Evaluation 
Digital technology is more accessible in the 21 century than ever before (Benton-Borghi, 2013). With the fast-changing advancements of technology it has become an essential part of everyday life (Donaldson, 2015) providing many transferable skills. Digital literacy is a necessity for communication and often a requirement within the workplace (Essential Digital Skills Framework, 2018).  Pearson (2017) states that with increased access to digital technology children are more exposed than ever before to cyberbullying which greatly impacts their emotional well-being creating depression (O'Keeffe and Clarke-Pearson, 2011).  
Arnott et al. (2018) states that the implementation of play based digital literacy within pedagogy is of central importance, providing an aid for supporting children’s learning in early education.  Gillen and Kucirkova (2018) share this viewpoint stating that findings from research conducted in 2015 suggest that the use of digital devises both at home and within the school setting can be utilised to promote fruitful learning.  One of the schools involved in the study received an evaluation by Ofsted in 2013 deeming the school as remarkable in leadership and organisation. With the children achieving or exceeding their assessment tests in English and Math. This was achieved through coupling digital devises within the home and school settings and linking it to the pedagogy.  
Ferguson and Donnellan (2014) suggest that exposure to digital literacy in the developmental years assists language acquisition. In particular exposure to educational programmes positively impacts sound formation and language in younger children than that of their counterpart (Crompton et al. 2018, Ferguson and Donnellan, 2014). Neumann (2014) shares this viewpoint stating that tablets can support the development of emergent writing and help to develop alphabetical knowledge.  However, according to (Omar and Miah, 2013) the increased use of digital technology and lack of human contact impacts the ability to pick up on social cues through body language, facial expression and hand gestures.
According to Crompton et al. (2018) findings from a study conducted within three classrooms indicate that implementing humanoid robots in the learning experience promotes social-emotional learning, enhances cognitive and physical development., encouraging children to interact and actively participate in the learning experience, thus developing language and communication skills (Danby et al. 2018).  Dunn and Sweeney (2018) share this viewpoint, findings from a small international study indicate that teachers are in favour of incorporating digital devices within the learning experience, advocating a healthy balance of both digital literacy and traditional teaching.  Stating that the use of iPads within the classroom promotes learning that is fun and enjoyable for the child (Arnott et al, 2018), fine motor skills and hand eye coordination are developed, contributing to the development of writing skills (Dunn and Sweeney, 2018).  Similarly findings from a case study conducted by Danby et al. (2018) suggest that gaming provides opportunities for social interaction, team working and problem solving skills, children work together, learn to coordinate and follow instruction, providing opportunities for peer to peer learning to take place.  Handheld devises encourage learning through their ease of use and access to an abundance of information that can accommodate anytime learning (Hutchison et al. 2012). 77% of teachers agree that the internet has a beneficial effect on learner’s research methods (Purcell et al. 2012).  
However according to Raja and Nagasubramani (2018) children use digital technology in excess creating inadequacies in spelling, grammar and a decline in cursive writing skills. Yamac and Ulusoy (2016) argue that digital storytelling promotes interaction increasing children’s enthusiasm to write. This links to Vygotsky’s (1896 – 1934) Zone of proximal development theory. Vygotsky believed that cognitive development is achieved through social interaction with family and more capable peers, this he referred to as the more knowledgeable other (Bates, 2016). Vygotsky described the More Knowledgeable Other as an individual with greater comprehension and higher skill set than the learner (Gray and Macblain, 2015).  Vygotsky argued that through peer collaboration and adult guidance learners achieve significantly greater results (Fani and Ghaemi, 2011).  Furthermore, Piaget (1896 – 1980, cited in Bates, 2016) theory of cognition states that children construct their own learning from what they experience around them.  
Jones (2011, cited in Plowman and McPake, 2013) would argue that young children are more easily influenced by environmental factors such as, media and video games than adults. Exposure to violent content breads aggression (Bushman et al. 2016), impacting sleep patterns, emotional well-being and interpersonal relationships (Kabali et al. 2015). This view is shared by Strasburger et at. (2012) noting that children and adolescents who are exposed to this form of content on a regular basis are more susceptible to displaying aggression, have an increased risk of developing eating disorders, obesity, drug use, and are more prone to early sexual activity.  Plowman and McPake (2013) agues three and four-year-old children repeatedly watch their favourite programmes sing along or dance connecting with what they see on screen making the experience a more active one, with parent participation the experience becomes shared improving interpersonal relationships.
However Gerbner et al. (1986) cultivation theory suggests that individuals who are exposed to violent content are more likely to view the world as violent rather than become violent themselves. Hiniker, et al. (2016) suggests that the use of technology can interfere with family relationships, creating a lack of communication and intimacy, with children choosing to spend time playing their digital devises over family time, creating resentment.  However, Beam and Williams (2015) would argue that digital literacy is a progressive tool that can encourage engaging interactions.  Combining digital literacy alongside monologic teaching allows the child to develop knowledge and understanding with more ease promoting development to take place (Kontovourki, 2017). The ICT Steering Group’s report (2013, cited in Donaldson, 2015) recommended that digital literacy be implemented as part of the curriculum, viewing digital literacy as important as numeracy and literacy skills.  The Covid 19 pandemic has brought to light the important role of digital technology highlighting the necessity for digital competency (Policy and Strategy, 2020).  Digital literacy provides young learners with the skills and abilities to succeed in life promoting imaginative, creative critical thinkers (Curriculum for Wales, 2008).   
