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EDEC407 – Assessment 1 Learning Pan.

Learning Plan 4

Learning Area (Indicate which STEAM component, 
science, technology, arts, etc.,): Technology 

Ages/Level : 3 – 6 
yrs 

Class Size: 15

Topic and Rationale: Exploring Digital Art: Creative Expression with Tablets
Activity Description:
It will involve children, tablets, and drawing and painting applications so that they make their art 
on tablet. This activity familiarizes them with the use of these gadgets so that they can achieve the 
same effect of colour, shape and even creativity unlike through the use of pencils or paints in that 
it does not involve spilling of ink.

Support for STEAM Literacy:

This activity combines technology with art, which promotes children technological 
competencies and at the same time creativity (Casillas Martín et al. , 2020). This enables 
the learners to practice with the gadgets, refine their motor coordination and adopt the 
perceptive of the art work done using the devices (Su & Yang, 2022).

Integration of STEAM Disciplines:

Digital art can be defined as integration of technology in arts where children can play with 
colors, forms, and patterns in virtually. This activity fosters creativity skills and 
technological skills, artistic and innovative at the same time (Elliot 2020).
Special Consideration: For children with fine motor difficulties, use adaptive styluses and ensure 
the tablet interface is user-friendly. Provide additional support as needed to help them navigate 
the apps and tools.

Intended learning 
outcomes

Outcome 4 of EYLF: "Children use their imagination and creativity 
to explore and express ideas through a range of media and 
materials."

Children will showcase their learning of digital art and create arts 
digital using computers emphasizing the learning of different 
concepts touching on digital art.

Evidence of learning 
outcomes

Proof/Evidence:
Review children’s creations made in digital form and evaluate their 
understanding of the applications used for drawing and painting. 
How they came up with the ideas for the technological application 
and how they interacted with the technology throughout the process 
(Blewitt et al., 2020).

Reflection on Outcomes:
Evaluate children’s digital art creations and their comfort with using 
digital tools. Provide feedback on their artistic choices and technical 
skills, encouraging further exploration of digital media (Parker et al., 
2022).
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Risks Ensure tablets are securely used to prevent damage and avoid exposure 
to inappropriate content. Supervise screen time to avoid potential eye 
strain or overuse.

Location, resources, 
and 
equipment/furnitur
e

Location: Classroom with a designated area for digital activities
Materials: Tablets with drawing and painting apps (e.g., Doodle 
Buddy, Drawing Pad), adaptive styluses
Equipment/Furniture: Tables and chairs for tablet use, storage for 
tablets

Key STEAM concept 
or Vocabulary

Vocabulary: Digital art, drawing app, painting app, creativity
Progression: Children will progress from basic app navigation to 
more complex digital art creation, enhancing their digital and artistic 
skills.

Activity/ Experience 
process (explain 
your activity in easy 
steps e.g., explain to  
the children that 
they are going to …)

 

Introduction: Introduce the concept of digital art and explain how, 
with the use of tablets, one can draw and paint. What can be 
considered simple digital artworks? 

 Demonstration: Show and explain how to draw and paint using the 
apps for drawing and painting the outlines of the gadgets, the color 
options, shapes, and the steps involved in saving the artwork. 

 Hands-On Experimentation: Introduce the apps to the children and 
let them use them in order to create art works on their own. Suggest 
diversifying and painting with different colours and different kinds 
of brushes and practising different designs. 

 Discussion and Reflection: Encourage children to show their digital 
artwork and explain their ideas behind it. Encourage them to 
compare their choices and/or share emergent stories about using the 
technology. 

 Extension Activity: Introduce other, additional functionalities of the 
apps or try different approaches to layering and using digital stickers. 

Assessment (How 
will you know 
children have met 
your learning 
objectives? e.g. 
observation of 
children’s 
engagement 
throughout 4 days)

Demonstration: 

 In this case, describe how the children are able to manage themselves 
through the apps to develop digital artwork, the time spent on the 
technology part, and the art products that result from the technology 
part. 

 

 Reflection on Learning Outcomes: 

 Assess the children’s use of selected media and technology tools and 
their learning creativity. Offer comments on the pieces in the electronic 
art gallery and inspire the students to experiment with digital artistry 
some more (Campbell & Howitt, 2024).
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