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Section 1
Children born in the millennium have never been without the internet and are more commonly referred to as the ‘Net Generation’ (Shin, Braithwaite and Ahmed, 2016). Very young children, who are the first generation to have had access to the internet from birth are regarded as ‘digitods’ (Edwards, et al, 2018). The effects of the 21st digital age on children is highlighted in the limited amount of research to date (Neumann, Finger and Neumann, 2017), although The Ofcom, Media use and attitudes report 2018 states that, in 2014, 65% of parents of children who go online believed that, ‘The benefits of the internet for my child outweigh the risks’, compared to 2018 when this had decreased to 54% (Ofcom, 2018).  
Circa 2000, according to Gross (2004) and Peters, Valkenburg and Schouten (2005) (Cited in Brown and Bobkowski, 2011) there appeared to be no link between digital device use and negative effects on adolescent mental health and well-being. However, in light of the current discourse of digital use in childhood, Rocha (2019) argues that a rise in the use of digital media corresponds with the evidence of increasing rates of teenage depression, anxiety and suicide. Young people today expect to be constantly and instantly connected to a world of relationships, entertainment and consumerism. When considering this, Donaldson (2015) whilst recommending the design of the new framework for Wales, appreciated that children need to be more than consumers of technology but acquire, from an early age, the knowledge and skills to use technology creatively in order to be a part of a worldwide workforce which is technologically competent.
As young children acquire their first literacy experiences in the home, the same can be said for digital literacy, they are actively using digital devices such as smart phones and tablets for mark making, creating, playing and solving problems (Neumann, 2016). Vygotsky (1978) suggested children make meaning, communicate and develop a range of knowledge, skills and understanding through cultural tools and develop social skills through interacting in cultural and social groups. Digital literacies allow for links to be made between, learning, literacy and experience (Kang, 2018). However, children below the age of 2 are still developing cognitive, emotional, sensory and language skills and require social interaction and guidance from a more knowledgeable other (MKO) such as a caregiver when experiencing a digital world (Chassiokas, et al, 2016). According to Nikken and Opree (2018), depending on social, cultural and economic capital, parents of children using digital devices may experience a differing affinity with media. Those children from low income, single parent families may experience less responsive parenting styles with relation to content, exposure and time spent on devices. Additionally, parents of children from 6 months to 4 years from low income, urban, minority families tend to give their children personal digital devices such as mobile phones and tablets when they are; trying to make the dinner, keep their children calm or at bedtime (Sergi, et al, 2017). However, the role of the parent as an early educator remains the same even though styles may differ (Huber, Highfield and Kaufman, 2018), although Vygotsky’s MKO could now be a tablet, smartphone, computer or software app instead of a parent, classroom peer or teacher (Cicconi, 2014).
When considering the effects of digital screens on children’s vision, in recent years ophthalmologists have seen increases in short-sightedness, or Myopia, in children and young people (The American Academy of Ophthalmology, 2018). So much so, that it could be reaching worldwide epidemic proportions increasing the risk in later life of sight-threatening conditions such as glaucoma by 40 times and cataracts 6 times (Michaud, 2019). Estimates in China suggest 90% of children and young people have Myopia (Davis, 2019). Research by Xiong et al (2017) suggests that more time spent outdoors and a decrease in ‘near work’, reading or on a digital device (Zhou, et al, 2017) can prevent the onset of Myopia in children but cannot stop progression once diagnosed. 
Children who use digital devices in the evening or sleep with them in their room are at a greater risk of suffering from sleep disturbance (Chassiakos, et al, 2016) and lower daytime function, although some designs in technology allow for integration of sleep apps benefiting some children (Brill, 2019) such as Ewan the Sheep(Sweet Dreamers, 2020) which emits pink noise, a low frequency sound similar to that of the womb and white noise sounds such as running water calming a fretful baby. However, blue light omitted from the screens of digital devices can delay the release of melatonin causing a child to stay alert for longer periods in the night (SleepFoundation, 2020). Research by Russell Foster, Director of Oxford University’s Sleep and Circadian Neuroscience Institute (Lowe, 2019) suggests that it is not the blue light which causes sleep deprivation but the interactions with the device in the bedroom. Blue light can only have such an effect when used at its brightest for significant periods of time although that would have to be longer than all night (Foster, cited in Vandette, 2020). The use of filters and dimming blue light is giving a false perception, when in fact it is having the device such as a smart phone or tablet next to the bed available to use or using it to fall asleep, which is causing a shift in circadian cycles and therefore sleep deprivation in children (Foster, 2018). Additionally, research on mice by Manchester University in December 2019, concluded that yellow light affected sleep patterns more than blue, as yellow light resembled daytime and blue, twilight, therefore changing filters to a different hue at night-time could be detrimental (Ducharme, 2020).
When young children have access to their parent’s smart phones or tablets, they are also accessing an adult world, with parents often unaware of the content the child may be engaged in whilst their device acts as the babysitter (Kidron and Rudkin, 2017). Considering a child’s viewing of violence via a digital device, research by Ferguson and Colwell (2018) suggests that viewing violence is no more damaging than viewing a real-life scenario where a child may experience incidents of domestic abuse or violence in the home. Bronfenbrenner’s Socio-Ecological Framework suggests that social relationships are learnt by young children within the family environment and other societal groups (Bruce, 2011). Therefore, a child’s initial experience of cyberbullying may unwittingly come from parents and siblings within the home environment (Tanrikulu, 2019) by listening to parent’s experience of cyberbullying either as a victim or perpetrator, young children learn strategies and impacts of cyberbullying. 
