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Section 1
Technologies and media have become a big part of daily life and the digital world continues to grow at a rapid pace which means that for children to become ambitious and capable learners, they should be taught and shown how to use digital media confidently and safely so that they have these technological skills for their adult life. Therefore, to encourage the teaching of digital competence in schools, the Digital Competence Framework is included in the new curriculum for Wales and adults are being encouraged to learn how to keep children safe in the digital world and how our digital knowledge can be shared with them (Welsh Government, 2018).

There are many benefits to children using digital devices, as well as many risks that need to be safeguarded, which will all be discussed and evaluated in this section.

One of the main benefits of digital devices is that children can connect with friends and family all over the world, especially during these COVID-19 lockdowns where children have not been able to see the people they care about. Through digital devices, children have had access to online lessons with their friends and teachers and can have fun in connecting with their friends and family through games, video calls and messages. Ofcom (2018) suggests that being socially active through digital devices can help maintain the connection of personal relationships because there are multiple ways to keep in contact with others, which is easier to do now considering 78% of the UK population had a mobile phone in 2018, an increase from 39% in 2012, as well as more people owning tablets (an increase from 11% in 2012 to 58% in 2018 in the UK).

Having good relationships and developing social skills is thought to be important by SCAN (2021), as they explain that social development allows children to interact with others in a healthy and respectful way, and that having good relationships with their classmates can help improve their concentration in their educational development because they can feel safe and comfortable in their environment.

Although talking to people from anywhere in the world can be interesting and engaging, there is also the unfortunate risk of being in contact with people who can be negative or dangerous. This leads to problems such as cyberbullying and grooming which is why these dangers and risks should be explained and discussed with children, as explained by Kidscape (2021), so that children can become educated in noticing potential dangers they may find online, as well as learning to be respectful and kind to others in the digital world, just as they would in the real world.

Subrahmanyam, Frison and Michikyan (2020) argue that although digital media provides opportunities for children to socially interact with one another, it could also discourage social interactions face-to-face, especially when they are emerged in interesting content online or solo-player games. This could lead to lower self-esteem when having to interact with people face-to-face, because confidence in speaking to people in reality has not been developed as much as talking to people whilst hiding behind a screen.

With social media comes invasion of privacy and a lot of people’s lives are now shared through multimedia platforms such as Facebook, Instagram, Snapchat, etc. According to BBC News (2020), 21% of children aged 8-11 years in the UK had a social media account in 2019, and that 49% of 8-11-year-olds owned a tablet, as well as 37% of 5-7-year-olds owning one as well. This means that children are more exposed to body imaging (by witnessing air-brushed photographs) and may observe other people’s looks and general lives as more interesting or better than their own. This can damage a child’s self-esteem and self-worth because they may see others as being “perfect” which may result in them looking down on themselves. It was reported that young girls had more negative attitudes towards social medias in relation to body imaging, but also that boys had comparison complications regarding sports or physical abilities (Tatangelo and Ricciardelli, 2015).

Through observing others, Bandura’s social learning theory can be applied to social media. Gray and MacBlain (2015) explains that Bandura’s social learning theory proposed the idea that children copy the behaviour of those around them by observing and mimicking the actions of others. This can be considered as both positive and negative in relation to watching others through digital media. On the one hand, if children are watching inspirational videos, helpful guides or discover influential people organising charities or other positive events, they can become inspired in helping others and can continue the positive attitudes from others they see. On the other hand, children could also come across violent or aggressive videos online, as well as the chance of observing violence and bad attitudes in games, which could result in them copying this bad behaviour, as suggested by Bandura’s social learning theory.

It is assured by NSPCC (2018) that the content in which children see online can be guarded or protected to a certain extent by adults using safety measures such as parental control on devices or blocking inappropriate content for children such as violence or pornography. Content creators such as YouTubers and twitch streamers are prohibited to create and publish content that may be considered as violent, threatening, dangerous or discriminatory, and are also being encouraged to use less vulgar language to better suit young audiences, as their content can now become censored, demonetised or removed if these rules are broken (Twitch, 2021).

As well as free-time, children are using more digital devices in school, as schools provide laptops, tablets, computers, and other similar devices that children can use, either as free-play or as part of a lesson. This is because the curriculums offered to Welsh schools (such as the Foundation Phase and the Digital Competence Framework) involves practitioners into educating children in becoming digital citizens by learning how to use technologies appropriately and responsibly and using the digital media to enhance their holistic development (Johnston, Highfield and Hadley, 2018).

