Computers have been known to be effective tools for young children with their writing (Yost, 2003 cited in Neumann, 2016). It also allows young children to get involved with their ‘drawing, decorating texts, playing games, and searching for information’ (Downes, 2002:62 cited in Neumann, 2016). Computers can provide many children with opportunities to learn about the world that is around them and the recommended time in which children should be on a computer is between twenty and thirty minutes (Early education, No Date). When children are introduced to computers, they need time to explore and to experiment. They become comfortable in clicking different options and seeing what happens next. By providing children with little help on computers can teach children that they can use a computer successfully (Mental Help, 2020). Some advantages for young children using computers is that it can help with their fine-motor skills as children are pushing keys and using a mouse and along with this it also helps hand-eye coordination (What to expect, 2019). This links to Froebel’s theory that his approach takes a holistic view on children’s progression and helps them to realise their uniqueness and potential (UKEssays, 2018). He believed that everyone is productive and creative, and he aimed to create an educational environment that involved the use of practical work and the use of materials (Infed, No Date). In 2015 studies found that three in five children aged between three and seventeen (60%) used the internet while at home which is six times the number in 1997 (11%) and additionally, four in five children had a computer in their homes (80%) which is up by 15 percent since 1984 (ChildTrends, 2020).
However, in 2017 the percentage of three to four-year olds using the internet at home was higher with forty five percent (National Centre for Education Statistics, 2019). When children play online games there are many risks such as bullying where children might be excluded from a game by other people or might get abusive language spoken to them (NSPCC, 2020). According to Maynard (2010) children from birth to three years old need an environment that is healthy but also rich in language and movement. For children at this age any computer activity is inappropriate for their development as it does not involve any movement or conversation. Children under three years old should not use a computer as they are learning through their bodies such as their eyes, their ears, their hands, their mouths, and their legs. For three-year olds, computers will not help develop their crawling, their talking, or their walking (Mental Help, 2020). There are some concerns with a child’s physical health and computers. Since a young child’s muscles and their bones are still in development some parents do not see the possible dangers of their child sitting for to long with furniture that is not properly set up for them. This can lead to them being unsupported, their necks twisted, and their wrists being overextended (Education.com, 2020). While some computer games may be interactive children still need interaction with other people to help them develop empathy, to build on their social skills and for them to have fun with others face-to-face (What to expect, 2019).
Video games are still popular amongst families with an estimate that four out of five homes own a device that can be used to play video games (Chassiakos et al., 2016). Video games or gaming consoles can help young children build social connections and children who often play videos games are very creative. This links to Vygotsky’s sociocultural theory where he believes that learning is a social process and that social interaction can play a role in the development of children’s cognition (Manchester, No Date). Some other benefits to children playing video games are that it can help improve a child’s reading skills, it can help a child’s visual-spatial skills which helps a child understand distance and space, and video games can help with a child’s problem solving skills (The Understood Team, 2020). According to Nemours (2020) the American Academy of Pediatrics (AAP) suggest that parents of young children put in place a limit to how much time a child spends on videos games or gaming consoles. However, thirty nine percent of children aged between three and four -years old are playing games which equals to about four hours and forty-two minutes a week they are playing these games for. For children aged between five and seven-years old, sixty two percent of them play games and this equals to them playing games for six hours and eighteen minutes a week (Ofcom, 2019). According to Shiers (2020:1) ‘In 2019, the global games market was worth $152 billion’. He found that eighty one percent of children under eighteen now play games online and if in moderation, gaming can be fun for children where they can be sociable and be interactive and can lead to opportunities for children to solve problems. However, there are some implications to children playing games excessively which can result in some negative effects on a child’s education and wellbeing. Video games or online games can interfere with a child’s studies which can lead to a child’s schoolwork falling, children becoming bored in lessons, children having difficulty concentrating. Another harmful effect that video games can have on children is that they are being exposed to violent, graphic, or sexualised content. Twenty five percent of parents of children