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This essay will critically evaluate the effectiveness of digital devices used by young children to access media content and support ICT development for learning.  The positive and negative aspects of access to digital media/ICT upon children’s learning and development will be discussed with reference to established research. The Foundation Phase (Department for Education and Skills, 2015) acknowledge that ICT should be essential across the curriculum with a holistic approach. The objective is to develop children’s ICT skills, knowledge and understanding through a range of experiences that involve them finding and developing information, and creating and presenting information and ideas’ (DfES,2015: 6).  
 
Kidron & Rudkin (2017) highlight that the  digital world is here to stay and is an essential part of a 21st century childhood. Moreover, the digital world provides opportunities for children to be creative, knowledgeable and fearless. Without access to digital technology children are disadvantaged as they are unable to access a  large volume of innovative learning opportunities. These advantages were noted in The Donaldson Report (2015) that endorsed the recommendations of The ICT Steering Group Report to the Welsh Government (Arthur el al., 2013). Both documents noted that digital competencies are fundamental to learning  and they  should have a similar status within the curriculum as that of literacy and numeracy. The new curriculum Successful Futures (Donaldson, 2015) places technology at the forefront of education and highlights the need to foster the development of digital competencies across all curriculum areas throughout a child’s lifetime in education. Digital competence plays a powerful role in the lives of children and young people for communicating, networking, information, leisure and entertainment as well as for educational applications (Donaldson, 2015). Kalas (2013) highlighted that digital technologies can provide benefits for children’s learning by exposing them to new opportunities to engage in relevant play, learning, communication, exploration and development that are specifically attractive to multiple age ranges. Young children can be empowered by properly integrated digital tools that provide them with a voice, especially young children that have limited literacy capabilities (U.S. Department of Education, 2016). The United Nationals Educational, Scientific and Cultural Organisation (2012) support the assertion that digital technology can provide a wide range of learning opportunities and an alternative social interaction which can have a positive effect upon learning relationships between children and teachers. Many researchers have noted multiple ways that learning can be enhanced by integrating ICT to foster the holistic development of young children. However, multiple authors express well-founded concerns that technology can be harmful to young children (Byron, 2008; New Zealand Council for Educational Research, 2004; Stephen & Plowman, 2002). The main concerns expressed by the authors fall into four categories: a) harmful physical effect; b) children’s learning, cognitive, social and emotional development; c) exposure to harmful contents; and d) new technologies displacing other important learning and play activities. Clearly a balance needs to be found that optimises a child’s learning opportunities through developing their digital competence and minimising the risks identified in the four categories. 
 
Research by Ofcom (2019) provides an in-depth examination of media use and the attitudes of children who have never known life without the internet. The research highlights that half of 10-year-old own their own smartphone and parents/caregivers are comfortable and trust their children with digital independence before they leave primary school. However, the digital environment was not intended as a place for childhood, yet more than a third of its nearly 3 billion users are under 18 (Kidron & Rudkin, 2017). Kabali et al. (2015) reported that by the age of  four 96.6% of children can use a mobile device. Touchscreen technology enables pre-literate children to navigate the devices with ease.  With growing numbers of young children having access to digital media and the internet the Organisation for Economic Co-operation and Development (2019) research discovered many pre-schoolers become familiar with digital devices before they are exposed to books. The NSPCC (2018) report noted that there is a wide variance in child protection measures across digital media resulting in children being exposed to unacceptable risks in spaces where they socialise, trust and play. Furthermore, the NSPCC (2018) research revealed  a 16% rise in the number of police recorded online child sexual offences across the UK. Offences of this nature were recorded as increasing  in the previous five years. The growth of technology presents an  often-unchallenged opportunity for sexual predators to target and access children. The definition of online abuse is ‘abuse that is facilitated using internet connected technology’ (NSPCC 2009: 1). The Welsh Safeguarding Procedures (no date) acknowledge that online abuse takes several forms, including cyber bullying, harassment, sexual exploitation, grooming and online radicalisation.  There are many platforms upon which online abuse may occur such as social media, online gaming or any other channels of digital communications (NSPCC, 2018). In response to the growing risks  the Government and NSPCC worked collaboratively to tackle online harms. The Online Harms white paper suggests a wide range of measures to increase web safety, particularly with regards to protecting young people from illegal content (Wilson, 2020).  The Online Harms Bill will make technology and social media companies liable to fines and criminal prosecution if they breach  defined responsibilities. The Government’s (Great Britain, Department for Digital, Culture, Media & Sport, 2020) approach in the white paper believe it will lead towards a new global approach for online safety. They believe that the digital economy urgently needs a new regulatory framework to improve citizens safety online (Great Britain, Department for Digital, Culture, Media & Sport, 2020). Furthermore, the Welsh Government (2018) introduced the first element of the new curriculum, The Digital Competence Framework, which is the set of skills, knowledge and attitudes that will develop confident, creative and critical use of technologies and systems for children. Moreover, one of the aims of the curriculum is to bring together skills that will help children thrive in an increasingly digital world and teach them how to stay safe online. The framework underlines the need to understand the importance of balancing screen time for children with other aspects of their lives in order to be digital global citizens (Welsh Government, 2018). 
 
