Assignment 2000
Digital technology can be seen in most homes within the world, however, evidence claims that this is not a cultural divide, as most cultures also adopt the digital platform within their homes (Kaya,2020).  Furthermore, Kaya, (2020) claims that homes within Switzerland, Australia, America, and Turkey all access too much screen time.  As cited in Kabali, et al. (2015) the American Academy of Paediatrics, (Chassiakos, 2016), claim that too much screen time is considered to be any time over two hours depending on a childs age. Considering a high percentage of homes are accessing too much screen time Ofcom, (2018) state that a decline in communication revenues such as TV, radio and postal services in 2017, fell by 54.7 billion pounds, however a significant increase in digital services such as internet packages, SMART TV’s, game consoles and mobile phone packages was also evidenced, claiming a change within society and the way in which we access services and entertainment (OfCom, 2018; Kaya, 2020)  With many children accessing online, one cannot evidence that online digital services are beneficial or detrimental to children.  One of the first studies commenced in 2003, however, prior to this initial study there was very little statistical data to show the impact of digital technology of preschool children within their family home (Marsh, et al. 2016; Kaya, 2020). A baseline study in 2003, evidenced that 99% of the population had a television in their home, with only 36% having one in their bedroom (Rideout, 2003).  Whilst considering these figures from 2003, more current research within the UK, in 2007 66% of children had a television in their bedroom which decreased to only 48% in 2016, Kabali et al (2015) study also claims that television time has reduced, evidencing that mobile screen time has quadrupled (Statistica, 2021).  
Mobile digital devices are increasingly on the rise, this is due to their easy access through touch screen phones and tablets, which are easily accessible whilst on the move, which are there for a simple solution to keeping young children busy whilst their parents are busy with work, whilst out shopping or just to pass time. Edwards, et al, (2016) also claims that children born within more recent generations would be called ‘digitoids’, this is due to their instant accessibility to the internet from birth, furthermore claiming that their concepts of the internet will differ from previous generations (Rideout, 2003; Edwards et al, 2016). 
Kabali et al, (2015) claim that 83% of households own a digital tablet, however studies suggest that the minority of who are unable to access these resources are considered to be vulnerable, elderly or those who are economically deprived (DfE,2019; Kabali et al. 2015; OfCom, 2018). Bronfenbrenner (1979), theory states that consistent environmental factors can influence affect a child’s learning, considering Bronfenbrenner’s theory, would digital technology enhance a child’s learning or would it be detrimental to the child?
DfE, (2019) states that the influence that digital technology has on a child’s learning can be positive, however when considering inclusion, this will be detrimental to the children experiencing poverty. Straker et al, (2018) discusses that the Early year’s framework consider digital technology as an influential part of a child’s learning outcomes.  According to DfE, (2019) and Welsh Government (2018) digital competency is recognised as an important core skill that should be developed from birth to five years old, however, during the covid pandemic, screen time within this age group has increased, which in the long term may have a significant effect on a child’s long term mental health (Mustafaoglu et al. 2018; Public Health England, 2020; DfE, 2019).  
The Royal College of Paediatrics and Child Health, (RCPCH, 2019) completed a survey on children aged 11-24 years old within the UK, 88% of the children taking part stated that screen time had a significant impact on their sleep, additionally 41% discussed that screen time had affected their free play, furthermore 35% stated that screen time had affected their mental health (RCPCH, 2019).  These statistics provide information for children or young adults aged 11-24, however, considering Kabali et al, (2015) study of 350 children where it is claimed that 43% of children under the age of one-year-old access a digital device daily, a consideration to the possible impact on children aged birth – 5 years old. Notably, too much screen time in this age category could, over time be detrimental to the child’s physical, emotional, psychological wellbeing by the time they reach age 11. Moreover, evidence claims that obesity and ill mental health are the main concerns, with additional concerns regarding social skills and the effects too much screen time may have on the family dynamics (Whitebread, 2012; RCPCH, 2019; Mustafaoglu et al, 2018; Flanningan and Dietze, 2017; Wainwright et al. 2016; PHE, 2013; Kaya, 2020) . The House of commons claim that alongside sedentary play, children may be influenced by online advertisements of high fat food products, they also claim that children consume more food whilst accessing online games or programmes (The House of Commons, 2019).
It is generally considered today that digital learning is beneficial to all children learning, notably, the information clearly identifies that digital play should be in parallel to movement and physical exercise (PHE, 2013; Rideout, 2003; Straker, at al. 2018; Edwards et al, 2011, Marsh et al, 2016; Marsh et al, 2015). Central to this analysis should digital competency begin for children under the age of one?  
In 2019, The House of commons published a report highlighting the benefits digital technology and social platforms have on children aged 11 plus (House of Commons, 2019) Even before the global Covid 19 pandemic digital platforms enabled children to keep in touch with friends and family, the report also discussed positive cultural diversity of which the platforms supported,  also claiming that it empowered people with disabilities who aspired to be like someone they had seen on a variety of positive media influences (House of Commons, 2019). Furthermore, Gjelaj, (2020) highlights how digital technology enables preschool children with limited literacy capabilities to have a voice within a digital capacity.
Early years pedagogy supports children’s learning and development within foundation phase settings, (Welsh Government, 2015).  One theorist, Froebel claimed that children from a young age learn best whilst playing outdoors, through imaginative play and experiential learning opportunities (Bruce, 2012), additionally Flannigan and Dietze, (2017) state that evidence has shown that children’s learning mainly takes place in the classroom environment which would support digital play, however it is considered that experiential learning mainly takes place within the outdoor environment (Bruce, 2012). Whitebread, et al. (2012) suggests that there are five genres of play, including outdoor play and loose parts. As cited in Whitebread, et al. (2012), Brown (1999) suggests that a consequence of children who are play deprived from a young age, will eventually grow to be criminally violent adults.  Notably this hypothesis was a result of a study, however the study did not ascertain whether it was the deprived area of which the children grew up in where play was not of a high quality or the lack of play opportunities that were available.  The results were found to be inconclusive due to the nature of the study being ethically challenged and possibly founded on a study of rats not children. However, this study is suggestive that the impact of replacing play with digital technology may impact children wellbeing and psychological wellbeing in their youth or adult hood (Whitebread et al, 2012). 
