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Section One

The purpose of this paper is to evaluate and analyse the use of ICT and digital media as a means supporting young children’s development in the early years and the possible positive and negative effects created from the use of digital media and ICT on children’s learning and development.  Digital literacy is at the forefront of education in Wales (Welsh Government, 2019). Kardefelt-Winther (2019) and UNICEF (2017) expressed that children's use of digital technology has rapidly developed over the past decade, creating concerns about how digital activities may positively or negatively affect children (George and Odgers, 2015; Unicef, 2017; Kardefelt-Winther, 2019). It is apparent that there is a pressing need for more information about the positives and negative aspects of digital devices to the broader population. Whereas teaching staff deliver the curriculum to children through interactive lessons and interventions to support children with additional needs, there is an inconsistent record of “digital literacy and media education initiatives” (McDougall et al., 2014, cited in UK Council for Children’s Internet Safety, 2017, p. 66). The Children’s Commissioner (2017) and the Parliament. House of Lords (2017, p.8) concur that children have a right to a digital literacy education from a young age and it should be the fourth pillar of quality “education alongside reading, writing and mathematics”. 

Kidron and Rudkin (2017) emphasised that the digital environment was created for adults. Therefore, it is rarely explicitly designed to develop children’s minds by adapting to their needs, creating confusion and a hostile environment for young users (Kidron and Rudkin, 2017). However, according to NSPCC (2018) and Turkle (2011), 53 per cent of children by the age of four use the internet and half of the children by the age of 10 have their own mobile phones, where they spend more time looking at the device than socialising face-to-face.  Arnott, Palaiologou, and Gray (2018) emphasise that digital devices have developed rapidly and became progressively user-friendly for young children after producing the first iPad in 2010, making it more accessible for young children’s fine motor capabilities. 

The International Literacy Association (2019) and Chassikos, et al.  (2016, p.1) state that ‘today’s generation of children and adolescents are surrounded by and immersed in a digital environment’ as itis prevalent within homes, schools and the community. However, The International Literacy Association (2019) and Chassikos, et al.  (2016) assert that there are conflicting opinions about digital technology in early childhood leading to misunderstandings for teachers and families. In addition to the contradictory opinions, Edwards (2015) and Barnes, Greenway and Morgan (2021) concur that practitioners experience difficulties within early years education to integrate digital media within play-based learning provision effectively and that learning has to be designed to motivate and engage students online. Conversely, the Scottish Government (2016) successfully uses digital technology to enhance learning and teaching across all Curriculum for Excellence areas. Also, within Wales (Welsh Government, 2018) practitioners use the Digital Competency Framework to instil academic achievements across the curriculum by condensing a series of skills to help students flourish in an increasingly digital world.  

Marklund and Dunkels (2016) state that digital play is used to develop children’s literacy development and no longer rely on only traditional methods to sustain reading and writing abilities within Swedish preschool. Mertala (2016) states that digital media is used as a concrete learning resource and a subject to learn about within the Finnish Curriculum for Preschool Education. Massey (no date) believes that Piaget’s theory (1957) that physical objects have to be manipulated for children to gain normal cognitive development is incorrect as those born with the inability to move their hands have cognitive capabilities. The use of concrete resources was pioneered in education by Montessori (Feez, 2010).  However, Primary Montessori (2018) strongly suggests screen time limitation to allow children to engage in hands-on learning to develop a sense of curiosity and exploration. Beurkens (2020) emphasises that children need face-to-face interactions to engage in real-life social engagements which is not achievable through the overuse of digital media that disallows children to understand non-verbal and verbal communication and empathy. Importantly Primary Montessori (2018) highlights that children learn how to work as a team, develop leadership skills, practise social skills and gain empathy through face-to-face interactions. 

Edwards (2013) suggests that pedagogical perceptions on play have not incorporated digital technology within the early years, although there have been thirty years of research.  Clark and Moss (2011, cited in Dunn and Sweeney, 2018) state that children are recognised as competent social actors that are experts in their own lives. The International Literacy Association (2019) and Mertala (2019) stipulate that students learning digital skills, using digital resources and media are necessary to prepare children for long-term academic success and their future in their working lives. Even though the International Literacy Association (2019) states, there are accumulative apprehensions regarding the impact digital media has on children’s social skills and attention levels. 