According to Reid Chassiakos, et al. (2016) there are both negative and positive aspects of digital literacy stating that digital literacy can be implemented within early education, providing a platform for gaining knowledge, creating opportunities for social interaction.  Further stating screen time in some instances is replacing active time spent outdoor, which greatly impacts peer interaction and physical activity.  Excessive use can have adverse effects on health, effecting sleep patterns, attention and creating depression and obesity (Hesketh, 2012).  Coyle (2017), notes that although there is much research to suggest that children are spending less active time outdoors in favour of playing their digital devises, smart technology can be capitalised on to encourage children to engage with the outdoor environment in a fun and active (Plowman, 2016).  71% of households in 2014 reported to own touchscreen devises (Knowland and Formby, 2016).  Research suggests that brain development continues into the mid-twenties, there is a need to adapt technology to enable it to fit the developmental stages of the user, making it age appropriate to accommodate their developmental stages and needs (Kidron and Rudkin, 2017).  Young children are more inclined to use touchscreen devises as they are lighter and functions are easier for younger children to perform (Knowland and Formby, 2016). More than 40% of children aged between 5 and 15 now own their own tablets with 53% of children aged 3 to 4 reporting to use a tablet at home (Ofcom, 2015).  
Research suggests that digital literacy does increase competencies but should not replace human interaction, rather practical and effective use can be incorporated alongside as a learning tool (Billington, 2016).  Mustafaoglu, et al. (2018) argues that excessive or improper use of digital devises contributes to developmental and musculoskeletal problems due to poor posture during use. High levels of screen time use have been linked to poor eating habits, poor sleep quality and depression in children (Maher, et al. 2019).   Research finding suggests that screen time usage of a sedentary nature in particular, such as TV saw an increased risk of obesity within adolescent girls, compared to screen time that encourages some form of physical activity (O’Brien et al. 2018). Physical activity and screen time patterns are constructed in early development hence, it is important to instill a healthy balance of physical activity and screen time use at a young age as a preventative measure (Hesketh, 2012).  
[bookmark: _Hlk64563334]Bloom’s Digital Taxonomy (1956, cited in Amin, and Mirza, 2020), states that the process of creating requires a higher order of thinking than remembering, comprehension and application.  When learners use digital devises to paint or draw or create videos, deeper understanding is developed and retained for longer. Digital technology is ever evolving, information can be accessed in a multitude of languages, supporting children from culturally and linguistically diverse backgrounds and ethnicity (Kontovourki et al. 2017) bridging the gap between language barriers (Lotherington and Jenson 2011, Iordache et al. 2017).  Tablets assist the development of literacy and mathematical concepts particularly for younger children Kontovourki et al. 2017).  Touchscreens devises support this with applications that allow children to associate sound and letters, mark making, and develop phonological knowledge (Knowland and Formby, 2016) which allows children of all abilities to work at their own pace (Iordache et al. 2017).  
However, Knapp et al. (2011) states that Digital literacy has been linked to academic attainment and income which puts families with lower socioeconomic status at a disadvantage. This has seen low income families and people with disabilities unable to access and afford the equipment, with households having to prioritise food and heating bills (Policy and Strategy, 2020). Similarly, Betts et al. (2019) suggests that digital technology forms a barrier for the older generation and less able due to a lack of skill or ability in its use, perceiving the technology to be intricate and complicated.  Although, Hill et al. (2015) argues that digital literacy provides a platform to communicate with the outside world, reducing loneliness.  25% of teachers agree that the internet allows children from low income families to become independent confident researchers, with access to information that would otherwise be out of their reach (Purcell et al. 2012). 
Digital technology can be used in many contexts providing the user a multitude of methods to perform objectives (Lotherington andJenson, 2017).  Digital technology can expand, enhance and repeat function to support language acquisition (Hutchison et al. 2012).  Interactive game improve psychomotor ability and psychomotor speed for individuals with low mobility and additional learning needs (Kosmas et al. 2017).  Interactive books can be incorporated into the learning for children with additional learning needs allowing children of all reading levels and capabilities to engage in the learning experience by providing audio assistance and word tracking, word definition and pronunciation (Hutchison et al. 2012).  Technology is a valuable resource for supporting positive outcomes in education, supporting learners with additional learning needs to build knowledge and understanding, encouraging independence and improving life quality (Erdem, 2017).  
Assistive technology improves academic attainment and future employability (Alnahd, 2014), For Non-verbal individuals who use digital technology as a form of speech in everyday communication, the integration of voice output aids make it possible for individuals with communication issues to engage in society (Hynan, 2014).  Children with additional learning needs spend 80% of their time within the classroom, the use of technology allows learners access to an otherwise unobtainable curriculum (Hitchcock et al. 2019).  However, Foley and Ferri (2012) note that technology itself can create barriers for learners with additional learning needs pertaining to the design, with devises manufactured for ‘normative’ practices.  Technology is still being utilised to assist assessments and objectives that are not inclusive for children with additional learning needs, creating barriers to the curriculum (Meyer and Rose, 2005, cited in Hitchcock et al. 2019, Erdem, 2017).  
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Digital Awareness – A useful Guide to Internet Safety 

