states technology has brought families together during COVID-19. 

Office for national Statistics (2018) believe 89% of adults through-out Great Britain in 2018 use a digital device, whereas it was only 51% in 2006, showing that technology is now becoming a part of culture. Vygotsky believes children will adapt to what they see and use it as part of their culture when growing up (veraksa1 and Veraksa, 2018, p.150-154). Alessondra Villegas (2013) also believes media is a part of the culture children live in. Pew Research Centre (2020) believe that 31% of children used a digital device before the age of two and 29% believe they used a digital device between the ages of three and four. Bandura believes to obtain a new behaviour a learner will observe and copy the role model (Sternszus et al, 2016, p.1257-1258). 

Alessondra Villegas (2013) believes digital devices negatively affect families relationships, as it states that children and adults spend more time on digital devices than interacting and speaking to one another. Marinelli (2017) also suggests that that digital devices affects communication skills. Understood (2021) also adds that’s 61% of families surveyed stated that technology has a negative impact on family life and believe digital devices have affected families communicating around the table. Understood (2021) also states that children who have screens at mealtimes lack in social skills, practising to listen and paying attention when another individual is talking. (Sigman, A, 2012, pp.935) states many children also have access to their own digital device in their bedroom and have access to five screens in their home by the age of 10.  NHS (2021) believes electronic devices effect a child’s sleeping pattern. 







[image: Designing a New Look for Instagram, Inspired by the Community | by Ian |  Medium]The risks of screen use on young children’s health (House of Commons, 2019).

1. Effects physical health, less time outdoors. 
2. Lack of sleep, effecting their school, social and physical life
3. Effecting mental health and well-being 
4. Welsh Government (No Date) also believes screen-time and social media encourages un-healthy eating
5. Lack of communication- poor social skills. if children don’t communicate at a young age, they will grow up to be anxious of others. This could lead to mental health issues in the future. 
6. Children aged 2-5 years screen-time should be less than one hour a day (House of Commons, 2019).
7. Eye damage
What can adults do to help a child not abuse screen-time? 
· Limit and monitor screen time- set an amount of time your child should be on its digital device- (Swansea Council, No Date).
· Ensure your child takes regular breaks away from the screen (Swansea Council, No Date).
· Be a role model- if children see you overusing your digital device, they will copy you (Internet Matters, 2021). 
· Switch off notifications- this will limit distractions. Overall, limiting their screen time (Internet Matters, 2021).
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(Instagram, 2021)

13
Are you aware of the age restrictions for children to access digital and social media? (PEGI, 2017)

This leaflet is to provide parents and careers with information on the possible effects and dangers children are exposed to when using digital media. It will also suggest tips on how parents and careers can prevent their children from health issues and being exposed to risk when using digital media. 
Keeping children safe when using Digital Media 


[image: YouTube Community Guidelines & Policies - How YouTube Works](YouTube, 2020)
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(Internet Matters, 2021)
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(Tik Tok, 2021)


25% of parents and guardians with children aged 4-5 years old are worried about their child’s screen-time. They also have concerns with the amount of time children spend online (Internet Matters, 2021). 


[image: Parents' Ultimate Guide to YouTube Kids | Common Sense Media]

What is Parental Control?       


YouTube Kids promotes a friendly environmental app for children to explore. It allows parents to know that children are watching suitable content. For parents to set up a YouTube for children, you follow these steps
· Answer a maths timetable answer 
· You pick an age category for your child 
· turn off search button if you feel this is more suitable for your child. 
(Don’t need to use a google account for the app)
YouTube Kids (No Date) 
For more information visit- https://www.youtubekids.com


Parental Controls are used to help block inappropriate content. Children who use digital technology will be able to have access to the app store, which is often linked to a bank account however, you can control purchases within the app store (NSPCC, 2021). 

What devices can you install parental control software on?
· Phones                                         (Technopolis, 2020)
· Tablets 
· Games consoles 
· Laptops
· Home internet 
(NSPCC, 2021)

Don’t make the same mistake as these parents did.
Kleinman (2021) states four children spend nearly £550 in three weeks buying games online, clearing their parents bank account. The parents did not realise that the online game had a cap meaning, children would not be able to purchase items without asking their parents. For more information on how to activate parental controls visit: https://www.bbc.co.uk/news/technology-48908766











Why should a child who is under the age restriction not have access to Social Media and games? 

NSPCC (2021) states age restrictions are set to keep children safe online. The GDPR law states children must be 13 and over to provide personal information for Social Media. However, parents are allowed to provide consent If the child is under the age of 13. 