Of course there are many benefits to accessing digital technology, however, it is apparent that the negative aspects associated with digital technology are reported more, with the view that it can be detrimental to a child’s development (House of Commons, 2019). Mustafaoglu, et al. (2018) discusses the main worries related to digital technology, claiming that a change to children’s behaviours are directly affected as a result of overuse and sedentary online activity, for example, musculoskeletal, anxiety and sleep disorders alongside a delay in language, social and cognitive delay, all of which could be an effect of excessive sedentary digital play, some studies suggest that too much screen time, may contribute to children developing ‘autism like’ symptoms, however, research has not evidenced this claim (Mustafaoglu, et al. 2018; PHE, 2013; Palaiologou, 2016; OfCom, 2018). Additionally, evidence suggests that children using tablets or mobile devices a lot during the day may cause another health condition called myopia (NHS, no date; Lanca and Saw, 2020). Myopia is described as a defect to eye sight from over usage of screen time, due to the screen being so close to the child’s face, therefor affecting long distance sight overtime (NHS, no date). However, the results of this survey again were not reliable as more detailed studies are needed to clarify specific details to enhance the studies objectives (Lanca and Saw, 2020).
Statically, evidence clearly highlights that ownership of digital devices have risen since 2013 (OfCom, 2018; Rideout et al. 2003).  It is suggested that more than 10% of people within Wales are digitally excluded, Welsh Government (no date) state that this equates to 300,000 people within Wales who have no access to online facilities. Furthermore, Welsh Government, (no date) state that this minority are usually the more vulnerable in society, for example the elderly, families who are on low income or less well educated and also those who have a disability or a long term health condition (OfCom, 2018; Welsh Government, 2018). Digital inclusion is there for a priority to ensure equality within Wales, (Welsh Government, no date), during the covid 19 pandemic where education moved from a school based environment to the home children were thought to be digitally excluded as the majority of home learning moved to a digital platform (Public Health England, 2020; OfCom, 2018). In recognition to digital inclusion and competency, early digital literacy development can enhance learning and development. The new curriculum within Wales has adopted digital technology as a pedagogical tool within education to enhance creativity and active learning experiences (Palaiologou, 2016; Donaldson, 2015).  
Graham Donaldson, (2015) successful futures curriculum supports digital learning. Donaldson explains that the curriculum that was in place previously did not include digital technology, therefor the new curriculum highlights the importance of digital technology within society and recognises digital competency as an essential skill to develop within education in preparation for employment, developing core employability skills for their futures. Furthermore, these skills are essential within the digital competency framework (Donaldson, 2015; Welsh Government, 2018).      
Historically, theorists including Vygotsky believed that children learn through play, both cognitively and imaginatively (Vygotsky, 1979), however, both converged play and traditional play can both be beneficial to a child’s development, evidence claims that both types of play in collaboration with each other can be beneficial (Birds and Edwards,2015). Additionally, both Bronfenbrenner (1979) and Bandura (1973) theories discuss that the child learns from the influential adults they are in most contact with.  Within the home environment children, mimic adult’s daily routine, observing how adults use digital technology and what it is used for (Lauricella, Wartella, and Rideout, 2015). Considering this theory, the use of mobile devices and tablets can influence children’s perception of what technology may be used for, positive adult interaction via digital or online resources, can form part of experiential learning, scaffolding how to use digital technology, through positive role modelling accessing information online, minimising risk to children by ensuring privacy and parental controls are in place for the child (NSPCC, 2019; Internet matters, no date). Within Edwards et al, (2016), study created a hypothesis to understand children’s concepts of what the children understand of the internet and digital technologies usage.  Evidence highlighted the innocence of the children understanding of what digital technology is used for, for instance, sending texts and taking photos, from this perspective it is important to talk to children about the internet and digital technology (NSPCC, 2019; Edwards et al, 2016; internet matters, no date). 
Digital literacy education should begin at home, with effective screen time boundaries in place for all the family, with parental abilities to set limits whilst having an individual awareness of online safety as both adult and child should be a priority (Edwards et al, 2016: House of Commons, 2019; NSPCC, 2019).   Screen time restrictions according to can reduce possible health risks, with positive developmental outcomes.  The American Academy of Paediatrics (APP) recommend discouraging the use of digital technology for children under the age of two as a study found that 43% of children under one-year-old used a mobile device daily, however screen time and accessibility should be dependent on the individual child’s needs (Kabali et al, 2015; RCPCH, 2019; Chassiakos, 2016). 
To conclude, Influential theories in regards to how children learn best are still an influential pedagogical tool.  Vygotsky, Bronfenbrenner and Bandura to name a few, all have their place within early years’ practice.  Digital technology also forms a part of society and education as we keep up with current practice it is important to keep children safe from potential harm, ensuring privacy and parental controls are in place we can keep children safe.
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[image: Image result for internet safety for parents]	Safeguard your children whilst they are online
We want to keep our children safe from all types of harm or abuse, therefor it is essential that privacy and location settings are set to protect your children.  Adult content can also be blocked using the parental controls within the downloaded apps Also both adult and child are to have an understanding of potential risks to ensure others are not exposed to potential harm, such as bullying, inappropriate content, or coercive control (Barnardos,  2019 NSPCC, 2021).  
A guide for parents. How to keep your children safe online.
What is digital competency?
Digital competency is creating an understanding of the digital world, including how to use digital technology, to be safe whilst being online, protecting our personal information using privacy controls. Competency ranges from being able to turn on the digital device to being able to use controls to navigate around the internet and device.  It is also important for the child to learn how to input passwords to become digitally competent (DfE, 2019)
        Source: blogs.glowscotland.org.uk


