Section  1 
The Donaldson (2015) report highlights children are in a world with access to the digital world around them, supporting their learning and development. According to Donaldson, children reported the curriculum was not up to date with technology resources, leading to a recommendation for digital literacy and digital competence to be as important as literacy and numeracy and enabling children to develop skills in a 21st Century.  The reports also highlight the support requires for educators and parents, ensuring children have safe access to technology, Maslow (1943) psychological needs second stage, children require safe, secure environment  and should be free to explore to support their development. According to Stephen and Plowman (2014) digital play has increased and access creates curiosity, however, shaping digital play is challenging.  Welsh Government (2018) Digital Competence Framework (DCF) supports education providers to incorporate opportunities for children to develop digital skills throughout the curriculum, DCF elements, recognise images, personal data and to collect and record data, data skills.  Children have a right to reliable information through media, to support their learning in a safe environment and for governments to protect children from harm when accessing information through technology, article 17, The United Nations Convention on the Rights of the Child (UNCRC) (1989).  In addition, Kidron and Rudkin (2017)  concluded for children to have a healthy and knowledgeable connections with technology, it is important the curriculum embeds digital skills within it. 
Welsh Government (2020) state literacy, numeracy skills, digital skills must be embedded throughout the curriculum and not a separate element of learning and part of children’s education, introducing digital technology in the Early Years. There are risks and benefits of children’s relationships with technology, of which we will explore further.  According to Freud (1856-1939) children learn through play and are able to express themselves when playing with toys, supporting creativity and problem solving. In addition, according to Segal-Drori and Shabat (2021) technology in the early years was often not available or unproductive, with no outcomes for learning and seldom for children accessing the technology for play and enjoyment, also, educators not having the skill set to support the learning. Furthermore, Agger and Shelton (2007) argue technology may have a negative impact children’s development, traditional play supports a child’s development, particularly exploratory and creative play. However, Welsh Government (2018) are committed in providing classroom and professional learning to ensure educators feel confident to scaffold children’s digital learning skills. 
[bookmark: _Hlk65408537][bookmark: _Hlk65408663]According to Kidron and Rukdin (2017) services are seldom in ensuring the digital world for children is not necessary modified to development, leading to misperception and potential harm, however, it is not an option to exclude children from engaging with  technology and within a 21st Century, there are many benefits. Furthermore, according to  Palaiologou (2016) for children who with literacy challenges, the digital world will not benefit learning and it is important for education providers to consider how children’s digital experience is within the home.  However, according to Kontovourki et al (2017) pedagogical practices in providing digital learning benefits, collaboration interactions, creativity, problem solving, curiosity and print and not print skills. In addition, Piaget (1896) children learn by doing, by giving children access to digital devices this supports their development (Meggitt, 2006).  These skills also meet the outcomes  and strands of the Welsh Government (2008) Digital Competence Framework (DCF).  
However, according to Flewitt et al (2015) children were observed becoming frustrated when accessing technology as they did not know how to undertake complex activities and lack of scaffolding from staff and staff not skilled to support, which can led to impacting on behaviour and health and well-being. According to Vygotsky (1896-1934) child require direction from educators, scaffolding the learning and it is important boundaries are set to meet appropriate ages and stages of development, instructed learning and work alongside children’s curiosity, zone of proximality. In addition, according to Wass et al (2011) educator’s supporting children’s engagement with technology supports a child’s development of critical thinking. Furthermore, Bittman (2011) concluded children require scaffolding to support digital engagement in the modern digital world and with the absence of age appropriate guidance to ensure children are not having access to content which may cause harm, furthermore, Bittman concluded access to digital print does not impact on a child’s development of written print literacy and promotes literacy skills. 
Donaldson (2015) and Welsh Government (2017) have highlighted the pedagogical benefits and outcomes for children’s learning and outcomes in a digital world and how parents/carers are an integral part to ensure children’s experiences is safe and appropriate in developing learning and advice to be provided for parents/carers for guidance of digital engagement as educational. According to Mustola et al (2016) digital engagement is often perceived as play.  In addition, according to Levin (2015) digital play changes the way children play and impacts on the quality of play, impacting on developmental outcomes. According to Tickell (2011) parents engaged with children’s learning and development, children achieve better outcomes, Tickell highlighted the importance of adults engaging in the play, scaffolding the learning.  However, Parents view traditional play over digital play engagement according to Erdogan et al (2018), parents understood the learning opportunities form digital play, however, it has to be the right kind and the risks to children accessing technology if not monitored and the content and learning outcomes are to be understood.  