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1.Since the introduction of the first smart phone in 2007 the use of digital devices such as phones, tablets and games consoles has increased substantially, with every corner of the globe having some form of internet access thus giving citizens the opportunity to interact via the many available platforms such of social media. The 2017 Digital Childhood Report states that the digital environment was not intended as a place for childhood, yet more than a third of its nearly 3 billion users are under 18. The Children and Adolescents and Digital Media article by Chassiakos et. al. (2016) concluded that today’s generation of children are surrounded by and immersed in a digital environment that allows them instant access to entertainment, information, knowledge and social contact. In allowing our children access to these devices and ultimately social media platforms and the opportunity to interact through games, both the positive and negative effects of the use of these devices must be considered. 
With research ongoing in this field and many articles such as Exploring the use of the I-Pad for Literacy Learning, Hutchinson, Beschoner and Schmit-Crawford (2012). Writing and I-Pads in the Early Years: Perspectives from within the Classroom, Dunn and Sweeney (2018). To Supporting Young Children as Digital Citizens: The importance of Shared Understandings of Technology to Support Integration in Play-based Learning, Johnston, Highfield and Hadley (2018). These articles findings show both positive and negative in the use of mobile devices but as the long-term effects of continued device use is still ongoing should we not also consider the theorists that have contributed to the creation of many curricula and how we can use their findings to enhance the development of children’s ICT skills. Although the published research of many of the theorists that have influenced the development and education of children pre-dates the digital age, many of their findings are still relevant and support the use of devices within our educational settings.
 Piaget and his Theory of Cognitive Development, where children construct their own learning through seeing and experiencing is supported by the findings of Johnston, Highfield and Hadley (2018), they noted in their article Supporting Young Children as Digital Citizens: The importance of Shared Understandings of Technology to Support Integration in play-based learning, that children have access to a broad range of technologies and observe others using technology as an everyday resource. Danby, Evaldsson and Aarsand in their 2018 paper Situated Collaboration and Problem Solving in Young Children’s Digital Gameplay concur these finding; they recognise that the children collaborated with one another to progress the game by using multiple strategies including instructing each other, monitoring each other’s actions and problem solving. Reynolds-Blankenship (2013), found during her study of the use of an I-Pad during free play in a kindergarten that the children devised a system for turn taking that enabled the children to mediate social conflicts. The teacher became more actively engaged in free play with the children and that the children taught the teacher how to play certain games. Having use of the device the children worked together collaboratively using technical language to explain and inform others and that they used apps to transfer knowledge and information to real life experiences. These articles corroborate Piaget’s theory that children learn by observing each other, copying seen behaviours and that by using media devices they also engaged socially. Danby, Evaldsson and Aarsand (2018) also found that playing digital games shared many elements of traditional games such as pretence and action and as a result children’s social skills improved and that children often use screen-based media and traditional toys interchangeably, for example, pretence is often used in both contexts and digital games become resources for playground games. This observing of others and copying what is seen is also the findings of Bandura. His Social Learning Theory is also based around children observing and copying seen behaviours, this can be viewed in recordings of his Bobo Doll experiment. The reproducing of what a child sees whilst using a digital device can impact on their behaviours both positively and negatively. Many bestow the positive impact in being confident and competent in the use of a variety of digital platforms and also how the use of these devices can assist children within an educational setting with the acquisition of language, literacy and with supporting reading skills. Dunn and Sweeney in their 2018 article Writing and I-Pads in the Early Years: Perspectives from Within the Classroom, found that using story making apps enabled the children to incorporate sound, images and text and that using this enhanced the children’s creativity; that mediated writing instructions was also shown to enhance shared writing time, where children can share and discuss their writing with class mates. Using this platform they reported enhanced motivation and independence, which sometimes is found to be lacking in reluctant learners. Daniels et.al (2019), found that using a device such as an iPad benefited children with additional learning needs ALN. Their research recorded how a child with autism found the use of a keyboard helpful as it was difficult to manipulate a pencil and that digitally mediated literacies can help children with dyspraxia, hypermobility or those who struggle with fine motor skills.  