Digital literacy providing children and young people with the skills, knowledge and understanding that will help them to play a full and active part in society (Hynan, 2014), building cultural, social, economic and intellectual skills (Arnott et al. 2018).  More children are accessing technology than ever before, more than one third of users are under 18 (Kidron and Rudkin, 2017). With digital literacy being incorporated into the curriculum (Donaldson, 2015) it is arguably viewed as one of the most valuable tools to support lifelong learning (Beam and Williams, 2015).  Modern Technology promotes the development of language and literacy skills in younger children (Ferguson and Donnellan, 2014). Neumann (2014) support this view stating that touch screen devises help children to develop early writing skills. Digital games that are specifically designed for children encourage the development of fine motor skills and hand eye coordination (Think You Know, N.D, Arnott et al. 2018).  Technologies encourage phonemic awareness in young children (Crompton et al. 2018), the integration of sound, image and text allows children to build the association of sound and word assisting language development (Ferguson and Donnellan, 2014, Neumann, 2014).  Assistive technology promotes inclusive practice for children with additional learning needs (Alnahd, 2014). Adebisi et al. (2015) supports this stating that dictative technology supports children who have difficulty writing allowing text to be composed through dictation (Hynan, 2014).  . Assistive technology also assists children with dyslexia, applications that provide audio assistance and word tracking help children overcome learning barriers. Digital technology provides opportunities for anytime learning to take place (Hutchison et al. 2012). Providing opportunities for social interaction with peers and family (Danby et al. 2018, Think You Know, N.D) and enhances creativity, problem solving skills (Curriculum for Wales, 2008) promoting independence amongst users (Hill et al. 2015). Digital technology can be designed and implemented in accordance with the needs of the child to achieve their developmental milestones (Kidron and Rudkin, 2017).