Parents can appear to be proud that their young children are becoming digitally literate from a young age and believe that they are encouraging fine motor skills and dexterity (Teichert, 2017) A study by Webster, Martin and Staiano (2019) concluded that children who engage in more screen time performed less well in their manual dexterity scale. Manual dexterity being a critical skill which children learn in association with fine motor skills such as those used in pattern making and writing. By the time children start their early education, they are already adept at using digital technology, some may even be dependent and appear agitated at the loss of their digital device (Albrecht and Tabone, 2017). However, it is not the length of time which children spend on a device which could be harmful but the content which they are exposed to. The American Academy of Pediatrics recommends that those under 6 years old should only be watching 1 hour per day of quality media (MacDonald, 2018). Technological addiction is specifically classed with the use of gaming, smartphone usage and social networking and Marketers are just becoming aware of the change in consumer innocence and the knowledge of the addictive nature of their products (Berthon, Pitt, and Campbell, 2019). Too much onus is put on children to adapt to the structures of a technology designed for adults rather than the impetus being placed on companies and governments adapting to the needs and capacities of children of differing ages (Kidron and Rudkin, 2017). The Information Communications Office (ICO) states that 1 in 5 internet users in the UK are children, however they are using a system that has not been designed for them (No Date). Realising that children have gone far too long without protection on the internet, a new code of conduct for privacy standards is set to come into force in Autumn 2021. The 15 standards will expect companies to abide by protecting children’s privacy putting the best interests of the child at the forefront of design with age appropriate applications, curbing detrimental use of data and parental controls set as default. Geolocations switched ‘off’ as default and profiling also set by default to ‘off’ so that children cannot access material which is detrimental to their health and well-being.
Young children are increasingly able to access the internet independently and so age appropriate cyber-safety education from early years educators is vital (Edwards, et al, 2018). Edwards, et al (2018) suggest that in order to develop a system of cyber-safety education it is vital to realise how much children understand about the internet. Digital tools are also being used more in the classroom, however early years educators need to be aware of tools available and how to use them. Advancements in the field of technology in the classroom means that educators need to address the way in which digital literacy is taught (Baily and Blagojevic, 2015). The New Curriculum for Wales 2022 Digital Competency Framework (DCF) realises Donaldson’s vision of a confident, competent, creative generation of digital learners therefore addressing Wale’s digital skills gap with a ‘purpose led, learner centered curriculum reform process’ (Qualifications Wales, 2018). Estyn, as inspectors of quality and standards of education and training in Wales, support educational professionals to utilise the relevant technologies and skills to transform the digital competence of learners. Through the implementation of pioneer schools in readiness for the new curriculum most teachers in the Foundation Phase said that they felt competent enough to deliver most aspects of the Digital Literacy Framework to support learners, although some teachers said, not so in ‘data’ and ‘computational thinking’ (Estyn, 2018, p. 4). Designated leaders in each school will therefore ensure that staff have the adequate training, confidence and competency to ensure the realisation of the DCF (Estyn, 2018, p. 7)
Benefiting young children, digital play affords opportunities for language development and social learning therefore encouraging collaboration and problem solving (Danby, et al, 2018). Children use digital devices in their everyday lives as a meaningful way to explore, and their interaction with digital text should not be ignored but encouraged in the curriculum (Dunn and Sweeny, 2018).  Formalised teaching has, in more recent years, been criticised for the loss of child led, natural and playful ways of learning and the link between early digital storytelling and literacy as yet, has not been explored (Maureen, Van der Meij and de Jong, 2018). However, Cahill and McGill-Franzen, (2013) suggest that the use of e-books and digital books for young children promotes literacy skills and vocabulary development whilst also aiding learning across multimodal platforms. Being literate in both a printed and digital context promotes development of skills necessary for citizenship in a 21st century global economy, these skills being creativity, critical thinking, communication and collaboration (Yelland, 2018) and being a digital citizen rewards society with ethical, civil, competent and safe digital users responsible with technology (Takavarasha, Cilliers, and Chinyamurindi, 2018). 
For those with additional learning needs the explosion of technology affords equity within a classroom (Dikusar, 2018). Digital equity is defined as ‘equal access and opportunity to digital tools resources and services to increase digital knowledge, awareness and skills’ (Davis, et al, 2007, cited in, Willems, 2019, p. 172). The DCF has been designed for all children in Wales and considers the needs of those with Additional Learning Needs (ALN). Routes for learning skills consider the holistic needs of each individual child with developmental steps in digital literacy achievable with small steps called ABC. This ensures that all children are included in the New Framework for Wales (Welsh Government, 2018). Computer software programs and assisted technology devices such as Communication Boards (Logsdon, 2019) and Picture Exchange Communication System (PECS) which can be used on a tablet, aid language for those with communication difficulties and can be used within the classroom (The Autism Community in Action, 2019).
To conclude, Irights (2015) is a framework of 5 digital rights for children and young people, designed in order for children and young people to access technology creatively, knowledgeably and fearlessly (UK Safer Internet Center, 2020) The United Nations Convention on the Rights of the Child (UNCRC) Article 17, states that children have the right to access information from around the world which is appropriate and beneficial through varying types of media (Save the Children, 2020). With the introduction of the ICO standards to help to protect children online,  and the emergence of continued research into the negative effects of digital devices on children and young people, maybe continued focus can be given on enhancing the benefits of using technology to educate and empower future generations in an ever expanding, evolving digital world.
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Section 2                               Do you know your child Is safe?
An E - Guide to Internet Safety.Children are living in an exciting digital time! connecting with their friends and family members close and afar. The internet is full of resources, educational toys, apps and aids for people with additional needs. Worlds exist outside the one our children live in, a virtual world where children can make friends, build and design anything.
However, the internet has been designed with adults in mind. There are no safety nets set by default or stabilisers to stop your child from falling and getting into trouble.  As parents and carers of young children, we need to make sure that we keep our children safe!
DO YOU KNOW?
In 2017 20% of children between 5-7 were regular phone users (O’Dea, 2019).
Out of 2,000 parents in 2019, 2 in 5 said they gave their children under 14 devices to keep them occupied and they were spending 3 hours 18 minutes a day on them (Donnelly, 2019).
36% of 3-4-year-old children play games for 6 and a half hours per week (Ofcom, 2018).
Children’s main viewing preference in 2016 was You Tube with 37% of 3-5-year old’s and 54% of 5-7’s (Ofcom, 2016).
Outdoor Play is Central to Children’s Physical, social, and mental health and well-being! (Play Wales, 2020).
Screen time together helps children’s language! (Playful Childhoods Wales, No date).