For more information visit- https://learning.nspcc.org.uk/child-protection-system/children-the-law

If parents give consent for Social Media when the child is under the age restriction, you should be aware of the possible risks stated below from (NiDirect, No Date).
Cyberbullying 
       Lack of privacy 
       Fraud/identify theft 
                                                           
       Disturbing messages and images 
       Grooming 
       Misleading role model pictures              
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(London School of Economics,2021)
The effect of Social Media on young children’s health (Ehmke, 2021). 
· Lower self-esteem 
· Lack of sleep, playing on tablets instead
· Avoiding homework/work in school  
· Seeing in-appropriate content they might not understand, children would them normalise this behaviour 
The effect of inappropriate games on young children’s health (NSPCC, 2021)
· Being bullied- excluded from games by friends or criticised on how they play. 
· Children don’t know who they are playing with- This could lead to them getting groomed or getting their account hacked. 
What can an adult do to help a child play safely online and use Social Media correctly? (NSPCC, 2021)
· Check the age content. Games and social media with a higher age rating often have violence, bad language or sexual content through-out. 
· Change the privacy settings- mute chats and understand that you can report players who are inappropriate. 
· Take interest on what they play and what apps they use. 
· Ask to join and play the games/app together, this will allow you to see if the app or game is appropriate for the child. 
· Be a role model- children tend to copy what they see. If you model bad behaviour online, they will copy. 
· If your child using an Android device, you can use the ‘Digital well-being feature’. This will allow adults to check the time they spend on different apps. For more information visit: https://support.google.com/pixelphone/answer/9137850?hl=en&utm_source=wellbeing.google&utm_medium=referral&utm_campaign=wellbeing

London School of Economics (2021) completed a questionnaire asking children what they came across when using social media, video games and YouTube programmes. NSPCC (2021) states by understanding and following parental-control guidance, an adult can prevent a child from seeing the harmful content stated in the pie chart. 
 




Why parents should be aware of cyber bulling!
What is cyberbullying?
Welsh Government (2011) states cyberbullying is the use of communication online. It is carried out through an individual using a digital technology device. Cyber bullying takes part on social media, video games and video-chats such as facetime. Anti-Bullying Alliance (No Date) also states anti-bulling is an intentional act that individuals or groups of people take part in, when using electronics. They bully the individual through sending not nice messages, video calls or voice chats. 

What effects can bullying have on a child? (NSPCC, 2021)
8. Bullying can lead to mental health problems such as anxiety and depression. This could affect a straight away or in the future
9. Less friends- making a child feel alone and nervous to be around others
10. Children find it hard to adapt to different environments, especially school. This often effects the children from doing well
11. Online bullying can make a child nervous to go to school, effecting their work and social skills 
12. Stress related orders (Kids Health, 2021)
13. Suicide (Kids Health, 2021)

How can parents/careers prevent their child from cyberbullying? 
· Set boundaries on what they are allowed and not allowed to do when using digital media ((Department of Education, 2014)
· Make sure parental controls are activated by doing this it will allow parents to know that children are not speaking to strangers and only people they know. If people they know are cyber bulling report to school, police or the site or game they are playing (Department of Education, 2014)
· Childnet International (2018) suggests talk to children on why cyberbullying is not acceptable. Take interest and monitor what they are doing on their digital devices and ask questions such as what have they been doing? Have they enjoyed? Has anyone upset them? For more information on how to talk to your child visit: https://www.childnet.com/parents-and-carers/what-do-i-need-to-know
· Ensure they can talk to an adult about their feelings and experiences (Kids Health, 2021)

What laws can be applied to cyberbullying? 
Cyberbullying applies to the laws listed below: (Grindleford Primary School, No Date) 
· Protection from Harassment Act 1997
· Section 127 of the communications Act 2003    
· Malicious Communications Act 1988              
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(Doodle, No Date)




Section 3 

	Activity Plan for Digital Literacy Skills

	
Number of children:8

	
Age of children:6 yrs 
	
Number of adults:2

	
Location: indoors and outdoors

	Preparation time: 10 minuets 
	Activity time:
65 minuets 

	Resources: 
-chrome books
-Ipads
-fancy dress costumes
-toys
-natural resources 


	
Links to digital literacy/competence outcomes:
Citizenship:
Identity, image and reputation -keeping personal data safe. This links to my activity as the children are required to upload work on to either FlipGrid or HWB. The children will understand not to share their personal data with friends to keep them safe. 
Digital rights, licensing and ownership- adding name and date. This links to my activity as children are required to add their name and date to the piece of work uploaded. 
Health and well-being- use digital devices for a given time limit. My activity links to this outcome as the children are encouraged to set timers, so they know how much time is left for each section

Interacting and collaborating: 
Storing and sharing-save work using an appropriate file name. This links to my activity as the children will need to understand why they need to save work to be able to access it again. 
Collaborate with a partner on a piece of work. This links to my activity as the children are working in pairs

Producing:
Evaluating and improving- what worked well and what didn’t work. This links to my activity as the children have the chance to discuss what worked and what didn’t and expanding on why they think this. 