aged three to four years old that play video or online games are concerned about the types of games that their children play (Shiers, 2020). According to American Academy of Child & Adolescent Psychiatry (2015) girls are spending more than one hour a day playing video games and boys are spending more than two hours a day playing video games. Even though some games will have educational content for children some of the most popular games do not and they instead promote children to kill other people or animals, the use of drugs and alcohol, they promote criminal behaviour and a disrespect for the law, violence towards women and foul language. Children in the UK are playing video games that are not age appropriate such as Fortnite which is PEGI 12 and Red Dead Redemption2 which is PEGI 18 (The Guardian, 2019). Gallagher (2020) suggests that young child that play video games are more likely to be as a teenager more obese and overweight. He found that young children that played video games had a higher Body Mass Index (BMI) compared to children that do not play video games. Another risk to children that play video or online games are the in-app purchases that occur within the game. Some children do not understand that they are spending actual money when the game wants them to level up or wants them to get a better weapon. A few ways to prevent this are by children choosing games that do not have any purchases within the game or parents can set up a password that is needed in order for children to be able to purchase things within their game (Elgersma, 2019).
In recent years there has been an increase in digital devices that are touchscreen such as mobile phones (Ahearne, Dilworth, Rollings, Livingstone, & Murray, 2015: Holloway, Green, & Stevenson, 2015 cited in Hatzigianni and Kalaitzidis, 2018). By the time children reach three to four-year olds roughly ninety-six-point six percent can use a mobile phone and according to Kabali et al., (2015 cited in Hatzigianni and Kalaitzidis, 2018) most children start using a mobile phone before they are one. However, twenty percent of three to four-year olds can use a smartphone to go on the internet and five percent of five to seven-year olds own their very own smartphone (Ofcom, 2019). According to The Guardian (2020) many children by the age of seven have their own mobile phone. Many parents that have separated can see the positives of their child having a mobile phone as they can send messages or phone each other directly. Other parents felt that by having a mobile phone their child had a safety net and could get in contact easily if they did not feel safe and secure whilst walking home from school (Family Lives, No Date). Professor David Crystal believes that children that text regularly are concentrating their minds between the sound’s words make and how they are written. He pointed out that the new generation of children are now constantly reading online as well as physical books. He believes that texting can help improve children’s spelling (Daily Mail, 2015).
However, even though mobile phones can be convenient for children it can alter the bond that is between a parent and a child. As children are still passing through their growth period parents need to establish a relationship and bond with their child but smartphones have the speed that parents do not and the answers that parents cannot answer (Lifehack, 2020). Overall children can spend up to three hours and twenty minutes a day on their phone where they message other, play games, and go online. Nearly fifty seven percent of young children sleep with their mobile phone next to them in bed and nearly thirty nine percent of young children cannot live without their phone (Daily Mail, 2020). As children use their mobile phones to access the internet there is a possibility that they will come across content that is not appropriate for their age. Inappropriate content may include cruelty to humans or animals, eating disorder websites, sexual abuse or rape, violent content, and online porn (NSPCC, 2020). Smartphones in the bedroom of young children can bring the child less sleep, a later bedtime, and more fatigue. If a child spends more than two hours a day on their smartphone this is enough time to cause children emotional and social problems. There is also the risk of attention problems which is increased through the exposure of having games on the smartphone (Lifehack, 2020). Another risk to children that own a smartphone is cyberbullying. Cyberbullying is an extension of bullying but through digital media such as smartphones, computers, or tablets. Cyberbullying can take the form of threats, intimidation, harassment, manipulation, and sexualising others (Anti-Bullying Alliance, No Date). Another risk to children that have their own phone and use it to access the internet is online grooming. Grooming is when a child makes friends with someone online that they may or may not know and then gets manipulated or gets abused. What children do not realise is that anyone can be a groomer and that it can take place over long or short periods of time. Groomers will try to isolate children away from their families and their friends and get the children to feel dependent on them Grooming can take place on social media sites, through email, through text messaging app such as WhatsApp, and it can happen through video apps and games (NSPCC, 2020).
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Do you what your child is doing online?

