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Part 1 – 
Critical Evaluation.
The past several years has seen an increase in the use of digital media within the early years sector with digital devices becoming part of everyday life and consequently a key element of education (Aubrey and Dahl, 2012; Chien, 2012; Calvert, 2015 and Chassiakos et al. 2016). Similarly, Rideout (2011) Livingstone et al. (2014) and Ofcom (2014) note that there has been an increase in the use of digital media within the home environment. 
According to Open Access Government (2019) more children than ever before are using digital devices due to their effortless ease of use. The Welsh Government (2015) and Donaldson (2015) believe a holistic approach should be taken towards implementing ICT throughout the curriculum with children’s understanding of ICT expanded and developed using a variety of activities and experiences that consist of them developing their ideas and presenting them using various forms of digital media. This is supported by Arthur, Crick and Hayward (2013) who believe educating children to be knowledgeable and confident in using digital media could result in Wales becoming an Agile-Digital Nation, notorious for creating capable technology innovators, leading software engineers and effective entrepreneurs who are valuable contributories to the victory of a prosperous digital industry in Wales. However, despite the benefits of ICT in early years learning, Palaiologou (2015) notes teachers are reluctant to incorporate digital devices into the classroom as a play-based pedagogy due to fear or belief that one may view a digital device as a worthless item with little educational value. Furthermore, many teachers fear they are not competent to teach certain educational areas that may be more complex, for example coding.
According to Siraj-Blatchford and Morgan (2013) many of the new digital devices purchased are by parents for use by their young children, this is due to parents having higher expectations of their children and believing that Information and Communication Technology could support their child to attain greater educational achievement. Howard-Jones (2011) and Neumann (2016) agrees that digital devices that combine several elements such as images, text and touch may enhance a child’s learning thus enabling them to recognise and remember significant information that may support their phonological awareness, reading, and writing. 
Similarly, Ihmeideh and Al-Maadadi (2018) believe information and communication technology could support children’s education and early learning when used efficiently. Children's exploration of print using digital technology could impose a positive effect on emergent literacy skills  (McManis and Gunnewig, 2012;Van der Kooy-Hofland et al. 2011) Furthermore, Siraj-Blatchford and Morgan (2016) note that when ICT is used responsibly it may help to support a child’s learning by providing opportunity for more interactive education consisting of a broad variety of skills, knowledge, and competencies. Similarly, The American Academy of Child and Adolescent Psychiatry (2020) believe positive and beneficial screen use is achievable with parental guidance and consistency.
However, although research indicates that modern media provides a plethora of benefits to children, at the same time it may also have a negative impact upon their health and wellbeing (Chassiakos et al. 2016).  According to The Guardian (2011) many parents and teachers view digital devices negatively with the belief that they could encourage children to become unsociable or possibly obese. This is supported by Chassiakos et al. (2016) who notes that children who view digital media on a regular basis are more prone to cardiovascular risk and obesity which could result in increased weight gain later in their life and thus health concerns due to sedentary nature of the item.
Nonetheless, there appears to be an abundance of benefits to early exposure to digital media, including premature learning and development together with an introduction to new concepts and knowledge (Tahnk, 2011; Chasssiakos et al. 2016). This is supported by Chienn (2012) who notes digital media could improve a child’s communication skills, imagination, and technical knowledge thus helping children to develop into competent digital citizens. Similarly, Siraj-Blatchford and Morgan (2016) note research has suggested there are many benefits to ICT including the development of fine motor skills, language and communication, emergent literacy, mathematical thinking, creativity, problem solving, self-confidence, co-operation, motivation, and a more enthusiastic attitude towards learning. Furthermore, according to Neumann (2016) children are able to transfer their developing knowledge of letter and sound relationships and word spacing between digital devices and paper form thus illustrating that children are capable of combining and utilising digital and nondigital tools for literacy learning and development.
