1904573		Word count: 5,557
Module: EAEE6006/C	[Type here]



EAEE6006/C 
Portfolio
Media and Digital Literacy 

Section 1
Pages 2 - 6
Section 2
Pages 7 - 9
Section 3
Pages 10-11
Section 4
Pages 12-14
Reference List
Pages 15-25 


Section 1. 
Within the last ten years the use of digital media has grown including the range of devices that are available for adults and young children (Singer and Singer, 2011). Furthermore Davies (2010) concludes media is a form of learning that allows opportunities to gain new knowledge. There for is providing a role for digital media in children’s learning as noted by Plowlan, McPake and Stephen (2012).  However, an aspect to consider when acknowledging digital technology as Kidron and Rudkin (2017) demonstrate is that the digital environment’s initial purpose was built for adults. The article notes that due to its purpose being created for adults, digital media should be treated the same for everyone. Therefore, suggesting that what is expected of children and young people while using digital media is the equivalent to what is expected of adults, this can cause difficulties for children as it stated that half the adults conducted in a research found to have lack of confidences and understanding when using technology without understanding or confidence the ability to further education children can be difficult (Ofcom, 2020). Digital Logic (2020) demonstrate that there are a variety of digital media platforms that are available for children and young adults such as tablets, phones and gaming consoles. Furthermore, digital media is used frequently within society as Chassiakos (2016) presents evidence demonstrating the use of digital media has developed and is used on a greater scale in comparison to previous decades, providing a range of benefits for education and the ability to provide communication. A study indicated that in 2013 an increase of 78.9% concluded that digital communication had on impact on children’s communication (Seaman and Tinti-Kane, 2013). Currently digital technology and ICT is reflected in education approaches for example, Welsh Government (2020) present that within the new curriculum’s four purposes, one area concludes children should be ambitious and capable learners who utilise digital technology for social aspects and discover information. Also stating practitioners should produce opportunities for cross-curricular skills to be implemented within the curriculum as it is stated that literacy, numeracy and digital technology are mandatory. The use of cross curricular skills provides the ability for children to become confident using a large scale of technology based resources to support learning. Supported within education through Professor Donaldson’s Successful Futures, which provides teaching and learning for children within today’s society. Donaldson (2015) believes that to enable children and young people to be successful requires providing an environment to support modern day teaching and learning. Illustrating difficulties and challenges must be approached. The use of digital media within the curriculum can provide children with skills for life. This is presented within Donaldson’s report indicating to support children through their lives, the use of technology in a confident manner is considered a key aspect alongside literacy and numeracy as digital competence is a common aspect considered within the modern workplace. Digital competence provides the ability to use digital technology to communicate confidently which can be transferred to later in life. Ilmoaki, Kantosalo and Lakkala (2011) present that in society digital competence is considered a modern concept to outline technology related skills, the discussion furthers to what skills and knowledge is considered within today’s society. Within Wales schools follow the Digital Competence Framework to support children’s learning and progress in the use of digital media skills that can be implemented into everyday life ensuring that is not mislead and replaced with information and communication technology. The Framework that is available is divided into four strands that are broken down to simplify each skill. Similarly, the framework display’s and works correspondingly to the Foundation Phase Profile (2015) as it shows what is expected and outcomes that can be achieved. DCF is designed to work within everyday practice in classroom tasks to enable natural engagement (Welsh Government, 2018).  Donaldson considers the new curriculum to reflect values and understanding within society this is something pointed out by Donaldson (2015) concludes that for settings the values can differ depending on areas children live can depend on what values children perceive.
There are a range of advantages and disadvantages that digital media can portray for children’s development. According to Hazlegreaves (2019) young children spend longer periods on digital devices due to its ability of easy access.  Supported by Ofcom (2019) who’s 2017 research discovered the most popular devices used for children were tablets and television. A positive aspect to digital technology Brito, Dias and Oliveira (2018) highlights is that technology is used widely within toys for young children through methods of internet based sources. An aspect considered through the use of technology based toys provides children with opportunities to enhance learning through entertainment, this allows children to learn in an informal manner. It is important to consider the impact digital media has on replacing traditional play methods as Huber (2018) concludes that these forms of play are considered key for young children to develop socially. However, O’Connor (2017) support the use of digital media as a tool for young children’s development as it allows children to problem solve at a younger age through tablets compared to waiting until young children have skills to use hands on approach to problem solve such as puzzles, this allows children to gain understanding of the purpose of activities prior to physical interaction. Chiong and Shulter (2010) develop this, indicating for children there are opportunities to support learning through online applications on tablets. Learning through tablet devices can be beneficial for children as it allows learning to be transferrable and enables possibilities for learning to take place outside of the home and school environment. Chassiakos (2016) indicates that exposure to digital media can allow children to opportunities to develop new ideas and build knowledge for example digital media can allow children to gain a wider access to information that may not be available from parents or practitioners. Downes (2010) points out learning online is influenced through gaming as it is designed to engage users based on the individuals interests and over all supports a range of skills. An example that supports learning through online entertainment that is use by young children is Minecraft. According to Microsoft (2021) Minecraft is designed to support children’s learning providing opportunities for children to be creative and problem solve.  