Bronfenbrenner's ecological systems theory (1979, cited in Collins et al. 2013) places importance on the context and quality of the child's environment. Those more at risk of grooming are those with disabilities, those questioning their sexual orientation and females, with factors such as excessive internet use, engaging in risk taking online and lack of parental interaction while online as key elements for increasing this risk therefore,  community, family, culture and the individual are important factors to consider when abuse occurs (Whittle et al. 2013).  52% OF 0-5 and 82% of 5-7 year olds spend 9 hours a week online with over 90% 7 – 14 spending 20 hours a week on social media or gaming (Internet matters, 2021) As children move from child to teenager good sleep patterns are of central importance for their development with a lack of quality sleep contributing to poor social interaction, lack of concentration and academic attainment (Bruni et al.  2015).  With increased usage children are at greater risk of cyberbullying, inappropriate content and grooming (NSPCC, 2021).  However, Livingston and Smith (2014) would argue that risk of cyberbullying, inappropriate contact from adults and pornography affects less than one in five children.  Children with additional learning needs are more likely to experience cyberbullying or grooming (Livingstone et al. 2017), resulting in low self-esteem and depression Kowalski et al. (2015).  NSPCC (2021) agrees with this view stating that Children with low self-esteem have an increased risk of being groomed online. Excessive digital usage has been linked to disrupted sleep patterns which has been directly linked with obesity, poor emotional well-being and impaired growth (World Health Organisation, 2019). The Covid -19 restrictions have seen the highest viewing figures in five years, with the amount of time people spent watching TV, increasing to almost 6.5 hours per day (Ofcom, 2020). Sedentary viewing has been linked to obesity and poor physical activity particularly in adolescent girls (O’Brien et al. 2018). 
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Digital literacy is the ability to understand and critically engage with technology building social awareness and an awareness of the precautions needed to stay safe online (Curriculum for Wales, 2008). The Digital Economy Act (2017) place great importance on protecting children from accessing inappropriate and harmful content online. Ofcom are the regulating body responsible for the protection of harmful media (Ofcom, 2018). Article 16 of United Nations Convention on the Rights of the Child (UNCRC) (1989) states that children have the right to privacy, Governments have a duty of care to ensure that children are kept save online including accessing inappropriate content (Article 19). 
Tips to keep children safe online: 
  Children model the behaviours of the parent therefore, it is important for parents to model appropriate use of digital technology (World Health Organization, 2019).  The implementation of the SMART method simplifies objectives into steps Safe, Meeting, Accepting, Reliable and Tell these steps will encourage children to practice safe behaviours while online (Childnet International, 2018)
  Create a healthy balance of sedentary screen time and interactive screen time (Internet matters, 2021) and have open channels of communication (Reid Chassiakos et al. 2016)
  Use child friendly search engines to reduce the risk of access to inappropriate content www.kids-search.com (Kids Search Engine, 2021)
  Build an understanding of the technology’s children use (UK Safer Internet Centre, 2021)
Follow the link below for a guide to devises https://www.saferinternet.org.uk/advice-centre/parents-and-carers/parents-guide-technoloinggy (UK Safer Internet Centre, 2021)
 Although social media platforms  require parental consent for users under the age of 13, these restrictions are easily overcome, no authentication of age or identification is required  to set up an account making it easily accessible for all ages potentially exposing them to content they should not be viewing (Badillo-Urquiola et al. 2019, Reid Chassiakos et al. 2016, NSPCC, 2021)  Parents should monitor children’s interactions and limit technological use (Bruni et al. 2015)  by setting parental controls that limit their access to inappropriate sites (UK Safer Internet Centre, 2021)
Follow the link below for a guide to the installation of parental controls https://www.saferinternet.org.uk/advice-centre/parents-and-carers/parental-controls-offered-your-home-internet-provider (UK Safer Internet Centre, 2021)
 Identify Safety concerns by asking your child to demonstrate how they use their devises, this will also build parental knowledge of the technological devise (NSPCC, 2021)
Follow the link for useful information on Digital technology platforms and their safety measures https://www.net-aware.org.uk/  (NSPCC, 2021)
  



