How do I know my child is safe online?

‘Every child has the right to access the digital world creatively, knowledgably and fearlessly, without access they will be disadvantaged’.(Kidron and Rudkin, 2017).





[image: Parent handout: Understanding your child's online life - Cranbrook  Education Campus]To protect children online, it is important to ascertain their understanding of what the internet is before teaching them about internet safety (Edwards et al, 2016). Once this has been addressed, you can then move forward discussing online safety and digital competency (Welsh Government, 2021).



A child’s digital journey begins in the early years, sometimes even from birth.  During this period, children have the opportunity to develop skills to enhance their knowledge of digital technology through the use of age appropriate apps and children’s cartoons, however the risks remain that although this is an excellent opportunity for young children, to learn about digital devices. There are many platforms to access ranging from educational apps and children’s films (Kidron and Rudkin, 2017; Kaya, 2020).


What is my child doing online? 
OfCom reports that in 2018, 90% of UK of children aged 13+ accessed Facebook social media website.



Source: Cranbookeducationcampus.org

How do I know if my child is being bullied or abused online?
With many children accessing school online, blended learning for children of school age has been predominant throughout these difficult times. With children accessing the internet more for pleasure and home schooling it is important that as parents we understand the benefits and the risks of accessing online resources (     ).  Children from birth to their teenage years are all rapidly accessing online apps and social media platforms on the internet (Edwards et al, 2016). 


The UNCRC rights of the child (1992) Articles 2, 3, 13, 16 and 17 are all inclusive to ensure all children have the same rights no matter where they live. When considering digital inclusion and the right to be safe online, these Articles are important to consider.  It is important to remember that these rights are for all children from all backgrounds and ages.   Here is a link to the Articles that have been adopted by the Welsh Government; https://www.unicef.org.uk/what-we-do/un-convention-child-rights/   
Online abuse can happen at any time whilst accessing games, social media platforms via any form of digital device, ie. Tablets, mobile phones, computers, or any other form of internet.  it is important to safeguard your children from potential harm; as a parent you must be aware of these risks (NSPCC, 2021; Welsh Government 2020).

[image: 3,917 Seesaw Illustrations & Clip Art - iStock][image: Image]Use the TEAM approach to discuss internet safety with your child (NSPCC, 2019)
 Benefits                               Risks        
With the right parental			    no parental controls in place
controls in place



Talk to your child.
Try to be non-judgemental and explain you are looking out for them.  
Explore the internet together.
Find out what the apps are for and explore them together. 
Agree together what is appropriate online. Agree on the content of what certain apps are acceptable to use. Be a role model, limit the use of your digital device, agree together time restrictions, what you both deem to be acceptable on a daily basis.   
Manage the apps appropriately taking advantage of the parental controls that are included.  Make sure privacy settings are set up, location settings to be adjusted to suit your family.