However, Unicef (2017) and Bryne et al., (2016) stipulate that children’s social relationships benefit from digital media due to the ability to stay in touch and engage through various activities and social media platforms with friends. UNICEF (2017) states that children who lack confidence from the start will compensate online and build positive friendships. For instance, Granic, Lobel and Engels (2014) state that 70 per cent of children play online alongside and competitively against their friends, where they learn prosocial behaviours and skills which may generalise outside of the gaming environment. Boyd (2014) and Danby et al. (2018) agree that social media provides children with opportunities to partake in social lives and communicate through problem-solving, sharing knowledge and sharing creative ways of exploring using technology. First Discoverers (2016) conveys that Bruner's theory (1960) on discovery learning and spiral curriculum is still poignant as it allows children to extend their knowledge through their interests. Additionally, Vygotsky’s zone of proximal development cultural context (1978) can be adapted to link to children playing on digital media as they can problem solve in collaboration with more capable peers and adults (First Discoverers, 2020). However, evidence suggests that children have a more superior knowledge about technology than their parents or caregivers and are shaping communications due to growing up in the digital age, as Garside (2014) stated. 

During the lockdown across the United Kingdom due to the Coronavirus pandemic (Welsh Government, 2021), children are spending more time at home unable to physically see their friends which means children naturally gravitate towards technology to stay in contact (NSPCC, 2021; Own it, 2021). Although technology enables children to remain in touch with their peers, it is important to have safety settings in place as the internet does bring the potential for children to come into the harm of being abused and cyberbullied (NSPCC, 2021; Own it, 2021; Learning NSPCC, 2020). The Department of Health (2017) acknowledges that to safeguard children; everyone has to promote children's welfare by preventing them from risk by identifying risk early and protecting the children from harm when required. The Wales Safeguarding Procedures (2019) safeguard children and adults as it details essential roles and responsibilities for practitioners to abide by (Welsh Safeguarding Procedures, no date). Additionally, the Byron Review (2008) has strong recommendations that practitioners must also ‘identify online safety as a priority for Continuous Professional Development’ (NSPCC, 2018, P.11) to ensure they continue to safeguard children. The importance of teaching children about online safety has to go further than practitioners emphasising the matter; it is also the job of parents and carers to discuss this with their children especially as children have more time at home than anywhere else (Department for Education, 2021). 

Horrocks (2020); Centerprise International (2020) and Teach First (2020) concur that a digital divide and inequality has become more apparent across the educational system as evidence of the attainment gap between the wealthier and poorer students widened due to the school closures during the Covid-19 Pandemic, resulting in remote learning. Montacute (2020) and Sharp et al. (2020) are concerned the attainment gap will further broaden in both the long term and short term with the addition to the gap between disadvantaged pupils and their peers increasing by 46% during the 2019 and 2020 school year and they are four or more months behind in the curriculum. 

Montacute (2020) state that Early Years settings provide educational opportunities to narrow the attainment gap as the poorest children are already eleven months behind before beginning school. (Centerprise International, 2020) Although children can access appropriate equipment and support during school hours, there are 84 per cent of schools with the most disadvantaged pupils that do not have enough access to the correct technology to support them during remote learning, which is detrimental to their education (Centerprise International, 2020; Teach First,2020). Paus-Hasebrink et al. (2019) proclaim that poor people run the risk of being further marginalised in respect of their educational achievement from the lack of financial resources and create a lack of prospects and participation opportunities. 

Montacute (2020) state that teachers in the most disadvantaged schools feel they need training and support to deliver online lessons as they believe they are less able to provide teaching through this approach. Additionally, Dunn and Sweeney (2018) share that practitioners see the potential benefits of using digital media, but they lack technological and pedagogical knowledge. Sillat, Kollom and Tammets (2017) point out that the implementations of ICT within Early Years Settings are connected to the teachers' attitudes, personalities, ICT skills and experience. Lough (2020) concurs that teachers need the training to deliver the curriculum and guidance on the expectations, adaptions and discretions for headteachers. Roundy (no date) states that Bronfenbrenner Ecological Systems Theory (1979) is placed on the belief that their microsystem influences a person’s development, and their relationships are based on bi-directional influences. First Discoverers (2020) associated Bronfenbrenner’s Ecology of Human Development theory (1979) with the diverse range of barriers that those within Early Years may experience where digital technology is being introduced as there may be support from the ecosystem, but the practitioners in the microsystem may resist due to the lack of training opportunities. In contrast, Marklund (2019) acknowledges that it is mandatory to support and develop teachers and pupil’s digital competence within the preschools and schools’ settings within the Swedish school system. The Swedish school system methodology concurs with the Digital Competency Framework (Welsh Government, 2018) as settings must continuously review practitioners' professional learning needs. The Digital Competency Framework (Welsh Government, 2018) has been available within settings since September 2016. It is the first element of the curriculum that embeds digital expectations within the new Curriculum for Wales (Welsh Government, 2015). 