However, according to Dong (2018) parents tended to allow children to engage with digital play for their own means, entertainment,  left alone, with no engagement and with no outcomes or learning. According to Ofcom (2019), fewer parents reported the benefits of their child being online, overshadow the risk, 55% compared to 65% in 2015 with 85% reporting they talk to their children about online safety in 2019.  Welsh Government (2018)  guidance for parents, has been developed for parents/carers to advise how to keep their children safe when online and highlights the risks, to health and well-being, too much screen time can impact on a child’s physical, diet and sleep. According to Ofcom (2019) 15% of 3 and 4 year olds have tablets to go to bed with compared with 14% of 5 to 7 year olds and 50% of parents of 5-15 year old’s are increasing concerned about children seeing content which can be of harm, which can impact on a child’s health and welling, however 85% of parents are signifying they are talking to their children about online safety compared to 81% in 2018. According to Stiglic and Viner (2019) limiting screen time must be considered with and an understanding of content due to the risks associated on health and wellbeing. In addition,  according to Chassiakos et al (2016) the report highlights the impact on children’s cognitive, language and social and emotional development on TV viewing in the early years and lack of parent’s engagement with media, monitoring, engaging with the child and a understanding of the content. Furthermore, according to  Ofcom (2019), 88% of children of 5-15-year old’s in 2019, prefer to watch video on demand, compared to 44% in 2015, a significant rise, in 2019 both 8-12 year olds and 12-15 years olds reported they prefer to watch YouTube over video and TV content and parents reporting increased concerns of  children see self-harm content, of which, almost 50% of parents of children of children aged 5-15 years, a significant rise form 2018 where 30% of parents reported these concerns.  
[bookmark: _Hlk65355123]According to Kidron and Rukdin (2017) there are many benefits on children engaging with online technology, however, there needs to be a balance and families need to identify the risks and minimise the unhealthy habits  and behaviours and how this can impact a on a child’s health and well-being, sleep, diet and development.  Benefits to children’s development in the digital world and embedding Welsh Government (2018) Digital Competence Framework supports children with social interaction and developing capable and ambitious learners.  According to Chassiakos et al  (2016) there are many benefits to literacy and numeracy in the early years, children engaging with media, with adult engagement to reinforce the language, evidence suggest children as young as 15mths can learn from repeated language of from watching videos. However, Kidron and Rukdin also highlight the benefits of children engaging with the digital environment around them in the 21st Century and the importance to be responsive to the age and development of the child.  The benefits of children engaging with digital and media develops social interactions, knowledge and understand of the world, themes within the Education for Sustainable Development and Global Citizenship [ESDG, 2008] and furthermore supports Welsh Government (2016), benefits for improving education and development leading to employment and ensuring digital education learning is inclusive to all. The DFC routes to learning supports children 3-16 years with additional learning for practitioners to support with communication and cognitive skills in a holistic approach.   According to Sampurno and Camelia (2019) children with additional needs have fun with adult support engaging with technology which supports their commination and creativity. 
Welsh Government (2008) outcomes support these outcomes, Citizenship strand ensure children will be prepared and develop tools in the digital world around them, such as identifying images, importance of personal information, from the early years progressing through the progression’s steps, benefits of digital technology development. Furthermore, Welsh Government (2018) states access to the digital world enables children to be confident and creative of technology to be successful in todays world. According to Erdogen et al (2018) study, most parents understood the importance of children engaging with digital play and how this will benefit their children in the future. However, parents also highlighted the risks to digital play which may impact on their development: health, inappropriate content, and addiction to screen time. The study suggests parents require guidance to support digital play. According to NSPCC (2008) Bryon Review, most social networks have protection codes and standards which are effective to protect children from explicit content, a recommendation for the online industry was made to ensure all are centred around children and young people and hold accountability. 
To draw this section to an conclusion, on the benefits and risk to digital learning, there is sufficient evidence to highlight the  importance for children to have access to digital technology to support their learning and skills in the early years, however, educators, including parents need to support, scaffolding the learning to ensure children are protected form the risks and encounter no harm. A balance and purpose to accessing digital media, ensuring engagement is age appropriate and meets the child’s age and stage of development to ensure children are safe and protected.  Also, the importance of Welsh Governments (2020) requirement for continued professional development for educators and promotion of advice and guidance for parents and carers to be made available to support  the Welsh Government (2020) Curriculum for Wales and Welsh Governments (2018) Digital Competence Framework.   
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	[image: See the source image]Benefits of interaction with technology
· Social interaction skills
· Problem solving
· Learning about the world around them
· Developing skills in the 21st Centaury
· Curiosity 
Welsh Government (2018) 










