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Over recent years, technology has transformed our world and modernised our daily lives. Technology is a remarkable resource and a useful device, for placing the digital world at our fingertips. Innovative technology has allowed multi-functional gadgets from computers, tablets, smartwatches and smartphones to revolutionise our lives making it easier, faster, better, and more fun (Aging in Place, 2020). As parents we used to worry about our children playing too many video games or watching too much television, but now screen time consists of much more (Ehmke, 2020). Studies found watching TV and playing video games are the only two screen activities negatively associated with poor results, but the more time children spent on computers, smartphones, tablets, TVs, video game and other screen-based devices, the more inactive they become possibly putting their health at risk (Perry, 2019).
Technology is continually driving the limits with new devices, the past two decades brought us the latest phones, laptops, tablets, with applications, blogs and social media to captivate children, making screen time lengthier and tougher to relinquish (Timsit, 2019). It has drastically transformed childhood but are the effects having a negative or positive impact.
Duckley deems that extended hours of screen time needs questioning. Short term, we see changes in mood, behaviour, and cognition, long term, it affects the child’s potential in school, in relationships, and in their careers, overall, affecting their quality of life in a dramatic way (Duckley, cited in Yang, 2020). Pletter believes the effects that living, learning, loving, and making friends in a digital world is having on children are not yet fully understood. “There is a lot of discrepancy, and it’s not exactly clear because this is all brand-new, we don’t have the data, and we don’t know exactly what the outcomes are.” (Pletter,cited in Timsit, 2019).
Parents today have busy lives including digital and social commitments that distract from social interaction and family time. Children also replicate adults’ behaviours when it comes to screen time. “We seem to have stumbled into the worst model of parenting imaginable—always present physically, thereby blocking children’s autonomy, yet only fitfully present emotionally,” (Christakis, cited in Yang, 2020). 
Palmer (cited in Thompson, 2015), argues that a toxic mix of technological and cultural changes is impacting upon child development. Palmer discusses six ways that the digital device usage and exposure is affecting upon children’s health and well-being. She states that modern childhood is toxic, with the decline of outdoor play, being linked to the lack of physical exercise to increase childhood obesity. Also, the commercialisation of childhood, linking children to pressurised media advertising (cited in Thompson, 2015). Criticisms include parents and adult ‘panicking’ about technological changes and are children better off today as consumers with plenty of choices and options (Thompson, 2015). Critics of advertising claim it contributes to childhood obesity and poor impulse control. Advocates believe advertising can be a practical tool for teaching children about critical analysis (Watson, 2014).
Palmer argues that ‘without concerted action, our children’s physical and mental health will continue to deteriorate, with long-term results for UK society that are frankly unthinkable’ (cited in Thompson, 2017). Fletcher-Watson (2016) disagrees by saying this statement ‘ignores the huge benefits that the internet, online gaming, social media networks, active games, tangibles and robotics can deliver’. Specifically, the systems and technologies that help people in isolated areas, from underprivileged circumstances or those with disabilities.
[bookmark: _Hlk33214930]Children grow up in media-rich homes with daily contact of digital devices, however this rich-media environment does not automatically steer children to constant use (Chaudron, 2015, p.7). Family members and practitioners need to be proactive and positive to promote the use of technology but need to teach children how to be digitally literate and competent. Digital literacy is more than just computer skills—it is a broader ability to navigate and interact with information digitally; to find it, evaluate it, and use it as part of school, work, and life (Rusk, 2018). 
Practitioners need to include ICT in a holistic way to ensure it encompasses all areas of learning and development. The digital competency framework are mandatory skills across all areas of learning of the curriculum (Welsh Government, 2020a). The framework aims to inspires learners to conscientious digital citizens. These learning areas will allow, children to use a range of technology for their intended purpose at home and settings (Siraj-Blatchford, 2015). This links with Piaget (1920) theory. Through trial-and-error, children discover more about the world around them (Cherry, 2019). As little scientist, they gather information from experiences, by learning how to differentiate between people, objects, textures, sights, and how different situations make them feel (Kandola, 2019). Hands on experiential learning involves critical thinking, problem solving and decision-making skills (Natures Academy, 2019). They believe it goes beyond the theories taught in the classroom to offer first-hand experience, which further aids in the retention of these new concepts (Natures Academy, 2019).