hThere are age restrictions for social media sites!
1 in 5 parents think there is no age restriction on social media! (NSPCC,2017)
WhatsApp - 16 years
Facebook, Instagram, Snapchat, Pinterest, Twitter – 13 years                                          How old is your child?
To ensure the safety and protection of young children from Cyber Bullying, Inappropriate content, Grooming and digital addiction. Follow the guidelines! (UKsaferinternetCentre, 2018). [image: Image result for social media app logos]          (KindPNG, 2019)
Age restrictions should reflect the content of what is on the app. Parent’s can be proactive about what their children see on the internet by talking with their child and following age restriction guidelines. Inappropriate content could include; Beheadings, self harm sites, suicide sites, pro anorexia and eating disorder sites, sexual abuse and violence.Your child may be distressed, confused, frightened, ashamed, shocked, disgusted, sad.
If your child has seen innappropriate content
REPORT IT TO CEOP.(NSPCC, 2020).




[image: Image result for internet safetty logos]
Lock it! Keep your personal information secure. Do not give out your usernames, passwords or personal details.
Block it! Block nasty or rude messages. Do not click on any links or pictures you don’t know about.
Show it! Teach your child If it makes them feel uncomfortable, they shouldn’t be looking at it.
Tell it! Tell an adult if somebody says or shows you something that upsets you or you feel you are being bullied online (Fairisle Infant School, no date)
Parental Controls
Set up parental controls on Broadband and mobile networks, when your children are young enough to accept as the norm!
Download age appropriate apps and games.
Set up password control and disable in app purchasing! 
Talk about staying safe online! For more on parental controls! Go to Internet Matters ( Internet matters, no date).
Peace of mind! Fight Cyberbullying! Protection! Familiarity!
                                                                                             (Moore, 2018)