The Ofcom media report (2019) showed that 25% of 3 to 4-year olds own their own tablet, with 15% of them allowed to take it to bed with them. The report discovered that on average every day 3-4-year olds spend 8 hours 54 minutes online and 5-7year olds spend on average 9 hours 36mintutes. This has profound implications for the early years phase and contradicts the American Academy of Paediatrics (AAP) recommendations that under two years old a child should have no screen time and those over two only two hours a day (Strasburger et al., 2013) The excessive screen time is concerning for many documented reasons. Stiglic and Viner (2019) highlight  a growing concern of the impact screen time may have on children’s health. They present evidence that screen time is contributing to childhood obesity (Stiglic and Viner, 2019). The combination of increased calorific intake, a limitation on the time for physical activity and a general reduction in metabolic rate can result in weight gain as a direct result of screen time. Furthermore, Domingues-Montanari (2017) examined the psychological effects providing evidence that high screen time is associated with increased irritability, low mood and a negative effect upon cognitive and socio emotional development leading to diminished educational performance. 
  
Not every practitioner agreed with the AAP’s recommendations for low screen time. Christakis (2014) asserted that using devices enhanced active participation enabling children to make choices and take better control of their learning. The AAP responded to Christakis’ proposals and reviewed their recommendations and advised that video calls only were appropriate for children under 18 months and 2-5-year olds should only engage with high quality programmes for one hour a day. Hirsh-Pasek el al. (2015) called upon modern educational apps to address the four pillars of learning: active, engaging, meaningful and social learning. The assumption can be drawn that educational limited screen time has a positive effect upon learning for children. Hatzigianni and Kalaitzidis (2018) study focussed upon early childhood educators’ attitudes and beliefs on the use of touchscreen technologies for children under 3. The research revealed that there is a gap in the literature, however, the findings revealed a changing trend in the views of educators on the use and integration of technology from a young age. They identified clear advantages as the educators in the study saw the children as “young explorers” and “creators” and learning development could be enhanced by the technology, however. They stressed the importance of parental support and continuing professional development for educators in order to ensure the integration of technology is appropriate (Hatzigianni and Kalaitzidis, 2018). Educators are understandably anxious about the pitfalls of relying upon digital media and the study urged further research to clarify how best to ensure children can learn in a “creative, developmentally appropriate and explorative “way using technology (Hatzigianni and Kalaitzidis, 2018:6).
 
With technology evolving at a rapid rate and most child development research predating the digital age, it is difficult to obtain an accurate understanding of the impact technology has had  on child development. Digital technology has changed significantly in the last 25 years and has only been ubiquitously in the hands of children over the last five years (Kidron & Rudkin,2017). In addition, with the new curriculum ‘Successful Futures’ being fully implemented by 2021 in Wales promoting a strong digital presence (BBC, 2017) there is now a crucial need for childhood online-safety education. Edwards et al. (2018) argues that online-safety education for young children cannot be effectively developed without considering the way young children think about the internet. In their research they highlight Vygotsky’s (1987) ideas about the development of mature concepts, the merging of everyday and scientific concepts as a platform for online-safety education in the early years that can be applied in schools. The arrival of touchscreen technology has considerably increased pre-schoolers access to the internet (Edwards el al., 2018). Older technologies such as desktops or laptop computers made it difficult for young children’s independence online due to their technical reliance on  a mouse or a keyboard as an input device (Romeo et al. 2003). Being able to operate these devices requires complex fine motor and literacy skills of young children that often meant they could not use a computer to access the internet without adult support (Romeo et al. 2003). Furthermore, touchscreen technologies are  designed to be highly user friendly for young children requiring only the capacity to point, touch or drag items on the screen for their use (Edwards el al., 2018)