The Foundation Phase Frameworks key areas of personal, social and emotional development, physical development and communication and language can all be enhanced through the use of technology. Technology can excite and motivate children, it offers settings and practitioners the opportunity enhance and promote skills across all areas of learning and development (Ager, 2020.)
Personal, social and emotional development includes making relationships by working together to use simple ICT programmes, using walkie-talkies or programming a bee-bot. Bee-bots help teach children to understand sequencing, computational thinking and the mathematical concepts of coordinates, distance, and location (Kyritsis, 2019). By building self-confidence and self-awareness in their ICT skills using resources to provide choices for learning. Also, to support children to manage their feelings and behaviours when the technology gets frustrating when it does not respond how they want it to, plus the use of cameras to capture the children’s feeling and responses (Croner-I, 2020) 
Physical development is not heavily linked with technology, but it can be incorporated with some careful planning. Moving and handling to help develop fine motor skills with the use of control pads, keyboards and touchscreen. Bedford et al, (2016) evidence suggest that children who scroll touchscreen devices earlier may develop fine motor control earlier, stating an early indication of how young children are adapting to the new media environment. Teaching an understanding of health and self-care allows children to learn how to have a healthy balance between sitting playing a computer games, and spending time being physical active. Physical health problems like obesity continue to escalate, and mental health problems among children and young people are approaching crisis levels (The Guardian, 2016). Childhood obesity is a concern for society as a whole. However, Fletcher-Watson (2016) declares ‘laying the blame for this issue at the feet of modern technologies is a blinkered and reactionary perspective which fails to recognise the multiple and complex factors which contribute to poor health’, confiscating the technology will not make you healthy. 
Communication and language development combines speaking, listening and paying attention. Listening and paying attention allows you to  understand and follow instructions, before discussing with peers and practitioners. The National Literacy Trust (2017) believe technology can play an important role in reinforcing early communication, language and literacy, through eBooks, apps, and even video calling. They strongly advise that technology is used as a resource for learning and play. Research shows that, technology can be an important route in to reading for certain groups of children, particularly those from disadvantaged backgrounds and boys (National Literacy Trust, 2017).
Siraj-Blatchford (2015) believes that when practitioners support children’s learning across the curriculum with information communication technology (ICT). It has three major contributions: to support children's cognitive development, to provide teachers with support and subject knowledge, and lastly to provide open ended applications and environments that support learning through play.
Donaldson’s Successful Futures report suggests that cross-curricular skills of literacy, numeracy and digital competence are essential to all learning and the ability to unlock knowledge. They are so important to thinking, learning and life that they should be developed and strengthened across the whole curriculum (Crown, 2015). The Curriculum for Wales Framework factors in goals set out in the Well-being of Future Generations (Wales) Act 2015 and  the United Nations Convention on the Rights of the Child (UNCRC)  showing awareness of children’s rights (Welsh Government, 2020b). The digital competency framework gives practitioners guidelines to work towards with the children in their setting, ensuring their digital competence continues moving forward. 
Parents see the digital world as an unavoidable progression. They understand that their children need to grasp the skills required within the digital technological domain but struggle with their own level of understanding. the digital age gap. The way children use technology is very different from adults. This gap makes it difficult for parents and educators to fully understand the risks and threats that children could face online. As a result, adults may feel unable to advise children on the safe and responsible use of digital technologies (Hackett, 2016). Family time verses screen time can be challenging, parents feel they need to allow devices to encourage learning but also the need to restrict the usage due to possible negative effects on eyesight, concentration, cognitive capacities and