Lynch and Redpath (2014) note portable digital devices could scaffold independent use by young children thus encouraging learning in an array of different educational areas. This is supported by Vygotsky and Piaget (Pound, 2014). However, Howard-Jones (2011) highlights the importance of the quality of the content the child is viewing and interacting with as a child often perceives what they see as reality and may struggle to differentiate between what is the truth and what is make believe. This is supported by Gerbner and Gross (1976) cultivation theory, that children may perceive the world to be like what they watch on television or another digital device.  Additionally, Howard-Jones (2011) believes that if a child views violent material, this may increase aggression, affect psychosocial wellbeing and attention and result in disturbed sleep. Furthermore, Chassiakos et al. (2016) highlights the importance of parents monitoring the content their children have access to via their digital device due to the link between viewing violent media content and children developing aggressive behaviour. Similarly, The American Academy of Child and Adolescent Psychiatry (2020) warn that parents who may not monitor their child’s use of digital devices might not realise what their child is viewing and thus they could be exposed to unsuitable content that is inappropriate for their age and stage of development consequently inflicting a negative portrayal of the world which could damage the child’s self esteem and confidence.  Even So, children appear to enjoy using digital media as an educational platform and as a result exhibit greater effort in this modern approach to learning (Chien,2012). 
 Thus, digital media together with guidance from a teacher or carer, could improve critical thinking skills, problem solving, and inventiveness. This is supported by Gillen et at. (2018) who notes that children excel when parents display enthusiastic engagement with young children’s digital technology use, discussing and collaborating about the experience and subject thus participating and encouraging the learning experience. When encouraged by adults, children’s communications can present profound paths to conversation and learning. On the other hand, Howard, Miles, and Rees-Davies (2012) believe adult involvement may impede play and minimize children's engagement toward digital media and ICT.  Nonetheless, a child’s engagement with digital technologies could provide a supplementary component for interaction and collaborative activities between parents and other family members thus developing the child’s social and communication skills. (Verenikina and Kervin, 2011). Promoting sustained shared thinking between children and their parents and teachers (Howard et al, 2018; Arnerich, 2019).
Suggate and Rees (2012) note children are growing up in a technological world thus they could benefit from using digital media in order to build skills and competencies applicable to operate and succeed in a modern society. Nevertheless, although children are growing up in an environment where they are surrounded by digital media, this does not necessarily mean that all children have access to digital devices at home or school (Gillen et al. 2018). However, article 17 of the UNICEF (no date) state that children have the right to be able to retrieve dependable information from the media and thus digital devices are a way in which children are able to do so.
Adults understanding and capability of using and supporting their child with digital technologies varies tremendously (Gillen et al. 2018). Furthermore, Donahue (2015) believes that a child’s understanding of digital media fluctuates based on the knowledge and experience of the parent or teacher and also relies of their caregiver’s ability to adapt and grasp ever-evolving digital media. This is supported by Suggate and Reese (2012) who note parents and practitioners often lack confidence using digital media to enhance children’s development and knowledge with some feeling inadequate because they interpret interactivity as the child having their own digital teacher thus an adult’s presence and input is not needed. However, Plowman, McPake and Stephen (2012) believe restricting children to what is deemed to be developmentally appropriate could result in one hindering a child’s potential for learning and thus restricting their creativity and curiosity. 
Children appear to find the iPad as somewhat of an easy to operate digital device and seem to quickly grasp the way a digital device operates (Neumann, 2016). Consequently, this has intrigued early years practitioners and parents (Dezuanni et al, 2015) It seems that children are able to understand the way a tablet works and are able to navigate through the apps and information effortlessly due to the ease of use of the touchscreen and the lack of mouse and keyboard (Lynch and Redpath, 2014). Newmann (2016) acknowledges that the iPad might be used for mark making, writing exercises and familiarity of letter sound. Furthermore, the iPad is lightweight and portable thus children are able to use the device whilst on the move or at home, travelling in a car, engaging with friends, or enjoying a holiday. According to Dezuanni (2015) the iPad appeals to children as they view a touchscreen digital device as more of an interactive toy that enables them to view media, access information and communicate in multiple ways. Similarly, Lynch and Redpath (2014) note digital media could encourage children to become efficient self-directed learners. This is supported by Piaget () who believed children learn through active engagement thus exploration with digital media may strengthen a child’s understanding of reading and writing (Neumann, 2016).