Integrating ICT into learning is  most of all connected to the teacher's personality and attitude towards 
the  implementations  of  ICT,  which  are  significantly  Influenced  by  the  teacher  ICT  skills  and 
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The Digital Competence Framework (Welsh Government, 2018) complies with the United Nations Convention of the Rights of the Child Article 29 (UNICEF, 2017). Welsh Government (2018) states that the Digital Competence Framework provides individuals under the age of 18 with an education that develops their talents, personalities and abilities, which also teaches them to understand their rights and respect other people’s rights. Johnston, Highfield and Hadley (2018) stipulate that there has to be a consideration of how practitioners will foster children's ethical behaviours, and respect their rights and others through developing as digital citizens by using technology appropriately and through the implementation in the curriculum. (Cherry, 2019; Nabavi, 2012) Bandura’s Social Learning Theory (1977) points out that children are like sponges, and they learn by observing others' actions and developing similar behaviours. Shrier (2014) state that children learn from watching their parents, caregivers and watching things on digital media. Bandura’s theory (1977) can be used controversially for the negative and positive aspects of digital media. Deaton (2015) highlights that practitioners can use social media to enhance children’s attention, memory and motivation and improve social learning factors. However, Bandura’s experiment on the Bobo Doll suggests that when children see behaviours, they begin to accept them as usual and imitate the acts (Cherry, 2020b). 
Livingstone (2017) and Childrens-Rights Digital (2021a) believes the United Nations Convention on the Rights of the Child (UNICEF, 2017) should be amended due to the world-changing in many ways, and the articles were adopted before the anticipation of the digital environment that the children live in. Livingstone (2017) believes if the UNCRC (UNICEF, 2017) implements and reflects the digital era that children live in, it will support and not disregard their rights which coincide with the Council of Europe (2020, p.2) as they want ‘adults and children to understand what needs to be done to make sure children enjoy their rights in the digital environment’.  The Parliament. House of Lords (2017) concurs and believe children must have the same rights online as they do offline. Childrens-Rights Digital (2021b) announced that on the 4th February 2021 Germany is one of the first countries to implement the rights of children in the digital environment as the United Nations Children’s Committee (UNOHCHR, 1989-2021) has adopted all the rights from the United Nation Convention of the Rights of the Child to also apply to digital space.   
Despite the differences in the information throughout this paper, it must be recognised that the main importance is supporting children’s development and learning. Throughout this assignment, the positives and negatives of digital media's effects on children have been assessed and linked to theory. It has been noted that there is an inconsistent record of digital literacy and media education initiatives in the curriculum. In contrast, there is evidence presented to state that there is an improvement to the new curriculum for Wales as it is apparent that the integration of digital media is to be implemented across the whole curriculum and not a stand-alone subject. Additionally, digital media has become user-friendly for young children, which allows the use of technology to be accessible in education. Without using digital media, children would not have been able to successfully continue with their education or stay connected with friends and family during the pandemic. There is evidence stating that practitioners lack confidence in the deliverance of digital media. There is a need for more settings to continuously review practitioners' professional learning needs and progress their understandings; in turn, it will further safeguard children from the internet's potential harm. There is compelling evidence for both sides; however, there will never be an accurate indicator if the positive effects outweigh the negatives.  
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Section 3


	Activity Plan for Digital Literacy Skills

	Number of children:
First Session: Maximum 9 per group. 
Second Session: 26
	Age of children:
6
	Number of adults:
3

	Location 1: Playground 
Location 2: In class 
	Preparation time: 10 Minutes. 
	Activity time: 2 sessions of 1-hour slots.  

	Details of the activity: Making and recording a story set. 
The activity will take place over two one-hour sessions in groups of up to nine. The first session is focused on child-led and play based activity. The resources from the play pod will be set up across the yard for the children to create a set and make costumes to produce a short story such as The Three Little Pigs. The children will share the job of being the camera person to record and take pictures. The second session will be a whole class activity where the children can present their videos to their peers and discuss how they made their story sets and what they liked the most.  