                                                    
 









Do you know your child is safe?
An E - guide to Internet safety.Online terminology to be aware of:
[image: ]
[bookmark: Grooming]                                                                (Source: Burnes, 2018)
[bookmark: BodyDismorphia][bookmark: Onlinesafety][bookmark: Catfishing][bookmark: sleepdisturbance]Grooming       Body Dysmorphia    Online Safety    Catfishing                  
[bookmark: Cyberbullying][bookmark: Sexting][bookmark: Parentalcontrols][bookmark: Fearofmissingout]Sleep Disruption     Cyber bullying      Sexting   Parental Controls                 
[bookmark: Textabbreviations][bookmark: Priming]Fear of Missing Out (FOMO)             Text abbreviations      
[bookmark: Digitalhabits][bookmark: Digitalfootprint][bookmark: Innappropriatecontent][bookmark: Selfharm]Priming   Digital Habits  Digital Footprint    Inappropriate Content
[bookmark: Screentime][bookmark: Identitytheft][bookmark: Gamingaddiction]Self-Harm   Screen Time    Identity Theft      Gaming Addiction
Your Tech Savvy Child!
Understands technology is the future – Can teach you – Can  help you – Values technology as an educational source – Will enjoy being ‘the more knowledgeable other’ – Educate your child from an early age, grow and learn together (Minsky, 2019).