                                            Source: istockphoto.com.
Essential digital literacy skills developed    
Too much screen time 
Giving children a voice 
Affects sleep time 
Positive aspirations that empower children 
Poor mental health 
It a child’s right to have access to 
Exposure to adult content or content unsuitable to age
Digital technology is mobile 
Decreased social skills 
Cultural diversity 
Sedentary behaviour 
Ability to access support 
Increased risk of obesity 
Keep in contact with family and friends
Cyber bullying 
Promote positive body image
Negative body image influences 
House of Commons, 2019; RCPCH, 2019; Gjelag, 2020; UNCRC, 1992; DfE, 2019; Welsh Government, 2020; PHE, 2013; NSPCC, 2019). 
                                                                                                  







Source: twitter.com 

11.3 million people in the UK are unable to use basic digital skills.  Basic skills are defined as; being able to turn on a device, insert a password and having the ability to enter account details.
 (DfE, 2019).


[image: ]	Source: CPOmagazine.com
Useful links for further support:
RCPCH - https://www.rcpch.ac.uk/resources/health-impacts-screen-time-guide-clinicians-parents 
NSPCC - https://learning.nspcc.org.uk/child-abuse-and-neglect/online-abuse 
Barnardos - https://www.barnardos.org.uk/online-safety  
Net Aware – https://www.net-aware.org.uk/ 
CEOP- https://www.ceop.police.uk/safety-centre/ 
Internet matters - https://www.internetmatters.org/resources/esafety-leaflets-resources/ 
																																																							
 


	Cynllun Gweithgaredd Sgiliau Llythrennedd Digidol
Activity Plan for Digital Literacy Skills

	Nifer o blant:

Number of children:8

	Oed y plant:

Age of children:5
	Nifer o oedolion:

Number of adults:2

	Lleoliad:

Location: classroom

	Amser paratoi:

Preparation time:1 day 
	Amser gweithgaredd:

Activity time: 1week

	Resources:

· Ipads
· Magnifying glass 
· Clear containers/ bowls  
· Crayons 
· Plain paper 
· Spoons/ children’s knives
· C-touch
· Top Marks app on C-Touch
· Ribbon
· Water 
· Fruit 
· Money
· Video camera 
· Video stand 
· Consent forms – money, allergies and filming.




	
Aim/s of activity: 
· Child led approach.
· To learn about a variety of unusual food/ fruits.
· Children to become independent learners.  
· Exploration and independence.
· Team work - to be supportive of one another in their planning / carrying out activity.
· Investigate the items.
· To gather information on the food and feed back to class.
· Develop IT skills to support learning and research
· Fine and gross motor skills
· Money handling 
· Sequencing of number and order
· Understanding of emotions 
· Support creative/imaginative play.

Links to digital literacy/competence outcomes:

STRAND -Citizenship
ELEMENT - Health and well-being
With increasing independence learners are able to:
· Talk about everyday use of devices and digital media, e.g. identify a range of media and digital devices from familiar experiences. Make simple observations about their uses

STRAND -Interacting and collaborating
ELEMENT – Collaboration
With increasing independence learners are able to:
· work together with a partner/partners on a piece of digital work.

STRAND - Interacting and collaborating
ELEMENT - Storing and sharing
With increasing independence learners are able to:
· save work by clicking an icon and understand that the work can be retrieved.

STRAND- Data and computational thinking
ELEMENT - Problem solving and modelling
With increasing independence learners are able to:
· control devices by giving them instructions
· listen to and follow a sequence of instructions from others
· create verbal instructions
· attempt alternative approaches to solve a problem or achieve a goal.

STRAND - Data and computational thinking
ELEMENT - Data and information literacy
With increasing independence learners are able to:
· begin to interpret information/data by making direct comparisons, e.g. explain why one group/set is different to another set
· create a simple pictogram using suitable software.




	Manylion y weithgaredd:
Details of the activity:

Activity:
Children will be using mathematical skills using digital devices. The aim of this activity will be to calculate the number of children within the class who like certain food that will be used in a pictogram as a visual display of the results. 
The children will choose two different items of fruit that they haven’t tasted before and would like to include within this activity. The children will purchase the items from the school fruit shop at a low affordable price on Monday and again on Wednesday, money to be provided from home. Fruit that will be made available for this project have been collated from a survey that the children completed in class last month.  The children were unable to identify 3/5 of the following fruits, as a result the following fruits have been suggested: 
1. Banana 
2. Pineapple
3. Kiwi
4. Blueberries
5. Pears 
Children will be able to revisit the activity all week, fresh food will be used every day and for the different children interacting with the food.  These three items will be on the sensory table all week for the children to explore using their senses.  Placed alongside the table will be an Ipad for the children to record the children’s responses to the items when they taste/ smell and touch them, children are to save work independently by clicking an icon and understand that the work can be retrieved. Other learning outcomes to be achieved which will need to be observed;  
•	control ipads with adult giving them instructions
•	listen to and follow a sequence of instructions from others
•	observe if the child can create verbal instructions for others
•	attempt alternative approaches to solve a problem or achieve a goal. 

The children will feed back using the ipad’s to tell us how their experience with the fruit was, i.e. they disliked or liked the chosen fruit, what it smelled like, was it juicy, soft, hard, sour sweet.  There will be a vote at the beginning of the week as a pre judgement and again on Friday of that week. This is also an opportunity for children to use order and sequencing, placing the fruit into size order/ the fruit that tastes the best, staff to make simple observations about their uses.