	Resources: 
· List of children that are allowed to appear on the school website in images and videos. 
· First Aid bag. 
· iPad 
Location 1: Playground, Play Pod to access resources, guttering, cardboard boxes, milk crates, nets, tarpaulin, bags, keyboard, computer mouse, telephone, small monitors, hoses, table, chairs, speakers, buckets, Waterproof fabric, Plastic cones, Rope, Elastic, Bubble wrap, downpipes, waste pipe, puppets, Pegs, Twig, Logs, Leaves, pinecones, hand bags, belts, hats. 
Location 2: Classroom, interactive whiteboard, school website, iPad wire. 

	Role of the adult/ adults:
· Provide and prepare access to the environments and check for hazards.
· Observe and support behaviour. Observations are to stop when invited to play or providing support. 
· One-to-one support for children integrating from the ASD Centre to mainstream education. 
· Support and develop digital literacy by discussing what and how the devices are used on a daily basis. 
· Expand knowledge and guide play with leading questions when appropriate. 
· Develop problem solving and thinking skills through sustained shared thinking by asking questions and offering information.
· Interact in play when invited. 
· Show the children how use the camera to record on the iPad.
· Upload the recordings to the interactive board for viewing. 
· The videos will be published on the school website to allow parents to see their work. However, only the children that have be authorized to allow the publication of their pictures and videos will appear online.
· Discuss the internet safety and the digital footprint.

	Links to digital literacy/competence outcomes:
 • Discuss the use of digital media in everyday life situations and how and where it is used. 
· Children to recognize the rules that are used to keep them safe online and offline.
· Understand that information can be shared online and see images of themselves. 
· Understand how people can stay connected through digital media. 
· Discuss different methods of communication through digital media such as video call and text message. 
· Investigate different media- recording videos and taking pictures. 
· Work with others to produce a piece of digital work by following instructions. 
· Ask and answer questions that link to the digital task. 


















Section 4

This paper critically evaluates the planned activity in section three, with links to the Digital Competence Framework (Welsh Government, 2019). Evidence will be presented to support the importance and the benefits of integrating digital literacy as a part of everyday learning and digital technology in the outdoor play experiences to support the early year’s curricula. The historical context of Piaget, Montessori, McMillan Sisters and Vygotsky are discussed. Reed and Canning (2010) point out that technology has transformed lives due to technology infiltrating all life components and making communication and information accessible to everyone. Brito, Dias and Oliveira (2018) share that children are exposed to digital technology from nearly birth due to present-day households are full of digital technologies. Hague and Payton (2010), Kardefelt-Winther (2019) and UNICEF (2017) state that technology has advanced quickly over the past decade, resulting in children using a wider range of digital media at younger ages where they can create and share media as a form of communication with one another. 
 
Montessori (2018) suggests it is permitted to limit screen times to enhance engagement for
practical learning to emerge exploration and curiosity. Beurkens (2020) believes that digital media’s overuse disallows children to understand verbal and non-verbal communication and empathy through face-to-face engagements and displaces quality time in engaging in real-life social interactions. However, Johnson, Highfield and Hadley (2018) and Danby et al. (2018)
state that evidence suggests technology can be used as a useful tool and as an additional resource to support communication and investigations in child-led and interactive sessions, to empower children to co-learn approach and the use of open-ended questions from practitioners. The lesson plan supports the use of an iPad as a tool to allow collaboration for strategizing such as problem-solving, monitoring each other’s actions, instructing and communicating with one another by sharing knowledge as suggested by Danby et al. (2018). 

The activity plan provides opportunities for the children to investigate and understand different methods of communication and how people can stay connected through digital media to coincide with the Digital Competence Framework (Welsh Government, 2019) with the use of the resources from the Play Pod (no date) such as the telephone, computer and iPad. The lesson plan in section three is child-led with a wide variety of open-ended resources that will increase curiosity and allow the children to manipulate resources and experience new experiences, experiment and explore within the learning opportunities which will stimulate, facilitate and enhance children’s play (Johnson, Highfield and Hadley, 2018; Play Wales, 2021). Donaldson (2015) emphasise the demand for children to improve their wider skills such as creativity, critical thinking and problem-solving. Thomas and Harding (2011) believe that outdoor the environment supports alternative play opportunities for children to develop their cognitive, emotional and physical development. Welsh Assembly Government (2009) states that Wales is seen as a lead country due to integrating outdoor learning inclusively in education across the Foundation Phase Curricula. 
 
