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Part 1 
Introduction 
Digital media is all around us (Learn.org, 2021) and accessible through a range of devices (Ask Media Group, 2021). Children are immersed in a Digital World, where technological advancements develop daily (Keenan, 2015; Gallo, 2013). The Media Industry and workforce is growing (Higginbotham, 2020) due to the digitalisation of the industry driven by consumers, especially younger generations demanding instant access to the digital world (World Economic Forum, 2021). Implying that children need to be Digitally Competent developing ICT and Digital Literacy skills to thrive in a world of advanced technology (WG, 2015). As a result of the increasing digital era government and education are incorporating technology, devices and the internet into the curriculum (WG, 2020) as a tool to support children’s development and learning (Steinhoff, 2016). The digital learning environment allows children to facilitate their own learning as suggested by Piaget (Gray and MacBlain), where the learner interacts with digital media gaining understanding and knowledge of the digital world (UKEssays, 2021). However, this comes with risk and concerns around safeguarding children whilst using digital media to develop literacy skills (NSPCC, 2021). In respect of this government, education and industries have been advised to create local policies and procedures protecting children while accessing devices as well as legislation, guidance and support (NSPCC, 2021; GDPR, 2018; COPPA, 1998; CEOP, no date). 
Digital use
According to Statista (Johnson, 2021) the average daily use of media in the UK in the 3rd quarter of 2020 was 386minutes a day (44.8hours a week) spent using the internet on any device. Followed by 241minutes a day (28hours a week) of tv viewing, broadcast, streaming and demand, totalling 72.8hours of media usage per week. However, Statista Research Department (2020) states that children aged 5-15 in the UK spend on average 15.3hours weekly consuming the internet and that figure is on the rise. One could question the implications of sedentary behaviour whilst using internet and media has on children’s health and wellbeing and that there may be need for media usage to be planned and monitored (Chassiakos et al. 2016). Sedentary behaviour is linked to low energy expenditure including smart phones, video gaming, Tablet/iPad use, studying and some educational learning processes (Chaput, 2020).  2020 WHO guidelines have recommended a need for children to limit the amount of time spent in sedentary behaviours as too much sedentary behaviour is unhealthy, behaviours including use of digital devices and digital media (van der Ploeg and Bull, 2020). Straayer, (2017) supports this stating health implications associated with sedentary behaviour include a variety of physiological and psychological problems and suggests one way to lessen the behaviour is to limit screen/device time. Suggesting the use of devices and activities that include sedentary behaviour need to be considered carefully and balanced with physical activities ensuring children’s health is not compromised by too much sedentary activities and screen-time. Evidence based guidance by Ponti (2021) involves healthy and meaningful screen use, positive modelling and balanced informed monitoring of screen time. This is reflective of Bandura’s theory of modelling behaviours, emphasising the role of adults, their use of digital media, how effectively digital media is incorporated into the learning environment and the role of peer learning and social modelling (Albert Bandura, 2017).  In addition, Johnson (2020) suggests sedentary behaviours can also lead to psychological effects including isolation, depression and anxiety linked to negative impacts of social media on individual’s mental health. This is supported by Public Health England (GOV.UK, 2013) whereby the briefing paper identified links to high amounts of screen time combined with sedentary behaviour increased anxiety, low self-esteem and low self-worth. Prompting the Change4Life (Change4Life, no date) campaign encouraging families to adopt Healthier Behaviours including 60 minutes of physical activity daily. However, according to UNCIEF (2017) evidence suggests that moderate use of the internet had mostly positive impacts to wellbeing and improved social relationships. Additionally, Pells (2017) states children develop their social skills and the internet offers greater access to help, building resilience and supporting wellbeing. Furthermore, House of Commons report (2019) also identifies the benefit of connectivity for friendships and support. Accepting that technology, devices and the internet are here to stay (Davis, 2014), awareness of the impact of sedentary behaviours linked to digital devices and digital media, screen-time use, and wellbeing needs to be considered when incorporating digital literacy via devices. Therefore, creating balance and adopting and modelling healthy behaviours when using devices and the internet to develop essential digital literacy skills.

