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	Cynllun Gweithgaredd
Activity Plan

	Activity: On the Farm

	Number of children: 20

	Age of children: 5-7
	Number of adults: 2

	Location: Classroom

	Preparation time: 20 mins
	Activity time: 45-60 mins

	Resources: Tablets for picture taking, cotton balls, felt, tissue paper, glue, goggle-eyes, felt pens, pipe cleaners, sticks, lollypop sticks, paper plates, word bank, word chart.


	Aim/s of activity:  To focus on gross motor skills, language and communication skills, fine motor skills, social and emotional skills, ICT skills.


	Links to outcomes: To develop ICT skills, language, communication and team building skills, creative skills. 

· Collaborate with a partner on a piece of digital work.
· Use j2Launch to search for appropriate websites.
· Add a new website to j2Launch dashboard using a URL.
· Enter keywords into the j2Launch library search.

(Welsh Government, 2017).


	Differentiation:
Children who are more confident with ICT will be asked to independently type a few sentences of why they like their animal. 
Less confident children will be asked to type a sentence with aid of supervisor (teacher will be working with this group). 
LSA will be observing and assisting where the need is identified.


	Health and safety: Children understand how to use equipment safely, i.e. appropriate scissors and glue. Children are supervised while searching on the Internet. 



	Role of adult/adults: to observe and assist children that asks for help. Assessing when children require intervention.



	The activity:
When the children come into class from breaktime, they will be sat in a circle and read the story ‘A Squash and a Squeeze’ by Julia Donaldson (a story about living on a farm). After the story, some questions will be presented to the children relating to the story which will be discussed amongst the class. E.g. ‘how many animals were there in the story? What was your favourite animal? What was the farmers name?’
Children will then come to the conclusion of their favorite item or animal on the farm (all ideas will be written on their own whiteboard), assisting any children that need help with spelling.
All children will then be given the task in pairs to go and find their favourite animal in the classroom and outdoor area, or find a picture online, and take a picture of their favorite animal or item on the farm for our topic. Plastic and soft toy animals will be placed in boxes on crafting table and outdoor area.
The children will then choose to either create their own item or animal by using the materials provided in the classroom or take a picture and put it onto a document and write a sentence describing why it is their favourite. Children will display the before and after picture on the whiteboard when completed.

Additional tasks if work completed early: to create own animal using any of the resources left.
















































Digital Literacy is a concept that describes technology-related skills (Edwards, 2019). The new curriculum for Wales, Successful Futures produced by Professor Graham Donaldson, highlights the importance of pupils developing digital skills from a young age in order to adapt to the ever-changing world of technology (Donaldson, 2015). Estyn has highlighted the importance of introducing digital devices in an effective way in schools. However, there are many challenges that schools face when implementing digital media to children’s learning and development, these must be addressed in order to develop digital competencies. In 2018, a report from the Department of Education (2019) found that 11.3 million people (21%) lack basic digital skills, such as using a device and communicating, 5.4 million (10%) working adults do not have any basic skills, 4.3 million (8%) have no basic digital skills, and people with disabilities are 4 times as likely to be offline. These statistics are based upon adults within the United Kingdom who may have grown up in the rise of technology at a later age. This would mean there might have been a possibility of home computers or computers within in their houses, libraries or schools in their younger years, nor would they have had the curriculum included in digital literacy. In addition, the School Education Gateway (2020) commented that in 2015 the Digital Agenda Scoreboard for Europe concluded that 40% of the EU population has a scarce level of digital competence, which also includes 22% of the population who do not use the internet. These numbers and figures show how big of a gap there is between the growing world of technology and how many people are scarce to use technology or the internet. 

Over the past decade digital technologies have risen and have become embedded in today’s popular culture. With the use of digital media, including interactive and social media, has grown enormously worldwide and many contemporary research evidence suggests that these newer media offer both risks and positive benefits to the health of children and young people (Yolanda, 2016). Mobiles, tablets, gaming consoles and computers are widely used by children, young people and adults alike. Websites such as YouTube, Google, and Wikipedia are the first call for many to seek information for their chosen area of interest. Television, online shopping, banking, music and film can be accessed online through many devices and have become more prevalent and government services have become increasingly internet based (Payton, 2010). This means adults or adults with additional needs who are using government services such as job seekers, may struggle to use technology due to ALN, or lack of education involving digital literacy. 

In Wales, the curriculum is currently in the progress of changing. Professor Graham Donaldson was approached by the Welsh Government in 2014 and was asked to review the current curriculum. The report ‘Successful Futures’ states that literacy, numeracy and digital competency will become mandatory across all cross-curricular skills that must be implemented into any adopted curriculum throughout Wales (Welsh Government, 2020). Accessing the extensiveness of opportunities within the school’s curriculum has the ability to unlock knowledge and essential learning which can help equip children with lifelong skills.  These skills would be transferable in the work of employability in adulthood enabling learners to thrive and adapt in the modern world of technology. Donaldson believes moving away from the ‘learning about’ to the ‘learning to’ is a significant move that can help grow skills that focus and emphasis on development for higher-order skills, particularly in the digital literacy and creative entrepreneurship skills (Donaldson, 2015). Young learners need to learn these skills in order to be capable, adaptable adults, learning new skills throughout their life and equipped with these skills to be able to cope with new life scenarios (Welsh Government, 2020).