social behaviour – fears that only partially match real risks (EU Science Hub, 2018). The Welsh Government (no date) concurs that parents should limit screen time to avoid potential impacts on their physical health, particularly their vision and posture and their language and social skills. Screen time refers to time spent in front of a screen watching television, playing on a computer, tablet or smartphone. They recommend no media exposure for infants under eighteen months, one hour per day for children aged two to five and  everyone should avoid screens  before bed as the light can make it harder to fall asleep (Welsh Government, no date). Evidence suggests, that media use negatively affects sleep. Increased duration of media exposure and the presence of a TV, computer, or mobile device in the bedroom in early childhood have been associated with fewer minutes of sleep per night (Reid Chassiakos, 2016). Children who spend numerous hours staring at digital devices run the risk of vision problems. Digital eye strain caused by extensive visual stress on the eye also known as computer vision syndrome. Non-visual symptoms of computer vision syndrome are linked with sitting slumped at the computer or device for long hours in an unnatural and unhealthy posture called “turtling” (Heiting, no date). Vision researchers believe increased screen time among children is a significant risk factor for the development and progression of being short sighted (Heiting, no date).
Parents need to engage themselves within their children’s technology by sharing the time they spend on it, setting regulations and modelling good behaviour. On-line safety will reduce risks, parents need to be aware of any privacy settings on the apps they use. Online cyber security education needs to begin at an early age, parents need to explain the importance of ‘digital reputation, fact-checking, online etiquette, and safety are and how online advertising works. Being open and supportive will gain the child’s trust’ (Markuson, cited in Open Access Government, 2019). 
Being a good role model encourages children to use their devices responsibly and for a purpose. Parents can sit with their children discussing what they are playing on the device and talking about what happens next. Creating rules to ensure family time is a regular occurrence, with mealtimes and social events to spend time together. Family time encourages social interaction and language skills by joining in with the conversations around them. Exploring the old traditional toys and open spaces providing children with creative, unstructured free play, allowing them to make decisions, what to do, how to do it, and just play. No rules, sharing and cooperating with others and not being rushed from one thing to the next with fast paced media cues. “Academic research shows that active play is the natural and primary way that children learn,” (Robinson, cited in Horsfield, 2017). Freely chosen play is when a child decides and controls their play following their own instincts, imagination and interests.  They play without being led by adults. There’s no right or wrong way to play. Freely chosen play improves children’s health, well-being and development. 
The digital environment has been conceived for adults users, with no concession for the development, safety and well-being of children and adolescents. Children use the digital world with risk and misunderstanding with limited parental advice or restrictions but without access to the digital world they are at a disadvantage (Kidron and Rudkin, 2017, p4). This means that digital environments, though  much loved by children and young people, can be confusing and sometimes hostile for a young person. (Kidron and Rudkin, 2017). Governments are recommended to review their legislation, policies and practices to ensure that these adequately address the full range of the rights of the child (Council of Europe, 2018).
[bookmark: _Hlk33127876]What children and young people need in the digital environment is a managed journey and access to the same privileges, supports and rights as they enjoy in the analogue world (Kidron and Rudkin, 2017, p 24).
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Children love live-streaming apps and social media. What can you do?                                             Take an interest in their social media activity, discuss any issues or questions they might have.                                                             Change privacy settings. Set apps to private to  only allow real life friends and limit stranger interaction.                                                      Ensure they understand the importance of not sharing any personal details online that could allow people to find them in real life, like location, school or address.                             Child Explanation and Online Protection Centre (CEOP) have produced a series of three animations to give four to seven year olds knowledge, skills and confidence online. Link: https://www.thinkuknow.co.uk/parents/jessie-and-friends-videos/ 
Ofcom has new regulatory powers over UK social media. Link: https://www.bbc.co.uk/news/technology-51446665 