Digital Access
According to UNICEF (no date) 1 in 3 internet users worldwide is a child and argues the most disadvantaged children have been left behind, as around one third of the world’s youth do not have access to the internet. Additionally, Zilka’s (2016) research showed children among low socio-economic status had less accessibility to ICT and digital literacy and there was a divide in digital literacy skills. Suggesting an inequity of digital equality throughout the world impacting on children’s ability to learn how to thrive in a digital era.  The BBC (2021) has highlighted there is a ‘Digital Divide’ in the UK, stating 1.8 million children in the UK did not have access to a device at the beginning of lockdown (Forbes Media, 2021; Ofcom, 2021). Impacting their ability to learn from home. Furthermore, Sally Holland discovered one fifth of children in Wales do not have access to digital devices, and 46% of learners struggled to access resources due to limited data (ITV, 2021). Understandably these statistics and figures are based during the current pandemic where there has been an increase in digital media usage (Ofcom, 2020). However, it highlights the inequality and inequity that children face when accessing digital media including the internet and devices. Consequently, putting them at a disadvantage and negatively impacting their learning (UNICEF, 2017; BBC, 2021; ITV, 2021), specifically their digital literacy development. Therefore, more is needed to be done to ensure children in Wales and worldwide have the same access to digital media and opportunities to become Global Digital Citizens (Watanabe-Crockett, 2017). Suggesting the theory of connectivism, a learning theory how technologies and the internet have developed opportunities to learn and share information across the world wide web is relevant in today’s digital society (Learning Theories, 2020). Research by Serafino (2019) shows the scale (decreasing in current years) and impacts (earnings, employability and communication) of digital exclusion for adults in the current climate. Which puts increasing emphasis on the need to decrease the digital divide and inequity children face to ensure employability and connectivity for future generations. Donaldson (2015) recognises the importance of digital inclusion for future generations and the report has informed curriculum in Wales to include Digital Competence Framework as a cross-curricular skills (2018), developing much need digital skills children need for future employability (WG, 2019). The Well-being of Future Generations (Wales) Act 2015 has a legal obligation to ensure the well-being goals of Wales are achieved, particularly ‘A More Equal Wales’, promising a closure of the divide and inequity children in Wales face (Future Generations Commissioner for Wales, 2021; Welsh Government, 2015). In addition, UNICEF (2021) made practical recommendations such as, offering affordable access to digital media and data and teaching digital literacy to children.  Thus, providing children with opportunities to access digital media while keeping them informed and safe online, supporting children to reach their potential and self-actualisation (Maslow, no date) during the current pandemic and in the future. Consequently, promoting their rights, safety and online wellbeing, whereby children have the right to an education, their best interests considered, and right to access media supporting their holistic development and wellbeing (UNICEF, no date). (UNICEF, 2017; UNICEF, no date). Additionally, Sally Holland the Commissioner for Wales ensures children’s rights are protected and that children are protected from harm in the Digital World (Children’s Commissioner for Wales, 2021).

Digital experience
McLaren states it is important to teach children ‘Digital Resilience’ which is built through experience and gaining knowledge, understanding the risks of the online world and learning from their experiences (2021). Research shows children who were restricted or denied access to the internet saw more harmful content than those who were supported by parents to navigate safely online (Parents Zone, 2021). However, a common concern for parents is the inability to keep up with technology and according to Internet Matters (2018) 75% of parents of 6-10years-olds wanted to learn more to keep their child safe online while facilitating learning. Suggesting there is a need to upskill parents to shift the divide/gap between parents and ‘digital natives’ giving them confidence to support their children experiences, while using devices for digital development (Helpser and Eynon, 2010). Therefore, it could be argued that children and parents need a certain amount of exposure to the internet to learn essential skills needed to access the online world effectively to promote digital literacy skills (WG, 2019). However, Kidron et al. (2017) suggests society cannot rely on children’s digital resilience alone and government and media industries along with education must make adaptions to make digital technology suitable for children to access. According to Renaud and Prior (2020) an important aspect of protecting children’s digital experience is age-appropriate password education, teaching children the purpose of creating adequate passwords, storing and keeping them safe to protect their devices and online usage. Adults have a responsibility to educate children to be safe online (GOV.UK, 2019). It is the adult’s role to be knowledgeable and to safeguard children by creating a zone of proximal development (First Discovers, 2020; Vygotsky, 1978). Where the adult supports and scaffolds the child to develop necessary skills achieved with help from a more knowledgeable other, (Aubrey and Riley, 2019) including learning about digital safety and developing digital literacy skills. However, Parents are not alone in the divide/gap, Hatzigianni and Kalaitzidis (2018) states there is a need for educators to feel empowered to make pedagogical change and policies and training around digital literacy. However, ICT Skills Framework (2008) is part of the current curriculum and already implemented to progress thinking, communication, ICT and number   in the specific ‘Technology’ area of learning (Croner-I, 2021). Therefore, the new Digtial Competence Framework (2019) can build on previous learning by incorporating new technology, devices and the internet to develop effective learning strategies. Essentially developing emergent digital skills offering support and guidance to children accessing digital devices in their daily lives and education (Johnston, Highfield and Hadley, 2018). Children need experience with technology, ICT, digital devices/media and the internet to build essential digital skills and digital resilience to become well informed digital citizens. Adults need to support and develop children’s learning experience developing digital literacy and safe navigation of the digital world. 
  