Do you know how to protect your child online?
Do you know what to look out for?

Almost 29% of parents let their children use the internet without any restrictions or parental supervision (Shared hope, 2020).

1 in 12 children have exchanged sexual messages with others of which 1 in 25 have exchanged graphic photos of themselves (Shared hope, 2020).


Do not let your child be a statistic, get informed.

	Statistics
3 to 4-year olds:
· 24% of children aged between 3 and 4 years old have their own table
· 20% can use a smartphone to go online
· 49% can use a tablet to go online
· 15% of children that own a tablet can take it to bed with them

5 to 7-year olds:
· 5% of children aged between 5 and 7 years old have a smartphone
· 37% own a tablet
· 27% can use their smartphones to go online
· 62% can use their tablets to go online
· 14% of children that own a tablet can take it to bed with them
(Ofcom, 2019)

Do you know your age restrictions?

[image: fb logo ]Facebook – This is a website that allows people to connect with friends or people they do not know once they have created a profile for free. People can share music, photos, videos (Web wise, 2019) and it requires its users to be at least 13 years old to create an account (Facebook, No Date).
(Source: Privacy international, 2019)

	Do you know your age restrictions?

[image: Snapchat Logo]Snapchat – This is a mobile app that allows its user to send photos or videos or a message that is available for others for a short amount of time (Pocket-lint, 2020). It requires its users to be at least 13 years of age (BT, 2020).
(Source: exchange wire, 2020)

[image: ]TikTok – This is a video app that allows its users to share videos that are short (BBC, 2019). Even though the recommended age requirement for this app is 15+, users must be at least 13 years old (common sense, No Date).
(Source: Optima Themes, 2020)
[image: ]
Instagram – This is a video and photo app where users can share a photo or video for their followers or friends to see (Instagram,2020). This app requires people to be at least 13 years old before creating an account (Instagram, 2020).
(Source: Instagram, 2020)
[image: twitter-bird-white-on-blue]
Twitter – This app allows people to keep tabs on each other by updating their profile (HubSpot, 2019). This app requires its users to be 13 years old (Harper, 2020).
(Source: Elementary Librarian, 2020)



	Positives

Digital competence can play a powerful role in children and young people for many reasons such as communication, for networking, for information, for leisure and for entertainment as well as for educational reasons (Donaldson, 2015).

Some other benefits for digital media and ICT for children are that it helps improve hand-eye coordination, children have access to a wealth of information, digital media and ICT can also help a child’s language and problem-solving skills (UK Safer Internet Centre, 2020).

Digital media also helps to strengthen friendships, it can offer a child a sense of belonging, digital media can also offer genuine support to children and it can also help children to express themselves (Common sense, 2018).

Digital media provides children with the technical skills that they will need for the future (Mrunal, 2019).


	Negatives

Some of the risks and challenges for parents and children when it comes to digital media is that parents are unaware of what children get up to and children are unaware of the risks to them such as sharing personal information. Parents also believe that when a child is online, they are engaging with content that is only for children, but this is not always the case (Kidron and Rudkin, 2017).

A downside to digital media is the addiction that it can have on children. Children can spend hours every day watching videos, looking at photos, Children world rather spend time doing this than schoolwork (Mrunal, 2019).

A big risk to children when they are online is being groomed. A groomer can be a stranger or someone that a child knows posing as a friends whilst using fake pictures to make them appear younger, these groomers then try to isolate the children from their families which then gives them power to control and abuse these children (ITV, 2020).
	Legislations

The United Nations Convention on the Rights of the Child (UNCRC) 41 rights for children, 5 of which link to children’s rights with digital media and ICT. These are:

· Article 2 – this states that all children are protected from all forms of discrimination against the child’s race, their colour, their sex, their language, their religion, and their family members.
· Article 3 – this states that the child’s best interests will be the primary consideration.
· Article 13 – this states that all children have the right to freedom of expression. This means that children can seek, receive, or impart on information through any media of the child’s choice.
· Article 16 – this states that children shall not be pressurised into any unlawful interference with their privacy, their family, and their home.
· Article 17 – this states that the encouragement of the media to spread information and materials of social or cultural benefit for children.

(Children’s Commissioner for Wales, 2020).