Pluck and Johnson (2011); Kidd and Hayden (2015), and Reio (2012) explain that curiosity is a basic component of everyone’s cognition where they have a desire for new information, which gives great potential to improve children’s learning. Sprouts (2018) state that Piaget (1957) believed that children are naturally curious and explorative therefore act upon their environment and enthusiastically pursue problems to solve through curiosity and asking questions during the the preoperational stage between the ages of two and seven. (Sprouts, 2018; Cherry; 2020a; Early Education, 2011; Outdoor classroom day,2020) Evidence suggests that children learn at their highest-level during play experiences which facilitates pretend to play in the outdoors due to increases focus, imagination and creativity, which is consistent with the McMillan Sisters as they documented that children need fresh air and to move and run freely in open spaces to explore the natural environment and play (Knight, 2013; Liebovich,
2018). 

Within the activity plan in section three, the children are using an iPad to record their shows that they have created. Donaldson (2015), The Children’s Commissioner (2017) and Parliament. House of Lords (2017, p.8) believe that children have a right to an education where digital media is a consistent narrative and recommends that digital literacy is seen as important as numeracy and literacy and becomes the fourth pillar in the digital world of the twenty-first century. Jones, et al. (2010), Hague and Payton (2010) and Cut (2017) believe that those born after 1980 are ‘digital natives’ due to growing up in a digital era where they have the natural talent and have developed a wealth of technology skills that far surpass ‘digital immigrant teachers and parents’, as those born before 1980 are one step behind, scared to use technology and unable to gain natural fluency, unlike the digital natives. Plowman, Stephen and McPake (2010, p.13) state that the terminology of ‘digital natives’ was created by Prensky (2001) to describe those that have ‘grown-up with digital technology and speak its language’. Prensky (2001, p3) believe that ‘digital immigrants’ do not appreciate the the skill that the Digital Natives have accomplished and perfected through years of interaction and practice’ and can parallel process and multi-task (Cut, 2017). 
 
Within section three of the lesson plan, it is noted that the class teacher will discuss with the children that the video recordings and pictures will be uploaded to the school website for their families to see what they have done, but also explains that anyone can see the images and recordings on the school website, which follows the Digital Competency Framework (Welsh Government, 2019). Although parents give consent for the children under the age of 13 to have their information shared in lines with GDPR (no date) (ERIC, 2020), the children will also be made aware of their rights to consent or decline of the media being uploaded on to the school website as under Article 12 of the UNCRC, children have a right to have their views are taken into account and to be respected (UNICEF, 2017). Donaldson (2015), in the Brighter Futures document for the new Curriculum for Wales, states that the new curriculum must be inclusive where it is understood easily by everyone and embracing the UNCRC and ensuring every child has a high-quality education and their views are taken into account along with their parents, carers and the wider community. The children’s voice will be taken into account where they can share their opinions and feelings on the process of their pictures and videos to appear on the school website. Moss (2001), cited in Reed and Canning (2010) share that, importantly, the recordings can be used as evidence for the child's voice and play a significant part.

Reed and Canning (2010) and Brodie (2014) state that the use of digital media allows children to document images of things such as their interests, dislikes and friendships, which allows sustained shared thinking as children are naturally conversationalist who willingly share their ideas, thoughts and views with an an adult who is interested and attentive. The activity plan allows for the children to share their thoughts and views during and after finishing their recording with their peers and teachers. Neff (no date) and First Discoverers, (2020) states that Vygotsky (1978) zone of proximal development allows children to expand their knowledge through interactions and collaborations with more capable peers and teachers. Additionally, the camera can be used as a form of observation to document children’s progress which can be used for future planning (Reed and Canning). (Miller, 2019; Moyles, 2010) During different activities such as child-led and adult-led play, observing children provides a holistic view as individuals may become uncomfortable whilst being observed and start responding and acting differently.

The activity plan has taken into account how it can be adapted to meet children's needs, abilities, and dispositions. As stated in the activity plan, there is one-to-one adult support available for the children joining the session from the Autism Spectrum Disorder Centre (ASD Centre) placed inside the school. Even though the initial activity is to occur in three separate groups with a maximum of nine children, it could be extended further to four groups allowing the children with autism to have a calmer session resulting in less sensory overload, which may cause distress. Rudy (2019) state that those with autism find it difficult to ignore sensory information as it comes in as they are susceptible to their environment resulting in a sensory overloaded. Autistic Society (2021) suggests that when there is a sensory overload for individuals to be aware that the environment is creating difficulties and may need to be changed; however, it is important to share with the person that there is a chance of sensory stimuli, and they may experience a sensory overload. 
 