 Staying safe online requires the parent and child having open channels of communication (Childnet, 2019)
 
(Source: Herne Junior School, 2015)
Further reading 
Digital Economy Act c.30 (2017). UK Public General Acts. Available at: https://www.legislation.gov.uk/ukpga/2017/30/contents/enacted 

NSPCC (2021) Online Safety. Available at: https://www.nspcc.org.uk/keeping-children-safe/online-safety/ 

[image: Herne Junior School - E-Safety]


	Digital Literacy Skills Activity Plan


	Number of children:
6

	Age of children:
4 – 5
	Number of adults:
2

	Location:

Outdoor playground which includes a grassy garden space and a growing area
	Preparation time:

20 minutes
	Activity time:

Afternoon Activity 


	Resources: 

2 x iPads
3 x Walkie Talkies
3 x Metal Detector
3 x trowel 
1 x Video recorder 


	Links to digital literacy/competence outcomes: 

The Children are able to recognise familiar icons on the iPad and use a touch screen to save a piece of digital work under their name and understand that information can be stored and retrieved. The children are able to work together on a piece of digital work if they choose, promoting collaboration and teamwork.
The children are able to select applications for creating drawings and taking still images using a range of emerging technology.  The children are able to listen to and follow instruction and relay instructions to others.  The activity will encourage children to take turns and share, providing the opportunity for children to manage their feelings and emotions and promote awareness of the feelings and emotions of others. By following simple on-screen instructions children learn problem solving skills and independence and builds the association of letter and sound.  The metal detectors may be used to find metal objects which will encourage discovery and exploration. Children may decide to read using an interactive story which will allow them to associate letter and sound building language and literacy capabilities.
                                                                                     
                                                                                     (Curriculum for Wales, 2008)


	
Details of the activity:
[bookmark: _Hlk64735982]
A risk assessment will be conducted prior to the activity, all equipment will be safety checked and consent will be obtained from the parent and children for the recorded observation in line with The Data protection Act (GDPR) 2018.  The activity will be conducted outdoors to encourage child led multi-sensory learning, allowing the children to also learn through touch, sight and sound. Incorporating Sensory learning through the integration of the outdoor environment encourages movement allowing children who struggle with attention disorders and ALN to participate and engage in the learning experience.  
Limited resources will be provided to encourage the children work together, be patient and take turns. The children may choose to use the drawing pad application on the iPad, using the touch screen with their finger for mark making and coloring, they may choose to draw a picture of the plants they can see around them in the growing area of the playground, they may choose to play games that will allow them to count and sort objects. The children may choose to take photos of the flowers in the garden using the iPad to capture images of what they have created. Children with additional learning needs may choose to read a story using an audio assistance and word tracking application, practitioners will be at hand to support and facilitate learning.   The children may decide to use the metal detectors to find metal objects which will encourage discovery and exploration, trowels will be supplied if the children choose to dig up their findings.  The children may decide to use the walkie talkie to play a game of hide and seek or Simon says.  Practitioners will be present to observe, scaffold and provide encouragement through the activity. Practitioners will document the activity with a video camera for moderation, assessment and reflection.