Did you know?
· 73% of under-fives were using a tablet or computer in 2015 – National Literacy Trust (2016) 
· 47% of parents reported their children spend too much time in front of screens – National Online Safety (No date)  
· 41% of children reported screen time impacts on play and fun - The Royal College of Paediatrics and Child Health (2018) 
· 88% of children reported screen time impacted on their sleep. The Royal College of Paediatrics and Child Health (2018) 
· Digital use of children 3-12 years can be accessed for gaming, apps on parents phones, smart phones, shop online.  Digital Childhood Report (2017)







A child’s right Article17: Children’s have access to mass media with appropriate guidelines and protection of the child information and materials which are not impacting on a child’s health and well-being.  
Children’s Commissioner for Wales (2021)



Tips to keep your children safe:  The Lamp (2012)
· Show interest in what they are doing – can I play? How does it work?
· Consider Parent Controls 
· Understand the media your child is accessing
· Set rules and boundaries
· Explain the risks and monitor, ensuring access is age appropriate
Further guidance: 5 Steps to Media Literacy for Toddlers and Pre-schoolers - The LAMP 






Parent/Carers information leaflet
Keeping children safe online
 young children 0-7 years

“The Welsh Government is firmly committed to promoting the safe and positive use of technology to our children and young people. But we all need to ensure we play our part in making sure children are kept safe”                                                  Welsh Government (2018)
The aim of the leaflet is to support parents/ carers of young children in  the Early Years, how to have safe access to media and online activity and to understand the risks and benefits.
ensuring children are safe online in their Early Years.  



	Screen time safety: Screen time refers to any time a child looks at a television, smart phone, tablet, computer, games console or even the DVD player in the car.
Screen time can impact on children’s health if not limited and monitored:  
35% of children  said it had a negative impact on their mood/mental health
88% of children reported screen time impacted on their sleep. 
41% of children reported screen time impacts on play and fun
Key questions to ask yourself:
Is screen time controlled?  Does screen use interfere with what your family do?  Does screen use interfere with sleep?  Are you in control of snacking during screen time> 
[bookmark: _Hlk65424277]The Royal College of Paediatrics and Child Health (2018) 
Digital wellbeing is influenced by choices made and content seen, interactions with others and time engagement with technology.  Monitor your children’s engagement, access to content and interactions.
Negative experience online can impact on children’s health and wellbeing. 
Childnet (2018)  further information: Digital wellbeing - Childnet