Conclusion
Digital media and digital technology use have increased sedentary behaviours, therefore careful consideration is needed when incorporating devices and digital literacy development. Where possible incorporate active digital activities and create a balance for screen-time and physical activities ensuring healthy habits and good health. There remains an inequity and inequality regarding access of digital devices and the development of digital literacy skills. More need to be done to decrease the inequity in Wales, the UK and the World. Ensuring children are not at a disadvantage and can develop ICT and digital literacy skills. Children, adults (parents and practitioners) need to gain digital experiences to be able to build upon initial skills using devices and digital media to develop digital literacy skills confidently and becoming digitally literate in a digital world. 
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Part 2. Supporting your children to stay safe online


Digital Media is when you pick up a magazine or newspaper, watch a tv show, google something or play a video game (Learn.org, 2021). In 2020 81.8% of UK Entertainment was spent on digital media entertainment (ERA, 2020). According to Higginbotham (2020) the demand for digital media entertainment has resulted in media companies investing in technology and expanding the workforce. Indicating that the Digital Media industry is thriving and there is a need for Digital Literacy for children growing up in a digitally expanding workforce.
 
Digital Literacy is when you understand how to use technology, to sort, find, manage, evaluate and create digitally, which BBC Bitesize states is essential today (BBC, 2021). But more than that it is developing thinking skills, awareness of standards and behaviours and understanding the benefits and the drawbacks. Drawbacks such as privacy, safety, cyber bullying and reliance on devices impacting health and wellbeing (Delle, 2020; BBC, 2021). 

So, what can we do? We can try to understand the importance of digital media and how to Safeguard our children whilst using it.






Let’s understand - Did you know?
· We are living in a ‘Digital world’. What does this mean? Our personal and professional lives include digital media such as Smart Phones, Email, TEAMs, Fitbit, Thermometers, Kitchen appliances, Contactless Payment, Hwb, the Internet and so on…. (Keenan, 2015).
· This is true for children. Our children’s lives are immersed in technology and a digital culture has been developed creating ‘digital natives’. The term ‘digital natives’ is used due to the reliance children have on digital technology and the Internet due to technological advancements (Gallo, 2013). It is all around us!
· As parents and carers, we are not all naturally ‘digital natives’, but it is our responsibility to learn and support children who are and to become experienced and knowledgeable ourselves. Find out more on parenting digital natives here (Internet Matters, 2018). 
· Digital importance has been emphasised in the Education system in Wales and recognise that children need digital skills to thrive and develop.  Technology has already become a daily part of the classroom and teaching for children. Sharing and developing important skills using the tools of the digital age (Ali, 2018). Tools such as iPads, Hwb and the Internet.
· It is important for children to become Digital Citizens, to be confident, creative and critical users of technology becoming an informed and capable citizen in today’s society (WG, 2018).    
· Technology opens doors for children with endless possibilities for learning, playing and socialising opportunities to stimulate holistic development and wellbeing (Parent Zone, 2021).

Safety - What you need to know!
· How to keep your children safe online – knowing how to keep your children safe online is important and so is knowing the risks and dangers. There are a multitude of resources for parents to enable children to stay safe online. Such as Parental controls  and antivirus software for devices and how to set up filters with your  Internet  provider. (Better Impression Ltd, 2012; UK Safer Internet Centre, 2021). 
· How to ensure the content is appropriate– what are they watching and how to keep them from seeing inappropriate content. ‘SMART’ has some important tips to remember on how to behave online and what not to share. It also lets them know what to do if something does not seem right. Encouraging them to learn how to keep themselves safe online.
· S – Safe (Personal information and passwords - keep them safe).
M – Meet (A stranger is a stranger, do you really know who is there?).
A – Accepting (think before clicking, it could be a virus).
R – Reliable (Not everything online can be trusted, is it true?)
T – Tell (Always let someone know if you feel unsafe or concerned online).
(Childnet, 2018).
· How your child should conduct themselves online – how to behave online, what is acceptable and what is not. Talk to your children about their digital footprint and to ‘T.H.I.N.K’ before posting. Once it is on the Internet it is there forever!
T - is it True?
H - is it Helpful?
I - is it Inspiring?
N - is it Nice?
K – is it Kind? (Baralt, 2016).
· The most important thing is to talk to your children openly about the Digital World and support them in learning how to stay safe online. 