Critical Evaluation of Activity 
The activity within part three of this portfolio was designed to promote children’s digital literacy skills.  The activity saw children utilising digital devises within the outdoor environment.  The outdoor environment was chosen as a resource to inspire digital competencies and physical activity through child led multi-sensory play, promoting holistic development.
Digital technology encompasses all aspects of daily life in the 21st century (Valek and Sladek, 2012) with technologies from television, computers, mobile phones and even satellite navigation systems within vehicles immersed into everyday life (Manfreda et al. 2019). As such it is of central importance to instil digital literacy amongst children if they are to become digitally competent citizens, able to play an active role in society (Marsh et al. 2015). Digital literacy is recognised as a vital element of children’s development and as such digital learning has been imbedded within the New Curriculum (Curriculum for Wales Guidance, 2008) which will see all children being taught numeracy, literacy and digital competencies cross curricular (Donaldson, 2015).   Young children are exposed to digital technology from a young age building their knowledge and understating of literacy (Marsh et al. 2015).  However, Kardefelt-Winther (2017), argues that excessive exposure to such technologies breeds poor mental states within youths.  
Digital technologies promote interaction with peers, supporting social development, teamwork and communication (Danby et al. 2018), particularly multiplayer technologies that require children to listen and follow instructions to complete tasks encourages communication and collaboration (Hsin et al. 2014).  The Foundation Phase Framework (2015) share this view stating that children should be encouraged to participate in digital activities that promote listening and communication.  The use of walkie Talkies were incorporated into the activity with the aim of achieving this goal.  This would provide children the opportunity to learn to operate devises through constructing their own play, relaying information, promoting communication and collaboration skills in line with the Digital Competence Framework (Curriculum for Wales, 2008). Omar and Miah (2013) argue that the use of digital literacy is creating barriers, with children becoming socially inept, unfamiliar with social interaction customs. Similarly, Kop (2011) states that the use of digital technology prevents shared learning experiences from taking place, particularly for less experienced users.
Digital play accompanied by peer support promotes learning and development (Stephen and Plowman, 2014) which is a necessity for the future employability and economic success of children (Knapp et al. 2011).  Furthermore, Keeley and Little (2017) states that digital technologies enable children from impoverished families to access learning materials paving the way for a better future. However, Policy and Strategy (2020) would argue that this puts low income families at a disadvantage, with a lack of financial resources available to obtain digital devises. 
Article 28 and Article 2 of The United Nations Convention on the Rights of the Child (1989) states that every child regardless of their sex, ability and ethnicity has the right to be included and receive quality education.  The Foundation Phase Framework (2015) shares this view stating that practitioners should provide activities that promote inclusive practices. Audio assisted and word tracking application enable children who are visually impaired or struggle with written text to build literacy skills. (Hayhoe 2012, cited in Clarke and Svanaes, 2014), promoting inclusive practices for children with additional learning needs eliminating barriers to learning (Parsons et al. 2015). However, Foley and Ferri (2012) would disagree stating that technology can result in new forms of social exclusion, with modern technologies designed and manufactured primarily for the use of those who do not present disabilities. The use of tablets is associated with the development of print and sound knowledge, suggesting that mark making on touch screen devises positively impacts the development of emergent writing skills within younger children (Neumann, 2016) Similarly, Spencer (2013) states that iPads allow users of all ages and abilities to be included in the learning experience with a multitude of applications suitable for the developmental level, age and ability of the child it is considered a valuable tool for learning. This was seen within the activity where the children could utilise the iPads for mark making or creating drawings, promoting emerging writing and fine motor skills (Arnott et al. 2018) and building the association of sound and word (Knowland and Formby, 2016) in line with the Foundation Phase Framework, 2015. The incorporation of the iPads enables children of all abilities to be included in the learning experience (Iordache et al. 2017).  By saving their creations under their name would allow them to build their digital literacy knowledge further, as they recognise icons and understand that their creations can be retrieved later (Curriculum for Wales, 2008)  However, Omar and Miah (2013) argue that the use of digital technology negatively impacts children’s ability to spell, with children becoming more reliant on built in spell check functions. Furthermore, Mustafaoglu, et al. (2018) notes that excessive computer use in young children contributes to poor attention span, inadequate language skills and a lack of creativity and imagination.