As younger children are using the internet in increasing numbers but are little aware of its nature, it has become increasingly necessary to develop their concepts of the internet  as a platform for engaging them in learning about cyber-safety. (Smahel et al. 2015). This research recognises that sociocultural theory relates conceptual development to a child’s contextual experience and this raises the importance of understanding their “internet cognition’’. If children understand the concept of the internet the researchers hypothesised that this would improve their learning and  understanding of cyber-safety. This was noted as an under researched area and this small-scale pilot study identified the need for a much wider ranging research process to effectively identify what  children understand about the internet. Existing approaches to cyber-safety education are predicated on the fact that users understand the concept of the internet as a tool for connecting people you may not know, this is referred to as a “mature concept” and informs cyber safety for older children who can understand the concept. Edwards et al advocated that early years practitioners should not simply adapt cyber-safety education designed for older children but work explicitly with younger children’s concepts of the internet to foster this “mature concept”. This point echoed Fleer (2009) and Gelman and Kalish (2006) as developing mature concepts assist children in their wider learning with problem solving, reasoning and decision making as it provides them with exploratory powers. Digital technology provides children with unlimited opportunities for learning, but their cyber safety is paramount. These tools need to be developed in an age specific way to meet the needs of younger children.
 

In the 21st century it is vital that be create an environment where children of all ages develop the necessary digital competencies to become global digital citizens. The many benefits have been well documented and education policy reflects the importance for the future of our children as emphasised in “Successful Futures”. Effective competencies can help a child to become an independent learner, take decisions, be creative, resilient and connect with wider learning environment. Underlining this is the necessity of ensuring cyber-safety for all age groups. Teachers and parents understandably have concerns and the need for an effective toolkit for young learners to stay safe online has been prioritised. The Welsh Government published “An online safety action plan for Children and Young People in Wales. The Minister for Education stated in the  document that  “ in addition to protecting young children from harmful activity online it is critical that we equip them with the knowledge, skills and resilience to keep them safe online. 
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 Child Development and Screen Time Use
Based on the findings of Madigan et al. (2019) research, it can be argued that excessive screen time is associated with delays in development. The statistical model used to analyse screen time against development was complex, but essentially showed that higher screen time was associated with poorer development assessments (Communication, gross motor, fine motor, problem-solving and communication skills) at all assessment points. They also showed that higher screen time at 24 months was associated with poorer performance at 36 months and at 60 months. 
Furthermore, the NHS supports the overall conclusion of the study that children need balance and perhaps limited used of screen time combined with other activities such as outdoor play, reading, interaction with others and physical play. They also advise that any screen time need to be avoided for an hour before planned bedtime. However, the NHS (2019) highlight difficulties with this study and it cannot conclude prove higher screen time impairs development. 



What is the media use facts?
According to Ofcom 2019 report media use of a 3-4-year-old are;
· 24% have their own tablet
· 15% of tablet owners can take it to bed with them
· 51% watch YouTube, for 8hrs 6mins a week
· 75% watch live broadcasting TV, and 65% watch video on demand content
· 39% play games for 4hrs 42 mins a week 17% play games online.
· 98% watch TV programs or films (on any device) for 12hrs 42mins a week.
As identified by the NSPCC (2019) children aged 5 – 15 spend an average of 15hrs 18mins a week online.  



What risks my child might face?
[bookmark: _Hlk40642782][bookmark: _Hlk40646375]The NSPCC (2018) explains the risks that children might face online, defining online abuse as ‘abuse that is facilitated using internet connected technology’. There are many platforms that online abuse may take place through, social media, online gaming or any other channels of digital communications. These platforms and technology can facilitate several illegal behaviours including, but not limited to, cyber bullying, harassment, sexual exploitation, grooming, creating or sharing child sexual abuse material, violence or sexual exposure. 
Cyber Bullying
In a 2018 survey of children’s online behaviour found that approximately 60% of children who use social media have witnessed some form of bullying. According to enough.org (2018), nearly half (47%) of all young people had been victims of cyber bullying. Social media and online games are today’s virtual playgrounds, and that is where much cyber bullying takes place, it operates 24/7. Children can be ridiculed in social media exchanges or in online games. Children’s online gaming can be subjected to incessant attack, turning the game from an imaginative adventure into a humiliating ordeal that escalate into cyber bullying across multiple platforms and in real-life.
Grooming
Online grooming is when someone uses the internet to trick, force or pressure a young person onto doing something sexual-like sending nudes, videos or explicit content. Online grooming is where someone befriends a child online and builds up their trust with the intention of exploiting them and causing them harm. Harm caused by grooming can be sexual abuse, both in person and online, and exploitation to obtain sexually explicit images and videos of the child. Grooming techniques could also be used as part of the radicalisation process or to obtain financial information from the child or their family.






