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Section 1
Digital technology is developing at a quicker pace, than the research covering how it impacts on child development. There are many thoughts on children and technology, and evidence shows that traditional media such as television has health concerns and negative outcomes. (Baroness Kidron and Dr. Rudkin, 2017 and  Chassiakos, et al. 2016). 
[bookmark: _Hlk63604647]The way of teaching by memorizing and reciting information has now become a thing of the past, due to the explosion of information now available to societies. It has become necessary for children to gain lifelong self-learning skills and become digitally literate citizens prepared to take an active and successful part in society. Therefore, it is essential that we help children gain skills to use technology and digital media. Activities such as, navigating the web and researching to acquire knowledge without human mediator, for instance a teacher or parent (Khalaf, 2006 cited in iIhmeideh and Alkhawaldeh, 2017; Baroness Kidron and Dr. Rudkin, 2017 and Early years teaching, 2021).
[bookmark: _Hlk63179853]Evidence suggests that the use of digital media including social and interactive media offer benefits such as opportunities to discover new ideas, knowledge and social contact (Baroness Kidron and Dr. Rudkin, 2017 and Chassiakos, et al. 2016). Most of the media is easy to use due to touch screens meaning that children who have physical, mental or emotional challenges will find amazing potential from mobile media such as touch screens, speech recognition adaptive teaching and learning (Donohue, 2014). 
Children exploring digital media promotes them to be ambitious capable learners. Using different apps and creating work supports children to be creative and enterprising, in addition searching the web assists them to be ethical and informed citizens. These are part of the four purposes of the Curriculum for Wales (Successful futures, 2015) The United Nations Convention on the Rights for Children article 2 states that all children should have equal rights, therefore all children should have access to media.
[bookmark: _Hlk63604832]Digital media can be a real asset to early years setting enabling practitioners to record observations via photos and apps, creating time for them to do other things (National Literacy Trust, 2017). However, teachers and parents are worried about technology and the effects they may have on children, such as the decline in physical activity, promoting consumerism, bad eye-sight, self-regulation and causing addictive habits. Teachers suggest there is a need for setting limits, having balance, and using the technology in intentional, meaningful ways to benefit the children such as explore information and create, not just play (Hatzigianni and Kalaitzidis, 2018). One teacher is a study by Hatzigianni and Kalaitzidis (2018) said “it seems now the much more common thing is for a toddler to be able to use their smartphone than it is for a child to be able to climb”.
Parents have a lot of anxiety around technology, they are concerned their children will have no social skills, that they may receive inappropriate pictures or be bullied. This anxiety is a normal part of the cycle of technology, people thought the telephone was going to destroy family life and now many people depend in it to support family life. However, even though this cycle of anxiety is normal it does not mean there is nothing to worry about (Heitner, 2014).

[bookmark: _Hlk63601638]Digital media has risks to the health of children and teenagers such as negative health effects on attention, sleep, and learning. There is also a higher risk of obesity and depression. Children may be exposed to inappropriate, inaccurate, or unsafe content and contacts; and compromised privacy and confidentiality. (Baroness Kidron and Dr. Rudkin, 2017 and Chassiakos, et al. 2016). 
A randomised controlled clinical intervention trial of 2 groups of children aged 4-7 years old found that after 3years the one group who had their screen time reduced by half had a significant reduction in their BMI. High BMI at a young age is more likely to cause high cholesterol and blood insulin levels by adolescence (Sigman, 2012).
[bookmark: _Hlk63182733][bookmark: _Hlk63181071][bookmark: _Hlk63181912]iIhmeideh and Alkhawaldeh (2017) believe that Children today live in a world with copious amounts of information and digital devices so much so that they are referred to as ‘digital natives’ but even back in 1994, Rodgers (cited in Donohue, 2014) worried that children were excessively exposed to digital entertainment and suffering an inadequate amount of healthier forms of play. Children from an incredibly young age are exposed to the existence of technology and digital media at home and all around them with items such as laptops, smart phones, personal computers, tablets, televisions, and other mobile devices. 
[bookmark: bbb0135]Urgent research is required to maintain children’s wellbeing in our digital world so they can build up independence as equipped digital citizens (Internet matters, 2020).
Khalaf (2006) cited in iIhmeideh, and Alkhawaldeh (2017) suggest that during early childhood crucial and substantial development towards a person’s personality is formed such as; various social, psychological, intellectual, and moral aspects. Therefore, it is essential that we are careful about what we present to a child in this early phase of development. We also need to think more about what kind of people our children will become, will they be thoughtful, empathetic, will they take advantage of digital sharing for positive outcomes? Have we done a good enough job modelling the right things? Such as empathy (Heitner, 2014). 