Useful Websites

Here are some useful websites for more information on how to keep children safe when using digital media.

· How to keep your kids safe online – BT Tech tips (BT, 2020).
· Online safety – NSPCC (NSPCC, 2020).
· Resources for 3-11s – UK Safer Internet Centre (UK Safer Internet Centre, 2020).




	Activity Plan

	Activity: The activity is a mini beast hunt with the use of a camera.


	Number of children: 30

	Age of children: 3
	Number of adults: 7 adults

	Location: outside garden area of a school or setting

	Preparation time: 10 minutes
	Activity time: No specific time scale

	Resources: 

The resources that are required are a mini beast hunt tick sheet for the children to tick off all the mini beasts they find, a pencil for them to be able to tick off the mini beasts, a container to put the minibeast in and a camera for them to be able to take a photo of what they find.




	Aim/s of activity: 

1. The first aim of this activity is for the children team up in pairs and to look around the garden for mini beast and when they find them to be able to take photos of them.
2. The second aim is for the children to be able to use the camera after being shown the basics of how to use one.
3. The third aim is for children who understand how to use a camera will be to help others who are struggling.



	Links to outcomes:

1. The first outcome from this will be that the children will be able to ‘use digital devices and media with care’.
2. The second outcome from this will be that children will be able to ‘work together with a partner/partners on a piece of digital work’.
(Welsh Government, 2008: 3).

	Differentiation:

The practitioner should make sure that the activity is suitable for all children by either making it easier for those who are struggling or have a lower learning ability by having toy insects that can easily be found and by making it more difficult for those who find the activity easy or who have a higher learning ability by giving them another scavenger hunt to do.



	Role of adult/adults: 

The role of the adult is to demonstrate to the children the basic steps of how to use a camera and then to supervise the children as they take part in their activity and to join in if the children ask them to.



	The activity: 

The activity is for the children to team up in pairs and each pair will be given a mini beast tick sheet and a camera. The children will then be allowed to go outside to a garden area or forest area and look around in the outdoors for the mini beasts that are on the sheet of paper. Once the children have found a mini beast, they are to then tick it off from their sheet, put it into the container to get a better look and to then take a photo of the mini beast. Once the children have finished the mini beast hunt, they will then go back into the classroom where the photos that they took will be used to make a display area of the mini beasts that they found.