Supporting children’s media use
We are aware of the risk’s children may face online. However, the online world can help children in many ways. Technology and the online world can help children in multiple ways – it lets them learn, explore their creative side and connect with friends and family. 
The NSPCC and O2 have come together in many ways to support and facilitate children online. They highlight the importance of parents and their children exploring together, through talking as a family, exploring the online world, agreeing rules and managing settings. It is what they call TEAM. 
Talk - Talking to your children, openly and regularly is the best way to help them stay safe online. For children, online life is real life. In the same way that you would ask about their day, reach out to your child to find out what they are doing online regularly – not just when you are worried.
Explore - Exploring what your child enjoys doing online together will make them more likely to speak to you if they have any worries. By getting involved in the apps and games they like to use, you will be in a better place to discuss their online behaviour with them. 
Agree - Once you have talked about what your child does online, and explored the apps, sites and games together, you will be better placed to agree rules and boundaries for what they do.
Manage - Managing your family’s settings and controls through technology can also help keep your child safe online. 




 






















            
          Policies and legislations
[bookmark: _Hlk40451041]The British Government set an Internet Safety Strategy (Great Britain: Department for Digital, Culture, Media & Sport, 2017) manifesto committed to ensuring that Britain is a safe place to be online. The Online Harms White Paper highlights a set of rules which hold social media companies accountable for failing to protect its users against a wide range of online harms. 

In addition, the Digital Competence Framework (Welsh Government, 2018) aims to develop learner’s skills they need to contribute positively to the digital world around them. The framework is designed to get children to understand the risk that can face them online. Build on their critical thinking skills, strategies and tools that can be applied in all aspects of their digital lives and will equipped leaners to become responsible, independent consumers and producers of digital products in the rapidly changing world.







            Safeguarding my child online
Here is a list of practical tips to help children under 5 years old have a safer online experience and build up their resilience to get the best out of the digital world as they grow. 
· Parents in control
Internet Matters (no date) highlight more than nine in ten parents of 5-15-year olds use parental control software and consider it useful. There are four main places you can find parental controls, and it can help to set-up a combination of these:
· Internet provider: You can set up filters to help block access to inappropriate content on any device that connects to your home WiFi.
· Mobile operator: Filters are often automatically set up on mobile contracts, especially if the user is under the age of 18, but you can double-check with your provider.
· Devices: Many devices have parental control settings, for example, to help restrict spending in apps, reduce screentime, or disable location functions. 
· Online Services: Sites like BBC iPlayer and YouTube have parental control settings to help restrict access to inappropriate content.
· Search Safely.
Use child safe search engines such as Swiggle or Kids-search. You can save time by adding these to your ‘Favourites’. Safe search settings can also be activated on Google and other search engines, as well as YouTube.   
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	Activity Plan

	Activity:
Who am I?

	Number of children:
9 children

	Age of children:
6 years old
	Number of adults:
2

	Location:
All around the school grounds.
	Preparation time:
30 mins

	Activity time:
2.5 hours

	Resources: 
3 iPad
The app – Plantsnap
Printer 
A3 paper 
Scissors 
Colored pens/crayons 
Marker pens
Glue
Hand washing facilities 
Small back boards 


	Aim/s of activity: Investigating our local area, developing knowledge of the plants that grown in our school area. 
 
Other aims and skills that will be developed are; Independent learning, group work and being in a team, ICT development, research, understanding the world around them, creativity, introduction to new vocabulary, cross-curricular, communication skills. 
 


	Links to outcomes: Knowledge and Understanding of the World - Outcome 3 -They begin to record their observations using symbols/pictures/simple signs or phrases. Through enquiry, they can identify changes in their environment/materials/natural features  
Cross Curricular links to- Personal and Social Development, Well-being and Cultural Diversity, Language, Literacy and Communication Skills, Physical Development Area of Learning, Creative Development Area of Learning (Welsh Government, 2015). 
 
Digital Competences Framework outcome: Integrating & collaborating, producing, data and computational thinking, citizenship (Welsh Government, 2020). 