A positive aspect to consider for children as it allows children to independently explore technology to support early learning through aspects of play, this can be supported through Piaget’s belief as noted by Lefa (2014) children develop at different stages. Digital media within a setting support’s Piagets theory discussed by Huda et al (2017) as children are open to opportunities to access digital media for educational purposes which allows children to progress at their own rate. Vygotsky’s scaffolding theory as noted by Kim and Hannafin (2011) can also contribute within technology as devices can be used to support and frame children’s learning and understanding. Children are able to problem solve using a device to scaffold learning, this is an advantage for young children as it allows the ability to gain information. Plowman, McPake and Stephen (2008) studies based on the use of technologies at home concluded that children are independent learners who experimented to gain understanding of how to use devices. The study also found that parents believe they did not support children in the use of devices to support learning. However, this also furthers Vygotsky’s belief as children are able to observe parents when using digital devices to scaffold their own learning, this also allows children to further develop problem solving skills.  On the other hand, it is considered that Vygotsky’s theory can be considered as children can support adult’s understanding of technology through the use of zone of proximal development (Zuckerman,2007). As children can support adults understanding of the use of technology based on skills and knowledge gained (Eynon and Helspers, 2015). 
Digital devices provide children to explore learning opportunities and develop skills. The use of technology for children is increasing as it is easy to access as stated by Arnott, Palaiologou and Gray (2018) through the use of modern technology such as Ipads and tablets children are exposed to opportunities to enhance fine motor skills. Research concluded by Price, Jewitt and Crescenzi (2015) suggests that through interaction using a touch based approach provides young children with new possibilities to mark make which can over all support fine motor skills and literacy development. Studies taken within the research conclude that for young children’s overall opportunities to promote fine motor skills displayed as limited as children require the use of less fingers in comparison to physical fine motor skill based activities however the use of tablets within the study showed that children’s speed of finger reaction displayed quicker which allowed further mark making to take place. Similarly, Lin, Cherng and Chen (2016) studies conclude that for young children who access tablets can display disadvantages to the ability to develop fine motor skills. 
An aspect to consider that digital media provides is the ability to communicate and support social interaction. Lim (2015) who states that within early years settings technology based tasks allowed children to communicate and share knowledge. This allows children to independently communicate and build interaction with others. Digital media can provide a positive impact for children with additional learning needs as it can build opportunities to communicate independently.  Visual supports are designed to allow children to communicate easily however this is something can be seen as time consuming to create for each child. Through the use of tablets and devices children are given new methods to communicate and interact. Although it must be considered that for digital communication apps to successfully work to its full potential training is required this is an aspect that can provide a barrier (Haynes. Et.al, 2010). As Gillen (2018) supports this indicating that practitioners find that the ability to maintain up to date with technology can be challenging.
Noted by O’Connell and Groom (2010) within today’s society children and young people are provided with access to digital media that allows opportunities and experiences which can provide opportunities to build relationships through similar interests. This is an aspect that is discussed frequently within today’s society due to current situations of Covid-19 as children are using digital media to communicate with teachers. Chick (2020) demonstrates the positive aspects that digital media provides for children’s abilities to interact with education as children are able to access education and maintain interaction with teachers through devices at home to continue education. However, it is considered that online learning can have a negative impact on children’s social interaction as each child learn differently, this is an aspect that can provide a barrier for children who learn through a hands-on experience as children do not get the interaction support needed through digital devices (Kim,2020).
A positive outlook of digital media is the ability to communicate through a range of various methods. Social platforms and use of devices allow opportunities to enable communication to become effortless, this can support the ability to build on friendships and create new ones (Subrahmanyam and Greenfield,2008). Social interaction through digital media can provide opportunities to support health and well-being. Age UK (2020) conclude that the use of social media to socialise can provide a positive impact on mental health and support loneliness. Within today’s climate the ability to use technology to connect and socialise with other is a key aspect of communication. It must be considered there are risks that using digital media has for children while socialising. Best, Manktelow and Taylor (2014) report that the use of online interaction provided opportunities of support and increased self- confidence. Raising Children Network (2018) display that risks that children are exposed to through social media such as simple access to sharing personal information online and exposure to unsuitable content. According to a study, Dowdell (2013) found that a lack of knowledge amongst parents understanding of addressing of internet safety. As Kidron and Rudkin (2017) state understanding of a wider range of risks that are available through digital media for both adults and children also suggesting that parents are unaware of the full content children have access to while using digital media. Online bullying is an aspect of digital media that is widely researched. According to Campbell, Whiteford and Hooijer (2019) parents’ ability to recognise online bullying is key to enable opportunities to intervene and prevent bullying. It is noted by O’Keeffe and Clarke-Pearson (2011) a fast pace change in social media provides it difficult for parents to adapt to popular used apps and social networking including aspects of age restrictions of specific apps used to communicate. UK Safer Internet Centre (2018) state that it is a legal requirement that a majority of social media platforms require is 13 to enable the use of apps due to the Children’s Online Privacy Protection Act. Although there are legal requirements in place 39% of parents when asked stated that they were not always aware of what children were doing or had access to online all of the time (Wespieser, 2015 cited in Child Safety Online, 2015). 
In conclusion, digital media is becoming a tool that is used daily within society with a large focus on children’s access to digital devices at a younger age in comparison to previous years including a key focal point within the curriculum in Wales. Studies suggest that overall, there are many advantages that are available through the use of digital media to support children’s development in a holistic manner, however articles argue that there are limitations that are presented within digital media for children including health and educational effects. Therefore, it is considered through studies that children require a balance of the use of technology that is accessible to provide a healthy lifestyle. 


