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Technology was originally created with the purpose to help society and solve its problems (Lamey, 2018). Examples such as automobiles, telecommunication and personal computers have revolutionised society in the past (Hernandez, 2018). A big advancement in modern technology was the change from analog to digital from the 1970s known as the digital revolution, and since then advancements have continued to grow exponentially (Woodford, 2019). With the evolution of technology moving at such a fast pace, devices are being created with multi-functional capabilities such as smart phones and smartwatches (Arnott, 2016). Digital devices and media now allow us to create, connect, share and receive information (Caldwell and Honeyford, 2014). While some believe the revolution of technology has made our lives easier, faster, better, and more fun (AginginPlace, 2020) others argue that online technology now carries more risks than benefits (Ofcom, 2020). In the case of digital media, the question is - how does it support society?
While communication continues to dominate digital media, organisations have started to use digital media for more commerce-related activities (Evans, 2018). Companies can target various audiences through media services with pop ups, links and other advertising means (Bharat, Lawrence and Sahami, 2016). Consequently, both adults and children are exposed to advertising (Common Sense Media, 2014). Marketing aimed at children, for example toys, games, clothing and fast food, has grown exponentially (Berk, 2013). Research has shown the effectiveness of this marketing, as 77 percent of children aged 3-11 in Europe had considerable input or complete control of the purchasing decision (Kasriel-Alexander, 2016). Children are increasingly connected to the digital world via their media devices, thus becoming ‘connected consumers’ to a wide range of content and purchasable services (PhonepayPlus, 2013). 
The digital world was mainly created for adult users and was never considered for children, thus no concessions for child users were actioned (Kidron and Rudkin, 2017). Even the youngest of children today can become immersed in the home environment that are characterised, and in many cases, defined by a growing reliance on technology (Teichert and Anderson, 2014). They can view their world as numerous apps and building an ‘app mentality’, getting answers and satisfaction from apps (Davis, 2014). Studies have found some children as young as two years old spend nearly two hours per day using screen media (Common Sense Media, 2014). Older children have been shown to spend even more time on digital devices, with children aged 8-12 years old reportedly spending 6 hours per day interacting with media, such as watching TV, videos and gaming (Brooks, 2018). On average, 29 percent of that time is spent simultaneously using multiple media devices, known as ‘media multitasking’ (Uncapher, M. et al., 2017). Despite media multitasking, the smartphone is the preferred device for communication, entertainment and gaming for young children. Boys mainly use their smart phones to access online games, listen to music and create videos, whereas girls use their smart phones to gather information and use social networking platforms (Berk, 2013).
It is inevitable that children will be connected to the digital world at an ever increasing rate, and whilst this has many benefits, being connected to other people, digital content and purchasable services, carries a degree of risk (PhonepayPlus, 2013). Although risks towards children happened before digital media such as bullying, evidence suggests that digital media, particularly newer media such as Apps, has increased these risks (Chassiakos, et al, 2016; BBC News, 2019). Alternatively, there are an array of benefits and positives to using digital media. Nine out of ten children aged 12-15 years old who use social media stated that it made them feel happy or helped them feel connected to their friends. Two-thirds of these children said that they used social media to send supportive messages, comments or posts to friends, and one in eight said they supported causes or organisations by ‘liking’, sharing or commenting on posts (Ofcom, 2018). Through connecting with their friends and the wider community is a relevant example of Bronfenbrenner’s (1979) Ecological System, with the positive social factors impacting on children’s development (Soyer, 2019). Despite the increased interconnectivity of modern society, studies have shown that conversely young adults may feel more alone than generations before the prevalence of social media (Pittman and Reich, 2016). Suggesting that social media can interrupt Erickson’s ‘Psychosocial Stages’, that states children of 4-5 years develop purpose, and 6-12 years develop competence, which will have a long-term negative effect on social and emotional development (Bruce, Manning-Morton and Meggitt, 2016). Children, particularly lonely and vulnerable children are more likely to become ‘lost in digital space’ resulting in an increased risk of cyberbullying, cyber fraud and sexting. A study of 3000 young people revealed that children between the ages of 10 to 16 years old in care and who are young carers, are twice as likely to be cyberbullied compared with their peers (Lepper, 2019).  Furthermore, children with low self-esteem has been linked with social media addiction and overuse (Andreassen, Pallesen and Griffiths, 2017). 