Children are interested in the interaction their family members have with technology and therefore digital media has become part of children’s lives (Donohue, 2015). Bandura suggests that children learn by copying adults (Bee and Boyd, 2010), therefore if adults are modelling staring at screens and not talking the children will also stare at screens and not talk.

A study of 70 families with children aged 6–7-year-olds also found that children copied their parents and family members behaviour however, parents seemed unaware of their children mirroring their behaviour (Chaudron, 2015). In an interview with a group of 10 years olds found that children think that their parents are on their phones too much, especially when they with their child (Heitner, 2014).

Children under 2 years of age are still developing language, sensorimotor, cognitive and social-emotional skills. At this young age they need hands-on exploration and social interaction with trusted adults for successful development. Therefore, it is vital that toddlers have adult interaction to learn effectively from digital media (Chassiakos, et al. 2016). When adults are present and interacting with toddlers, the findings have been positive with language development (Hatzigianni and Kalaitzidis, 2018). Toddlers begin to learn words from word learning videos but only if an adult watch with them and reteaches the words (Chassiakos, et al. 2016). Vygotsky believed that learning was the social transmission of knowledge and that children need to be working in the zone of proximal development. Bruner offered this concept as scaffolding, where children need a significate other to support their learning (Smidt, 2013). 
A study of 1–3-year-olds discovered that the child’s cognitive development was hindered when the television was on in the background and that adult interaction was reduced.  Having negative impact on development. However, media industry executives claim that ‘educational media programmes are meant to be watched by both the parent and the child to facilitate social interactions and the learning process’ (Sigman, 2012).
Studies continue to show links between exorbitant television viewing in the early years and social and emotional, language and cognitive delays, possibly due to a decrease in parent-child interaction when the television is on (Chassiakos, et al. 2016). If words are not repeated back to children Neuros shrink and die (Dr. Fitzgerald, 2014).
It is reported that the connection between screen time and health risks occur when children are exposed to more than 2 hours a day. However, most children are exposed to three times this amount (Sigman, 2012). A British study discovered that children were at a 60% increased risk of high level of psychological difficulties when they spent more than 2 hours a day watching television or used a computer (Baroness Kidron and Dr. Rudkin, 2017). Delaying the age until the child is at least 3 years of age in which children start having screen time and then setting a daily limit according to their age, may provide significant advantages for their health and wellbeing (Sigman, 2012).  
[bookmark: _Hlk63876932]Children’s age-determined vulnerabilities must be considered for children and young people to have an informed and healthy relationship with technology (Baroness Kidron and Dr. Rudkin, 2017). Nearly all digital interactions are designed to make the users want to undertake the cycle again. Encouraging that need for affirmation from a digital audience is both exiting and anxiety provoking (Baroness Kidron and Dr. Rudkin, 2017).
[bookmark: _Hlk64712534]In an interview with a group of 10-year-olds Heitner (2014) discovered that these children feel like they need to always be available they feel if they do not have a response straight away then they’re not friends any more. Heitner suggested that we encourage them to imagine their friend is just having dinner with their family etc, showing empathy. Children need and want us to mentor them. The potential of any devises lies in the hands of those who use them (Donohue, 2014) Digital media can enhance children’s creativity and motivate them to discover and search. Educators and parents must ensure they manage the quality and number of digital resources used in children’s lives. Making appropriate and effective choices about the use of digital media (IIhmeideh and Alkhawaldeh, 2017 and Baroness Kidron and Dr. Rudkin, 2017).