	

	Role of adult/adults: Observing, supporting



	The activity: 

Introduction to the activity- 
 
Gather the children and sitting down with them, start an open discussion about what they know about the plants outside and if they would know any of the names of the plants. Discuss with the children the word native (have it written on a black board for all to see) and the meaning of it and how some people are from this country and some are from other countries. Give example of a native plant like foxglove (show on iPad) and an example of a nonnative plant like sunflower which are native to the Americas (show a photo of sunflower and a map of the Americas). Explain to children that they will be going outside to identify what plants are in our school’s grounds and going to use the iPad. On one of the iPads show the children the app ‘Plantsnap’ and explain how we are going to take a picture through the app of 5 plants that we want to find out information about. The Plantsnap app give information of what the plant is, where the plant is from and if it is child friendly. 
 
The activity- 
 
Head outside and group the children into 3 groups, give each group an iPad. Get the children to start the app and get them to explore the areas and chose what they want to photograph on the app and save the results. The two adults will rotate around the groups and ask open questions for example, do they think the plants are native? If not, how do you think they came here? After 40 minutes of exploring the outdoors gather the children and take them indoors. 
 
On the tables set up 3 station with A3 paper and colors, marker pens, scissors and glue. Each group sits around a table. With the paper, crayons and pens the children are going to create a poster/collage about each plant that they identified. The children will be able to draw the plant or can use the iPad and print out the information and glue to the paper. When the children are done with their posters/collage, all the children will have opportunities to share their work. 





4) 
This essay will critically evaluate the planned activity in relation to how it meets the requirements of the Digital Competence Framework, the needs of the curriculum and how far the activity is underpinned by research-based sources. Further analysis will appraise the planned activity in relation to how it can be adapted to meet a range of needs, abilities and varying dispositions. The activity has been designed with the Digital Competence Framework Guidelines (Welsh Government, 2018) as the core aims, with all four of the strands interconnected throughout. The activity ‘Who am I?’ is a semi-structured learning activity directed by the practitioner, with opportunities for child-initiated learning within.  
 
The Successful Futures (2018) curriculum highlights the importance that literacy, numeracy and digital competences should be cross-curricula. The activity provides multiple opportunities to implement cross-curricular competencies, this discussion will cross examine how this will be achieved and how the activity supports the DCF strands in-depth. Firstly, by encouraging the children to openly discuss their knowledge and observations of plants that we commonly see growing in our surroundings and sharing their understanding through listening to everyone’s stories of their own experiences. This supports “Knowledge and Understanding of the World Outcomes 2&3” (DfES, 2015:59) stating that children “respond to open questions about their experiences and offer their own ideas” (DfES, 2015:59). Furthermore, children “through enquiry are able to identify changes in their environment” (DfES, 2015:59) and “record their observations using symbols/pictures/simple signs or phrases” (DfES, 2015:59). Introducing the children to new vocabulary such as ‘native’ and explaining the meaning of it by discussing how people may be from different countries. This provides the opportunity to show the children pictures on an iPad of different people from around the world and using this to explain that the same is true for plants and some are native to Wales. By showing children pictures of native and non-native plants the discussion can be developed using the help of the digital materials. Allowing the children to investigate multiple pictures on the iPad supports the DCF strand ‘’data and computational thinking’’ with element ‘‘data and information literacy’’ (Welsh Government, 2018:3). This will facilitate the learner’s independence to sort pictures and record information in a suitable format. Additionally, sharing the images of people from around the world introduces the concept of how digital technology can be used to communicate and connect with people globally through sharing images, photographs and texts. This is supported by the DCF strand “citizenship” and the element “online behaviors and cyberbullying’’ (Welsh Government, 2018:1). Furthermore, this develops competences in literacy providing the children with an opportunity to speak freely, supporting the National Literacy and Numeracy Framework (Welsh Government, 2008) strand “developing and presenting information and ideas”.  
 