There are potential health risks to overusing digital media, both physical and psychological. Health risks include effects on sleep patterns, obesity, attention, learning, depression (Chassiakos, et al, 2016) as well as low self-esteem, addiction and oversharing (Kidron and Rudkin, 2017). Nutrition and sleep are stated as foundations in Maslow’s ‘Hierarchy of Needs’ theory, thus any disruption to this will have a detrimental effect on cognitive and physical development (Boogren, 2018). Therefore, it is recommended that screen use should be avoided at least one hour before bed (Wakefield, 2019). Research surrounding childhood obesity has found an association with excessive screen use. Children who overuse digital media are less likely to participate in outdoor activities and sports (Hopkins, 2016). Additionally, by being distracted by digital screens has been shown to increase appetite and increase the likelihood of snacking (Freeman, 2015)
Children who use digital media often do so by multitasking with day to day activities, as well as learning activities. Wiseman and Taylor (2015) claim that multitasking does not interfere with a pupil’s learning. In contrast, recent surveys are gathering a growing body of evidence that demonstrate heavy media multitaskers show a reduction in memory, increased impulsivity and reduced volume in anterior cingulate cortex (Uncapher, M. et al., 2017). The latter can result in cognitive, emotional and behavioural disorders. Furthermore, research indicates that multitasking with media during learning in class or at home can negatively affect academic outcomes (Uncapher, M. et al., 2017). Other factors that are linked to delayed development, such as ecosocial factors and environmental factors, may also be associate with overuse of digital media (Roberts, 2019).
To bridge the digital divide, whether caused by poverty, race, ethnicity, gender, disability, displacement or geographic isolation, digital technology should be made universally accessible. Consequently, this would greatly improve learning, especially if children are being left behind, opening them to a world of opportunity and providing them with the skills they need to succeed in a digital world (Keeley and Little, 2017). There is a risk that if the digital divide is not addressed vulnerable children may become more susceptible to exploitation, abuse or even trafficking, having grave effects on mental health and well-being (Keeley and Little, 2017). 
A study by Internet Matters found that around two million vulnerable children, including those with disabilities and mental health issues, are at particular risk online. Other studies have shown that children with less educated parents, parents who do not have an online presence, disabled children, from minority ethnic groups are more vulnerable and likely to be targeted (Hopkins, 2016). Furthermore, one in four children with special educational needs view sites with harmful content such as promoting self-harm and those that encourage anorexia (Lepper, 2019). 
Excessive use of digital media can have negative effects but it has been shown that moderately high use of screens was not associated with delinquency, risky behaviors, sexual behaviors, substance abuse, reduced grades or mental health problems (Ferguson, 2017). Furthermore, research has shown that screen time is not the main driver of mental health issues, but it was shown that dangerous online content can have more of an impact on young people and their mental health (Wakefield, 2019). Bandura’s ‘Social Learning Theory’ states that children imitate the actions of those around them (MacBlain, 2018). Digital media games often contain violence, that usually goes unpunished or without consequence (Berk, 2013). It should be noted that traditional books and films also can contain dangerous content that are clearly inappropriate for children (Wiseman and Taylor, 2015). 
An investigation into the impact television on children has shown an increase in verbal and physical aggression, additionally showing a decline in reading abilities and creative thinking (Berk, 2013). Television also has positives such as enhancing children’s interest in their environment which could strengthen cognitive, emotional and social development (Berk, 2013). Research suggests that a link exists between screen print and low levels of both reading attainment and reading for enjoyment (Wiseman and Taylor, 2015). However, screens can now look like the pages of books and children can with the swipe of a finger turn over pages and enlarge pictures and visual details that capture their interest (MacBlain, 2018). Furthermore, Children using a digital device such as computers use the mouse and keyboard which can improve fine motor skills (Berk, 2013). As children become confident users of a particular tool, the technology objective may become redundant ‘ICT becomes like electricity “invisible”’ (Caldwell and Honeyford, 2014).
Technology used to engage all learners even the hard to reach with more motivating ways of learning and more choices to learn (Hopkins, 2016). In the majority of schools, ICT has had a positive impact on standards of literacy and in a few schools, pupils’ oracy, presentation, research and writing skills and their collaborative and thinking skills have improved significantly through the use of video-filming, animation and editing activities (Estyn, 2013). Findings show that digital animation in a free-play program where role-play is featured can enrich the play opportunities of children which in turn promote play complexity and increase social and cognitive demands on children, which together can be theorized as a positive force for children’s development (Fleer, 2018). Linking to Froebel’s beliefs in the importance of play for children’s learning, social and emotional development. The benefits of digital literacy are manifold and can combine to form a very sound pedagogical approach (Wiseman and Taylor, 2015). positive associations between children’s language and literacy development and their use of digital tools and toys, although the learning outcomes generally depended on how the children used the technology (Harris, et al., 2018)