However, The National Literacy Trust (2015) notes children benefit more from reading printed books than they do whilst reading books via a touchscreen device. Deam (2020) agrees printed books teach children how to turn pages and handle a book and notes children often associate reading with a parent and a nurturing experience that leads to reading success as the child grows.  On the other hand, a research study carried out by Neumann (2020) showed teachers applying more effort whilst reading a digital book compared to a printed book and consequently the level of affective and technical scaffolding was greater. Similarly, Reich, Yau and Warschauer (2016) believe quality eBooks may benefit children more than printed books, however, eBooks containing sounds, and animations could divert children’s attention and reduce the learning opportunity. Deam (2020) argues that when children are reading via a digital device parents often become more anxious about what their child is doing rather than show an interest in the story and talking with their child.
On the other hand, the use of digital media may influence the quantity and quality of interactions between parents and children and thus have a negative impact on the child’s physical, cognitive, emotional, and social development particularly language and social skills (Anderson and Subrahmanyam, 2017; Gillen, et al. 2018).  This is supported by House (2012) who believes accelerated learning via a digital device may negatively influence a child’s behaviour and could cause speech delays. Nonetheless, although statistics suggest ICT could negatively impact children, this appears to have little influence on many parents who still continue to encourage their child to engage with digital media (Siraj-Blatchford and Morgan, 2016). 
Despite this, educational programmes accessed through digital media have been found to positively impact a child’s list of vocabulary, literacy, social competency and academic development and achievement (National Literacy Trust, 2015; Anderson and Subrahmanyam, 2017). Moreover, children who engage with educational programmes via digital media may be more prepared for starting school and could display an increased academic ability with research confirming digital media used to access educational material positively impacts cognitive development. However, House (2012) argues that there is not enough research to confirm whether digital media has a positive effect on young children’s learning and instead believes accelerated learning by means of digital technology could result in psychological, behavioural and speech problems. Likewise, Palmer (2015) agrees that digital devices are guilty of providing a child with instant gratification, consequently making it difficult for them to persevere with an activity or skill that is not contained within the electronic device. As a result, the child could struggle to grasp the concept of learning to read and write, subsequently excessive use of digital media could hinder the child’s development in an array of educational areas (Palmer, 2015). However, Lynch and Redpath (2014) believe interactive books accessed via a touchscreen device could serve as a motivation for developing and encouraging children whilst participating within written tasks. Furthermore, according to the National Literacy Trust (2015) boys and children with special educational needs appear to benefit from technology in early years settings.
[bookmark: _Hlk64813166]However according to The American Academy of Child and Adolescent Psychiatry (2020) although digital devices can amuse, educate, and keep children entertained, excessive use could negatively impact health and emotional wellbeing. Nonetheless, Welsh Government (2015) state children should be provided with opportunity to expand their abilities using a broad variety of digital devices and software. Donaldson (2015) agrees digital competency is as valuable in today’s modern society as literacy and numeracy. This is supported by Arthur, Crick and Hayward (2013) who believe that by encouraging a holistic approach to computing throughout the curriculum could improve economic and social advantages. However, as noted by Plowman, McPake and Stephen (2012) and Harrison and McTavish (2016) children are often more capable at using and navigating their way around digital devices than their parents or teacher might envisage. 
According to Arnott (2017) open ended play blended with scaffolded and supported experiences allow children opportunity for enhanced technological encounters. Furthermore, Verenikina and Kervin, (2011) note parents that collaborate and support their child with the technological use of digital devices could be acting as a more knowledgeable other thus allowing their child to work in the zone of proximal development (Vygotsky 1978) consequently expanding upon the child’s own individual skills. However, Billington (2016) notes parents appear to have greater confidence when using digital technology to engage and read with their children compared to practitioners who usually report poorer confidence in their own ability and that of the children they care for. Nevertheless, Harrison and McTavish (2016) believe young children are capable of independently accessing photographs and videos, navigating YouTube, and interacting with applications via digital devices thus demonstrating their competency in digital media from a very young age. Digital media with multimodal elements provide young children with ways in which to express themselves and signify their ideas via digital symbols, words, sounds, and images (Neumann, 2016).