Keeping Your Child Safe Online
[image: ] (Source:Redriff Primary, no date)
Be involved in your childs online life, talk with your child.
watch out for signs of excessive use of the internet.
When you give your young child your phone, always watch together, don’t leave your young child to browse alone.
Encourage your child to talk about anything they have seen online which has upset them.
Install parental controls. Agree clear rules about; time spent online, contacting people online, making new friends online, personal information they should not disclose.   
Stop it Now! Helpline: 0808 1000 900
 For anyone with concerns about child sexual abuse
            
Signs and Symptoms; Excessive use of the internet.
Isolation from family and friends
Sleep disturbance
Sneaks online when you’re not looking
Disobeys rules about set screen time
Tantrums when you want them to come off
Would rather play online than out with friends
Spends time online rather than doing homework
Loses track of time when online [image: ]




                 
Advice Contacts for Parents and Carers.
  UK Safer Internet Centre. Help for Parents   Think You Know. Help for Parents       NCPCC Parental Controls    Make a report to CEOP     YoungMinds  Parent Helpline: 


YoungMinds Parent Helpline: 0808-802-5544
Make a report to CEOP





	
Section 3. Activity Plan


	
Activity:
A child led activity facilitated through prior discussion in class, expanding from, ‘weather of the day’ affording the children freedom to choose how to best use the resources available.
Monitoring the weather over 5 days. 
In pairs, the children will access the outdoors. They will take turns to take pictures with the iPad, of different evidence of the weather for that day, for example; pudd les, ice, wet leaves, dark clouds, leaves blown on the ground, trees blowing in the wind, shadows, the sun through the plants and trees, snow on the ground, snowballs, a snowman or footprints.
The children can collect rainwater in clear buckets every day to show how much rainfall there has been and take pictures of the water level in the bucket. 
When in class, the children upload and save their pictures in a file on the classroom computer. They name the file and create text for the days of the week matching the Welsh wording to the correct weather; mae’n bwrw glaw, it is raining, mae’n heulog, it is sunny, or it is cold, mae’n oer. They upload the picture of the buckets of rainwater on the correct days to see how much rainfall there has been on each day over the week. 

	Number of children:

6
	Age of children:

6 years, year 1, Key stage 1.
	Number of adults:

1

	Location:
 School garden accessed from the classroom.

	

	


	Resources:

3 iPad’s
3 buckets
3 measuring jugs
Appropriate clothing and footwear.






	Aim/s of activity:

To promote the cross-curriculum development of digital literacy creatively (Donaldson, 2015) through a child led, play based activity, incorporating the outdoors, science and technology and using digital technologies to their full potential (Welsh Government, 2020).




	Links to outcomes: 

Foundation Phase, Digital Competence Framework
Strand               Element

Citizenship – Health and wellbeing, digital rights, licensing and ownership.
The children will be able to add their name and date to a piece of work and use digital devices within a controlled environment, time and context.
Interacting and collaborating – Collaboration, storing and sharing.
 Be able to collaborate with a partner on a piece of digital work and save work using a familiar file name.
Producing – Planning, sourcing and searching, evaluating and improving.
Identify some success criteria in response to questions by adding a title and placing the wording to match the picture of the weather. Add comments using the recording feature in the software.
Data and computational thinking – Problem solving and modelling, Data and information literacy.
Follow a sequence of steps to solve a problem and brake down a problem into different parts to make it easier to understand.
Collate and group different data using simple words and record data collected in a suitable format, i.e. grouping pictures and words (WG,2019).

Education for Sustainable Development and Global Citizenship (ESDGC)
Climate Change – The impact on future generations from individual and collective actions. The use of grey water and collecting rainwater to water plants instead of using tap water and the hose (Knowledgebank, no date).



Role of adult/adults:

To facilitate the activity by providing the resources. Provide a risk assessment. Being a child led experience the adult is to provide support for learning when approached using open ended questions and sustained shared thinking. Use of positive modelling when required. Use of observational skills to maintain health and safety without being too risk averse.