Digital media can help a child’s holistic development because different devices can be used both in school and at home for educational and learning purposes. For example, Crompton et. al. (2018) demonstrates that bee-bots and other similar robots can be used in schools that can engage children in developing their mathematical and scientific skills such as problem solving, sequencing, and programming. This supports Piaget’s idea of the importance of children becoming young scientists, as explained by Gray and MacBlain (2012), and Piaget believed in the importance of developing cognitive thinking, which can relate to the computational thinking skills that children can develop with these robots. As well as this, children can take their first step into becoming young scientists with digital media by being able to use search engines to research facts or information that they are interested to know and can satisfy their curious minds.

Arnott et. al. (2018) expresses that with the evolution of technologies, children’s fine motor skills are being developed using touch screen technology such as tablets or the Nintendo DS, where some games require careful touches. However, Dunn and Sweeney (2018) point out that with the growth of touch screen technologies and keyboards, children are less enthusiastic about writing outside of digital media and therefore are not using pens and pencils to write. Although learning to write is an essential part of children’s academic curriculum, writing can be used in different ways, and expressing a message through digital media can be one of them. More technology is being used in recent years which means that learning to type can also be considered just as important as learning how to write with a pen (Dunn and Sweeney, 2018).

Furthermore, Yelland (2018) explains that digital media is also playing a part in developing children’s literacy and language skills, as not only can children communicate through messaging and voice on digital devices, but there are also apps and games that can help children with their phonics, reading and writing skills. Through digital devices, children can develop these skills independently or working with others and can do so both in school and at home. In addition to this, children can learn new terminology through some apps and games. For example, Minecraft offers terminology used in construction as children can learn the names of different types of materials and how they are used in building their world.

According to Marsh et. al. (2018), another area of development that can be enhanced through digital media is creativity. It was reported that there are apps that allow children to create their own music, art, and videos, or even their own digital world, which can help children in their creative thinking by using problem solving skills and using their own ideas to create something on their own or in collaboration with others.

Hand-eye coordination is another key skill that factors into gaming, as children learn to handle controllers and use both their hands and sight together to react fast and accurately to their screen. This can also improve a child’s concentration, as some games require focus (Smith, 2004).

Although digital devices offer children a world of interesting learning and opportunities, they should be used in moderation as to not affect children’s health. Examples of problems that subsequent from the overuse of watching TV or using other digital devices that are provided by Sigman (2012) include: headaches or migraines, or problems with blood pressure levels or cholesterol. There is also the risk of outdoor activities and general exercise being neglected if an addiction to digital devices grows, which can lead to obesity, diabetes, or general poor physical health.

Chassiakos et. al. (2016) highlights that digital media can have a good impact on children with additional needs such as autism, speech impairment, or global delay because there are interactive digital medias that can assist in helping children with communication and other areas of development. The bright colours and intriguing games, both educational and creative, can help children, especially those with a disability, to be engaged in their tasks and to learn through an enjoyable environment.

Shapi’i et. al. (2018) explains that games and technology can be a more of an effective method for helping an autistic’s child development because they can get more excited using technological games. These games can help children with their motor skills such as hand-eye-coordination, as well as their communication and emotional development through learning about other people’s feelings and gaining sympathy and happiness for their characters.

In conclusion, children’s holistic development can be improved using digital media and adults can help children to become capable and confident individuals in the digital world that continues to grow around us. With the help of adults, children can understand and be protected from the dangers and risks of the internet and can use digital devices in a safe and healthy way.


















Section 2
This leaflet is to help parents/carers who may feel worried about their
children using media and/or digital devices. The internet can be a dark and scary place, but if used safely, digital media can have many benefits for children’s development. This leaflet will highlight some of positive things about the digital world, as well as some of the negatives and how we can protect our children from
      the potential dangers of technology and the media.




[image: ]The rapid growth of the technological world offers children opportunities to connect with their friends and family wherever they are in the world. The internet has been especially beneficial during the global pandemic caused by Covid-19, as children are able to keep in touch with their friends during this tough time. They can also keep up with their teachers and schoolwork using Teams, HWB and other apps and websites to support their academic learning throughout our lockdowns.

It is important for children to maintain social interaction with others because it allows them to develop their social and emotional skills such as:
- Identifying the emotions of others, as well as themselves.
- Effective listening.
- Collaboration.
- Taking turns / sharing.
- Empathy.
- Building confidence.
- Being a good friend.
(White, 2021).