[image: PANTS illustrated]             
Parents and carer’s are anxious about the risks of digital media and the internet for their children's health and well-being.
Here we help explain what they can do to support and safeguard their children.
Online Safety Information for Parents and Carers. 




PANTS is a simple way to talk to your child about staying safe from sexual abuse. The NSPCC have created a song and activity to help parents and carers discuss sensitive topics openly. Link: https://www.nspcc.org.uk/keeping-children-safe/support-for-parents/underwear-rule/ 




[image: ]
[image: ]
Parental controls help you to block or screen unsuitable content,  and control online purchases. Parental control software can be installed on all phones, tablets, games consoles, laptops and your home internet. These controls will help you set time limits for your children to go online, block inappropriate apps and allow parents to manage the content their children can see. NSPCC Link: https://www.nspcc.org.uk/keeping-children-safe/online-safety/parental-controls/ 

The UK Safer Internet Centre have created parent’s guides to digital devices. They will answer all the questions you have about the popular devices, emphasising the safety and knowledge you will need to support your children to use the technology safely and responsibly. Link: https://www.saferinternet.org.uk/advice-centre/parents-and-carers/parents-guide-technology 

Cyberbullying and bullying can happen anywhere, including online, at school or at home.                                                          Tips to help parents include -                                                              Ensuring they understand bullying is not their fault.                                          You must report it and block the people involved. Keep the evidence as proof.                                                         Tell an adult you trust, parent, carer or teacher, to try to stop the bullying.                                                                        Explain and support them as things can change, be assertive and rebuild your confidence.                   Childline Link: https://www.childline.org.uk/info-advice/bullying-abuse-safety/types-bullying/bullying-cyberbullying/ 

Routerhino, 2020

Helpful website links;
· Cbeebies, Toddlers and Tablets – Ten First Steps     https://www.bbc.co.uk/cbeebies/grownups/toddlers-and-tablets                                                    
Safer Internet Day, free resources to talk to your child about online safety   https://www.saferinternet.org.uk/safer-internet-day/safer-    internet-day-2020/i-am-parent-or-carer 
Set Digital House Rules as a Family -  https://www.vodafone.co.uk/mobile/digital-parenting/tips-on-digital-life-balance 
Ofcom’s Children and parents: media use and attitudes report 2019 - https://www.ofcom.org.uk/research-and-data/media-literacy-research/childrens/children-and-parents-media-use-and-attitudes-report-2019 
· SMART Rules - https://www.saferinternet.org.uk/advice-centre/young-people/resources-3-11s 
 
 


BBC Own It
The BBC Own It app is an online safety and well-being app for young people. It helps them keep track of how they’re feeling, build online skills and access support for problems they might face online. https://www.net-aware.org.uk/networks/bbc-own-it/ 


[image: ]
Safeguarding legislation.
Safeguarding is there to promote the welfare of every child and protect them from harm. All organisations that work with children should have safeguarding policies and procedures in place to ensure their safety. Every child, regardless of their age, disability, gender reassignment, race, religion or belief, sex, or sexual orientation, has a right to equal protection from harm. Further resources available:  https://learning.nspcc.org.uk/safeguarding-child-protection/ 
E-Safety at your child’s school should be an essential part of their safeguarding and child protection methods, if you need any help or support just ask. NSPCC Link for parents and carers:  https://learning.nspcc.org.uk/research-resources/schools/e-safety-for-schools/ 
Advice on how to improve your privacy online - https://www.saferinternet.org.uk/blog/improve-your-privacy-online-advice-parents-and-professionals 
 
Internet Matters - 5 top tips to manage family’s screen time.
1. Set a good example with your own device use
2. Talk together about the time they spend online
3. Agree an appropriate length of time that they can use their device
4. Create 'screen free' zones at home
5. Use technology and apps to help manage screen time.
Link: https://www.internetmatters.org/resources/5-top-tips-to-manage-children-screen-time/ 

Being online can be exciting and fun but also leave you sad or confused. The internet has different platforms with appropriate and inappropriate content, not suitable for children’s viewing. If you feel or see anything which distresses you it’s important to know where to get help. https://www.internetmatters.org/issues/inappropriate-content/deal-with-it/ 

Talk to someone! It’s important to talk as it can help you feel better. Friends, family members and teachers are always available for support but if you find it to difficult, or if you don’t have anyone to talk to you can get support from Childline on 0800 11 11 or visit their website for more advice. https://www.childline.org.uk/get-support/contacting-childline/ 
Make a report. If you or your child come across any inappropriate content it needs to be reported.      Reporting inappropriate content on social  media requires using flags or report links near the content. There is step by step guides available: https://www.internetmatters.org/parental-controls/social-media/ 