The children can also access Top marks foundation phase mathematics on the whiteboard throughout the week learning ordering and sequencing, measures and counting, (this list is not exhausted).
With the cold weather coming in this week, we will be looking how the fruit develops whilst submerged in water and left outside in the freezing cold conditions.  On Wednesday with the new fruits the children will record themselves in groups, placing fruit into a bowl of water with a ribbon inside the water but the end hanging out as a handle, once the children have completed this the bowls of fruit and water are to be put outside for the night, with a video camera recording overnight at close range to see the process of water freezing into ice in the outdoor elements.
Using the C-touch within the classroom the children will select their name, initially the child will pick the fruit they think they will like the best, then on the Friday they will select the fruit they enjoyed the most. Once the numbers are calculated then as a class we will produce a pictogram to show the results, both Monday and Friday, with a view that the children’s responses will have changed.  we will then discuss mathematical concepts of greater and smaller and the possible change in responses, children will then begin to interpret information/data by making direct comparisons. The children will need to explain why one group/set is different to another set. 













The activity planned has incorporated the use of digital technology to promote the use of digital literacy within early years. The activity predominantly used the iPad to engage the children learning, with the aim to identify the children’s digital competency skills (Welsh Government, 2018). Donaldson, (2015) successful futures identifies the need to develop children’s digital competence from an early age to support ongoing learning in the digital world (Donaldson, 2015; Welsh Government, 2018). However, considering the Early Years Framework Foundation Phase ethos, where children were able to access outdoor play freely, the new curriculum claims digital technology is one of the main aspects of learning.   A consideration towards too much sedentary play through the use of digital technology should be at the forefront of planning, ensuring that there is a balance of converged play and traditional play genres to support children’s overall developmental needs (Wainwright, et al. 2019; Edwards, 2011; Flannigan and Dietze, 2017)  
The activity links to the digital competency Framework that looks at key concepts to support children’s learning.  Each strand supports learner’s independence within digital literacy. The framework is sectioned in to elements, strands and learning outcomes for the children to achieve within education to become digitally competent for their transition into employment, the UNCRC rights of the child, Article 17 takes this into consideration, the right to access all information in all media sources (UNCRC, 1992; DfE, 2019). The activity plan is supportive of these strands by creating the educational opportunities for children within the classroom environment.   However, the plan indicates only two staff members to carry out the activity, although the outcome of this strand is support independence and working together, a recommendation to increase staffing with an additional two, with this in mind the owness could also be given to the children to encourage independency, to support Vygotsky’s theory of scaffolding and learning from the more knowledgeable other (Van der stuyf, 2002).  Furthermore, due to the observations that are needed to assess individual’s digital competence and literacy skills, a consideration to record each table through the use epistemic play and ludic play, using video cameras to use for observations rather than adding an adult to the childs environment, historically, evidence claims that children learn best from other children in the classroom environment, if an adult is present it may alter the children’s perspective on their learning (Birds and Edwards, 2015; Howard and Wood, 2010; Mc Innes and Howard, 2012).  
The plan incorporates time for children to revisit the activities throughout the week, which Bruner’s spiral curriculum states is an important aspect of planning, as revisiting the activity builds an understanding of how the process works, this is particularly important promoting learning outcomes for children (Harden, 1999). Revisiting throughout the week, will give children the opportunity to explore all aspects of the activity to support their individual knowledge of digital technology enhancing their digital capabilities (Howard and Wood, 2010; Welsh Government, 2018).  As according to Ofcom, (2018), income deprived families, may not have the same digital opportunities as more affluent families.  Ofcom, (2018), evidenced that children in low income households are limited to certain digital technology, for example low income families may only have a mobile phone to access the internet with limited internet access or data.  However, the more affluent families may have access to Smart TV’s, laptops, computers, tablets, mobile phones and internet connection a within the home (OfCom, 2018) The setting in which this plan will take place takes this into consideration as the school community is considered to be in deprivation (Welsh Government, 2019) therefor the activities that include digital technology support the digital inclusion and digital competency framework (Welsh Government, no date).
The plan does not consider children with additional learning needs or disabilities, however the digital technology can be used by all.   An iPad is tactile, which can easily be handled, if a child was unable to manipulate the ipad within their hands a stand could be used at eye level to support the children individual needs. Children with additional learning needs or disabilities would not have any barriers to completing this activity, Gjelaj, (2020) claims that digital technology can give children with limited literacy capabilities a voice within the digital world, furthermore, The House of Commons parliament paper, (2019) suggests that positive access to the internet via controlled digital technology can empower children who may have disabilities by accessing aspirational individuals who have achieved their ambitions with a disability (Flewitt and Kucirkova, 2014).   This also corresponds with the UNCRC, rights of the child, Article 2, where no child should be treated unfairly, or face any discrimination.  Furthermore, Article 13 gives children the right to share thoughts freely, unless it may harm others (UNCRC, 1992). 
Notably, it is important for children to access digital technology, however it is also important to minimise any risk that children may encounter whilst online. The technology used in this plan have privacy controls set in advance as part of the online safeguarding policies and procedures from the Local authority, all digital devices have encrypted passwords, and anti-virus settings to protect all users (Swansea Council, 2020).   
To conclude, digital technology is inclusive to all, giving those who have limited vocal capacity a voice.  All children should have the right according the UNCRC to access online facilities no matter what their culture or background.  The plan is inclusive, reflecting Vygotsky’s scaffolding theory and Bandura spiral curriculum.



