Supporting children 
in a digital world.
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Living in a digital world
The aim of this leaflet is to provide information for parents to guide and support both parents and children in a digital world. Digital media is a becoming popular within everyday use within society including a large aspect of education within the new school curriculum that is set out in Wales as of 2022. (Welsh Government, 2020). Ofcom (2019) reports that there has been a 91% decrease amongst children aged between 5-15 year olds who now use television however despite these reports it is known that 9 in 10 children have access to a range of digital media devices to go online with. Showing the greatest increase of 68% is the use of tablets. 

What impact has COVID-19 had on digital media?

Due to Covid-19 both children and adults are relying on the use of technology for various reasons in comparison to the use of technology in previous years. Lockdown is requiring people to stay at home and ultimately using technology as a form of communication to see and speak to relatives and friends. This is a positive aspect to consider as it allows children to socialise which can support well-being. (NSPCC, 2020).
It must be considered that through the use of technology it has allowed children’s education to continue during the pandemic. 
According to Kaup (2020) blended learning has given opportunities to continue education and access to education during lockdown which offers opportunities to blend online learning with classroom environment of staff. 
What impact does digital media have on children’s health and well-being?
It is considered that digital media can have advantages and disadvantages to children and young people’s health and well-being.
Mentally Healthy Schools (No date) display a range of advantages that can support children through the use of digital media.
· Provides support for children socially allowing online interaction with friends.
· Allow opportunities to share interests and similarities with others.
· Supplies formal and informal support which is available at a variety of times which is easily accessible.
· Opportunities to explore and feel supported within similar experiences.
However, it is also important to acknowledge disadvantages that can be presented to children and young adults online.
· Children are exposed to unrealistic images of appearances or life
· Opportunities to become isolated in a virtual world
· 10% of teen’s report cases of cyberbullying. 
(Help Guide, 2021).
The Digital Childhood Report (2017)
The report outlines that the well-being of children is to be treated equally to well-being that is in place for children within other environments. It is noted that technology is used for children who primarily presented opportunities to observe challenges that may be presented within technology however the opinion of children is usually considered last to approached. This contributes to an adult’s perspective of digital environment. For adults the environment that is displayed can be different to the perspective of those that children view. 
(Source: The Nation, 2021)