Reporting anything concerning you or any family members is important. Sexual, racial or violent content, that appears in adverts, films, television programmes or video games can be reported to Ofcom. https://www.ofcom.org.uk/tv-radio-and-on-demand/advice-for-consumers/television/protecting-children 


Six online safety tips for children
Good Behaviour - model good behaviours, limit your screen time, show kindness and respect.
Joint Activity – spend time together using the device with your child, make it a joint activity. 
Device Free Time – Ensure you have time to talk together as a family, find a balance between screen time and other activities. 
Use Devices Together – as it helps young children learn from you. Discuss content as you go along to link what is happening on the screen to the real world. There are lots of great games to play together in the CBeebies Playtime Island app. https://www.bbc.co.uk/cbeebies/grownups/article-cbeebies-apps 
Commentate - commentating whilst using your device helps children understand the purpose of you using your device, communicating with family and peers to arrange meeting up. 
Sharing – before sharing images of your children online, you could discuss how they feel about it. This is a good starting point to show how you behave online.
Link for more information: https://www.bbc.co.uk/cbeebies/grownups/six-tips-teaching-children-technology?collection=parenthood-tips-and-tricks 
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	Activity Plan
Sensory space and light themed activity.

	The activity:
The activity allows the children to play in a blackout tent using a light table, torches and sensory light toys. Moon sand, figures and spaceships are placed on the light table allowing free play. Children also have the opportunity to add coloured tissue paper to the end of the torches, creating planet shapes on the roof and sides of the tent.  iPad are available for the children to take photos of the experience. 
The children will be able to share the photos with their peers on the interactive whiteboard, to promote their language and communication. The children will be supported to connect the iPad to the whiteboard and upload their photos.  


	Number of children:
4 children at a time
	Age of children:
2 - 3 years
	Number of adults:
1 adult

	Location:
Playgroup
	Preparation time:
20 minutes
	Activity time:
20 – 30 minutes

	Resources:
Sensory blackout tent, light table, kinetic moon sand, sensory lights set, rechargeable torches, coloured tissue paper, alien figures, astronauts, spaceships, iPad, apple tv or HDMI cable, interactive whiteboard. 


	Aims of activity:
The aim of the activity is for the children to begin exploring and making sense of the world around them through new textures, materials and resources incorporating ICT. 


	Links to outcomes:
Digital literacy and digital competency should be a cross curricular element and blend seamlessly in with planning throughout the nursery.
Foundation Phase Framework links;
Children should be given opportunities to;
· experiment with new learning opportunities, including ICT
· develop a growing interest in the world around them and understand what their environment has to offer when playing alone and with others
· collaborate and discuss with other children and/or adults  
· recall and talk about visual images and objects
· use pictures to convey meaning on-screen
· mix, shape, arrange and combine materials to create their own images and objects that communicate and express their ideas, feelings and memories creatively
                                                                                       (Welsh Government, 2015)
Digital Competencies Framework links; C Steps
With increasing independence learners are able to:
· identify their own work/that of others 
· use a variety of digital media, including applications to create.
· find a photograph/symbol/name for themselves and other familiar people.
· communicate their own choices in a variety of places for a selection of objects and interactions.
· choose what is needed to complete a task from given options,
· navigate through a series of images to find the desired item, 
· comment on their own work in response to specific question(s)
· use a range of devices for different purposes
· follow two-step instructions.
                                                                                       (Welsh Government, 2020c)

	Differentiation:
The activity is suitable for all abilities as it is child led and play based.
The light table is low to the ground allowing ease of access for all children.

	Health and safety:
Risk assessment undertaken before activity begins to check all equipment is full working order, also the floor is clear to prevent trips and falls.
Staff to model safe usage and include children in discussion about electricity, wires, passwords and keeping safe.