[bookmark: _GoBack]

References 
Bandura, A. (1973) Social learning theory. Available at; http://www.asecib.ase.ro/mps/Bandura_SocialLearningTheory.pdf (Accessed; 14th February 2021). 
Barnardos, (2019). Keeping your child safe online. Available at;   https://www.barnardos.org.uk/blog/tips-to-keep-your-child-safe-online (Accessed; 20th February 2021).
Bento, G. and Dias, G. (2017) ‘The importance of outdoor play for young children’s healthy development’, Porto Biomed. J.doi.org/10.1016/j.pbj.2017.03.003. 
Bird, J. and Edwards, S. (2015). ‘Children learning to use technologies through play: A Digital Play Framework’ British Journal of Educational Technology Vol 46 No 6 2015 1149–1160 doi:10.1111/bjet.12191 
Bronfenbrenner, U. (1979). The Ecology of Human Development: Experiments by Nature and Design. United Kingdom: Harvard University Press.
Bruce, T. (2012) Early Childhood Practice Froebel Today. London: SAGE
CEOP- https://www.ceop.police.uk/safety-centre/ 
Chassiakos, L. (2016) ‘Children and Adolescents and Digital Media’, Council on Communications and media  Available at; https://pediatrics.aappublications.org/content/pediatrics/138/5/e20162593.full.pdf  (Accessed; 15th February 2021).
CPO (2019). Lawmakers in the U.S. and UK Turn Their Attention to Children’s Privacy Online [image]. Available at: https://www.cpomagazine.com/data-protection/lawmakers-in-the-u-s-and-uk-turn-their-attention-to-childrens-privacy-online/ (Accessed; 25th February 2021).
DfE, (2019). Essential digital skills framework Available at; https://www.gov.uk/government/publications/essential-digital-skills-framework/essential-digital-skills-framework (Accessed; 15th February 2021).
Donaldson, G. (2015) Successful Futures. Available at https://gov.wales/sites/default/files/publications/2018-03/successful-futures.pdf (Accessed; 18th February 2021).
Edwards, S. et al,  (2016) ‘Young children’s everyday concepts of the internet: A platform for cyber-safety education in the early years’. British Journal of Educational Technology Vol 49 No 1 2018 45–55 doi 10.1111/bjet.12529. 
Flannigan, C. and Dietze, B. (2017). ‘Children, outdoor play and loose parts’, Journal of Childhood Studies, 42(4) pp 53-60,  
Flewitt, R. and Kucirkova, N. (2014) ‘Touching the virtual, touching the real: iPads and enabling literacy for students experiencing disability’ Open University. Available at; http://eprints.ncrm.ac.uk/3366/1/Flewitt_Kucirkova_and_Messer_2014_Touching_the_virtual_touching_the_real.pdf (Accessed; 27th February 2021).
Gjelaj, M., Buza, K., Shatri, K., & Zabeli, N. (2020). ‘Digital Technologies in Early Childhood: Attitudes and Practices of Parents and Teachers in Kosovo’. International Journal of Instruction, 13(1), 165-184. doi.org/10.29333/iji.2020.13111a  
Hardem, R.M. (1999)’ What is a spiral curriculum?’, Medical Teacher, 21:2, 141-143, DOI: 10.1080/01421599979752 Available at; https://www.tandfonline.com/doi/abs/10.1080/01421599979752?journalCode=imte20 (Accessed; 27th February 2021). 
House of Commons Science and Technology Committee (2019) Impact of social media and screen-use on young people’s health Fourteenth Report of Session available at: https://publications.parliament.uk/pa/cm201719/cmselect/cmsctech/822/822.pdf (Accessed; 15th February 2021).
Howard, J. and Wood, E. (2010) Play and Learning in the Early Years.  London; SAGE
Image available at; https://www.cranbrookeducationcampus.org.uk/parent-handout-understanding-childs-online-life/ (Accessed; 15th February 2021). 
Top marks Education, (no date) Available at; https://www.topmarks.co.uk/learning-to-count (Accessed; 15th February 2021).
Internet matters, (2019) Online safety guide. Available at; https://www.internetmatters.org/wp-content/uploads/2019/04/Internet-Matters-Guide-Online-safety.pdf (Accessed; 15th February 2021).
Kabali, H K. et al.  (2015). ‘Exposure and Use of Mobile Media Devices by Young Children’, Pediatrics, 136 (6) 1044-1050; DOI: 10.1542/peds.2015-2151. https://pediatrics.aappublications.org/content/pediatrics/136/6/1044.full.pdf (Accessed; 15th  February 2021).