Children growing up in a digital world are at risk of exposure to inappropriate or upsetting content, unsafe sites, grooming, cyber bullying and online abuse (NSPCC, 2021).
As parents you need to put measures in place to protect and limit the risk to ensure that children reap the benefits of the digital world safely.
Prevention measures include having discussions about 
1. Online safety, 
2. Healthy relationships, abuse and consent, 
3. Where to go for help 
4. How to report unacceptable activity or behaviour.
(UNICEF, 2011; Hamilton-Giachristsis et al., 2017). 
Your child has a right to access information from media and governments must help keep them stay safe - Article 17 (UNICEF, No date).
Here are links to videos to help support children staying safe whilst navigating the internet. 
Social media
Gaming 
Cyber bullying.
(NSPCC, 2021).
[image: ](NSPCC, 2021).

Keep up to date here and watch the video by Net Aware (NSPCC, 2021).

THE SERIOUS STUFF
Here are some useful websites links to help you support and safeguard your children online.



This website has lots of information for children and parents, find out more here if you are concerned, need to report something or would like further information.
[image: Image result for think you know](Thinkuknow, no date)
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(UK Safer Internet Centre, 2021).
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     (Queensmead,2021).
CEOP is a law enforcement agency there to help keep children safe from sexual abuse and grooming online. They offer advice and you can make reports directly if something has happened making you feel unsafe, scared or worried (CEOP, no date).
If you are concerned about online grooming, inappropriate content or abuse, you can find out more click here.

	Part 3                                    Activity Plan for Digital Literacy Skills

	Number of children:
4
	Age of children:
7-8 years old
	Number of adults: 
1

	Location: 
Indoors/outdoors weather and internet connection permitting.
	Preparation time: 
30mins
	Activity time:
2hours

	Resources: 

Digital device Tablet or iPad (2)
Mario Lego starter pack
Mario Lego Expansion sets. 
Batteries 
Space to build courses (Floor or table)

	Links to digital literacy/competence outcomes:

Citizenship - Health and Wellbeing & Digital rights, Licensing and ownership.
Interacting and collaborating – Communication, collaborating, storing and sharing.
Producing - Planning, sourcing and searching, creating 
Data and computational thinking - Problem Solving and modelling (WG, 2019).

	Details of the activity:
Lego Super Mario (Lego and Nintendo collaboration) https://www.youtube.com/watch?v=9Mg8SCyyWIM 
Small groups of 4 work together, sharing a device between 2.
Children select groupings, which sets to build, what app to use.

Children will use a device through stages of the activity, 
1). Digital Skills- To create a log in identity on Lego Super Mario App to register what packs you have, to follow instructions on the construction, create new courses, upload and share creations (photos or videos), participate in challenges or set challenges to each other.
OR The Mario Lego starter pack and expansion sets have QR codes, therefore children can scan the QR codes which takes them to Lego Life App online instructions to follow the step-by-step guides, enabling them to build the Lego sets and courses.
Each App is compatible and have inspirational ideas, building instructions and opportunities to share creations.
2). Creating- Once the individual pieces are built, they will continue to connect the pieces to develop and build an assault course for Mario to complete and children to experience the interactions between Mario and the special Lego pieces. They will no longer need the device unless they want to re-build or change course, take photos or videos. 
3). Playing- Mario is an interactive animatronic device, which requires batteries and to be activated via Bluetooth through an App. Mario interacts with various Lego pieces including characters, bricks and blocks. Mario’s interactions replicate the original game features including the iconic music. The LED screen on Mario’s chest shows symbols, timers, coins amongst others, that react to the Lego bricks along the course. The LED screen and facial features react and interact with the Lego pieces, for example showing flames in response to red blocks (Lava) and if you lay Mario down, he closes his eyes and z,z,z can be seen on the LED screen. Bringing the original Nintendo game into a physical activity that is blended with digital play. (https://www.lego.com/en-gb/kids/videos/super-mario/ben-amy-colors-action-bricks-7940b894b2cfb963ce07133c1ec4547d)
4). Digital Skills- Photos and/or videos can be taken and uploaded to the Apps sharing their creations and achievements with other Lego enthusiasts. They can also watch videos and see other people’s creations to inspire and adapt their ideas extending their learning and play opportunities.