(Welsh Government, 2021)

	Details of the activity: 
· Explain the activity on the carpet 
· explain to the children why they have usernames and passwords. Discuss how this data keeps them safe
· let the child choose a partner
· one Ipad or chrome book between the pair (the children can decide what one they would like to use)
· get children to discuss with their partner what roleplay they would like to choose. it is their choice. 
· let children choose if they would like to do their activity inside or outside (one teacher indoors and one outdoors)
· Children will have 20 minuets to complete the roleplay activity. Model to the children how to set the timer on their Ipad so they know when their time is up. however, don’t do it for them. 
· Children will make up and practise a role play (15 minuets)
· Children will need to use Ipads to video their roleplay however, they need to figure out how to do it themselves. They would have done this previously in class so children will be familiar on how to complete this. They would have also seen an adult model how to do it. (5 minuets to video)
· The children will need to upload their video to an appropriate software in this case, either on to Flipgrid, Imovie or Hwb however, it is up to them on what one they wish to use to upload the video too. Once uploading they will need to use an appropriate file name and date (15 minuets) 
· Once video has been uploaded, the children will choose a friend to discuss what worked and what didn’t, expanding on why they think this (5 minuets) 
· The children will also have a chance to watch each-others Flipgrids, Imovies and Hwb videos (20 minuets)

Staff members will observe and be there to support the children if needed however, it is a child led activity so it important that staff only guide the children and not do it for them. Staff will also have the responsibility of ensuring the children’s activities are safe. A risk assessment will be carried out before the task to ensure the children’s facilities are safe. 




















































Section 4- evaluation 

The activity encouraged children to use self-led digital media. Promoting the use of an Ipad or chromebook in the activity linked to the Digital Competence Framework- Citizenship strand- keeping personal data safe as children were educated before the activity on why they should not give out personal information to keep them safe (Welsh Government, 2021). Another, citizenship strand used was digital rights, licensing and ownership- adding name and date. This was used in my activity as the children were required to upload their work with a name and date (Welsh Government, 2021). However, the activity could have been improved by linking Digital Competence Framework- citizenship-online behaviour and cyberbullying as the children could upload work to a file where they can connect and communicate with people locally and globally (Welsh Government, 2021). Welsh Government (2020) curriculum for Wales state that digital devices support children becoming ethical citizens of wales and the world around them. 

As it was a child led activity, the children had a choice to choose what scenario they wanted to do for their role play and if they wanted to complete it indoors or outdoors, encouraging children having a voice and choice, covering the rights of the child (Estyn, 2019). Welsh government (No date) believes role play helps children develop creativity skills, progress their communication skills and promote problem solving. Choosing a child-led role play activity enabled children to cover areas such as creative development from the Foundation phase which is experienced through active learning indoors and outdoors (Welsh Government, 2015). Role play also helps Lower achieving children to complement the curriculum (Welsh government, No date). 

Welsh Government (2020) states one of the four purposes in the Welsh curriculum is that children are ethical, informed citizens of Wales and the world. Roleplay benefits children as it helps them understand the world around them (Welsh government, No date). Completing a role play task links to personal development from the Foundation Phase Framework as children are required to take risks, become confident explorers indoors and outdoors and to become independent learners. Welsh Government (2015) states expressive arts is a part of the successful futures curriculum. Furthermore, in this activity digital skills were used to support the activity thus supporting the new Curriculum for Wales where digital literacy underpins all aspects of the curriculum. 

Using a digital device also links to personal development as children are experimenting with ICT (Welsh Government, 2015). The use of a digital device encourages children in the activity to develop their ICT skills which links to the foundation Phase curriculum ‘Developing ICT’. The children present information and ideas through using and developing their skills with a range of software (Welsh Government, 2015). The activity also links to the Digital Competence Framework- interacting and collaborating- storing and sharing work using an appropriate file name. This links to the activity as the children will need to understand the importance of saving work so they are able to access it again (Welsh Government, 2021). Linking the activity to The Digital Competence Framework enables children to be confident, creative and critical when using digital devices, helping them develop skills to enter the fast-moving digital world (Welsh Government, 2018). 