E-reading technologies provide text to speak functions greatly improving learning capabilities (Biancarosa and Griffiths, 2012).  Digital storytelling allows for image, sound and music to be combined, digital storytelling has significantly favourable effect on children’s ability to develop literacy skills compared to that of oral reading (Maureen et al. 2018).   Yamac and Ulusoy (2016) share this view suggesting that this form of digital interaction promotes a motivation amongst children to learn writing skills.  This was incorporated within the activity, the children may choose to utilise the interactive storytelling applications within the iPad, this would encourage an interest in reading and develop their language and literacy skills, trough the added stimuli that interactive storytelling affords (Rivera et al. 2017) the children build their alphabetic knowledge and the association of sound and word (Knowland and Formby, 2016) 
in line with the Foundation phase Framework (2015).  Although, Plowman and McPake (2013) argue that digital storytelling lacks the human interaction needed and does not guarantee learning to be achieved.
Touchscreen devises enable children to build knowledge through navigating, interacting and browsing, promoting playful collaboration through a variety of sensory modes encouraging pathways to literacy to be developed (Wohlwend, 2015)
The children may choose to take still images or videos, taking inspiration from the growing area in the garden. They are able to select the appropriate icon, with adult support the children are able to post their creations on the school portal. This would provide the opportunity to discuss online safety with the children and the importance of not sharing personal information (NSPCC, 2021) in line with the Digital Competencies Framework (Curriculum for Wales, 2008) 
Outdoor experiences that provide stimulation are important for children’s developmental needs, due to their ease of use for younger children metal detectors encourage children to engage in the learning experience in a fun and active way (Gillen and Kucirkova, 2018). Similarly, Morgan and Siraj-Blatchford (2013) state that metal detectors provide a platform for digital competencies to be achieved, enabling children to develop social skills and problem-solving capabilities.  This can be seen within the activity through the use of metal detectors science concepts can be achieved by gathering and sorting metals.  The children are able to recognise and implement a series of actions to complete tasks in line with the Foundation Phase Framework (2015). 
Children with complex disabilities conducting digital activities in the outdoor environment produces stronger responses than that usually exhibited during indoor activities (Caldwell and Cullingford-Agnew, 2017).  Digital technologies enable children on the autistic spectrum to develop social skills and build interpersonal relationships (Sultana and Hayhoe, 2013, cited in Clarke and Svanaes, 2014).  Conducting digital activities in the outside environment is particularly beneficial for children with attention deficit hyperactivity disorder (ADHD), due to their limited attention span, the environment provides a range of stimuli (Silva et al. 2018).  As can be seen in the activity, a range of digital technologies were introduced within the outdoor environment with the aim of accommodating children of all abilities, supporting their holistic development (Iordache et al. 2017).   However, the activity could have been adapted further for children with cognitive or sensory impairment by providing a sheltered areas with differing light and texture and a quiet area with face to face seating for children with hearing difficulties, enabling communication (Caldwell and Cullingford-Agnew, 2017). 
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Accepting emails, IM messages, or
opening files, pictures or texts from
people you don’t know or trust can lead

Visit Childnet’s Kidsmart website to play interactive games and test your
KidSMART ﬂ online safety knowledge. You can also share your favourite websites and
online safety tips by Joining Hands with people all around the world. =]
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