The evidence above leads us to accept that the activity plan would need to be altered to support those with additional needs. For instance, when the children are gathered together as a whole class, if the children with ASD feel uncomfortable and overstimulated by the number of children present, they can present their recordings to a smaller number of children in the ASD Centre. Less variety of resources would be present to limit the possibility of a sensory overload. It is noted that there is only one iPad used for each group to record the activity; this may provide problematic if the device battery dies, breaks or becomes unusable. It is strongly suggested that additional devices be used, which will give a more comprehensive view of the activity from the children’s perspectives. The iPads must be backed up before the activity to ensure no accidental loss of data and safety locks activated on the devices to ensure the data is not uploaded unknowingly to the internet without the practitioner's knowledge. The use of an iPad may not be affordable in some settings due to lack of funding; alternative cost-effective devices such as a disposable camera can be used to document the activity. Overall, the activity plan does support the digital competency framework in a child-led activity in the early year’s curricula, but with the modifications, it will support more children holistically.  
﻿ 
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13 without their parent’s s s . q
X internet filters and child-friendly browsers, and follow the
avthority (UK Internet Safer , b - ,
Cont ik + above advice on setting. restrictions on devices.
ntve, 2018, nievhe Please zo to - Internet Matters (2020)
Ma"H’cr;, ,202“)‘ Within the www.ini'arncfmaﬁar;.org_ and gearch for Camwaﬁng_ and
United ngdom, you have to Sharing_ Online for more advice. For safe earch engines go
be 16 years old or older to

to-
vse Whatshpp (Whatchpp, Groogle: https:/[<upport.google.com/
2021).

Bingz hHP://www.bing,oom/awovnf
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Never agree fo MEET | Do not ACCEPT messages,
someone you don’t know, calls, links or emails from
even if they seem like fun people you -don"l' know, It
and you want them to be | M3y contain some really

your new friend, Remember  N3sty words, pictures or

may make your devices
poorly and not work
properly (UK Safer

Internet Centre, 20213).

not to talk with strangers

online; agree to phone or

email pictures of yourself
(Kids Health, 2018).

For video lessons on how to be SMART follow this Llink-

Before

you tap
and click...
You need
to stop
and think...
And TELL
someone!
(Childnet

International, 48%
202Ic) CHILDREN

(Childnet
International,
20183)

Not everything you read
online is real or RELIABLE,
Become Media Savvy and
learn tricks to spot fake
news, Ask someone you live
with if you can find three
different sites with the
same information to see
if its trve (Filucci, 2020).

https://www.childnet.com/resources/video-lessons

HELPING

PARENTS KEEP

CHILDREN
SAFE ONLINE!

F PARENTS BELIEVE THAT THEIR

KNOW MORE ABOUT THE INTERNET THAN THEY DO!

(Internet Matters, 2021b)

(Internet
Matters,

Sometimes we see things
that are not very nice
online and makes us upset,
like people being nasty
or hurting animals. You
must TELL @ grown-up
so they can help you feel
better and not so scared
(NSPCC, 20213).
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Di;ov“ing_ as a familq what i an appropriate
Iongj'h of screen time and agree on how
long_devices shovld be vsed for and
what for i¢ a 590& start(Welsh Grovernment,
2020b).

Action for Children (no date) recommends
that children vnder the age of two do not
have screen time and those over two years
old ONLY have TWO HOURS a DAY of ¢screen
time. Two HOURS a DAY adds vp to a magsive
FOURTEEN HOURS a week- a WHOLE
DAY

THE SILENT RISK IN
YOUR CHILDREN'S 2
BEDROOM '

Balancing the Virtval World and Real World! Sleep Tight

Balanoing. the virtval world and the real world is Dve t the ;;y;f;w,ﬁ role
H’ing_ harder a¢ children inoroa;ing_lq connect digihl media plays in
online and want to play alongsido their friends. Seing_ quww»g lives, it i
ovtside or mm/ing_ does not mean children are migging_ important o balance. screen
ovt on what ig ha”’oning_ online. Join the virtval Mo & (e @rie il
world in the real world and participate in games e ‘l‘cohnologq P"‘H’i‘/”,ﬂ
such as Fokemon Gro and Just Dance (Moorilinga, and healthily (Welsh
2019). Glovernment, 2020c). It ig
recommended that
children not have screen
time for ONE- HOUR
vl before bedtime (Welsh
Grovernment, 2020a).

However, Kneteman (2020) explains that interactions
become a missed opportunity when screen replaces
face—to—face activities, and children miss meanin,
caregiver interactions, which teaches emotional
rogylaﬁon; and empathy.
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