Kaya, I. (2020) ‘Perceptions of Parents Having Children in Preschool Level Regarding Their Children’s Screen Use’. Educational Policy Analysis and Strategic Research, DOI: 10.29329/epasr.2020.323.14 Available at; https://epasr.penpublishing.net/makale_indir/1889 (Accessed; 26th February 2021).
Kaya, I. (2020). Perceptions of Parents Having Children in Preschool Level Regarding Their Children’s Screen Use . Educational Policy Analysis and Strategic Research, 15(4), pp. 253-269.
Kidron, B. and Rudkin, A., (2017). ‘Digital Childhood: Addressing childhood development milestones in the digital environment’. Available at; https://eprints.soton.ac.uk/416911/ (Accessed; 15th February 2021).
Lanca, C. and Saw, SM.(2020). ‘The association between digital screen time and myopia: A systematic review’. Ophthalmic Physiol Opt. 2020 Mar;40(2):216-229. doi: 10.1111/opo.12657 (Accessed; 18th February 2021). 
Lauricella, A R. Wartella, E. Rideout, V J.  (2015). ‘Young children's screen time: The complex role of parent and child factors’, Journal of Applied Developmental Psychology, Volume 36, Pages 11-17, ISSN 0193-3973. doi.org/10.1016/j.appdev.2014.12.001. (Accessed; 15th February 2021).
Marsh, J. et al. (2015), Printed Publication, Exploring Play and Creativity in Pre-schooler's use of apps: Final Project Report https://researchonline.rca.ac.uk/4279/ (Accessed; 15th February 2021).
Marsh, J. et al. (2016) ‘Digital play: a new classification’, Early Years, 36:3, 242-253, DOI: 10.1080/09575146.2016.1167675 (Accessed; 15th February 2021).
McInnes, K & Howard, J (2012), 'The impact of children's perception of an activity as play rather than not play on emotional well-being' Child: Care, Health and Development, vol 39, no. 5, pp. 737 - 742. DOI: 10.1111/j.1365-2214.2012.01405. 
Mustafaoglu, R. et al, (2018). ‘The Negative Effects of Digital Technology Usage on Children’s Development and Health’. Available at:https://www.researchgate.net/publication/325263798_The_Negative_Effects_of_Digital_Technology_Usage_on_Children%27s_Development_and_Health (Accessed; 15th February 2021).
Wainwright, N. et al. (2016) ‘The Foundation Phase in Wales – a play-based curriculum that supports the development of physical literacy’, Education 3-13, 44:5, 513-524, DOI: 10.1080/03004279.2016.1176360 
Wainwright, N. et al.(2020) ‘Playful pedagogy for deeper learning: exploring the implementation of the play-based foundation phase in Wales’, Early Child Development and Care, 190:1, 43-53, DOI: 10.1080/03004430.2019.1653551
NSPCC, (no date) Net Aware Available at; https://www.net-aware.org.uk/ (Accessed; 20th February 2021). 
NHS (2018). Short sightness myopia. Available at: https://www.nhs.uk/conditions/short-sightedness/ (Accessed; 15th February 2021).
NSPCC, (2021). Protecting children from online abuse. Available at; https://learning.nspcc.org.uk/child-abuse-and-neglect/online-abuse  (Accessed; 20th February 2021).
OfCom, (2018). Communications marketing report. Available at; https://www.ofcom.org.uk/__data/assets/pdf_file/0022/117256/CMR-2018-narrative-report.pdf (Accessed; 25th February 2021).
Palaiologou, I.  (2016) ‘Children under five and digital technologies: implications for early years pedagogy’, European Early Childhood Education Research Journal, 24:1, 5-24, DOI: 10.1080/1350293X.2014.929876
PHE, (2013).  Lifestyles and too much screen time affect children’s wellbeing. Available at; https://www.gov.uk/government/news/sedentary-lifestyles-and-too-much-screen-time-affect-childrens-wellbeing(Accessed; 15th  February 2021).
PHE, (2020). Children and Young People. Available at; https://www.gov.uk/government/publications/covid-19-mental-health-and-wellbeing-surveillance-report/7-children-and-young-people. (Accessed; 15th February 2021).
RCPCH, (2019).  The health impacts of screen time: a guide for clinicians and parents. Available at;  https://www.rcpch.ac.uk/sites/default/files/2018-12/rcpch_screen_time_guide_-_final.pdf (Accessed; 15th February 2021).
Rideout, V.J., Vandewater, E.A. and Wartella, E.A., (2003). Zero to six: Electronic media in the lives of infants, toddlers and preschoolers. Available at: https://files.eric.ed.gov/fulltext/ED482302.pdf (Accessed; 20th  February 2021).
See saw image,(no date) Available at; https://www.istockphoto.com/illustrations/seesaw (Accessed; 25th February 2021).