Section 4. 
Donaldson (2015) recognised, that children live in a digital age. Their social, educational and personal lives are intrinsically connected to technology. Prior to Donaldson’s report, Information and Communication Technology (ICT) was taught separately. The ICT Steering Groups Report to the Welsh Government recommended that.
We should equip children with the skills and empower them with the knowledge and confidence to become innovative digital creators, effective digital citizens and successful entrepreneurs, so they can take advantage of the global growth opportunities that exist in the digital economy and beyond (2013).
The Steering Group suggested that digital literacy is as important as literacy and numeracy and should be heralded with its own framework whilst also sitting alongside Biology, Physics and Chemistry as a fourth science. With this in view, The New Curriculum for Wales 2022 has embedded digital competence as a mandatory cross curricular skill and essential for all learning with key transferable skills such as creativity and problem-solving enabling transition to an ever-evolving technological work force (Education Wales, 2020).
The above activity is primarily to promote the development of digital competence and ICT skills for year 1 students, by using an iPad to take pictures outdoors and then uploading, sorting and labeling with text. However, in line with The New Curriculum for Wales 2022, it has been planned to incorporate cross curricular learning through the introduction of science and mathematics by the monitoring and measuring of rainwater in the buckets. The initial introduction in the classroom would involve discussions on what type of weather the children experience, interaction with the weather chart, changing the types of weather and using language in Welsh and English for types of weather. The New Welsh Curriculum 2022 promotes the use of Welsh language across the curriculum in writing, speaking, listening and reading, realising the benefits of a bilingual society that can problem solve, be creative, and more able to analyse and multi task (Burton, 2019). By scaffolding the activity initially through discussion and activities in the classroom, the children will be temporarily supported until the concept of the activity is understood and the scaffold can be slowly removed to enable empowerment to lead their own activity through play and self-direction (Kang, 2018). 
Play provides children with space to explore (Hoskins and Smedley, 2019) and a framework for developing and learning (Jacoby-Garret, 2018). When children approach an activity as if it were ‘play’, they are more likely to be engaged and show more signs of emotional well-being.  The more involved an adult is in the activity and the more instruction given, the less likely it is to be perceived as play (Howard and McInnes, 2012). Therefore, when children are involved in the above activity, it is important for the adult to observe and support when required and for the child to lead.
The four purposes of the New Curriculum for Wales 2022 should be the starting point of any new framework design within schools. Through the activity ‘monitoring the weather’, ambitious, capable learners, ready to learn throughout their lives, will be able to build up a body of knowledge and have several skills to apply this knowledge in different contexts (Welsh Government 2020). The activity planned will give the children knowledge about different types of weather, be able to expand that knowledge by being curious and asking questions and also gain information about the development of weather around the world therefore engaging the learners in another purpose, being ethical, informed citizens of Wales and the world. This links to Education for Sustainable Development and Global Citizenship (ESDGC) through the introduction of conversations around global weather, communities and climate change and the Digital Competency Framework strand, Interacting and Collaboration through the safe sharing of online information and discussion between national and global schools on climate change. When linking the acquisition of knowledge to The Digital Competency Framework the use of digital equipment in the activity will give a base foundation of knowledge to build on using hardware, software and digital cameras. Some authors debate the use of digital technology for young children, claiming that it is inappropriate for their cognitive, physical, emotional and social development although there is not enough evidence to support this (Gjelaj et al, 2020). However, a recent survey by The Princes Trust found that 63% of teachers felt that digital technology in the classroom hindered the development of children’s interpersonal skills (Open Access Government, 2018).  Other authors suggest that young children’s experiential learning with technology encourages thinking skills and offers dynamic and exciting ways to teach and engage young children (Dong and Newman, 2016).
Being enterprising and creative contributors, the children, through the above activity will be able to reframe and solve problems. They will need to use the iPad to take the pictures, upload and organize their pictures creatively and label using the software available. If children use Information Communication Technology (ICT) from a young age, they are more likely to be competent and confident digital problem solvers as they mature, reducing techno anxiety in adulthood. (Munoz, et al, 2017). 
 The fourth purpose within the framework states that, healthy, confident individuals should be ready to lead fulfilling lives as valued members of society. (Welsh Government, 2020). The above activity is an outdoor, holistic, child led, cross curricular activity which incorporates working with others and utilizing learning in an outdoor environment therefore promoting physical exercise, mental well-being and the development of positive relationships. Due to the rapid pace of development in technology, digital citizenship and ethics needs to be taught from an early age for respect to continue both online as well as off (Huffman, Shaw and Loyless, 2019). The children during the activity will be in pairs, gathering their own evidence forming relationships built on trust and mutual respect regardless of ability, race, gender. Froebel (1782-1852) believed that children learn through experiential connectedness with nature in a meaningful way building on what they already know. The adult’s role being to support children into finding the answers to their own questions (Tovey, 2014, p.22). 