Children will learn from technology becoming technological creators and digitally literate (Hopkins, 2016). Technology clearly can provide children with a number of cognitive, social and emotional opportunities, and digital competence will likely be necessary for the next generations to enter digital world (Gottschalk, 2019). However, it is important to recognise that there will always be issues with new and evolving technologies (Wiseman and Taylor, 2015). Throughout, it has been shown that there are significant benefits but also risks, however the ever-changing digital world makes these hard to assess (Illing, 2018). Social media inherently contains risks, but a child requires a degree of risk as part of their development (GOV, 2016). From research incoherent and premature conclusions have been revealed that are influencing policy and public opinion. Leaving many open questions for future research (Gottschalk, 2019).
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Working Together to Support and Safeguard Children using Digital Media
What effect does digital media have on health. Long term computer use has been linked to a variety of health issues. Research has shown an association between screen use and myopia, for example students in further education are more likely to become myopic (Fernández-Montero, et al., 2015). Other Studies have found a relationship between obesity and prolonged screen media exposure (Lopez, Heatherton and Wagner, 2019). Interactive media that incorporates exercise and healthy eating may prevent or reduce obesity (Robinson, et al., 2017).  Digital media use can also have a negative psychological effect, such as body dysmorphia. A study revealed that exposure to manipulated Instagram photos resulted in poor body image (Kleemans, Et al., 2018).
Do you know the benefit of digital media? Digital media is a great platform for children providing a richer learning experience (Goodman, Seymour and Anderson, 2016), and building a wide range of skills from communication, creativity, exploring and many more. Furthermore, it can support children with specific learning needs allowing them to develop alternative and compensatory strategies, hence achieving goals in their daily and academic activities (Obradović, Bjekić and Zlatić, 2015). Digital devices promote learning to continue out of school, so learning becomes more fluid between school and home, allowing parental support with their learning (Childnet International, 2018).
What devices do you use at home? While the main devices used by young children are TV sets and tablets (Ofcom, 2019), there has been a rise in ownership of mobile devices in children 12-15 years old (Kleinman, 2020). As adults we must ensure children have access to appropriate devices and suitable digital media. Together adults and children can enjoy the use of digital media, allowing adults to model effective use. Teaching children to become safe online prepares them to navigate digital media independently, reassuring parents that their children are digitally competent (Huda, et al., 2017). 
Ensure we work together to support children online. Schools, teachers, parents and children all need to work together to ensure children can safely make the most of the opportunities offered by new technologies (Turvey, et al. 2016). It is essential that we repeatedly reinforce safety messages and develop ‘digital wisdom’. Digital wisdom is the ability to make considered, conscious decisions about the use of technology inside and outside of school (Caldwell and Honeyford, 2014).