There are many devices that can be used in ways to access the internet today. Mobiles, Laptops, Tablets, Gaming Consoles and many more are connection people from all over the world. Internet can be a positive movement, especially when you have access in the learning environment such as schools. Schools can use many programs such as the Hwb, Mathletcis, TT Rockstars, and many literacy apps to help develop skills in all learning areas.  These sites can be accessed at home as well as schools and be set tasks and challenges by their teacher for homework. This is a positive way to see how the child is progressing, not just at school, but at home too with their ICT skills, Maths or Literacy homework (Brito, 2018). Gillen (2018) supports this research as their own study found that creative ways of using digital technology can be benefial to connect young children’s school and home lives and enhance their learning in both settings. As stitics from Yolanda, (2016) study stated that 52% of children aged 0-8 years old had access to a mobile device and by 2013 this increased to 75% of children having access to a mobile or tablet. This increase can have many supporting factors that can help imporve a child’s learning by using apps suggested through charities such as the NSPCC (2019) and what they school may recommend. This can help improve communication between schools and parents when it comes to the child’s learning and development by making a digital link that can track their progress and targets the child may need to work on. 

The News Consumption Survey (Ofcom, 2019) highlighted that teenagers aged 12 to 15 years old had a better understanding of their habits and attitudes towards the news. It was asked how often this group read, listened or watched the news. This resulted in 3 out of 4 teens said they consumed the news weekly (77%). 6 out of 10 stated they actively look for news on a weekly basis while 8 out of 10 reported seeing the news inadvertently, i.e. hearing it from someone else or coming across the new while searching for something else. On further investigation it was shown that the main access to the news was through Television, family conversations or social media. This access to news through digital media could be percieved as positive aspect as children and teens are gaining more knowledge about what is going on in the world and educating themselves.

In addition to the survey hightlighting the positive impacts of accessing news sources easily, further studies by Ofcom (2019) found that 16% of 8-11 year old children who use some form of digital device have seen something online that they found worrying, disturbing, and nasty, while 31% of 12-15 year olds are twice as likely to have the same experience. While children are finding ways to manage these risks by telling someone or reporting it to a teacher or the website, there are many young children that will not understand the content it may be showing them. Children under 7 are still in the process of their emotional development and may be scared, stressed, or may not understand the contents they have found and be able to communicate their concerns to an adult (Cherry, 2019). Although there are many ways to keep a child safe online by having parental safety programmes set up, access to all internet history, and many programmes and software that may help proctect your child, there is always going to be a chance of risk when exploring online (Now, n.d.). 

Whilst this increase in access to digital media and ICT clearly has some positive impacts, research reported by Developmentally Appropriate Technology in Early Childhood (Bose, 2009) suggested that 3 year olds should not be encouraged to engage with a digital device for more than 20 minutes at a time, with a maximum of 40 minutes for children of aged 8. This is recommended because it is believed to isolate children’s social interaction and inhibit communication and language development (Arnott, 2018). However, Yelland (2018) discovered in their research that young children’s learning can be supported by having access to tablets and these can infact support emergent literacy. The research states the importance of digital technology as being complimentary to other resources, rather than being used as an alternative. Using adult interaction still remains crucial when it comes to digital literacy. Yolanda (2016) states that toddlers and children learn more effectively the support of adult interaction. For example, children from 12 to 24 months of age begin to learn novel words from videos and television programmes, however, this can only be effective to their learning if their parents watch with them and reteach the words while using the videos or programmes as scaffolding to build upon their language skills. This is additionally agreed with Siraj-Blatchford (2010) in using digital technology as an alternative than a replacement as this can be also be a negative effect if not balenced with other sessions that involve physical, emotion and social, and cognitive development. Critics have referred this as a possiblity of repetitive strain injuries, lack of physical exercise, and increase risks of childhood obesity. Yolanda (2016) research supports Siraj-Blatchford (2010) study believing risks of negative health effects including sleep, attention, depression and learning, including the higher risk of exposure to inappropraite or unsafe content and compromised privacy and confidentiality. 

Much of the research found identified positive and negative effects of digital devices used by young children to access media content and to support ICT development. Marsh (2018) research found that apps used by children can support their play and creativity, or, have a detrimental effect on their development. Many studies for contempory research suggests there are many missed opportunities for schools and home life to be working together to define and promote effective digital practises especially children in their early years. As it is believed by Donaldson (2015) that digital literacy, or digital competence, is as important in the twenty-first century as literacy and numeracy, Gillen, et al. (2018) study sugguested outlines for ways that early years classrooms can creatively promote connections between children’s learning with technology between home and school as a way to focus on skills and development for each child as well as giving them equal opporuntities in learning. This could be a positive outcome for the child if used in the correct way. Teachers and parents could communicate between the child’s progress via online to achieve the best outcome for that child. As there are still many challenges that schools may face when implementing digital media to children’s learning and development, these must be addressed in order to develop digital competencies by working together with the family. As there are many ways to open this connection between the school and parents online, there are not many apps or programmes that can help build this link and it is recommended to introduce such apps to help improve children’s digital literacy skills as well as other skills that may occur while learning. 
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