What support is available for children? 
As a parent it is important to gain understanding of the importance of internet safety however it is also important that children have access to content that can provide information of internet safety at an appropriate level. (Roddel, 2007).
There are a variety of methods that can be approached to support children’s understanding of internet safety.
‘Smartie the Penguin’ A fun an interactive way where children are able to watch videos that are available for different age groups which can be further supported with activities and colourings. (Childnet International, 2018).
It is the duty of managers within settings to ensure that all staff have current training to support children (Uk Council Internet Safety, 2020) Within settings practitioners can be seen as role models for children including ensuring the safety of children is paramount, therefore there are policies and guidelines in place to support this. (Uk Council for Internet Safety, 2019). Within Wales this is done through legislation set by Welsh Government. 
Education for a Connected World is a framework designed to provide guidance and support children to live within today’s society which is a digital based world. (Uk Council for Internet Safety, 2020) the framework allows practitioners to ensure children not only are safe using the internet but also enjoy aspects of digital media. 

Ofsted (2019) state that inspectors are set out to ensure there are effective safeguarding measures are in place in settings to support children from abuse, neglect and exploitation and also support children’s health and well- being.
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Social Media 
Social media is considered within aspects of everyday life and is a platform that can provide experiences for people to communicate using the internet. (Carr and Hayes, 2015).
Social media can used in a range of forms that provides benefits for children. 
· It allows children to communicate with friends
· Allows children to form online groups with similar interests
· Opportunities to promote ideas and events
(NSPCC, 2020)
Some popular social media platforms include:
-Snapchat 	-Instagram 	-Tiktok
-Facebook	-Twitter	-Youtube
* It must be noted that for some of these platforms used requires an age restriction*
What is SMART?
 Safe: Ensure to keep personal information to yourself and not sharing with others.
 Meeting: Do you know who you are meeting? Social media can give false information even if you think you know the person.
Accepting: Think about what you are accepting. Do you know them? Does it make you feel uncomfortable?
Reliable: The internet can supply useful resources and information not everything is always true. Anyone can add information to online sites or pages.
Tell: Online can be a fun place to access however if information or a person makes you feel uncomfortable. This is not acceptable, tell someone. 
(E-safety Advisor, 2021). 
(Source: Childnet International, 2018)

Social media platforms can provide a range of benefits and support for children if used correctly however for those who misuse it there can be risks that children and young people can be exposed to. (Active Social Care Limited, No Date) 
There are many dangers children can be exposed to through online media some include:
-Sexual Abuse 			-Cyberbullying
Sexual images/ ‘sexting’	- Age appropriate content 

Age Restrictions

Exposures online



It is important to consider the age of your children when using games and social media. Depending on the age can depend on the level of safety that is provided. In most cases the age of higher safety levels for children under the age of 13. Child Safety Online (2020) 


Benefits screen time can provide for children:
· Builds relationships
· Opportunities to learn and further knowledge
· Entertainment
(Raising children Network, 2021).
Effects screen time can have for children:
· Lack of sleep
· Increase risk of weighed gain
· Mental health 
· Withdrawal from social circles 
· Delay in education

(Active Health,2020).

Digital devices are becoming a part of everyday life however are we really aware of how much screen time we have? According to Sigman (2012) there are a range of devices that children have access to such as tv, game consoles, smartphones or tablets which children can access daily. Reporting that at the age of 18 an average child within the United Kingdom would have spent just over 3 years with access to screen time.
For children under the age of eight almost 50% own their own device and are believed to spend an average of 2.25 hours a day using devices. (Health Matters, 2021). 
However, within moderation screen time can be beneficial for children to maintain a healthy balanced development. (Children’s Health System, 2021).
Further information for parents and children
For children and young adults’ opportunities to develop knowledge independently. Below are links offering support and further knowledge for both children and parents to understand aspects of digital media. 
· https://www.nspcc.org.uk/keeping-children-safe/online-safety/ 
· https://www.childnet.com/resources/smartie-the-penguin 
· https://raisingchildren.net.au/teens/entertainment-technology/digital-life/social-media 
· https://www.nspcc.org.uk/keeping-children-safe/online-safety/parental-controls/ 
Screen time
Parental Controls
It must be considered that there are aspects that can be put in place to prevent and reduce the risk of children being exposed to unsuitable content.
Manage content children can access
Filter appropriate apps and content
Control screen times children can access digital devices
(NSPCC, 2021).
Alongside adapting apps and devices consider ways to work together with your children and families to support online and digital media. 
· Talk regularly about safety within daily conversations.
· Discuss what your child wants to access and set boundaries together.
· Take interest in what your child likes and dislikes allowing opportunities to ask questions.
· Speak to other parents this can provide support and allow you to share knowledge to further understanding of online devices.
(NSPCC, 2014)
(Uk Government, 2021)



Section 3.
	