Managing screen time and possible impacts. Screens offer children many opportunities for learning and socialising, yet a limit to their use is essential. It is believed that screens have addictive qualities, triggering a lack of time awareness that can result in a child staying up until the early hours, thus possibly leading to a disturbed sleep pattern (Nagesh, 2017). You could set boundaries on when and how long is suitable for your child to be on a device. Children are led by example, so ensure you have a healthy balanced digital diet (Internet matters, 2019). It is more about the quality of the experience than the time spent (Arnott, Palaiologou and Gray, 2018).
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https://www.nspcc.org.uk/keeping-children-safe/online-safety/
Internet Matters – Keeping children safe online
https://www.internetmatters.org/
Need Help?
For more information and to make a report
Internet Watch Foundation – Reporting criminal content
https://www.iwf.org.uk/

How to be SMART online.

Talk to your children and teach them how to be SMART online following these simple steps:
Share responsibly –Be careful what you share and always ask permission if somebody else is in the photo or video. Once it is out there it cannot be removed.
Manage your privacy – If you are using apps and social media that can communicate with others turn on your privacy settings. Only let people you really know add and follow you.
Ask for help –Do not ever be worried about asking for help from someone you trust. You will not be judged.
Respect others – Be kind. Other people may have different opinions than you and that is okay. Always treat others as you would like to be treated.
Think critically and trust your instinct – Is it true? Does that person really know me? Has that really happened? Always question!