Secondly, the decision to group the children into teams of 3 was driven by limited resources. Ideally every child would have their own iPad. In a survey by Picton (2019) of 219 teachers from 166 schools in the UK, highlighted that pupils did have access to a variety of technology in the classroom. However, levels of access were low overall. Less than half (48.4%) stated that pupils did not have access to iPads or laptop. That aside organizing the children to work in groups supports the DCF strand ‘’Interacting and collaborating’’ with element ‘’collaborate with a partner/partners on a piece of digital work’’ (Welsh Government, 2018:2). Clear explanation of the task is necessary so that the children understand that they are going to explore the school grounds with the iPad using an App called ‘Plantsnap’. At the commencement of the exercise   the children will be shown how to unlock the iPad and find the correct app through learning how to identify the color and picture of the app tile.  Explaining the task requirements and how the app works is essential in order to ensure that the children can fully participate in the activity. The children can see a demonstration of how the app works and be given an opportunity to have a go themselves. Vygotsky’s Zone of Proximal Development (Shabani, 2010) supports this. He describes the ZPD as the current level of development of the leaner and the next level attainable from a knowledgeable other i.e. capable adult or peer facilitation. This is an example of strand “producing” in the DCF with the element “planning, sourcing and searching” (Welsh Government, 2018:2). Independent learners will be able to find information using an app and taking a photograph ensuring the subject is in the middle of the image (Welsh Government, 2018:2). When the children are confident about using the app, the outside activity can begin.
 
Thirdly, the children working in their teams must now select which plants they want to gather information about and take a photograph on the iPad. After 40 minutes of exploring the outdoors the groups will return to the indoor classroom. Set 3 tables in the classroom with A3 paper, crayons, marker pens, scissors and glue. With the resources the children are going to make a poster/collage of the plants they have discovered outdoors by using the app for the information. The Foundation Phase (DfES, 2015) creative development asserts that children have natural curiosity and disposition to learn and should be stimulated by everyday sensory experience, both indoors and outdoors. This is supported by the outdoor learning handbook (Department for Children, Education, Lifelong Learning and Skills, 2009) where the use of the outdoors enhances all aspects of children’s development: social, physical, creative, cultural and personal. With these skills children can learn and retain their learning especially when undertaking playful activities in the outdoors. 

Additionally, children need to engage in creative and expressive art activities, explore a wide range of stimuli and develop their ability to express their creative ideas (DfES, 2015). The children will have opportunity to print pictures, text, maps from the iPad as the iPads are linked to the in-class printer. The children will be able to draw the plants or can use the iPad to print out information/pictures/maps and glue to their papers. Furthermore, each child will type their name and date on the iPad and print it off to glue to their work. This demonstrates that independent learners can “add their name and date to work they have created” (Welsh Government, 2018:1) supporting the strand “citizenship” in the DCF.  
 
When the children have completed their posters/collage, the whole class will gather and share their work with the rest of the class. According to the Foundation Phase (DfES, 2015) children develop their thinking through the process of planning, developing and reflecting. This helps them acquire deeper understanding and enables them to explore and make sense of their worlds. Through these processes enables children to think creatively and critically, being able to plan their work, carry out tasks, analyse and evaluate their findings and reflect and share their learning (DfES, 2015). 
 
The activity’s use of iPad and using the app ‘Plantsnap’ suggests that most of the children have been exposed to iPad or tablet and know how to use them. Ofcom (2019) research highlights that 5-7-year old’s use of tablets has risen to 63% in the year 2019. The advantage of grouping the children to share the iPads is children who have limited use of iPads may be supported by their peers who are more confident. Bandura’s (1997 cited in, Ralph and Petrina, 2018:2) social learning theory reports a series of social process through which children learn and act. Furthermore, the Welsh Government (DCELLS, 2008) learning and teaching pedagogy maintain that social interaction and communicating helps children learn with and from others. They learn to take turns, express feelings and as their vocabulary and language skills develop, they can communicate their experiences with others in group activities (DCELLS, 2008). Additionally, the activities use of touchscreen requires a child’s use of fine motor skills, this can be an issue for some children. However, the iPad technology had voice command abilities that make it easier for children that struggle with fine motor skills. Furthermore, the activity can be adapted to a range of young children simply by making less steps for those that are younger or getting the children to gather more information for the older children. 

During the activity, the role of the adult is to support, observe, identifying who requires extra support, grouping mixed ability in the group. The Welsh Government’s (DCELLS, 2008b) suggest that careful observation of the children is recommended to note progress, involvement and enjoyment. The focus should be upon the attainment of predetermined outcomes. This enables practitioners to plan an appropriate curriculum to support development according to individual needs. Practitioners must carefully observe in order to monitor how the children’s skills are developing on an individual level. This allows a tailored approach ensuring each child achieves the maximum benefit from the activity. Although it is not essential to record all that is observed it is useful to gather data from observations that practitioners may use in planning future learning (DCELLS, 2008b).
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