Danby, Evaldsson and Aarsand (2018) concluded in their article, Situated Collaboration and Problem Solving in Young Children’s Digital Gameplay, that the i-pad promotes an anywhere, anytime learning in schools’ approach where the student does not have to be sitting in front of a computer in a classroom setting. Thus, making the use of these devices multi-functional and allowing them to be used outdoors as well as within the confines of the classroom. Froebel was an advocate of the importance of learning through play and encouraged it in the outdoors. His influence can be seen to this day within the Foundation Phase Framework in adopting the outdoors as a learning space. He believed that play was an intrinsic part of a child’s learning and that using the outdoors as a learning environment was as important as being indoors in a classroom. Using devices such as the i-pad allows us as practitioners to record outdoor activities and also allows the children the opportunities to interact with each other in using various platforms of learning, thus encouraging social interaction and also the learning of social skills such as turn taking.
 In considering Vygotsky’s Zone of Proximal Development theory in relation to the use of digital devices, the range of skills that a child is close to mastering with support but cannot yet perform individually without the guidance of an adult then the issue of a more knowledgeable other can be called into question. When a child is engaging independently   does the media device then become that more knowledgeable other? Does using devices within a peer group provide the support needed to master the use of the device, Danby, Evaldsson and Aarsand (2018) state that using devices provides a context for peer learning, where children learn from each other through child-child collaboration and instruction. This is confirmation of both Piaget and Banduras learning theories and confirmed by Reynolds-Blankenship’s study (2013) of kindergarten children. Whilst the positives of allowing children the use of digital devices within early years setting is recorded in many research articles we should also balance this with the negative point highlighted within the research articles. The health effects of using digital devices is well documented. Chassiakos et. al (2016) in their paper Children and Adolescents and Digital Media note the risks of media use as having negative health effects on sleep, attention and learning, a higher incidence of obesity and depression and also exposure to inaccurate, inappropriate or unsafe content and contacts and compromised privacy and confidentiality. These finding are corroborated by Daniels et.al (2019) in their paper Early Years Teachers and Digital Literacies: Navigating a Kaleidoscope of Discourses, by stating that concerns about the inappropriateness of digital technologies for young children are widespread and are linked to issues of safeguarding and the health effects of screen time on eyesight, posture, sleep as well as anxiety.
 Banduras research and his Bobo Doll experiment back in 1961 which pre-dates any forms of digital devices showed us the impact of a child’s observation of adult behaviour, this can be equated to a child watching inappropriate unsupervised material via a device. Both Bandura and Piaget have demonstrated the effects that observing can have on a child, we must acknowledge that not all observations can provide positive outcomes, Chassiakos et.al (2016), draws attention to the impact of continual use of unsuitable content via media devices at an early age, by stating that they are significant predictors of poor executive functioning (impulse control, self-regulation and mental flexibility) as well as ‘theory of minds’ deficits i.e. the ability to understand other’s thoughts and feelings. Daniels et. al (2019) corroborate these concerns about the inappropriateness of digital technologies for young children, they document that these concerns are widespread and include issues linked to safeguarding as well as the health effects of screen time on eye sight, posture and sleep.  
 Froebel’s findings on the importance of the outdoors as a learning platform is well documented, his understanding of the importance of interacting and engaging with nature and the positive effects this has on the physical developments of children has influenced the inclusion of outdoor learning in many curricula including the Foundation Phase. The mobility of a hand-held device could transfer to be used in outdoor activities and also encourage the children to interact with nature, as Reynolds-Blankenship noted in her 2013 study the use of a digital device had a positive social effect on the children during free play, interacting with a device outdoors could also encourage the development of these skills. Another negative impact that appears time and again when looking at the use of digital devices within an educational setting is the competence of the adults or teaching staff in supporting the acquisition of digital literacy to the children. Daniels et.al (2016) found that teachers feel reluctant or ill-equipped to promote digital literacies in educational settings. These findings are corroborated by Dunn and Sweeney (2018), their findings stated that teacher’s hesitation towards the use of digital technology is not due to lack of technological resources, rather it is due to the teacher’s aptitudes and attitudes. Recommendations made in Johnston, Highfield and Hadley (2018), paper firmly states that further information, support and professional learning is needed to enable educators and early learning service managers to broaden conceptualisations and understandings of how children experience technology and how technology can be integrated as a resource within their curriculums. 
It is hoped that with the inclusion of digital literacy as a cross-curricular skill in the Curriculum for Wales which is due to be implemented in 2022, we can ensure that each child is given the opportunity to engage with digital devices and become confident learners supported by knowledgeable staff. 