.


[bookmark: _Hlk65234606]Safeguarding and Supporting
Information and advice to help protect your child online
[image: safeguarding](Redesdale Primary School, 2014)

Young children are using technology more than ever before (Ofcom,2014; Chassiokos, 2021; PACEY,2021).The Internet, a place where children can visit using a variety of digital devices in order to engage and connect with others, be creative, communicate with friends, learn, and develop skills (Child Net International, 2018). However, it is important that we monitor children when they use the internet. As a parent or carer, you can help safeguard your child, so they stay safe while they enjoy the wonders of online learning and development (UK Safer Internet Centre, 2021; Gov.uk, 2021). If we work together, we can help keep children safe online, supporting them to access and use technology safely (ICT Coalition, no date; PACEY,2021).

(Rodden, 2021).
[image: ]Did you know? Parental Controls
Many Digital Devices allow you to set up parental controls. These controls help you to safeguard your child from accessing content that may be inappropriate or unsuitable for their age or stage of development. Parental control provides parents/carers with a number of ways in which to protect their child, including setting an age limit so the user is unable to access material that is not age appropriate. You can also use these controls to set up usage allowance and monitor the sites your child visits 
(Childnet International, 2018; The UK Council for Child Internet Safety, 2020; NSPCC, 2021; Children 1st.org, 2021; Kidscape.org, 2021).


How do I set up Parental controls?
· Go to settings on your child’s devices, parental controls and you will be taken through the process step by step.
· Your Internet provider can apply a filter to control the material your child can access. 
· Ensure you child accesses the internet using Wi-Fi not 3G, 4G or 5G as this may bypass parental control (Internet matters.org, 2018; NSPCC, 2021).

For more help and advice on setting up parental controls visit: https://www.friendlywifi.com/  (Digital Friendly Wi-Fi, no date).

Screen Time. How much is too much? 
   According to Public Health England (2013), the amount of time a child spends on their digital device could have a negative impact on their health and wellbeing (Gov.uk, 2013).
Therefore, to ensure your child is using their digital device in a positive and healthy way it is recommended that you monitor and balance your child’s screen time, (Hwb, 2021).
Research has shown:
· Watching TV for prolonged amount of time may have a negative effect on children’s wellbeing and result in feelings of low self-worth and self-esteem.

· Playing computers games could result in children experiencing increased anxiety and depression (Gov.uk, 2013).

And So, it is important to talk to your child and agree on a time allowance that your child may use their digital device (Children 1st, 2021).
· Encourage your child not to use their device at the dinner table. Take this time to talk with your children 
· Use screen time as a reward for your child and not as a regular occurrence.
· Ensure tablets and other digital devices are not used in the bedroom at bedtime.
· Make time to regularly talk to your child about keeping safe online. 
· Talk to your child about Cyber-bullying and the importance of speaking to an adult if they are worried.
· Encourage your child to take regular breaks from their screens, moving around and being active (Twinkl, no date; BBC,2019).
Children look to their parents as role models and may copy your behaviour, therefore parents may want to monitor their own usage of digital devices when they are with their children (BBC, 2019; Children 1st, 2021).  
[image: ]
(Moreland, 2016).
For more information you can view Public Health England’s Briefing paper here: https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/232978/Smart_Restart_280813_web.pdf
The paper highlights how screen time may influence a child’s emotional wellbeing (Public Health England, 2013).