	Role of adult:
The role of the adults is to;
· Carry out risk assessment before arriving.
· Set up resources prior to arrival of the children
· Support the children if and when needed/requested.
· Observe and supervise constantly.
· Photo permission slips signed before activity begins.

	
[image: ][image: Image result for children's sensory space craft activities"]
Sensory Education, no date
Complete Care Shop. 2020
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tts, no date
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The sensory space and light themed activity inspire children to begin exploring and making sense of the world around them through new textures, materials and resources incorporating ICT. “Sensory play is a valuable way of engaging children in activities that will heighten their senses and enrich their learning” (EYR Team, 2018). Benefits of sensory play include brain development, cognitive growth and problem solving. When we incorporate ICT in the early year’s we help children develop collaboration which helps build language in addition to social skills and interactions (Croner-I, 2020). Research shows this type of play can benefit development and learning by encouraging discovery, problem solving and independent ideas, including imaginative and creative concepts (EYR Team, 2018).
Information communication technology (ICT) is introduced by parents at an early stage of children’s lives with ‘cause and effect’ toys supporting early development, before progressing to remote control and interactive toys, followed by more complex technology, computers and iPads (Croner-I, 2020). Parents feel that digital technology can support their children’s learning and development. Nevertheless, they also feel that other activities, materials and play are also just as important for learning (Cutler, 2017). Research informs us that children from a young age are using tablets as their preferred choice of technology to develop a range of competences and skills whilst using them. The data implied that children’s play and creativity can be nurtured by apps but depends on the design of the apps and the personality and interests of individual child (Marsh, 2015, p7).
Early years practitioners need to blend digital literacy and digital competency with beneficial activities in a cross curricular seamless way throughout the nursery (Kontovourki et al, 2018). Time and resources need to be allocated to identify and explore the impending pedagogical beneﬁts of the different digital tools and applications the children need to use (Gillen et al, 2018, p6). Practitioners need to support children’s curiosity and reﬂective attitudes towards digital technologies so that they can be used creatively, responsibly and safely (Kontovourki et al, 2018). The activity allows children to play freely with the resources, the moon sand, mini figures and the technology, including the light table, torches and iPad, link together effortlessly to allow the children optimum learning outcomes. Research has begun to prove how diverse digital devices are becoming for young children’s early experiences with literacy in the home environment and sociocultural learning. Vygotsky (1997) pointed out, that ‘real life’ educates (cited in Flewitt, Messer and Kucirkova, 2015), but House (2012) argues that new technologies have no place  in early learning settings as they may have a negative impact on children’s imaginative play (cited in Flewitt, Messer and Kucirkova, 2015. 
The activity links with the Foundation Phase Framework (2015) and the Digital Competence Framework (2020c) by giving the children time and independence to experiment with new learning opportunities. The light box encourages open-ended sensory exploration and the development of fine motor skills, encouraging mathematical and scientific concepts, social and emotional development, language and literacy skills (MTA, 2020). The light box is low to the ground and for safeguarding purposes less harmful than other light sources with a light transmittance of 45%. People who have a sensitivity to light can set the controls to a low-level intensity, making suitable for all abilities (EYR, 2020). The torches allow exploration in the world around them and help them to understand what the environment has to offer, with dark and light investigations with coloured tissue paper and moon sand. On reflection you could include a different set of materials to be investigated. Children could shine their torches to predict whether the materials are transparent, translucent or opaque (tts, 2017). The moon sand, sensory lights, mini figures and other resources let children mix, shape, arrange and combine materials to create their own images and objects that communicate and express their ideas, feelings and memories creatively whilst playing alone or with peers, encouraging collaboration and discussion with other children and/or adults (Welsh Government, 2015).