2.SUPPORTING AND SAFEGUARDING YOUR CHILD ON- LINE

                                    The online world offers opportunities both educationally and socially to our children. As parents or carers we are aware of the dangers of allowing our children access to digital devices. This information leaflet has been produced to offer guidance and give confidence in supporting our children to stay safe and allow them to have fun whilst on-line.
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                                               (Google images,2021)Unlike previous generations, being digitally literate is an integral part of our children’s lives. Much research has been undertaking into this subject, most show both the positive and negative effects on children’s development both physically, mentally and emotionally. Chassiakos et.al (2016) are one of many that highlight these findings, they found that the benefits of the use of digital and social media include early learning, exposure to new ideas and increased opportunities for social contact and support but that the risks include a negative health effect on sleep, attention and higher incidences of obesity and depression. An NSPCC survey carried out in 2020 found that children and young people that rely on social media especially those that are feeling unhappy are more vulnerable to online abuse, this became more apparent with the feelings of isolation brought on due to the lock down restrictions of the Corona Virus pandemic.

        Know who their ‘online’ friends are: Talk to your child regularly about what their doing and who with. Let them know they can come to you if they’re feeling worried or upset by anything they’ve seen or heard. Ask them about the apps or websites they use and help them understand the importance of what is meant by personal information so they can develop an awareness of why they should be cautious about sharing personal information such as their name or address or photographs and not to engage with anyone they do not know in real life You could also use an app that monitors their activity. (safernet.org.uk) 





                                                                                                                                             
         (Google images,2021)                                                         Set limits on screen time:  Screen time is the amount of time your child spends on their device but equally important is the type of activity that your child is engaged in. Playing games can enhance teamwork and creativity and improve hand-eye coordination but also have a negative effect on sleeping patterns and behaviour so setting limits are important. (Internetmatters.org, 2021). 
So how much time should my child spend on their device?
The World Health Organisation (2019) recommends:
· For infants 1 year or under no screen time should be allowed.
· For children 2 – 5 years old, limited to no more that 1 hour per day.
· For children 6 years old, limited to 2 hours per day
· For children 7 years and older 2 hours per day is recommended.



· [image: ](                                     Use age and content ratings:  Each app or game has a target age. As parents or carers we should be aware of the suitability of the games or apps our children are accessing. To help us choose age-appropriate games each platform will feature an age rating, these can vary and appear confusing. The PEGI ratings are primarily used in Britain and Europe along side app store ratings. For further information on visit https://pegi.info/what-do-the-labels-mean   
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For further information please visit these websites:
https://www.saferinternet.org.uk/advice-centre/parent-and-carers/parents-guide-technology
https://www.net-aware.org.uk
https://www.nspcc.org.uk
https://www.youngminds.org.uk/find-help/for-parents-guide-to-support-a-z/parents-guide-to-suport-social-media-and-the-internet