Activity Plan for Digital Literacy Skills


	Number of children: 8

	Age of children: 7 years old.
	Number of adults: 2

	Location: School Woodlands.

	Preparation time: 15 minutes
	Activity time:  45 minutes

	Resources:
· Woodland area
· x8 Coats
· x8 Wellingtons
· x4 Pencils 
· x4 Clipboards with paper
· x4 iPads 
· x4 Magnifying glasses
· QR Code sheets 


	Links to digital literacy/competence outcomes:
There are a range of outcomes that could be met within the Year 2 Digital Competence Framework.
· Citizenship – Digital rights, licensing and ownership – ‘Add their name and date to work they have created and give reasons why this is important’ this will be done to enable children to identify work that they save online when presenting.
· Interacting and collaborating – Collaboration – ‘Use an online collaborative platform to create or edit a file’ Children will use QR codes to access information that allows children to gain information about minibeasts and also use word documents to create a picture graph of their finds.
· Interacting and collaborating – Storing and sharing – Save work using an appropriate file name’ or ‘use an icon to open a saved file’. Children will safe file using their name to be able to access work later within the session.
· Producing – Evaluating and improving – ‘Identify what worked and what didn’t, giving some of the reasons for their thoughts’. Working in pairs children will discuss their findings and share with the class including answering questions of what they think worked well.   (Welsh Government, 2021).

	Details of the activity:
The role of the adult within the activity is to scaffold children during a minibeast hunt allowing children to gather data and find a range of minibeast that will be recorded to complete a picture graph. 
· In preparation of the activity practitioners will be given time to gather together resources that will be used within the activity.
· Once children within the group have correct footwear and coats on practitioners are able to explain the activity and discuss rules/boundaries of the outdoor area with children ensuring that children are aware of the rules and dangers that can occur using iPads outdoors.
· To begin children and practitioners will sit together in a group to discuss what minibeasts that they may find within the outdoor environment.
· Practitioners will make children aware of the QR codes that are displayed around the area which can allow children to view if children wish to do so.
· In pairs children will then be given time to explore the outdoor area for minibeasts.
· Once a child has found a minibeast they will be able to make a tally of the minibeasts they find.
· After identifying a minibeast children are able to scan the QR code that is displayed within the environment which will take the children to research based on their finding which can enable further knowledge as iPads allow children to independently scan QR codes that they find to explore minibeast that might not be found within the outdoor area.  
· Once children are back in the classroom using the tally sheet created, children can record the data that has been collected on a picture graph on the iPad to share with other children, ensuring practitioners remind children to write names on documents that are created.




Section 4. 