(e-Safety Adviser, 2020)
Do you know there are age and content ratings on media?
Age and content ratings are used to ensure that entertainment content, such as games, films, tv shows or mobile apps, are clearly labelled with a minimum age recommendation based on the content they have. These age ratings provide guidance to you as parents to help decide whether to buy a particular product for your child (Net Aware, 2020).
Pan European Game Information also known as PEGI provides age classifications for video games in 38 European countries. The age rating confirms that the game is appropriate for players of a certain age. PEGI considers the age suitability of a game, not the level of difficulty (PEGI, 2017).
Not all companies use the same ratings so be sure to check first.
For more information visit: https://pegi.info/
https://www.net-aware.org.uk/news/age-content-ratings-apps-games/
What is Safeguarding?
To safeguard and promote children’s welfare primary carers, practitioners and local authority have specific duties (HM Government, 2018): 
· protect from maltreatment
· prevent damage to health or development
· taking action to enable all children to have the best outcomes
Possible safeguarding hazards children may face online (GOV, 2016): 

· Seeing or sharing of violent, sexual and pornographic content
· Inaccurate or false information and extreme views
· Promotion of harmful behaviours including self-harm, anorexia and suicide
· Over-sharing of personal information
· Actively or unintentionally getting involved in bullying or hurtful behaviour 
Laws and Policies
UNCRC Article 17 children have the rights to reliable information from mass media (Children’s Commissioner for Wales, 2019).
Digital Economy Act 2017 – to provide protections for citizens from unwanted media and children from hazardous materials (GOV, 2016).
The proposal of the Online Harms White Paper – has the intention to improve protections for users online and that all companies 
have appropriate systems and processes in place to react to concerns over harmful content (GOV, 2020)


	Digital Activity Plan

	Activity: 
A story read to the children followed by them creating their own story using ICT skills through the Puppet Pals App on IPads, then uploading and sharing the file on Hwb.

	Number of children:
15 children in groups of 3
	Age of children:
5 to 6
	Number of adults:
2

	Location:
Classroom 

	Preparation time:
2 Minutes
(Children will help to distribute IPads)
	Activity time:
No limit
(Children will control the duration of the experience)

	Resources:
1. A book to introduce the activity – Chosen by a child on the day
2. IPad/Tablet – Puppet Pals App
3. Fancy dress costumes – children can dress up and take pictures for the characters they play
4. Interactive white board – to stream finished videos to the class

	Aim/s of activity:
· Improving digital literacies and confidence using digital devices.
· Using imagination and creativity to construct a story.
· Collaborating with peers to problem-solve.
· Plan and organise a story.
· Develop language skills through socialising with peers.
· Develop fine and gross motor skills through physical movement.
· Be aware of online risks and how to keep safe.
· Make connections and develop symbolic cognitive skills.

	Links to outcomes:
Linked to the Foundation Phase and Digital Competence framework.
· Use and develop digital competencies e.g. Producing, Interacting and Collaborating, Citizenship, Data and Computational Thinking.
· Access to a wide range of digital resources
· Opportunities to engage in child-led play through a planned activity.
· Undertaking a range of roles, including leadership within a small group.
· Support and encouragement to become independent learners.
· Communicating ideas, values and beliefs. 
· Problem solve and discuss possible outcomes.
· Ensure they feel safe and secure using digital media and contribute to their own e-safety.

	Differentiation:
As this activity is child led there is no differentiation incorporated, however the children will be grouped in mixed abilities, supporting each other if needed. Additionally, the amount of support offered and given to each individual by an adult is altered according to their capability.

	Role of adult:
To plan and prepare the activity allowing the children to compose their own experience.
Group the children in different ability levels to encourage them to support each other. 
Make sure the children are adequately equipped to fully immerse themselves in the experience.
Provide them with the guidance to face challenges and take risks safely.
Deliver support and encouragement when needed without interfering in the child’s play. 
Conduct observations throughout the experience to reflect on the task and implement any changes that are required.