There is growing evidence that increased exposure to media such as television, computer, mobile phone and tablets in the bedroom in early childhood are linked to sleep problems. The suppression of melatonin by the blue light emitted from screens is one possible cause (Chassiakos, et al. 2016). A study of 5–6-year-olds discovered that background media and media being actively viewed was related to shorter sleep duration, sleeping disorders and overall sleep disturbances. Therefore, adults need to control the quantity of screen time and limit children’s exposure to passive television (Hatzigianni and Kalaitzidis, 2018).  
A study by the University of California-Los Angeles has discovered that social engagement such as eye-to-eye and side-by-side interactions are being displaced by the eye-to-screen relationship. There was a high percentage of parents who were ignored or unacknowledged when they returned home due to their children engaged in screen activity (Hatzigianni and Kalaitzidis, 2018). People need regular social interaction to learn social and emotional skills, you may argue that they are socializing on-line however humans require regular eye-to-eye contact for the best physical and mental health. A cross-sectional analysis of girls aged 9-10 years old highlighted the negative effect screen time has on their self-esteem however face to face communication was strongly connected with positive psychosocial well-being (Baroness Kidron and Dr. Rudkin, 2017). 
[bookmark: _Hlk64367776]Face-to-face conversations benefit language skills, in addition to psychosocial skills such as knowing when and how to listen and contribute, during face-to-face interactions the brain is also understanding the words and reading the facial expressions all of which is highly technical and time consuming. Time spent on engaging in screen activities reduces the time spent in face-to-face relationships (Sigman, 2012 and Baroness Kidron and Dr. Rudkin, 2017). 
Family ownership of touchscreens has risen from 7% in 2011 to 71% in 2014 (National Literacy Trust, 2016). These devices are easy to use and portable making them ideal for children. According to the National Literacy Trust (2016) touchscreens are being used in a multitude of ways to assist emergent literacy, with applications to influence the development of phonological awareness, early mark making and letter-sound correspondence. However, some children would welcome new ideas or further guidance about how to use the devices and apps available to them. Parents would welcome advice on fostering children’s online safety.
A survey from the National Literacy Trust was carried out on 1,000 parents of three to five-year-old children. They discovered that many parents and practitioners report less enjoyment sharing stories on a touchscreen with their children compared with printed stories. Both practitioners and parents suggest that the screen size is too small to enjoy the stories on touch screens in addition to: ‘fragility of touchscreen devices, concerns about their children’s eye health: “Because I don't think reading off a screen is good for children's eyes”, behavioural difficulties associated with screen use such as poor sleeping: “We found she didn't sleep well after using the iPad”, and distractibility: “My daughter would be distracted by the technology rather than concentrating on the story.”’ (National Literacy Trust, 2016). 
A study of 70 families of children 6-7 years found that even though children loved playing games on digital media they also enjoyed playing outdoors and with non-digital toys (Chaudron, 2015). Technology can provide learning for fun, video calls, photos to reminisce over and information. These highlight the importance of digital technology to support well-being issues such as social isolations and loneliness (Welsh Government, 2021). Research shows that digital technology is used in balance with many other activities especially when the activities are promoted by parents (Chaudron, 2015). Ensuring that a balance is kept, will support the development of healthy successful children and adults. 


[image: ]What is Digital media?
          Digital media are things such as laptops, smart phones and tablets. These can be useful and 
entertaining devices. Providing games, cameras, video calls, videos to watch, social media, and lots of 
information over the internet. In addition to helping people to keep in touch with their friends and 
             families. However, it is important to be aware of what we can do with digital media and 
   how you can talk with your child to help them to use this technology in a safe and positive way. 
(Safer internet Centre, 2021).





Digital Media 
  Suggested
screen time limits
3–7-year-olds: 0.5 – 1 hour a day.
7- 12-year-olds: 1 hour a day
12- 15-year-olds: 1.5 hours a day.
16+ years olds: 2 hours a day.
(Sigman, 2012)
When setting screen time limits, take into consideration weather your child has homework to do on the
computer and how much
time it will take (Sigman, 2012)
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Benefits
Children need to gain lifelong self-learning skills and become digitally literate (iIhmeideh and Alkhawaldeh, 2017). Teaching them to use digital media and navigate the web for researching will prepare them for jobs in the future. In addition to enabling children to thrive, taking an active and successful part in society in an increasingly digital world (Successful Futures, 2015 and Welsh Government, 2008).
Digital media including social and interactive media offer benefits such as; opportunities to discover new ideas, knowledge and social contact (Baroness Kidron and Dr. Rudkin, 2017 and Chassiakos, et al. 2016).
Technology can provide support for early communication, language and literacy through ebooks, apps and even video calling (literacy trust). Toddlers begin to learn words from word learning videos but only if an adult watch with them and reteaches the words (Chassiakos, et al. 2016)
‘They have tech savvy, but we have wisdom’
(Fitzgerald, 2014).





· Set parental controls, visit your
broadband providers website or 
visit internetmatters.org. 

· Warn your child to never meet someone 
whom they had come to know over the Internet 
(iIhmeideh and Alkhawaldeh, 2017).
· Invite your child to use their devises in shared rooms such as the kitchen or lounge 
(Safer internet centre, 2021).