                  Quick facts:
What skills can children develop through technology and online media?
· Hand-eye coordination.
· Language skills.
· Teamwork and problem solving.
· Increased knowledge and understanding of the world.
· Social skills.
(KiddieTAB, no date).


(Reading Rockets, 2013)






Although there are some risks to children being online, adults should understand that digital play can offer many benefits for children as well. For example, digital play allows children to learn how to use technology for the future where technology will be a part of our everyday lives. It also helps children’s educational development, as some games can offer learning to basic mathematical or literacy skills. Other games, such as Minecraft, can teach children about creativity and construction in a fun environment. These fun learning environments also means that children will have more motivation to complete challenges and to learn because digital play can offer them exciting worlds and games that help them to concentrate and focus on their tasks whilst being visually engaged (Erdogan et. al., 2018).








[image: ]According to NSPCC (2020), some serious dangers children may be exposed to by being online can include:
· Cyberbullying or trolling.
· Grooming.
· Inappropriate sites or images (be it sexual or violent).
· Lack of privacy.






(Queensland Government, 2021).     As well as the benefits that digital media brings to children, it 
also comes with some dangers that adults may be cautious about. For example, Rowlinson (2019) explains that children may be exposed to cyberbullying, a term that is used for someone who is being emotionally hurtful or manipulating to others on the internet. It can be easier for people to be more mean or hurtful online because the person cannot see them, and empathy may not be as strong through screens.

Rowlinson (2019) also demonstrates that the world wide web has a
vast amount of content, some of which can be inappropriate for
children such as pornography, violent or aggressive content, drug misuse, or topics that can encourage discriminatory or even illegal behaviour.





But do not let these risks scare you! With every risk comes a safety barrier or solution that adults can provide to keep their children safe on the internet.
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Parental control on multiple devices can be used to help protect children from inappropriate content because such sites can be blocked or filtered out with the right settings. As well as this, parents can control privacy settings so that personal information is not released, and location tracking can be turned off. Parental controls can also be used to set time limits for your child online so that they are not overusing digital media (NSPCC, 2021).
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Description automatically generated with low confidence](World Top Updates, 2017).

 UNICEF (2021) expresses that adults should not be afraid to talk openly and honestly with their children about the dangers of the online world. Talking to your children about the risks of digital media can help children overcome these risks and stay safe when using the internet. This will also help your child to trust you, just as you have trusted them to use the internet safely and are more likely to come to you if they think something is wrong. Talking to your children about things such as cyberbullying will also prevent them from cyberbullying others themselves and can help teach them to be kind on the internet, just as we would in the real world.
Here is a fun and educational YouTube video you can watch with your child to help them understand the risks of digital media and how to stay safe: https://www.youtube.com/watch?v=veWYXJd0zKc 






If you would like more information on child safety online, see the useful links below:
ChildLine: https://www.childline.org.uk/info-advice/bullying-abuse-safety/online-mobile-safety/staying-safe-online/
NSPCC: https://www.nspcc.org.uk/keeping-children-safe/online-safety/ 


Section 3
	Activity Plan for Digital Literacy Skills

	Number of children:
5 per group.
	Age of children:
7 years.
	Number of adults:
1 per group.

	Location:
School’s woodland area and the classroom.
	Preparation time:
5 minutes.
	Activity time:
45 minutes.

	Resources:
· Tablet/I-pad for each child.
· Computer for each child.


	Links to digital literacy/competence outcomes:
· To use a search engine to find information.
· To save their own work, using a title and their name for the file.
· To develop text and images through appropriate components.
(Welsh Government, 2008).

	Details of the activity:
Each child will have a tablet/I-pad to take with them to the woodland area in the school yard. (Ensure children are appropriately protected for the outdoors. For example, coats and wellies in wet weather, or sunhats and sun cream in hot weather. This will not be able to be done in the rain because it will damage the tablets).
Firstly, the children will be free to explore the woodland area and hunt for minibeasts. They will take pictures of any minibeasts they find, or they think are interesting, with their own tablet whilst being supervised by the adult.
The children will then choose their favourite pictures that they have taken, and the adult will share those chosen pictures to the computers.
Next, the children will log into their hwb accounts to access j2e and will have guidance by the adult to upload their pictures to a document and to type out the name of each minibeast next to the picture, as well as a fun fact about them, which the children can find through a search engine. The children can use any question they want to search, for example “what do ladybirds eat?” and they can be creative in the fonts and colours that they wish to use.
Lastly, the children will save their own work at the end by making an appropriate title for the file alongside their name.




Section 4
This activity plan does not require many resources and does not have a long preparation time, however the actual activity itself can be time consuming so it may be difficult to find time for all the children in the class to complete in one day.