Risks and Benefits of a digital world for children:
Young children develop digital literacy skills from very young, which can support their learning however they are not able to do manage the risks independently, parents/carers are key to ensuring children are supported and monitored. You may think your child is only engaging with child content, however there are many risks and children gain access to adult content when accessing digital and media devices.  Kidron and Rudkin (2017).  
Children have the right to explore the digital word around them, to explore and develop skills in the early years to embed skills to keep safe and support education to prevent the becoming disadvantaged in the 21st century. 
Children develop at different stages of development; this should be considered when engaging and supporting children’s access to the digital world around them.  (Digital Childhood Report 2017).  
There are many benefits on children engaging with online technology, however, there needs to be a balance and families need to identify the risks and minimise the unhealthy habits  and behaviours and how this can impact a on a child’s health and well-being, sleep, obesity and mental health. Kidron and Rukdin (2017)
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Safeguarding: 
Children are spending more time online in 2020, due to Education online learning being at home and for play, social use. 
Online abuse is abuse that is facilitated using internet-connected technology. It may take place through social media, online games, or other channels of digital communication.   NSPCC (2020). 
Parent/Carers are key to playing a role of helping children staying safe when accessing online and media devices. To ensure children have healthy and safe engagement with technology, in partnership – Welsh Government (2018)
Age Restrictions are there to protect children, protect their privacy and safety. There are also elements  of social media, Facebook, Instagram etc. which may not be appropriate for young children. UK Safer Internet Centre (2018)
Some examples:
[image: ][image: ][image: See the source image]
PG & U – should be suitable, however parents to consider if suitable for children under 8-9 years. 
18- Not permitted for under 18’s content could contain sexual images and bad language.  BBFC (1984) For more information:
Why we age rate films | CBBFC
















 Useful Links:
Resources for 3-11s | Safer Internet Centre  - UK Internet Safe Centre, Resource for 3-11 years. 
Online safety | NSPCC –  parent/carers online safety information  NSPCC
Age Restrictions on Social Media Services | Safer Internet Centre Age Restrictions Social Media 
Parental Controls & Privacy Settings Guides - Internet Matters Parental controls 





Section 4

	Activity Plan 
The aim of the activity is to Introduce loose parts to the outdoor environment – enhancing the play and embedding the learning with digital resources

	
Number of children:

8 children 
	
Age of children:

3-4-year old’s
	
Number of adults:

2




	
Location:

Outdoor
	
Preparation time:

2 hours 
	
Activity time:
1 hour for small group introduction of activity 
Activity to come embedded in the outdoor environment


	Resources:

· Wooden crates
· Loose parts – natural resources, shells, pebbles, small log cuttings
· Calculators
· iPad’s
· Digital printer – enhance their learning and evaluate the activity within the classroom
· Bilingual Welsh/English labels to support the learning - with pictures of the loose parts, numbers, and picture instructions for the use of digital devices 


	Links to digital literacy/competence outcomes:
The activity links to the following Digital Competence Framework 2008 (updated 2021) outcomes: 

· Citizenship - developing skills to become digital citizen’s:
· Health and Wellbeing - Handling digital devices and media with care

· Interacting and Collaborating - methods of electronic communication and know which are the most effective. Develop skills to store data and use collaboration techniques successfully:
· Collaboration – work together with a partner/partners on a piece of digital work

· Producing - These elements cover the cyclical process of planning
· Planning, Searching and Sourcing - respond to and ask some questions such as why, what, how and where in relation to the digital task. 
· Creating - explore and use different multimedia components to capture and use text, image, sound, animation, and video

· Data and Computational Thinking - 
· Problem Solving and Monitoring - create one-step instructions and identify the next steps

Welsh Government (2015) Curriculum for Wales; Foundation Phase Framework.
Outcomes to develop:
· Personal and Social Development
· Language, Literacy and Communication Skills
· Mathematical Development
· Creative Development
· Knowledge and Understanding of the World 


	Details of the activity:

The activity will take place outside with the aim of being child led, inclusive to all.  The environment and resources will be set up prior to the activity by the adult.  During the activity, the adult’s role will be to enhance the learning opportunities, embed sustained shared thinking and to support children learning and children identified with ALN. The activity will become embedded and long term, initially children will be introduced in small groups of 8, introducing the new play resources to the outdoor environment. 

The activity is to enhance the outdoor environment learning experiencing by introducing loose parts in the outdoors, further enhanced with digital resources for the children to explore and develop their digital skills. Introducing loose parts, natural resources will support children’s literacy, numeracy, and digital skills, embedded withing the learning experience, extending the learning opportunities from indoors to the outdoors.

Loose parts allow for child-led play, and for children to make use of these materials any way they choose.  The calculators will support children’s numeracy skills and digital skills, handling of the calculator and iPad’s with care, in the outdoors.  The iPads will be available for children to take pictures of the work, encouraging identification of images and enhancing the learning following the activity to upload/ print the pictures using digital resources within the classroom. The activity can be enhanced and developed further with opportunities for questioning during the use of digital resources and with adult support. The iPads are a resource for the children to research, support questioning with adult support and take/print pictures, data inputting. 