Social Media Safety: The use of social media has been ever more important in keeping in touch with family and friends during the Corona Virus pandemic as has keeping our children safe whilst on line. The use of apps introduces our children to new and exciting platforms but also exposes them to interaction with unfamiliar users. As parents or carers we need to be aware of the positives of our children using social media such as staying in touch and making friends researching for educational purposes and having fun but we also need to know the negatives or risks, these can include cyber bullying or being groomed. The NSPCC in 2021 created a four-step approach to help you keep your child safe whilst on-line.
1. TALK to your child regularly, ask them what they are playing or who they are talking to online, reassure them that they are able to come to you if they are worried or upset about anything that has happened or they have seen.
2. EXPLORE your child’s online activity together. Understand why they like using certain games or apps and play with them, that way you can monitor their on-line activity.
3. AGREE on the amount of time your child is allowed to spend playing games or on social media and also the suitability of the apps or games to their age.
4. MANAGE the devices your child uses and use settings or safety apps to keep your child safe from unwanted emails, photos or messages.
Other options recommended by the NSPCC are:
· Set age restrictions on your child’s device- this stops the downloading of unwanted games
· Use a timer – To manage and limit your child’s screen time.
· Use a content filter - This stops your child being exposed to upsetting or unsuitable content.
· Block In-app purchases – This stops your child from purchasing additional games.
Further information is available at https://www.net-aware.org.uk/








                           

   


   



















                                                                                                                                         
                                                                                                                                        
	Activity Plan for Digital Literacy Skills


	Number of children:
12
	Age of children:
7 years of age with basic ICT skills. 
	Number of adults:
2

	Location:
‘Y Nyth’ Classroom
,
	Preparation time:
10 Minutes
	Activity time:
30 Minutes

	Resources:
I pad for each child.   Sheet of paper and pencil for each child.


	Links to digital literacy/competence outcomes:
I have linked this activity to several strands of the framework. The Data and Computational Thinking covers the collection of data and creation of the graphs using an appropriate programme. It also is supported by the Interacting and Collaborating strand, in that the children can work collaboratively to access their pictures and also to create and save their graphs and pictures under a named file, also the Producing strand in being able to evaluate and improve the quality of their pictures or photos if necessary and selecting the correct software to complete the task. The Citizenship strand has been touched upon by them using a device with care and within a controlled environment such as the activity to generate a specific outcome.  


	Details of the activity:
At the beginning of the session the children are each given an i-pad. They previously decided they would like to use the i-pad to find a picture or photo from the internet of their favorite toy.  After down loading the picture to their device they play ‘Guess what I am’. The game involves describing in sentences the picture they have on their devices. They are allowed three sentences each to describe their toy and the group must try to guess what they are describing. After the children have each their turn they will show each other their pictures on their devices. Using pencil and paper they will record how many pictures there are of each toy. This can be recorded either using words and digits or by the ‘five bar gate’ method. At the end of the guessing game the adult will introduce the task for the session. The task is to create a bar graph of the children’s favorite toy using the chart section of ‘j2e’ within ‘j2data’ that can be found within hwb. The children enter the collected information and the graph is created by the programme. This then gives the children an opportunity to read the data inputted and see a visual representation of their favorite toys. The information can be used to discuss mathematical questions such as ‘what is the most popular toy?’, what is the least favorite toy?’ and ‘how many toys are there if we add them all together?’ It is also an opportunity to develop language skills by introducing mathematical language and also encourage the children to answer questions about the data and their toys using full sentences. 
To be able to fulfil this task the children would need to know their log in details for both the device and to gain access to ‘hwb’ and have a basic knowledge of how to navigate the ‘hwb’ app. The adults would need to have a copy of the log in details but should be aware that these details are confidential and should not be shared within the group. 
The role of the adult throughout the session is to support the children by modeling descriptive language during the game if necessary, to help with the recording of the information when creating the graph if required but to take an overall observational role to allow the children the opportunity to experiment and problem solve either independently or with their peers when using the devices. The Adult should support any child with ALN when necessary at any point throughout the task depending on their individual needs.