Although the core purpose of this activity is to promote digital competence skills, this activity can help a child’s holistic development and follows guidance of the Foundation Phase, as it includes most of the seven areas of learning. For example, children’s literacy skills are developed by having to type sentences and spell words, as well as using some grammar in their work. It can also help children with their personal and creative development because they are able to make independent decisions throughout the activity and can be creative in the way they present their findings of minibeasts. In addition to this, children can develop their physical skills, both gross motor (by climbing and ducking when hunting for the minibeasts) and fine motor (by using the keyboard and mouse) through this activity. These are some of the areas of learning that is encouraged to be used in all cross-curricula activities within the Foundation Phase to support children’s holistic development (Welsh Government, 2015). 

However, the plan could include more Welsh language, as Welsh language development is another area of learning that is included in the Foundation Phase Framework. PACEY (2021) explains that Wales is a bilingual country and that the Welsh Government are encouraging children to develop their Welsh language skills as a means for children to become interested in Welsh language as they grow older and to gain a better understanding of our nationality and culture. Perhaps the plan could be altered to encourage more use of Welsh language. For example, the children could research and learn the Welsh names of the minibeasts that they find.

The outdoor part of the activity can be considered as child-led, as they are free to explore the woodland area with supervision of the adult and can find and take pictures of any minibeast that they find interesting. The children also have freedom in choosing their own fonts and colours when organising their written work on the computer and can come up with their own questions that they want answered for the minibeasts that they found and took pictures of. According to Whitebread et. al. (2007), encouraging children to make independent decisions can be important because it can help a child to understand that they are able to make choices on their own which could develop their confidence and self-esteem. Being independent is something children will need to learn for their adult life and being able to make decisions in their own activities like this one can help them to achieve a better sense of independency.

Despite the opportunities provided in this activity for child-led decisions, this activity plan could next time be changed to be more play-based. Play Wales (2021) states that the Welsh Government Play Policy of 2002 was set out to express the importance of play opportunities in schools for children and recommends each school to have their own play policy to show that each child’s unique skills and qualities are respected and that their opinions and interests are acknowledged by providing them with time to explore themselves and play. Barnett (2018) emphasises that children can benefit from play-based learning because play activities can be more fun and exciting for children to engage with, and therefore they will gain more concentration within the task and could be more engaged with what they are doing. Barnett (2018) also explains that play can help children to develop their social skills by interacting imaginatively with each other and share ideas, which also links to their emotional development because they can begin to understand different people’s emotions and how people can feel differently about things. For example, by hunting for the minibeasts together, a child that likes spiders may discover that another child is afraid of them. The written task of this plan is not play-based, as the children are limited to what they can present in their work. For a future plan, the children could work together and choose how they present their research, to make it more play friendly.

As shown in the plan, there are specific outcome links for children aged 6-7years from the Digital Competence Framework that are considered in this activity which are to “use keywords to search for specific information to solve a problem”, “save work using an appropriate file name” and to “create and edit multimedia components in order to develop text [and] image”, as quoted from the Digital Competence Framework provided by the Welsh Government (2008). The DCF is considered to be an important part of the Welsh curriculum by the Welsh Government (2018) because for children to grow into informed and capable learners in today’s rapid growth of the technological world, they must be taught the skills and knowledge of using digital technologies and systems in a safe and creative way. This activity aims to help children in their digital competence development, as the direct links to the outcomes can help children to produce data through research and technology.

It also fits into the new curriculum for Wales because it follows one of the four purposes set out by the new curriculum which is for children to be ambitious and capable learners. According to Welsh Government (2020), this purpose includes aims for children to find and question information through digital technologies, which can be helped and achieved through this activity, as they are researching information on minibeasts using the computers. The activity can also help children into becoming confident individuals, which is another one of the four purposes in the new curriculum. The activity does this by providing children with opportunities to make their own decisions which can help them to develop their independence and subsequently, their confidence.

Some adjustments to the plan could be made to suit children who have different needs and abilities. For example, children with additional needs may need to be in smaller groups, or the activity could be presented to them as a 1:1 task so that they can receive an appropriate and focused amount of help and guidance from the adult. Monaghan (2011) explains that equal opportunities should be given to children no matter their abilities to follow the Equality Act of 2010 and that adjustments should be made when necessary to suit children’s needs and abilities. This idea can also be applied to planning and preparing activities for children, and therefore practitioners can follow this guidance by making room for adjustments in all activity plans that they create.
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