Digital competence is a set of skills, knowledge and attitudes that can enable confident, creative, and critical use of technology and its systems. For learners, this is essential as they need to be informed, capable and must have the potential if they are to be successful in society today. However, digital competence is not the same as information and communication technology (ICT). This framework has been developed so that it can be inclusive of all learners from 3 years-old to 16 years-old. The framework covers development skills that young children need to learn. Its aim for January 2020 along with the new curriculum is to embed digital competence with the school curriculum, share good practice in and outside of schools and to evaluate how the current digital competence approach fits in with the new curriculum (Welsh Government, 2018). 
Within the new curriculum the government have come up with four purposes as a starting point for the schools’ curriculum design. The four purposes aim to make their learners ambitious, enterprising, ethical, and healthy. One point in the four purposes that children and young people will be supported in is to be able to set themselves high standards and to be able to seek and enjoy challenges (Welsh Government, 2020). This links to the first aim and second outcome as specified in the activity plan. The second outcome also links with Vygotsky’s more knowledgeable other theory where he believed that children could learn in the presence of others. Children that have a better understanding or knowledge (Abtahi, 2017). According to Estyn (2019) there has been an issue in many schools that some children’s ICT skills have not developed as well as their literacy and numeracy. However, there are some schools that have been giving children the opportunity to improve their digital skills and because of this the impact on the children has been positive and has helped increase children’s confidence when using a range of different digital tools. The welsh Government states that digital competence will become a mandatory cross-curricular skill and it must be embedded into the curriculum (Welsh Government, 2020).
Children aged between three and five are now starting to put themselves into other people’s shoes and are tending to believe what they see. They are also beginning to understand that there are rules that they must abide by and follow when it comes to digital media (Kidron and Rudkin, 2017). Teachers and other practitioners have the responsibility to support a child’s development when it comes to digital competences and must have the skills to do this (Donaldson, 2015). Some children that take photos on a digital camera find it to be a way for them to share things that have happened to them or places that they may have been while others find it to be a way for them to express their creativity (CBC, 2018).
According to Lopez (2016) whatever camera you get for children depends on their age and their interest. Some children want a camera to play with and others like taking photos. Some children who are advanced may develop a liking for photography. Young children are capable of users of using technology within the early years. When given a camera it enables young children to become digital photo makers (Lemon cited in Garvis and Lemon, 2016).
A digital camera is often a common tool within the early learning environment for childhood according to Northcote (2011 cited in Garvis and Lemon, 2016). When children use digital technology such as cameras, there are beneficial results for them in regards of children developing competence in digital technology, their communication skills, their thinking skills and their problem-solving skills (Lemon, 2008; Lemon & Finger, 2013; Richards, 2009 cited in Garvis and Lemon, 2016). A camera can be thought as an accessible tool that can be portable and hand-held and easy for young children to engage with (Lemon, 2008, 2014 cited in Garvis and Lemon, 2016). Some of the educational benefits of children using cameras is that they are learning a new skill which can help to build a child’s self-esteem, it gives children the opportunity to develop their own design and ideas (The School Run, 2020).
As specified in the activity plan, practitioners could make the activity harder or easier depending on the child’s learning ability. Children with a higher learning ability are defined as those with cognitive abilities in the top 2-5% of the population. Practitioners can tell if a child has a high learning potential by the characteristics a child show. If a child is rapidly learning, if they have an excellent memory, if they have compassion for others and if they are a keen observer (Potential Plus UK, 2020). Some of the abilities a child might show with high learning potential are having a recognition of signs that are simple by the age of three, can recognise their own name by the age of 3 and have the ability to write letters, numbers, words and their own name between the ages of three and four (Potential Plus UK, 2020). One way in which practitioners could make it more challenging for children with a high learning ability is to get the children to group the mini beasts into different criteria’s such as do they have legs or no legs. Another way that practitioners could make it more challenging for children is to get the children to make a tally of what minibeast they find and what was the most common one (Outdoor Learning Wales, No Date).
Another way in which practitioners could make the activity more difficult for children is to have them reflect on their experience of using a digital camera. Young children can build on this by being encouraged to show their photos to others as specified in the activity plan and reflect on it through child led discussions (Garvis and Lemon, 2016). By doing this, children can have the opportunity to develop their metacognitive thinking, their problem-solving skills, and their communication skills (Garvis and Lemon, 2016).
Children who have been deemed to have a low ability fall behind children with a high ability by one to two months per year. Practitioners often corral children together by ability and this is where they find out if children are bright or not so bright (David Didau, No Date). One way in which practitioners can make a minibeast hunt easier for children is by having a placemat with big pictures of the most common minibeasts on it so that it makes it clear what minibeasts the children have to find (Special Educational Needs Resources Blog, 2018) or as specified in the activity plan, practitioners could get toy insects which are bigger, making it easier for young children to find them.
Another way in which practitioners could make the activity easier for children is by giving them a tablet rather than a camera. Tablets are becoming a part of children’s everyday lives. Practitioners can let them learn how to use the camera on there and let them take photographs that way (BBC, 2020). Tablets can come with a bumper case that helps to protect it against any damages and the case that surrounds it is made from a solid foam which is pleasing to the touch of children’s hands. Because there are a range of different size of tablets, practitioners can easily find a tablet that is best suited to for children (Phelan, 2009). In 2016 there was a rise in how many three to four-year olds use a tablet, this figure rose from 55% to 65%. Also there has been a rise in how many children aged between three and four-years old own their own tablet. This figure has risen to 21% from 16% in 2016 (Ofcom, 2017).
Another thing that practitioners will have to think about is can the children hold the camera or tablet easy? Does the camera or tablet have automatic settings, or will the children have to use them manually? Is the camera or the tablet simple for the children to use or will it be too difficult for them to use? (The School Run, 2020).
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