        

4. Since the publication of Graham Donaldson’s Successful Futures Report (2015) and with his recommendations forming the basis of the creation of the new Curriculum for Wales many positive changes have been introduced, these include the inclusion of digital competence and cross-curricula learning. In including digital literacy within the curriculum, we should develop and establish progression in children and young people’s learning (Welsh Government, (2015). By including six areas of learning within the four purposes of the new curriculum and allowing these to be cross-curricula we are ensuring that children have the opportunity to reach their full potential in an ever-changing world.
 In critically evaluating my activity I have been able to highlight a number of positives and also negatives. I thought that by giving the children the choice of topic it would encourage their engagement with the task and allow them to interact with each other. I have tried to include the cross-curricula use of ICT by including the opportunity to introduce mathematical elements by collecting and creating a graph. The task could be developed to include further mathematical skills. The Foundation Phase Profile Handbook, produced by the Welsh Government (2017), has 13 entries on the skills ladders for mathematical development.  I included addition as part of the group discussion by asking questions in relation to the data and graph findings which the children had recorded by using a tally chart and supported the children with the creation of the graph, these are part of the data recording and representation element of the mathematical skills ladder. These skills are supported by the data and computational thinking strand of the Digital Competence Framework (DCF).  If I was to change the topic and introduce a task such as collecting information from the class as a whole it would give the children further opportunities with developing their mathematical and ICT skills. The task could then include the collecting of the information either by using paper and pencil as in my task or by using a device such as an iPad. By doing this the children would have an opportunity to again work collaboratively to collect the data, record it and save it to the device by using named files, this sits well within the requirements of the collaborating and storing and sharing elements of the interacting and collaborating strands of the DCF. The task could then be developed further to expand on the mathematical element by introducing subtraction, division and multiplication and included further cross-curricula activities such as writing a diary as one of the toys which would encourage the children to use their imaginations or if the toy was an animal the child could use a search engine to find out about the natural habitat of that animal. Considering the outcomes of the skills outlined in the Foundation Phase Handbook and the levels of assessment within, the task could easily be tailored to the individual needs of each child, particularly those with an additional learning need. The Additional Learning Needs and Education Tribunal (Wales) Act 218 ensures that all children are given an inclusive education with tasks and activities tailored to their needs. The task can be tailored to the needs of the child and further help and adult intervention can be given to offer support in using the device or accessing the relevant programmes.  By encouraging the children to work in groups or pairs instead of individually as they did in my activity the children could attain skills included in the personal and social development, well-being and cultural diversity skills ladder. This ladder includes the development of social interaction which is an important part of being able to build positive relationships with their peers and adults. These include showing awareness of the needs of others, learning to negotiate and turn taking and sharing.
By including a discussion element into the activity the children were given the opportunity to use descriptive language when talking about their toy. The role of the adult was also to model sentences and encourage the children to repeat and use any newly learned language. The importance of acquiring and using expressive language especially the ability to communicate with peers and adults within a group activity is paramount and is included as an outcome within the Foundation Phase. It is also important as part of the DCF within the health and well being element of the citizenship strand; being able to talk about the use of devices confidently and understand how to use them sensibly. To develop the activity further the graph could be shared with others via for example email or shared within the Teams platform. This would develop the children’s ICT skills further by learning how to save, store and share information and would also allow for discussion on the safe use of online communication. This is part of the citizenship strand and its importance should not be overlooked. I would certainly make the children aware of the importance of knowing who they are communicating with and also the importance of sharing any personal information and that any information put online leaves a digital footprint. This I would explain at the beginning of the session and I would ensure that the children fully understood the importance of being safe online and would encourage them to ask for help if they were uncertain of any aspect of the task. 
Although I have not covered all the strands of the DCF or included every outcome from the Foundation Phase in my activity or indeed in the revised activity, I am now more aware of the outcomes and strands that include the use of digital devices and computers and the requirements at each age level. I am certainly more familiar with the documents and am  confident in being able to include outcomes and strands  in any future activities that require the use of devices and with the versatility of the iPad or tablet, being able to use these as part of an outdoor activity would allow the children to collaborate and engage together to take photographs or record sounds which could then be downloaded and added to create a variety of multimedia such as videos or audio books. These are definitely something I will be looking to include in an activity in the future. Although I am lacking with confidence and have picked up my basic ICT skills during my time spend in school, I hope that at some point in the future I will be able to attend further training and improve my digital literacy. I certainly now feel more knowledgeable about the requirements within the digital learning frameworks and will certainly look to include as many as possible in future activities.   
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