· Ensure that your devises are password protected (Internet matters, 2020).

· Talk to your child, explore the online world together and share how they can stay safe (NSPCC, 2021)


  How can I keep my child safe




This Photo by Unknown Author is licensed under CC BY-NC-ND



[image: ] How to support your child
[bookmark: _Hlk65401517]As parents you are responsible for raising your child’s awareness of exploring digital media effectively and safely. Talk to your child, explore the online world together and share how they can stay safe. Let them know they need to talk to you or another adult they can trust if they get upset or worried about anything they have seen online. Agree what is appropriate together (NSPCC, 2021).
Bandaura a child psychologist discovered that children learn from observing others, parents and other family members (Morris, 1971). Be aware of what you are role-modelling, are you constantly on your phone or tablet? (Sigman, 2012).
Keep mealtimes free of digital devises such as phones or tablets (internet matters, 2020).  Eating while looking at screens is thought to disrupt the encoding and memory formation of the meal. Impaired memory for recent eating could boost food consumption hours later (Sigman, 2012).
Encourage no screen in children’s bedrooms (NSPCC, 2021) research shows it disturbs sleep. If it is to be used in a bedroom, think about: setting time limits on when and for how long they can use it; reminding them about the risks of people that they do not know online and encouraging them to come to you with any worries. (UK Safer internet centre, 2021).

Teach your child to be S.M.A.R.T 

Safe: Keep safe by being careful not to give out personal information such as your email address, phone number and password.
Meet: Meeting someone you have only chatted too online may be dangerous. Speak to your parents and only arrange to meet your parents present.
Accepting: Accepting messages, emails, files, images or texts from people you don't know could be unsafe as they may contain viruses or nasty messages.
Reliable: information on the internet may be false and people may lie about who they are so always check by
Tell: Telling a parent, carer or a trusted adult if someone, or something, makes you feel upset, awkward or worried, or if you or someone you know is being bullied online
(Safer internet centre, 2021).
[bookmark: _Hlk64998996]

Dangers 
There is growing evidence that increased exposure to media such as television, computer, mobile phone and tablets in the bedroom in early childhood are linked to sleep problems. The suppression of melatonin by the blue light emitted from screens is one possible cause. (Chassiakos, et al. 2016).
A British study discovered that children were at a 60% increased risk of high level of psychological difficulties when they spent more than 2 hours a day watching television or used a computer (Baroness Kidron and Dr. Rudkin, 2017). Delaying the age until the child is at least 3 years of age in which children start having screen time and then setting a daily limit according to their age, may provide significant advantages for their health and wellbeing (Sigman, 2012).
Research shows that children who are exposed to high levels of television in the early years, have a greater chance of being teased or insulted by other children. The reduced time of social interaction due to watching television during this critical time of development may, result in inadequate social skills (Baroness Kidron and Dr. Rudkin, 2017). 
If your child accesses the internet it is vital that they know people online may lie about who they are. Talk with your child about this and ensure they are S.M.A.R.T
We know it is hard for children to stop when they are engaged in something they enjoy therefore giving them rules and limits will help them build self-control (Donohue, 2014) ensuring they benefit from digital media and keep vital family social skills.


Still confused?

























Where to find help/ useful links
https://www.ofcom.org.uk/tv-radio-and-on-demand/advice-for-consumers/television/protecting-children/advice-guides-for-parents/protecting-your-children-in-a-digital-world
https://www.nspcc.org.uk/keeping-children-safe/online-safety/
http://netsafe.org/ 
https://support.apple.com/en-gb/HT201304 
https://www.bt.com/help/security/how-to-keep-your-family-safe-online-with-bt-parental-controls-an  









Section 3


	Activity Plan

	Activity: Colour scavenger hunt. 


	Number of children: 6
	Age of children: 3 and 4-year old’s
	Number of adults: 1

	Location: Outside 
	Preparation time: 

	Activity time:  30 minutes outside, plus 30 minutes 

	Resources: iPad, outdoor and indoor space. 

	Aim/s of activity: Learn how to use an iPad to take photos of different colours, upload and save their work. Draw on the iPad and type their name.  Use digital media to record colours seen in nature, then attach them to a word document. Save as their work. 

	Links to outcomes: colour recognition, exploring, team work, digital use, reading, writing,   citizenship, producing, knowledge of the world, problem soloving, physical development. 