The adult’s role is to observe the children leading their play, scaffolding their learning and supporting when required. The adult can document digital literacy skills observed by individuals through being in proximity for the duration of the activity. 


Part 4
Donaldson’s Successful Futures states that Digital Literacy/Digital Competence is a fundamental part of the 21st Century and children require a level of Digital Competence to become capable ambitious learners and successful future employees (WG, 2015). Leading to changes of the Welsh curriculum, adding Digital Competence framework (DCF, 2019) to Literacy and Numeracy (LNF, 2013) cross curricular mandatory skills, emphasising the importance of digital skills in education across all areas of learning (WG, 2019). The activity covers 6 out 7 areas of learning (Pacey, 2015), Welsh language has not been incorporated specifically into the plan. However, if this activity were to take place in a Welsh medium or bilingual setting, children and practitioners would be conversing through the medium of Welsh (Welsh Language Development, 2018; Curriculum Cymreig, 2003). Children’s ability will vary from child to child and setting to setting, understanding the child’s ability both digitally and cognitively when introducing new digital skills and digital language supports child-centred planning (WG, 2020; WG, 2019). Cymraeg 2015 recognises the importance of technology for the future of Welsh language and to support Welsh learners with online Welsh-language resources and building capacity and digital skills through the medium of Welsh (WG, 2018). The plan can be translated and developed for Welsh medium settings. Consideration is needed to incorporate Welsh Language Development into the activity for all settings in Wales to develop digital literacy through the medium of Welsh. Despite the lack of Welsh language the activity accommodates skills from the four strands set out in the Digital Competence Framework through cross-curricular means (WG, 2019). Skills that are transferable to all aspects of life that grow and develop into adulthood becoming Digital Citizen’s in a Digital World, helping them thrive and develop in a Digital era.