[bookmark: _Hlk64831101]Picture cards of grouping of the loose parts made available, with number cards 1-30 to support the activity, inclusive to all children’s learning and development. The activity will encourage working together, cooperative learning, interacting, and collaborating and opportunity to look at methods of electronic communication. 



Section 4
The aim of the activity is to introduce loose parts in the outdoor environment to support creative development skills and enhance the activity with iPad’s and calculators to support children’s, numeracy, literacy, and digital skills. The activity supports the Welsh Government (2018) Digital Competence Framework (DCF) guidance, this has been developed to support education providers to incorporate opportunities for children to develop digital skills throughout the curriculum. Subsequently and according to Kidron and Rudkin (2017) for children to have a healthy and informed relationship with technology, it is important the curriculum is designed to embed digital skill opportunities throughout and aged appropriate. According to Bruner (b.1915) “a child is a human being and, through social life, acquires a framework for interpreting experiences”.   (Meggitt, 2006,  p. 160).   Introducing the calculators and iPad’s supports children to develop skills to become digital citizen’s and links to the Digital Competence Framework, citizenship strand, Health and Wellbeing outcome, handling the digital devices with care. The activity is outside, which supports Frobel (1782-1852) theory, according to Frobel, outdoor play offers children potential to explore their environment and enable children to engage with natural resources with their imagination, curiosity and creativity, it also good for their health and well- being.  Froebel states quality environments and the interactions are important for supporting children’s leaning and development (Tovey, no date). The outdoor environment and natural loose parts also link to the Health and Wellbeing strand, of the DCF. Furthermore, the activity embeds the outcomes of Welsh Government (2020), New Curriculum for Wales, healthy informed citizens. However, according Hinkley et al (2018) the balance of screen time and outdoor play is important and impacts on children’s social skills, therefore, the adult’s role is important during the activity to monitor children’s play and time on digital devices to ensure a balance of play. 
The aim of the activity is to introduce loose parts to the outdoor environment, to develop creativity skills,  with the enhancement of including iPads and calculators embedded in the activity to support children’s digital skills, children may choose to play with the digital devices and explore the outdoor environment with the iPad,  in addition Hitron et al (2018) research findings identified technology can be powerful to motivate children’s exploration in play, therefore, adults should consider wisely when introducing devices to the outdoor environment, they study highlighted how children where more influenced in their choice of play when having technology resources in the outdoor. 
The activity links to Welsh Government (2013) Literacy and Numeracy Framework and Welsh Government (2015), Foundation Phase Framework, ensuring there is a balance between structed learning and child led. The activity supports this, the learning environment is structured by the adult, providing a safe learning environment, with the aim for children to develop skills, leading to outcomes of the framework, offering support, alongside, the child’s learning.   According to Tickell (2011) without adult support, children’s development is likely to suffer, impacting on opportunities to engage and develop new skills.  Furthermore, Palaiologou (2016) highlights the need for practitioner’s in the early years to consider children’s experience within the home environment to access to digital technology and the of quality to educational outcomes. Consideration for parental engagement of the activity may have been beneficial to consider enhancing home/education links and safety messages of access to digital devices within the home, supporting home learning.  According to Kontovourki et al (2017) pedagogical practice, when introducing digital literacy, this opens spaces for children to explore, problem solve and curiosity, extending the learning.  The iPad’s can be used to support children’s curiosity, questioning, with the support of the adult, to research and support the learning, this links to the DCF outcomes, planning, searching, and sourcing. 
[bookmark: _Hlk65348652]The activity supports communication skills and working together, cooperative learning with being a small group and access to digital devices. The activity supports interacting and collaborating, elements of the Digital Competencies Framework strands, Welsh Government (2018) offering children the opportunity to look at methods of electronic communication through play.  The group activity promotes working together to sort the loose parts, according to Vygotsky (1896-1934) social interactions develops skills to build on knowledge, the activity allows a learning environment for children to communicate together to achieve the task, this supports Vygotsky theory of collaborative learning, child cooperation. Furthermore, Deaton (2015) sates media and ICT change the way social interaction occurs in the world around us, a modern version of Bandura (1977) theory of social interaction, learning from others, such as peers and adult interaction, by observation. However, Lawrence (2018) suggests educators should implement a form of digital play that is collaborative however, non-competitive, and the monitoring of cooperative play is important, to achieve the aim of the outcome. The activity supports the outcome for working together on a piece of digital work, this can be with their peers or with adult support. 
The activity supports opportunities for children to develop numeracy and literacy skills with the resources made available, loose parts, and calculator and ipad’s to  support children’s experience of developing digital skills, through play, the activity also supports the DCF elements to collect and record data, data skills.  According to Piaget (1969) children learn by doing, by giving children access to digital devices this supports their development. The activity encourages children to sort and match, the ICT resources are available for the children to explore and develop their skills to record their collections, supporting numeracy by using the calculators and evaluate their play. According to Welsh Government (2015), children aged 3 and 4 years old have opportunities to explore and develop mathematical idea’s and language and opportunities to experience the use of a range of media, including developing technologies.  The activity supports the developing of technologies by allowing the children further opportunities to enhance the activity in the classroom, displaying, printing, and uploading on ICT resources available, such as data inputting, printing and uploading their pictures and recording, research, linking to the DCF strand for Data and Computational Thinking.