The activity was a child-led experience which involved Vygotsky’s theory- the little scientist, this enabled the children to learn through experimenting and exploring, which progresses them into independent and imaginative learners (Abtahi, Graven and Lerman, 2017, p.67). This also linked to the Foundation Phase as the activity encouraged children to be creative, imaginative and to have fun while learning. 

Choosing a child-led role play activity enabled children to cover areas such as of the Foundation Phase. If the activity was to be carried out again Welsh Language Development could be used bringing more links to the Foundation Phase. This could be done through children using welsh rhymes, stories or songs. However, this might not make the activity as child led. 

Following the Language literacy and communications- Oracy stand- Foundation Phase Pedagogy, using the ipads allowed the children to experience a range of digital devices for example, ipads and Chrome books however, if the activity was to be carried out again, children could have an option to a variety of traditional tales from Wales and the world them, this would another link to the oracy strand.  

Axford et al. (2018), pp.146-155. believe ipads require children to use specific motor skills which help improve fine motor skills. Victoria State government (2019) also states that fine motor skills help children grasp, hold and pinch smaller objects which will help control their small muscles. However, if there is a child who has special educational needs or a disability, they could struggle using their fine motor skills. NSPCC Learning (2021) suggests depending to the individuals needs more supervision will be needed. 

Welsh Government (2008) believe that children in the Foundation Phase also acquire and develop their fine motor skills through physical development activities. Public Health England (2020) also suggests that roleplay is a physical activity which will help children stay fit preventing health issues such as obesity.  Montessori also believes the outdoors helps children develop their gross motor skills (Montessori Group, No Date).

The activity supports children having a choice to go outdoors. Little & Wyver (2008, pp.33-40) believes working outdoors allows children to experience challenge and risk. This covers the Foundation Phase Framework as it believes the outdoors challenges children to test their abilities and take risks. Frobel suggests that if children play outdoors, they will start to understand the world they live in (Tovey, 2013). Working outdoors supports Piaget’s theory, children learn when engaging with the environment (Sahimi, 2009). Montessori suggests outdoor activities support a child’s gross motor development (Montessori Group, No Date). This links to physical development Foundation phase area of development (Welsh Assembly Government, 2008). 

The activity included children working in pairs which linked to the digital literacy competence-interacting and collaborating working with a partner on a piece of work. Working in pairs allowed children to observe and copy one another behaviour which linked to banduras Social Learning theory (Grusec and Joan, 1992, p.776-787). Welsh Government (2018) believes using digital literacy supports all aspects of the curriculum. 

The activity encouraged children if they were able to, to set one twenty-minute timer when completing the child-led role play activity. This linked to the Digital Competence Framework- Health and well-being strand- using digital devices for children to understand the amount of time they have left on their task (Welsh Government, 2021). However, the overall activity was 65 minuets and had one 20 minuet timer when completing the role play activity. To encourage the Health and well-being strand, the children could set timers for each section, encouraging them to be independent learners (Welsh Government, 2021). This will enhance the visible learning approach set by Professor John Hattie helping children to become their own teachers (Visible Learning, 2021). Vygotsky’s culture context theory has also been included as he believes teachers should only assist children, allowing them to become independent (Hausfather, 1996, pp.1-10). The children having to figure out how to use the timer enhanced Piaget theory, children will learn through exploring (Sahimi, 2009). 

My activity included children discussing the pros and cons of their activity. This linked to the Digital Competence Framework- Producing Strand- Evaluating and improving strand what worked well and what did not.  This linked as the children had 5 minuets to discuss with class friends what worked well and did not work as well. However, if the activity was carried out again, I would allow the children to have more time to discuss with one other as Department for Education (2018) believes engaging in conversation promotes language development. 

Overall, the activity was effective as it covered areas of the current and new curriculum, linked to successful futures, theorists and several areas the digital competence Framework and Foundation Phase. The activity was also child-led as the children had the decision to pick their partner, choose what digital device they wanted to use, decide if they wanted to complete it indoors or outdoors, choose a roleplay idea and decide what document they wanted to upload it too. However, if the activity was to be carried out again, in order to make it more effective and beneficial for the children’s development and learning, I would suggest adding in more strands from the digital competence framework and Foundation Phase Framework. 
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