	Differentiation: Accessible to all. 


	Health and safety: Ensure you have done an outdoor risk assessment, ensure passwords and parental controls settings are on the iPad.  


	Role of adult/adults: 
· Develop the children’s confidence to explore the outdoors by observing them and provide help to those that may need assistance. 
· Scaffold the children’s learning by teaching them where the icons are and how to use the iPad enabling them to carry out the actions themselves in the future.  
· Encourage each child to share their work with the group and support them to ask and answer questions, ensuring that the other children listen when they are talking. 


	The activity: 
Take the children outside to the field. When you arrive at the wooded area, remind the children of the rules, boundaries and how to look after the iPad. Give each child an iPad and demonstrate how to take photos. Ask them to search the surrounding area for the 3 colours named above and take a photo of the objects they find. 
Back at the setting, group the children together with their iPads. Show them where to find the word icon and press it, then the plus button and tap blank document. Indicate to them how to tap the insert tab, picture icon and click on their favourite photo. Shirk the photo for them. Go around and instruct the children one at a time how to save their work and help them to type their names. As a group teach them how to draw on the page. Ask the children to draw something else that colour, allow around 5 minutes. Then tell them to stop, encourage each child to show their work to the rest of the group. Show them where the print button is and allow them time to continue drawing. Print off their work so that they can take it home and show their parents. 




















Section 4
Evaluation
Digital media has advanced at a great speed in the last few years meaning that we now have endless information available to us. Therefore, children need to gain the skills of self-learning by using the web and researching to acquire knowledge. It is essential that we help children learn how to use digital media including researching and navigating the web. They need these skills to become digitally literate citizens able to partake in society (Khalaf, 2006 cited in IIhmeideh and Alkhawaldeh, 2017; Baroness Kidron and Dr. Rudkin, 2017 and Early years teaching, 2021). 
Taking photos, uploading and saving them are steps toward learning how to use technology at this young age. Following these sequences of instructions, shows that children are growing an awareness of pattens and the steps needed to take, additionally it may involve problem solving if they make a mistake. The child may then need to initiate actions to achieve the chosen result, such as ask the adult for help. All these actions fulfil the Digital Competence Framework (2008) strand- Data and computational thinking, element- Problem solving and modelling. Children will encounter risks during online experiences, learning how to recognise and manage risks, learn, and recover from them safely is essential part of development (Digital resilience framework). Learning to use the iPad on their own and navigate out of any mistakes are early steps towards online risk management in the future.
iPads are still relatively new devises; therefore, some adults are not confident in their use. This made planning the activity a bit of a challenge, however the children found using the iPads extremely easy. The iPad offers flexibility of use though being portable which enabled the children to take it outside to take photos and then bring it back inside to upload and write their names. iPads are easy for the children to use due to their touch interface and simple navigation system making them ideal for this young age (Lynch and Redpath, 2014 and Neuman, 2016) Due to the simplicity and sensitivity of the touch screen children who have physical, mental or emotional challenges will find amazing potential from them (Donohue, 2014). 
During Early childhood crucial and substantial development towards a person’s personality is formed such as various social, psychological, intellectual, and moral aspects. Therefore it is essential that we are careful about what we  present to a child in this early phase of development (Khalaf, 2006 cited in iIhmeideh and Alkhawaldeh, 2017). Ensuring that passwords and parental controls are set enables the children to access the iPads safely (NSPCC, 2021 and Safer Internet Centre, 2021).

Digital competence is a cross-curricular responsibility to be included in conjunction with the existing National Literacy and Numeracy Framework (Welsh Government, 2008). Showing the children how to use a touchscreen to draw and type could support early literacy learning, due to the tactile nature and responsivity of the touch screen interface (National Literacy Trust, 2016). According to Neumann (2016) children who play with tablets though writing and literacy apps have better print knowledge. When the children type their names and use applications it encourages word recognition. Additionally, it supports the Foundation Phase (2015) strand- Reading Across the Curriculum and the Digital Competence Framework (2008) strand -Citizenship though adding their name to digital work and identifing the work that belongs to others (Welsh Government, 2008). Piaget suggests that children learn to build knowledge through investigations of reading and writing therefore using the iPad reflects natural constructivist child learning (Bee and Boyd, 2010). 
 