When considering differentiation, children could be paired with a more developmentally able child for enhanced learning through modelling. Vygotsky suggested that through social interaction with a more knowledgeable other, children acquire greater skills and abilities allowing them to reach their potential through the Zone of Proximal Development (ZPD) (Abdelazim and Eltantawy, 2019). 1 to 1 supervision will be available for children with a care plan as stated by the Additional Learning Needs Education Tribunal (Wales) Act 2018 (ALNET). Taking note of previous observation and recording to develop ongoing planning for the individual child. The use of Signalong by the whole class provides inclusive learning and equity rather than equality and preparing a child with development delay or Autism Spectrum Condition (ASC) using communication books and visual timelines for the day’s activities provides a smooth transition throughout.
The Foundation Phase Digital Competence Framework incorporates different ‘Strands’ and ‘Elements’ with developmental stages of competence over the Foundation Phase Years. In the activity plan, I have demonstrated effectively what the outcomes and links to the Digital Competence Framework would be for children in Year one, aged 6-7 years.
The strand, Citizenship, incorporates health and well-being, digital rights, licensing and ownership. The appropriate element being, using digital devices in a controlled environment, time and context. Ofcom estimates that 5-7-year-old children spend an average of 4 hours per day on a screen (Jary, 2018). Although this may  be purely for entertainment purposes, children have little or no concept of digital access for self-learning and teachers may be concerned about students accessing inappropriate content, arguing over devices and not being able to limit time usage (Scott and Meeussen, 2017). In order for young children to become ethical citizens of a twenty- first digital world, early guidance on the use of technological tools from well-equipped and trained teachers in digital literacy would Integrate and  complement digital learning in a play based curriculum (Johnston, Highfield and Hadley, 2018). Research by the National Literacy Trust suggests that as well as investing in digital hardware in education, additionally, there should be strong investment into staff training in digital competency (Picton, 2019).
Interacting and collaboration links digital framework outcomes to the activity. Too often, parents feel powerless and frustrated when their child spends time online gaming with little knowledge that they are instructing and monitoring each other by problem solving and collaboration to achieve an online goal (Danby, et al, 2018). Utilizing the digital world in the classroom, children can collaborate to achieve a more technological goal, technology acting as a channel for collaborative learning and ICT becoming the more knowledgeable other (Cicconi, 2014). The above activity affords this collaboration and problem solving in pairs when uploading and organizing photos and wording in pairs encouraging soft skill development.
Finally, when considering the strand, data and computational thinking, the children involved in the above activity will be able to collate and group different data, in the form of photos and use simple wording to record that data using relevant problem solving skills and digital literacy. Computational thinking has been defined previously in technological jargon such as algorithms, testing, abstraction and decomposition (Rose, Habgood and Jay, 2017). However, there is a need to simplify these terms if young children are to be encouraged to think computationally. Children with access to computational thinking through digital literacy become better problem solvers and critical thinkers. Carefully designed technological tools, curriculum and frameworks allow children to learn computational thinking skills within education (Portelance, Strawhacker and Umaschi Bers, 2016).
To conclude, the activity I have developed is successful in promoting the development of digital literacy, however, practitioners when delivering need to encourage learning through child led play with positive modelling of excitement and enthusiasm. When learning is delivered through play there is freedom to explore new ideas and possibilities (Francis, 2019) 
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