	The Activity:
1. Find and decide on a suitable area to undertake the planned experience.
2. Gather resources listed above and any others that you think will enhance your experience. Remembering a child will choose a book on the day.
3. Select a group of 15 children to work with. Being able to group them in 3’s with mixed abilities.
4. Bring together the children in your chosen area to read the chosen story.
5. Whilst telling the story, emphasize the components of the story such as characters, setting and arrangement of the story.
6. Explain that they will be creating their own story using Puppet Pals App on the IPads.
7. Present a tutorial on how to use Puppet Pals App.
8. Afterwards allow the children to discuss with peers’ ideas for their story.
9. Go through digital risks that they may encounter and how they can keep themselves safe online.
10. Following the planned activity let the children go off and find an area they would like to conduct their story.
11. Observe as the children carry out the activity, offer support and encouragement without interfering.
12. Once the children have finished creating their story, they can upload them to their Hwb account and share them with the practitioner with support from an adult.
13. Finally gathering all the children on the carpet, the adult will show each creation on the interactive white board for them all to watch.
14. Additionally, you could encourage the children to give feedback and peer assess each other’s stories.
15. Furthermore, taking time to reflect on the activity ensuring it supported digital literacy and establishing what could be improved next time.



A Critical Evaluation of the Digital Activity Plan
Whilst this activity is based upon self-directed play which is intended to be natural and have no specific goals (Bruce, 1991; Welsh Government, 2014; Play Wales, 2020), it is expected to incorporate Digital Competence Framework (DCF) strands (Welsh Government, 2020) and the New Curriculum for Wales learning outcomes (Welsh Government, 2019). Therefore, according to Flewitt, Messer and Kucirkova (2015), well-planned iPad-based literacy activities offer rich opportunities for communication, collaboration and independent learning. Following good practice, practitioners should take into consideration different needs and abilities (Department of Education, 2017), being able to adapt themselves and the activity, which will allow equal opportunities for participation in an inclusive environment. Furthermore, it is important to consider the 7 Core Aims, in particular Aim 7, that children are not disadvantaged by poverty (Welsh Government, 2015). Children living in poverty may have limited access to digital technology. Therefore, creating a digital divide which runs the risk of children in poverty, who are already at a disadvantage, to be further marginalised (Joshua, 2020). However, stated by the UNCRC Article 17 children have the rights to reliable information from mass media (Children’s Commissioner for Wales, 2019). Children who have limited or no access to the internet at home will be able to access the internet in the classroom. Increasing children’s access to digital devices and the internet, the more proficient in digital literacy they will become which is conducive to a successful education (Keeley and Little, 2017). Whilst Information Communication Technology (ICT) offers potential to support learning, it is not the answer to every learning area (Simpson and Toyn, 2012). Practitioners should be able to decide how and when digital technologies are used effectively in their teaching and children’s learning (Turvey, et al., 2016). The fact is that digital technology and media is here to stay in the classroom, so that the main issue is not so much developing technical skills across media but more how to use them in ways that are pedagogically meaningful (Wiseman and Taylor, 2015).
Acknowledging the Foundation Phase, the activity allows children to become independent learners through self-directed play (Welsh Government, 2015). Whilst the activity is planned and first directed by a practitioner, Bruner’s (1977) Spiral Curriculum Theory suggests, it is the role of the adult to provide children with the basic knowledge (Bruce, Manning-Morton and Meggitt, 2016). For example, presenting a tutorial of how to use the Puppet Pals app, but allowing the children to navigate the app themselves, thus becoming more independent when using it in the future. This will encourage the more able children to follow their own curiosity with help guides and videos (Caldwell and Honeyford, 2014). To further enhance their skills and knowledge of the app a similar activity could be offered in their ‘free choice’ time, supporting Brenner’s (1984) theory of Novice to Expert (Thomas and Kellgren, 2017). Those who can programme, remix and use open source tools have more ‘Agency’ in the digital environment (Kidron and Rudkin, 2017). 
This activity uses a wide range of skills such as planning and organising, which are part of the DCF (Welsh Government, 2020), identifying and compiling information, creating appropriate characters, scenery and title into the software (Summey, 2013). These transferable skills can be applied throughout the six areas of learning and experience (AoLEs) within the New Curriculum for Wales (Welsh Government, 2019) using them in ways that are pedagogically meaningful (Wiseman and Taylor, 2015). Moreover, the activity supports children with additional needs who may be unable to put words down on paper, thus enabling children with different learning styles to communicate their ideas to retell a story verbally or through moving characters (Alper, 2014). 
Throughout the activity the children have the opportunity to collaborate with their peers in small groups or as a whole class, emphasized in the DCF (Welsh Government, 2020). Bruner (1985) views children’s learning as a social activity, improving communication skills possibly in one or more languages (MacBlain, 2018). Using Vygotsky’s approach of a more knowledgeable other to support children, a more able child can support a less able child within the group (Mooney, 2013). More able children have the capability to take control of the activity. This can be detrimental to the less able children, who consequently may not be able to fully learn from the activity (Hoogerheide, et al., 2016). Therefore, engaging children to role play and adopt different roles, for example a less able child to take charge of the activity (Rodríguez-Triana, et al., 2019), will ensure all the children benefit from the activity. Such activities come with expected complications such as disagreements and unwillingness to work together. Children need to learn how to deal with conflict and negotiation for their future development (Cottrell, 2015). Additionally, offering children with social difficulties the opportunity to communicate through the device and by using a resource they have better knowledge of, allows them to feel more confident about participating in the activity (Dockrell, et al., 2014).
This activity encourages children to use imagination and creativity by using the recommended devices and software to complete the given task suggested in the DCF (Welsh Government, 2020). The chosen App aids the children to create stories, which can be personalised by incorporating pictures and sounds, making them more visually and auditorily appealing (Arif, Sylla and Mazalek, 2017). This also increases motivation to read and explore ideas, encouraging them to be more creative in their literacy activities (MacBlain, 2018). Therefore, the child can show enterprise, ambition and be a creative contributor linking to the Four Purposes of the New Curriculum for Wales (Welsh Government, 2019). Creativity can facilitate problem-solving linking to Piaget’s views of becoming a critical thinker (Bruce, Manning-Morton and Meggitt, 2016). Problem solving as part of a group, offering multiple ideas and solutions to a problem together and allowing them to see each other’s points of view, encourages the child to become a divergent thinker (Sun, Wang and Wegerif, 2019). Whilst some children will be able to problem solve effectively, others will need scaffolded support (Bruce, Manning-Morton and Meggitt, 2016) such as limited choices, providing templates and offering suggestions for problems (Caldwell and Honeyford, 2014).
The activity offers an insight into sharing and storing information highlighted in DCF as a key element (Welsh Government, 2020). In conjunction with developing the skill of sharing and storing information, there is the opportunity for e-safety to be explored (Summey, 2013). E-safety allows children to build digital wisdom, hence becoming independent and being able to make appropriate decisions whilst online (Caldwell and Honeyford, 2014). Donaldson’s Report (2015) reinforces this principle, stating that children should be ‘Responsible Citizens’ with education instilling a sense of social responsibility. 
At the end of the activity there is an opportunity for peer assessment and evaluation, therefore encouraging the children to investigate their peers’ stories.  They can then consider whether they believe it contains key elements, such as character and scenery, meeting the success criteria and then offering positive comments and feedback. Additionally, increasing their knowledge and understanding of peer assessment and self-assessment as they compare and contrast each other’s work, will benefit both the outcomes of this activity and the child’s future learning (Li, 2017). Furthermore, exposure to both positive and negative feedback is essential in building a child’s self-esteem and resilience. Using Reggio Emilia’s approach, allowing the children to direct the reflective process, offers the practitioner the opportunity to observe and self-reflect on one’s practise (MacBlain, 2018)
The activity plan offers no guidance of whether the activity should take a few hours or numerous days, as no time limit is suggested. This will encourage the children to explore the activity to its full potential, but it should be taken into consideration that children may lose interest and if so, the activity should be brought to a conclusion to prevent negative learning experiences. However, if it is very appealing and the children do not lose interest, it is possible to extend the activity throughout the week, reusing and repurposing it (Summey, 2013) within the AoLEs (Welsh Government, 2019). This will allow holistic development and the children to become digitally literate (Secker, 2017). In practice it is recognised that children learn to program at different speeds, however each pupil will learn something new in each lesson (Caldwell and Honeyford, 2014). Estyn (2013) found that ICT has had a positive impact on teaching and learning, even though the Skills Framework for 3 to 19-year-olds in Wales (2008) has not been used well enough to plan for pupil’s progression. As technology becomes more advanced and unfamiliar, practitioners may feel less capable than their pupil’s and may be unsure about what is best practice (Wiseman and Taylor, 2015).
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