[bookmark: _Hlk33273201]The activity supports children to use the iPads to photograph their creations, before uploading them on to the interactive whiteboard, children will be supported by the adult throughout this stage of the activity but for more capable children the adult will be on hand when required. IPads offer rich opportunities for communication, collaborative interaction, and independent learning, while promoting high levels of achievement in children (Flewitt, Messer and Kucirkova, 2015). Nursery practitioners can adjust the iPad’s settings to accommodate individual needs, from font type and text size during literacy activities, or additional software to support any child’s individual needs (Kucirkova, 2016). However, early years practitioners did raise concerns about introducing iPads to their settings, numerous staff felt nervous, as there was no ICT support, and insufficient effective educational material for the devices (Kucirkova, 2016). IPads can be an effective educational tool with careful planning and a clear purpose (Kucirkova, 2016). Research suggests that touchscreen technologies provide an intuitive and attractive source of sensory/cognitive stimulation for young children, despite fears that usage may have a negative impact on children’s cognitive development (Bedford et al, 2016). 
Both the Foundation Phase Framework (Welsh Government, 2015) and the Digital Competence Framework (DCF) (Welsh Government, 2020c) discusses children being able to identify themselves and others, recalling and talking about their own visual images either on paper or a variety of digital media and using pictures to convey meaning. The activity covers these points by identifying their own image before uploading to the whiteboard and discussing the meaning with their friends and supporting adults. The only criticism to make would be that it needs to be shared with the parents and families to further promote the child’s achievement’s in the setting. This can be accomplished by downloading a relevant application named ‘Seesaw’. Seesaw is a classroom app between children, teachers, and their families. Children or practitioners add photos, videos or work to their digital portfolio so families can engage with the setting and share and celebrate their children’s progress (Seesaw, no date). Uploading photos and discussing the moments helps children to really cement their learning (Seesaw, 2019). Relating easily with Bruner’s (1976) scaffolding theory with a more knowledgeable other, either being the iPad or older children in the classroom (Wheeler, 2020).
The Digital Competence Framework (DCF) has been developed to include skills based on the Routes for Learning Route map which represents the earliest stages of learning, ensuring a holistic pathway for the individual learner whatever their level (Welsh Government, 2020a). The activity uses the routes for learning B steps due to the age of the children taking part in the activity. The activity links to the four strands. The citizenship strand is completed through the activity. The interacting and collaborating strand only includes one step, communicating their own choices. The activity covers two elements of the producing strand, choosing what is needed to complete a digital task and showing pleasure/displeasure when viewing their own work. The last strand data and computational thinking, B step involves following one-step instructions and understanding the photo represents their creation (Welsh Government, 2020c).
The Digital Competence Framework is linked to Graham Donaldson’s ‘Successful Futures’ report, in which he highlighted the importance of digital literacy. One of the aims of the new curriculum is to make learning more experience based. ‘The Welsh Government is aiming for a more holistic curriculum, which gives schools more freedom. It is a more focused curriculum, which has to be better’ (Sheen, cited in Nursery World, 2019). Piaget (1980) believed a child constructs their understanding through different pathways, reading, listening, exploring, and experiencing their environment (Bautista, 2016). It is important to remember the ‘holistic child’ does not experience developments in isolation, but as a continuous balance and reliable developmental sequences of stages and events (First Discoveries, 2020). Children taking part in the activity will be using cross curricular skills to develop their knowledge and understanding.  The Areas of Learning will include expressive arts, for creativity and digital media, health and well-being for the social aspects, together with language, literacy and communication, and numeracy and mathematics as they learn through exploratory play. Alongside is the literacy, numeracy and digital skills they need to become creative, confident and capable individuals. Improving the activity in relation to the areas of learning, could include introducing the Welsh language with the discussion of the photos. Introducing the cross curricular elements with the areas of learning in the early years can help the children transition to school with ease (Crown copyright, 2019).     
Donaldson’s aim of the ‘Successful Futures’ is because that’s what we want for every child and young person in Wales (Crown copyright, 2015). The curriculum should raise the ambitions and aspirations for all learners including children with additional learning needs (ALN) by considering how everyone learns and how they will be supported to progress (Welsh Government, 2020). All settings need to work on planning effective activities to include all aspects of learning and development for all children, especially digital literacy for their future employment. When preparing pupils for the world of work, digital literacy is essential (Promethean, 2017).
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