Why do I need to monitor my Child online? What are the Risks?

The CEOP Command (no date) notes that many 3- to 4-year-olds are using digital devices such as tablets. Therefore, parents and carers need to be able to confidently support and safeguard their child online.
It is important to monitor your child’s activity whilst they are online in order to protect them from harm (Gov.uk, 2021).
 Some examples of harmful content could be:
· child sexual abuse 
· Child exploitation
· Sexting
· Cyberbullying
· Age-inappropriate material (Pornography)
· Harmful content such as suicide (Gov.uk, 2021). 

Seven Steps for Online Safety

Netsafe (2021) have produced an easy to follow toolkit which covers a range of useful topics, including online bullying, grooming, social media, sexting and screen time. The toolkit has been compiled to provide parents and carers with information, advice, and tips so they are fully equipped to support their child in an abundance of different online situations.
The Online Safety Toolkit has been created to support parents when promoting online safety with their child. The framework covers the following:
1. Understand possible risks, challenges and/or illegal behaviours
2. Learn about their child’s activities whilst online
3. Explore  the technology their child uses
4. Agree  expectations as a family and set boundaries
5. Teach online safety to your child
6. Model  behaviours you want your child to see and replicate
7. Plan what you need to do if something goes wrong, so you are prepared for what to do in every circumstance or situation that could arise (Netsafe, 2021; National Cyber Security Centre, 2021).


You can access the toolkit here: https://www.netsafe.org.nz/wpcontent/uploads/2019/07/Online-Safety-Parent-Toolkit-2020.pdf
Gov.uk (2020) want children to be able to safely go online and for it to be a safe place where they are protected from harm. New laws have been introduced and The Online Harms White Paper aims to protect children  from a range of harmful content and places a duty of care on online sites to ensure children are protected from viewing inappropriate and harmful material.

                                          The Digital 5 A Day, What is it?

The Children’s Commissioner (2021) have produced a framework called the Digital 5 a day. A practical guide with easy-to-follow steps aimed at parents, carers, and children. The framework aims to support children, so they can achieve a healthy and balanced digital lifestyle (NHS, 2019). 

[image: ](UK Safer Internet Centre, 2021).

My Child enjoys gaming. But is it safe?
Gaming has many educational benefits such as expanding problem-solving skills, improving visual processing, boosting memory, and providing opportunity for play (Hwb, 2020). However, it is important that children take regular breaks from the screen and know the person they are talking to whilst also having the confidence to talk to an adult if they are worried about something (Hwb, 2020; NSPCC, 2021).
I have concerns about content received online, what can I do?
If you or someone you know is worried about online sexual abuse or anxious about communication you may have received from someone online, then you can get in touch with ‘The Child Exploitation and Online Protection Command’. The CEOP is a law enforcement agency committed to keeping children safe from sexual abuse online. You can file a concern or access further information here:  https://www.ceop.police.uk/ceop-reporting/ (CEOP, no date). 


Are there any useful online stories that can help educate young children?

                     YES! Digiduck’s Big Decision [image: ]
An online safety story created for young children to engage and learn about friendships and the importance of being responsible online (Childnet, 2018). 
                       Available at: https://www.childnet.com/ufiles/DigiDuck-eBook.pdf







	
Activity Plan for Digital Literacy Skills

	

Number of children:

10

	

Age of children:

5 years old
	

Number of adults:

2

	

Location: 

Barry Sidings, Duck Pond

	

Preparation time:

2 hours
	

Activity time:

4 hours

	
Resources:
5 x mini iPad
5 Pencils and Writing Books
2 x Picnic Blankets
Water Bottles and Snacks for all children in the group
First Aid Kit
Contact Details for parents in case of emergency

	

Links to digital literacy/competence outcomes:

The activity links to several of the digital competencies as follows:

Citizenship – 

The children are engaging in active learning and thus this supports who they are, together with promoting the importance of a healthy, active life.
The children will be able to share their images with the other children when we return to the classroom and will learn how to add their name to the images they are taking.