The activity plan presented in section 3 provides opportunities for children to participate in a minibeast hunt within the outdoor environment incorporating the use of iPads to create a picture graph and use QR codes for independent research of their findings.
The purpose of the activity was to engage children within the outdoor environment to discover insects within their natural habitat incorporating technology to support the activity. Linking closely with Froebel’s belief that children learn best through opportunities that are purposeful and participated through first hands experiences (Tovey, 2016). The activity promotes children to gain an understanding of the outdoor environment and explore which supports the Foundation Phase Framework’s knowledge and Understanding of the World Area of Learning (Foundation Phase Framework, 2015). The area states children should be given opportunities to explore, including habitats and what lives around them.  This is done as children will explore minibeast that may be found with support of practitioners and iPads to further develop knowledge. Furthering this, linking with opportunities given to children can be supported within the new curriculum set for Wales 2022 which states learners should be supported to become ambitious, capable learners that apply digital technology in a creative manner to communicate, discover and examine information (Welsh Government, 2020). The use of technology within education can be a positive aspect for children. Lazar (2015) highlights that technology within education provides a learning environment that allows greater interaction from children independently as technology can be available to access continuously. This is supported within Wales through Digital Competence Framework. DCF provides opportunities for children to access digital media in a natural format. The framework is a cross-curricular skill that is designed to support digital skills that children can develop and implement within everyday life. (Welsh Government, 2018). 
The activity plan demonstrates the use of two practitioners to participate within the activity to support eight children. The purpose of two practitioners supporting a small number of children is to allow opportunities for practitioners to scaffold children while using technology. Clements and Sarama (2005) indicate that for younger children the ability to access technology can be difficult and therefore require adult interaction to support children to develop and further skills that are required. However, to ensure the activity meets a range of needs and abilities the QR codes allow opportunities to access a range of levels of understanding such as simplified fact files for children who may find it difficult accessing and reading information from a set website. 
The activity chosen was designed to incorporate technology within the outdoor environment to support learning. According to David and Thomas (2020) technology can build opportunities for outdoor learning to be enhanced. As it provides a window of opportunities for children to create and develop knowledge using technology as a supporting tool which can be considered as a positive aspect as it can provide differentiation for children of different abilities. Hougham, Nutter and Graham (2018) further this as the use of the outdoor environment and technology to develop learning presented children with an increase in confidence with use of technology outdoors within groups. An aspect that is considered within the activity plan as children are to work together in pairs to complete the activity. Group work can allow children to build a range of skills such as teamwork and negotiating. Demonstrated within a research conducted by Veldman et al. (2020) children that participated within tasks that required working together resulted in overall improvements for children’s group tasks. There are limitations that are presented using technology within the outdoor environment. It is noted by Siskind et al (2020) emphasising outdoor learning is an aspect that is considered to not be encouraged, technology is widely developed and adapted within settings to suit needs and tasks for children however it must be considered that there is an equal balance. Technology can be seen as a tool that can cause children to lose focus to the overall purpose. Bolliger (2020) states that a study concluded that children see the use of technology as a distraction. This can negatively impact children within the activity plan as the use of tablets within the activity to record and gather information can be seen as a distraction tool from the natural environment which overall prevents children from benefits that the outdoor environment displays such as looking in further depth of the habitats that are presented within the area that is being explored. 
A positive aspect of the activity plan is that is supports a range of DCF outcomes. An outcome suggests that with growing independence children should ‘save work using an appropriate file name’ this skill encourages children to gain independence in the ability to save work. The purpose of the activity requires children to save work in order to present to the class. Saving work with a suitable file name such as their name is a positive aspect to digital media as it allows children to access work that has been created in a straightforward manner. It can also allow children to access work to present to the class quickly and within different environments. This can be demonstrated to children as practitioners can demonstrate how to save prior to activity ensuring children understand the purpose of saving material. Garde-Hansen, Hoskins and Reading (2009) consider the use of saving documents online as a positive to digital media as it can allow easy access to documents through its online accessibility. On the other hand, the ability to save work can often be misunderstood. For many saving documents or pictures is a simple task that can be done without thought as it can be deleted at a later date. Taylor (2010) discusses that a document that is removed or deleted will still be stored within digital media and can be retrieved at a later date. This can cause a negative impact on the environment as noted by Addis saving work can have environmental costs as work that has been saved can damage the environment (2020) However, is an aspect that for children is a concept that is misunderstood and therefore requires further understanding that can allow children improve sustainability which supports ethical and informed citizen’s strand of the four purposes within the new curriculum (Welsh Government, 2020). 
An aspect of the DCF includes children evaluating and improving stating ‘Identify what worked and what didn’t, giving some of the reasons for their thoughts’ the activity promotes this outcome as children work together to present findings and answer questions, allowing children to evaluate the work that has been created. A positive aspect as it promotes children’s opportunities to communicate with others. Working together requires children communicating together to achieve tasks this provides opportunities to enhance confidence (Pinter, 2007) 
The activity plan provides children to independently discover minibeasts with incorporating technology, this allows the activity to be child led as children are able to explore without adult guidance however it must be considered that the overall activity requires a large input of practitioner support for the activity to be completed independently. According to the Foundation Phase Framework (2015) children learn through play this is an aspect to be considered for future practice as the activity plan displays aspects of adult-led learning opposed to child-led learning as the main focus. Research and aspects of the new curriculum has also highlighted that the plan does not cover a wide range of holistic developmental skills for children, this is an aspect that can be adapted to provide a wide range of cross-curricular skills to support children further this is an aspect of the activity plan that can be further developed for future practice. 
In conclusion the activity plan was effective as it demonstrated a range of links to the Digital Competence Framework which were presented through aspects of the activity linking in with aspects of the Foundation Phase Framework. Children are provided with opportunities to independently access digital devices to further knowledge and support the over arching activity. However, it is demonstrated through research that for future practice it is essential to ensure that the activity plan provides a wider range of child-led opportunities to enable effective practice to support the new curriculum designed for Wales providing children with skills for life. 
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