Play has mostly been described as physical activities such as physical play, play with objects and pretend play such as role play with peers for example (First discoverers, 2020). Digital play however is a new concept in an age of digital growth and according to Johnston, Highfield and Hadley (2018) more research is needed to create shared connection and understanding how technology can feature in play and play-based learning. Stephen and Edwards (2018) discuss how culture has changed historically and technological advancements have informed the way in which children play. They give the example of a child tapping a card on a box imitating the process of a contactless card payment (Stephen and Edwards, 2018), whereas in previous generations children would have been ‘playing’ and ‘paying’ with coins and notes. Indicating that the culture and society in which children are living has evolved into a digital age and play along with it. This is reflective of Bronfenbrenner (1979; 1976) and the surrounding ecosystem that encompasses the child, influencing their learning and development.  Suggesting digital play offers learning opportunities and development of digital literacy skills. The activity is child-led, and play based which according to Bottril and Piaget is fundamental for creating an effective learning environment for children’s development and wellbeing (2018). Play contributes to development across all areas of learning and supports the holistic development and wellbeing of children (Bruce 2015; Bruce, 2014). Additionally, Bottrill states that ‘education is entwined with society’ (pp. IV, 2018) and the society we currently live in is a digital one where society has adopted and integrated the digital world at home, work, education and recreation (LIBRe Foundation, 2021). Therefore, creating an environment and an activity that embraces the child’s digital society and desire for play will engage learners and develop learning opportunities. Despite this, consideration of children’s perspectives on play is needed (Howard and McInnes, 2012). One could argue that the activity has been planned by the adult, therefore, not entirely child-led (Thompson and Lewis, 2016) which may result in poor engagement or interest. However, plans according to the Foundation Phase (2015) are informed by children’s interests and learning opportunities developed to incorporate those interests ensuring a child-centered approach to learning and development. The addition of the Digital Competence Framework (2019) will ensure children develop the essential digital skills needed to thrive in a digital era. The role of the practitioner is to develop and create inclusive opportunities to achieve these outcomes set out in the DCF.
The activity uses a digital device for instructions, interacting with peers and sharing creations online. Moving with the digital age and creating opportunities to develop literacy skills such as, Citizenship, Interacting and collaborating and Producing Strands where children can identify the advantages and disadvantages of digital media and devices and how to use them as a tool effectively, in this instance for instructions to create and build, interact with peers on and offline, creating profiles and saving data (WG, no date). Technology has supported children with special educational needs realise their protentional and offered them a platform to develop social interactions and differentiation in educational programs and learning opportunites meeting the needs of the individual (ELearning Industry, 2021). Therefore, children of all abilities can participate in the activity, improving and developing children’s ability to teamwork, collaborate and sustaining social interactions through a sustained shared thinking (Perdon, 2014; REPEY, 2002). Developing a healthy understanding of accessing devices and apps that are accessible, safe, appropriate and secure, whilst developing digital literacy skills through play-based activities. Supported in Donaldson’s review stating the curriculum should ‘meet the needs of today and the challenges of tomorrow’ (WG, 2015a). According to Digital Communities Wales (no date) 74% of people likely to be digitally excluded are those with a disability or long-term condition, suggesting children with disabilities and long-term conditions require an equal opportunity to develop essential digital skills to improve their digital literacy. Supported by the Additional Learning Needs and Education Tribunal (Wales) Act 2018 which aims to improve support, ensure inclusion and equal opportunities.  Emphasizing all children have the right to access digital media, non-discriminated and included (UNICEF, no date) in becoming digitally competent, ambitious and capable learners. 
Both aspects of the curriculum and the framework support the use of digital literacy and in developing knowledge and understanding of the digital world and the positive and negative impacts of digital media. 
This activity uses well known and child safe apps with measures that keep children safe.  For instance, when creating a profile or identity on Lego Life or Lego Mario app choices of Lego avatars are used not photos of the user protecting children’s identity and privacy (UNICEF, no date), there are also rules when uploading LEGO photos. In addition, usernames are generated for the child to choose, protecting sharing of personal information (Etue,2017; Pinfield, 2017). This creates a safe platform for children to express themselves and share without exposing their personal information to the internet. The controls ensure the safety of children following NSPCC guidelines where organisations and companies have a responsibility protecting children online (NSPCC, 2021). However, there are many apps and cloning of apps that may pose a risk to children, according to Ofcom 2019 children are seeing an increase in ‘hateful online content’ and parents are concerned about the content their children are viewing. According to UKCCIS (2010) vulnerable children who have disabilities or have experienced early childhood difficulties are more at risk from being targeting online. Revealing a necessity for discussions about appropriate apps, age restrictions, content of apps and sharing of personal information which sits within the Strands in the DCF (Childline, no date). Furthermore, LEGO have pledged to keep children’s online wellbeing at the heart of their digital world, following GDPR (2018) and COPPA (1998) regulations (LEGO, 2020). Children have a right to be kept safe online and companies, organisations and government have a duty to protect children online – Articles 16, 17 and 19 (UNICEF, no date; NSPCC, 2021) Thus, creating capable and able learners that can identify safe online environments, understanding of the digital world and how to keep themselves safe. Allowing them to explore and be inspired, sharing their creations on safe and controlled platforms as developing and informed digital citizens. 
According to Verenikina (no date) digital building blocks such as Minecraft are taking away from the physical aspect of play whereas Lego Mario brings the video game into the physical world. The activity offers a combination of physical play blended with digital play (Tuchow, 2020). Lego’s Annual Report (2019) states they are investing in the digitalisation of play and integrating digital and physical play, influencing the digital activity chosen. Bringing a video game into the world of physical play positively impacts on children’s development. Research (van der Ploeg and Bull, 2020; Straayer, 2017) shows the impact of sedentary behaviour regarding physical inactivity due to digital media usage (Chaput et al. 2020). The activity deliberately connects the digital and physical world offering a partnership and balance of digital and physical play and the device as a tool rather than the source of play. A key finding from LEGO research (LEGO Research Foundation,2020; LEGO, 2019) was the ‘connections between the digital and non-digital’ world of play and shows how technology is embedded in children’s lives recognising the importance of digital play and the learning and development opportunities that digital play offer. For example, a device is required for building instructions. However, the construction is physical, and the assault course requires children to move and interact physically. Ensuring both methods of play are available for children’s holistic development and positively impacting on health and wellbeing (Roberts, 2010) by offering an alternative to sedentary digital play. 
Overall, the activity provides inclusive play opportunities to develop digital literary skills in a controlled and safe online environment. Positively impacting on children’s health and wellbeing.
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