Interacting and collaborating -  

The children will need to work together in pairs for this activity (hence only 5 iPad between 10 children) sharing the digital devices. They will be working together, interacting, and discussing what they think should be photographed and why. They will also need to work as a team to save their work to the iPad.

Producing – 

The children will need to be creative! Thinking about what they need to photograph together with thinking about how to access the camera setting on the iPad, how to capture images and save them to the device. They will also be learning that once saved they will later be able to go back and view the images. 

Data and Computational thinking –

The children will be problem solving, they will be attempting to control the iPad so that they are able to get them to do what they need them to. The children will need to listen to instruction on how to access the camera and need to think of alternative methods to solve a problem, if for example one of the practitioners are busy with another child.


	
Details of the activity:

We will be going on a Scavenger Hunt!

The children will be given notebooks with the alphabet written inside. They will use the iPad to photograph images that begin with each letter of the alphabet. For example, the children may take photographs of an Ant or Acorn for the letter A, a photograph of a butterfly or a bee for letter B and so on, trying to find as many photos for each letter as possible.

We will then continue the activity when we are back at school.

The children will upload their images to the whiteboard and present them to the class.

The children will also connect the iPad to the computers and upload their images, once uploaded they will be able to print their favorite images and make a collage of their favorite photographs to represent each letter of the alphabet.

Bonus Activity:
We will also be on the lookout for object that look like shapes. So, we will be looking for circles, Squares, Triangles, and any other shapes the children spot! The children will be able to photographs of any shapes they discover using the iPad.

We will stop for lunch break and have a picnic, and this may also provide an opportunity for the children to capture photographs of the food and snack that may begin with a letter of the alphabet.

The role of the adults:
The staff members will be observing children as they embrace their own child led play. Practitioners will offer support when/if children ask otherwise adults will supervise the children to ensure they remain safe. However, they will collaborate with the children to instigate sustained shared thinking throughout the activity.