Rodgers back in 1994 (cited in Donohue, 2014) worried that children were excessively exposed to digital entertainment and suffering an inadequate amount of healthier forms of play. The activity involved the children exploring outdoors to take the photos, encouraging them to take an interest in the natural environment whilst learning the essential skills of digital media. This not only supports the Digital Competence Framework strand- producing and element- creating by interacting with the iPad to take photos (Welsh Government, 2008) but also supports the Foundation Phase; knowledge and understanding the world by investigating the outdoor environment (Welsh Government, 2015) and meets the Education for Sustainable Development and Global Citizenship; Natural Environment (Welsh Government, 2008). Dr. Montessori believed that the more children know about the earth the more they will take care of it (Feez, 2010). Therefore, taking photos of nature and then talking about the objects and learning about them, such as the name of the flower should encourage children to look after their environment. The activity will also develop their physical skill both gross and fine motor from running outside and using the touch screen.
Taking photos and creating a drawing then sharing these with the group, enables the adult and children to connect over digital experiences. It is essential for the adult take the initiative to ensure that the experience is interactive (Donohue, 2014). Responding to questions asked by their friends or the adult such as, ‘why did you choose to take a photo of the green leaf’ supports the digital competence framework (2008) strand, producing.
Showing the children how to take photos and how to draw on the iPad supports the digital competence framework strand; producing, element; planning, sourcing and searching by building their knowledge of how to navigate through the iPad using a menu. 
Assisting the children to show their work to the rest of the group and explain why they chose it and answer questions they are fulfilling the Digital Competence Framework (2008) strand- producing, element- evaluating and improving through showing pleasure/displeasure when viewing their own work, commenting on their own work in response to specific question(s) and describing in response to questions some of what has been done in the task (Welsh Government, 2008). This also supports the Foundation Phase- oracy across the curriculum as they listen, respond and ask questions (Welsh Government, 2015).
Encouraging the children to share their work, talk about how they completed the task and what they might do differently next time is central to their cognitive development, according to Vygotsky who believed that group learning processes are fundamental to cognitive development (Bee and Boyd, 2010).
Vygotsky believed that learning was the social transmission of knowledge. Children need to be working in the zone of proximal development and Bruner offered this concept as scaffolding. Children need a significate other to support their learning, by showing them how to upload photos and use the iPad you are scaffolding their learning (Smidt, 2013). 
Fitzgerald (2014) believes that we need to think more about what kind of people our children will become, will they be thoughtful and empathetic, will they take advantage of digital sharing for positive outcomes? Have we done a good enough job modelling the right things? Such as empathy. Listening to their friends and saying kind things about their work and helping those who are stuck will encourage these characteristics. Bandura believed that children’s learning took place through imitation (Keenan, et al. 2016) Children imitate what adults do (Feez, 2010). Ensuring that we are positive about using digital media and the outdoors, in addition to being respectful of the children and other adults shows good role modelling. 
Donohue (2004) believed that the potential of any device lies in the hands of those who use them. However, Baroness Kidron and Dr. Rudkin (2017) state that parent and teachers have the responsibility to help children with digital media, but they cannot fulfil these responsibilities unless strategies and equipment for users are available. Having limited knowledge of iPads and children’s interactions and activities with them, in addition to wanting to incorporate the activity into the natural environment proved a challenge, also some settings may not be able to provide an iPad to each child. Successful Futures (2015) suggests that emphasis on application and development of digital literacy is need.
Ensuring that the children stop their drawing to listen to their friend’s ideas, encourages them to leave the digital media to listen and speak to other people. As Donohue said ‘We all know it’s hard for children to stop doing something they’re engaged in and enjoying, and we give them rules and limits, and we help them build self-control’ (Donohue, 2014). 
Encouraging the children to share their work with the rest of the group ensures that they are involved in Face-to-face conversations which benefit language skills, in addition to psychosocial skills such as knowing when and how to listen and contribute, during face-to-face interactions the brain is also understanding the words and reading the facial expressions all of which is highly technical and time consuming. Time spent on engaging in screen activities reduces the time spent in face-to-face relationships (Sigman, 2012 and Baroness Kidron and Dr. Rudkin, 2017) However as mentioned earlier it is essential for children to learn how to use technology. Therefore, asking them questions and explaining their work is encouraging that face to face interactions. Using a set time for screen work to learn and use vital skills helps to keep the balance and ensures that children’s best interests are prioritised as stated in article 3 of the United Nations Convention for the Rights of the Child (UNICEF, 2019). The skills involved in this activity are some first steps towards the children becoming digitally literate. 
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