According to Donaldson (2015), children need to have a strong citizenship of the world around them and the ability to develop digital skills to support their learning. Furthermore, Welsh Government (2018) state digital competence is a set of skills which develop children’s knowledge and attitudes in becoming in supporting children to become capable and confident citizens in their society.  The activity provides children to explore and develop skills with digital resources, the calculator and Ipad’s allows children to develop digital competence skills of each strands of the Welsh Government (2018), DCF Framework: Citizenship, Interacting and collaborating, Producing, Data and computational thinking.  In addition, Welsh Government (2020), New Curriculum, four purpose’s and ensuring numeracy, literacy and digital skills are cross-curricular and for children to become confident in using a range of digital and media ICT to make sense and function in the world around them. The activity supports the DFC for opportunities to identify the loose part, access to the calculate and iPad for identity, image and reputation and health and well-being DCF strand. Furthermore, Knaus and Featherstone (2015) state, sorting for young children is an important concept for developing data skills, adults play a vital role in supporting children in learning data concepts in a child’s environment through daily routine and play.  Loose parts allow for children to sort, count, match and create patterns and with enhancement of the digital devices, supports the development of data skills.  The activity is very focused on numeracy and literacy skills, which may impact on the children’s creativity of where they will take the play experience, Rotas (2019) loose parts transforms how children see and develop creative skills, holistically.  NSPCC (2018) highlights the importance to ensure vulnerable children and inclusion of developing skills to be made aware of the risks of online engagement.  The Bryon Report set our 38 recommendations in ensuring children are safe online. 
The activity supports opportunities for children to develop their skills and knowledge of Information and Communication Technology (ICT) with the use of calculators, Ipad’s and opportunity to print or upload their pictures.  Welsh Government (2020) state literacy, numeracy skills, digital skills must be embedded throughout the curriculum and not a separate element of learning. This is supported by Kontovourki et al (2017) the research findings concluded through literacy learning, introducing digital literacy skills gives children opportunities to explore, problem-solve and an independence to and print and non-print skill acquisition.  
The activity is child led, according to Libretto (2016) child led play supports all children and may impact on children with additional needs and their learning opportunities, the plan is inclusive to all children’s needs with additional adult support.  The activity picture cards are a tool to aid the activity and to support children with additional needs. The adult and digital devices can be accessed to support a child with additional learning needs and supports the DFC routes for learning outcomes, Welsh Government (2018), collaboration, attention between the adult and digital device and creating, indicating actions of the digital devise, pressing buttons on and off.
To conclude this critical evaluation of the activity, consideration for balance of the digital devices resources and impact of play is important, however for the activity to be child led, the adult’s role is to support the learning opportunities and enhance the learning opportunities.   To introduce new resources, loose parts and digital devices together may impact of the aims of the activity and outcomes. 

[bookmark: _Hlk65406702]
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