Part 4
Critical Evaluation
According to Donaldson’s (2015) Successful Futures report, children feel the curriculum is out-dated when it comes to the teaching and development of technological and digital skills (Gov.uk, 2015). Technology is evolving at a substantial rate thus illustrating the need for a cross curricula approach for embedding digital competency throughout the curriculum (Donaldson, 2015). The Children of today are growing up in a world surrounded by an abundance of digital devices and technology (The Lamp, 2012; Chassiakos, 2021). Consequently, children could benefit from developing and expanding upon valuable digital competency skills that they may need to successfully embark the 21st Century as capable and competent adults (Kispeter, 2018). This is supported by Ferrari, Punie and Redecker (2012) who note digital competency may very well be a requirement if children are to become valuable and successful members of society.
According to Barrett (2020) and Montessori Guide (2020) active learning encourages children to participate in a variety of different skills including researching, reflecting, and collaborating with others thus enhancing their critical thinking skills. This is supported by High/Scope (1962) who believe active play encourages children to use their own initiative to explore and find the answers for themselves, they are able to problem solve to find solutions to barriers that could be in their way of developing further knowledge and understanding (Pound, 2014).  Therefore, the planned activity promotes a healthy digital relationship, encouraging the children to be active learners by utilising the digital devices whilst embracing the outdoors and being on the move. Moreover, the activity provides a plethora of opportunity to learn skills that will become valuable for work and life, thus the use of digital devices within the child led activity may captivate the children so that they actively learn to use digital devices as a tool, preparing them for success as they grow up in the technological world (Barrett, 2020).This is supported by Piaget (1896-1980) who  believed for positive and meaningful learning, teachers should guide the children using an active and mentoring role instead of teaching children as they sit and listen passively (Murphy, 2020).  A positive of this activity is that is supports the Interacting and Collaborating strand of the Digital Competence Framework (DCF, 2018) as the children will be working together in pairs to produce and save relevant images. This is supported by Vygotsky (1896-1934) who believed children may learn from a person with more experience thus ideas become dialogues, play and openings to build and expand ideas (Pound,2014). The planned activity also intertwines with the new curriculum as the activity encourages the children to be ambitious and capable learners (Welsh Government, 2015). However, according to Edwards (2013) in many countries digital devices are not being incorporated with play-based learning in early childhood education. Additionally, it is noted by Edwards and Bird (2015) and Flewitt and Cowan (2019) that there is limited knowledge available of how children learn to use a digital device through play and consequently teachers are cautious to implement technology into their settings for fear of being unable to observe and track their learning development. However, active learning is founded on a theory called constructivism. Constructivism highlights how children are able to independently form their own understanding of how things work thus learners are able expand upon their existing experience and understanding in order to form a greater sense of knowledge resulting in children who are able to reflect and evaluate their actions and ideas (Cambridge International Education Teaching and Learning Team, no date). Thus, the activity positively encourages the children to be independent and investigate how the iPad works, how to save their images and also promotes collaboration of working together as a team to help support each other and achieve the desired outcome. A positive of this section of the activity is that it supports the Data and Computational Strand of the DCF, the problem solving and modelling element (DCF, 2021). As noted by the DCF (2021) children need to understand the problems and methods of solving them before they are able to so using the iPad, thus the planned activity provides opportunity for the children to consider why computational thinking is beneficial for future development. As a result, the activity will be helping the children to become enterprising, creative contributors when they become adults (Welsh Government, 2015; Donaldson, 2015).
Furthermore, active learning reinforced by the growth of digital skills could be beneficial for children growing up in a digital world and may develop a child’s confidence, boost their health and wellbeing, and enhance their ability to socially interact together, thus providing them with the skills needed for lifelong learning and employability (Barrett, 2020). Therefore, the planned activity actively encourages the growth of an abundance of skills applicable to promoting success in later life and will also encourage the children to be active and healthy.
The planned activity focusses on child let play in order to captivate the child’s imagination and attention. As Donaldson (2015) notes, the curriculum is designed to engage the interest of all children and empower them to succeed. However, a disadvantage of the planned activity is that it does not take into consideration children who may have additional learning needs. However, according to Independent Living (2021) digital devices could support children with additional needs by enhancing the learning experience. Children with an additional learning need have the prospect of using the digital device to showcase their strengths so they are able to conquer the challenges they may face and thus can result results in positive development. (Independent Living, 2021). This is supported by Donaldson (2015) who notes the new curriculum will be inclusive, with all children progressing along the same continuum, irrespective of any additional learning needs they may have.  To improve upon the planned activity so that it becomes fully inclusive to all children, in future it could be adapted to include assistive technology such as using the digital devices to enlarge text so that visually impaired children are able to read instructions the same as any child (Independent Living, 2021) or by incorporating Braille Note Touch device into the activity so that visually impaired children are not left behind and are included (Sight Scotland, 2020). Understood.org (2021) notes that not only can assistive technology improve a child’s confidence and independence, but it can also support children so that they are able to thrive within education, and consequently through to adult life. The iPad could also touch upon other senses, such as sound and touch in order to support the learning process, therefore providing children with the tools needed to overcome any barriers they may face and consequently providing them with the tools needed to participate successfully within the planned activity (Independent Living, 2021). Additionally, a positive of the DCF is that is links to routes to learning (Hwb, 2021). 
Finally, another positive of the activity is that the children can decide how they wish to use the devices and what they would like to capture, thus participating in child led play. According to Gonczy (2013) structured and purposeful play activities could enhance and extend children's learning and development.  Therefore, the activity may support the children’s learning and development within digital competency. It supports the Producing Strand of the Digital Competency Strand as children as children are encouraged to plan, search, create, evaluate, and make improvements to their work (DCF, 2020). Furthermore, this will support children to be Healthy and Confident by developing their mental and emotional welfare by increasing confidence, resilience, and empathy (Gov.uk, 2015).
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