Statistica, (2021) Children with Tvs in their bedroom statistics. Available at; https://www.statista.com/statistics/398238/children-with-tvs-in-their-bedrooms-uk/ (Accessed; 20th  February 2021).
Straker, L. et al. (2018). ‘Conflicting Guidelines on Young Children's Screen Time and Use of Digital Technology Create Policy and Practice Dilemmas’. The Journal of Paediatrics. Available at; https://doi.org/10.1016/j.jpeds.2018.07.019 (Accessed; 14th February 2021).
Swansea Council, (2020) ICT Acceptable use policy. Available at; https://www.swansea.gov.uk/councilpolicy/ICT_Acceptable_Use_Policy_2020-21_v10.0%20(1).pdf (Accessed; 27th February 2021).
Twitter. Com. Available at; https://twitter.com/westparkpri/status/1063443573008408583 (Accessed; 20th February 2021).
UNCRC, Rights of the Child, (1992). Available at: https://www.unicef.org.uk/what-we-do/un-convention-child-rights/  (Accessed 19th January 2020).
Van Der Stuyf, R.R., 2002. Scaffolding as a teaching strategy. Adolescent learning and development, 52(3), pp.5-18. Available at; https://d1wqtxts1xzle7.cloudfront.net/58867028/Scaffolding_as_a_Teaching_Strategy20190411-39375-kajifs.pdf?1555011218=&response-content-disposition=inline%3B+filename%3DScaffolding_as_a_Teaching_Strategy.pdf&Expires=1614550596&Signature=c9qW5Bc70prZMPeD4VnXy4g3V8O0DnxpT8nsK72po988RU5~ALO5whkMDVzNRvF1T-1Sa~MDjkKc0NyQIHcId~4Ag2nZyMZEOaOmqKwj9TBwu-0vebPSuWp8kKhAtZUgeywyLK130QFGI3aRCj8Y3amNMW9y~x0ua9IQk2-rEY5Ad~pMQiCrFu9nZU7ApnL2oiGxn~DyiE2Zpj8eI1u5d6f4wX9SRTwqzbn0Z9UXHzkZh3l1e5Nn0J-RDjMC3IrNjIYgv4nmryhKxhoUOuU2SBmgsPVmqcM2YZjmxLmb7jp52xcQAIQssQkpTc~Z9AAsrKxeTXH50FhlJHehb9lGnA__&Key-Pair-Id=APKAJLOHF5GGSLRBV4ZA . (Accessed; 15th February 2021).
Vygotsky, L.S., 1979. The development of higher forms of attention in childhood. Soviet Psychology, 18(1), pp.67-115. Available at; https://www.tandfonline.com/doi/abs/10.2753/RPO1061-0405180167  (Accessed; 20th February 2021).
Wainwright, J. et al. (2016) ‘The Foundation Phase in Wales – a play based curriculum that supports the development of physical literacy’, Education 3-13, 44:5, 513-524, DOI: 10.1080/03004279.2016.1176360. 
Wainwright, N. et al. (2019) ‘Playful Pedagogy for deeper learning: exploring the implementation of the play based foundation phase in Wales’, Early Child Development and Care, DOI: 10.1080/03004430.2019.1653551. 
Welsh Government Digital competency framework (2021). Available at: https://hwb.gov.wales/curriculum-for-wales-2008/digital-competence-framework-curriculum-for-wales-2008-version/ (Accessed; 25th February 2021).
Welsh Government, (2015). Foundation Phase Profile. Available at: https://gov.wales/sites/default/files/publications/2018-02/foundation-phase-framework-revised-2015.pdf   (Accessed; 19th February 2021).
Welsh Government, (2018). Digital Competence Framework. Available at; https://hwb.gov.wales/api/storage/337437b8-cfe3-4305-ae32-f47ad82f3e76/digital-competence-framework-guidance-2018.pdf (Accessed; 15th February 2021).
Welsh Government, (2019). Welsh Index of Multiple deprivation. Available at; https://gov.wales/welsh-index-multiple-deprivation-full-index-update-ranks-2019 (Accessed; 27th February 2021).
Welsh Government, (2021). Digital Competence Framework. Available at; https://hwb.gov.wales/curriculum-for-wales-2008/digital-competence-framework-curriculum-for-wales-2008-version/framework/#eyJpIjpbeyJhIjoxfV0sImMiOlt7ImEiOjB9LHsiYSI6MH0seyJhIjowfSx7ImEiOjB9LHsiYSI6MH0seyJhIjoxfSx7ImEiOjB9LHsiYSI6MH0seyJhIjowfSx7ImEiOjB9LHsiYSI6MH0seyJhIjowfSx7ImEiOjB9LHsiYSI6MH0seyJhIjowfSx7ImEiOjB9LHsiYSI6MH1dfQ== (Accessed; 20th February 2021).
Welsh Government, (no date) What is Digital inclusion and why does it matter? Available at: https://www.digitalcommunities.gov.wales/what-is-digital-inclusion/ (Accessed: 17th February 2021).
Whitebread, D. et al (2012). The importance of play. Available at; http://www.csap.cam.ac.uk/media/uploads/files/1/david-whitebread---importance-of-play-report.pdf (Accessed; 15th February 2021).
image1.jpeg




image2.jpeg




image3.jpeg




image4.jpeg
‘action for

Age Restrictions children
for Social Media ke
Platforms r.ug‘lu

[





image5.png




