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[bookmark: _GoBack]Within today’s society, the world has developed in terms of computers and the media. According to Huber (2018) the world in which we live is becoming a lot more digitalised. Today’s generation of children are constantly surrounded by a digital environment, in the care settings, in towns and within their homes. The technological growth within today’s society is due to the wide range of digital devices available and therefore, Early Years Practitioners need to ensure that they are digitally capable to provide them with the best education they can. Facer (2011) suggested that Educators around the world are being told that they need to transform the education systems to adapt young people for a future global knowledge economy. The education act (2002,cited in Donaldson, 2015) aim is to support and provide the pupils at the school for the opportunities, responsibilities and experiences of later life, therefore suggesting that due to changes within society as Marsh et al (2005, cited in Gillen 2018) discusses, that the use and development of digital devices within education is now essential thus the new curriculum as proposed by Donaldson (2015).
Donaldson (2015) suggests that the current curriculum needs revamping due to it being outdated in such areas as ICT and digital skills. This would agree with Facer’s (2011) findings that educators need to develop the current educational systems. Donaldson (2015) suggested the curriculum be known as ‘successful futures’ as that is what society wants for the children and young people, within this new curriculum the children will be taught digital competence across the curriculum as it is aligned in importance with numeracy and literacy skills. Zhao 2012 (cited in Henriksen & Danah, 2016) also suggest that the rapid pace of new technology development has presented a challenge for classroom settings. Therefore, in line with current thinking as suggested by Donaldson (2015) Practitioners will need to provide the children within their care with opportunities to develop the skills needed.
Ofcom (2015) report findings suggest that a tablet is the second most commonly used device by children aged between 3-15 years of age. 28% of 3-4-year olds and 37% of 5-7-year olds use a tablet whether it be for online use or to play games regularly furthermore, the report also suggests that amongst younger children the tablets are being used as a ‘default entertainment screen’, therefore children need to be taught how to use these devices correctly and effectively, in order to develop and enhance their skills. The Ofcom (2015) study also shows that several young children now own their own devices/ tablets, Gray (2017) suggested that’s Digital technology, especially portable devices, are becoming an everyday part of young people’s lives. However, there is little research to determine as to what the children use these digital devices for and whether these children are being supervised whilst using them, supervision is essential whilst a child uses a digital device as they can support the child and monitor their action to prevent any unwanted or unpleasant situations occurring Ploughman (2005). Cordes and Miller 2000, (cited in Kerckaert, 2015) argued that the use of ICT in education leads to a lack of exercise, isolated lives, poor concentration, and impaired language development. When a child is engrossed in the game or activity on the iPad/ tablet, they are usually captivated in the screen and therefore are zoned out from the environment around them. The child has minimal social interactions with the people in their surroundings and sometimes they are not aware of anyone or anything around them, they are then isolating themselves. Social interactions can be crucial for a child, Wood and Wolf (2008 cited in McMunn-Dooley, 2014) suggested that children’s interactions can inﬂuence their learning, Furthermore, McMunn- Dooley (2014) suggests that interactions are crucial to play, and play can lead to learning and therefore, interactions are essential to learning.
This lack of social interaction and isolation may lead to slower or an impaired language and verbal development, O’Connor (2017, cited in Huber 2018) research suggested that parents indicated that touchscreen negatively impacted their children’s’ social development. The iPad and tablet devices have smaller screens and as a child becomes engrossed in the screen, it is limiting the child’s sensory development, however Crescenzi (2014) suggested the iPad promotes a variety of touch-based interaction. If a child was playing with a cuddly toy, they can not only see it, but feel it and smell it. The child is unable to stimulate their senses on an iPad, neither can they experience the environment around them. Montessori theory (1907) places an emphasis on sensory plays, where the children use a hands-on approach with their everyday tools, where children set their own pace. Piaget theory also suggest that children learn best by doing and actively exploring, it could be argued that the iPad enables children to explore actively.
In a recent study by Channel 4, The secret lives of 4year olds, Dr Kilbey (2019) found that children become captivated and that interactive, physical and social play develops more skills than a tablet device. Murkoff (2016) would agree with this as she suggested that iPads suppresses a child’s imagination, which could lead to problems in children occupying themselves. 
However, Hayes & Whitebread (2006, p98) argue that “children who are allowed to play around with these devices and explore different possibilities will be much more creative and effective in solving any problems posed.” This agrees with Piaget’s theory as he suggested that children learn to problem solve by experimenting and actively doing, Bruner (1960) also suggested that it is best for learners to discover facts and relationships for themselves, exploring and experimenting to gain a knowledge Illeris, (2018).
 It is believed that when children are playing, they are learning. Play is seen as being fun and child-led, and according to Hirsh-Pasek & Golinkoff (2003) Play includes some sort of imaginative play. Therefore, one benefit of an iPad is that a child will not see this as work but an opportunity to play, if the device is used in an appropriate manner and with appropriate applications, it can enhance a child’s development in many ways. Allowing a child to explore the device will enhance their problem-solving skills, although if they are working alone, they will be unable to share ideas with their peers. Moyles (1989) demonstrated that, for every aspect of development in a human being, there is a form of play.
The Early years practitioner/ parents need to ensure that the applications on the iPad’s/ tablet are age appropriate to the child, so that the child is developing some skills. Hatzigianni (2018, P884) suggested that it is “vital that parents co-view and interact with children during screen activity to enhance learning opportunities through asking questions, building on vocabulary and understanding concepts”. Anybody within the setting where the child is actively participating on the iPad can engage with the child, this will not only enhance a child’s understanding but also their vocabulary and will also ensure that they are socially interacted, so that they are not too absorbed in the screen, Vygotsky (1896) suggests that learning cannot be accomplished without the social context, he also claims a child has limits when learning independently, however these limits are broadened with the support of a more knowledgeable other (McLeod, 2018). However, the More knowledgeable other, does not have to be an adult, it may be that a peer has more experience with the application in use, which they can offer support and guidance to that child. Furthermore, to this, if there is a group of children or a pair working on an iPad/ tablet it enhances active participation. Dunn et al (2018, P863) proposed that whilst children worked as a pair on an iPad that they were able to support one another “it is there to scaffold them…. could be that they are of similar ability, mixed ability but they always have another person there to support them as well as the teachers input”. Rogoff (2003, cited in Nielsen et al, 2016) also suggest that in the early years of childhood children learn through interactions and develop skills for collaborating which are a core feature of our human culture.
It is important to acknowledge that with the appropriate software and applications available on these iPad/tablet devices, and an interaction with another, they can develop a child holistically. There is a wide range of educational applications that can be installed on the devices, to promote learning in a fun way. The American Academy of Paediatrics AAP, (2016, cited in Hatzigianni) suggest that a child should spend no more than an hour a day on these digital devices. In agreement with this Dr Kilbey (2019) stated that “it is crucial to balance technology and a play led childhood”
Another device used in educational settings are the interactive whiteboards. The interactive whiteboards are large interactive display in the form of a whiteboard. The Interactive whiteboard can be used alongside a computer, or as a single touchpad device similar to an iPad. Al-Faki (2014) stated that Interactive Whiteboard’s transform classroom activities and the teachers’ role. Vincent (2007) also suggested that the interactive whiteboards were a considerable value to enhancing early years teaching.
Unlike the iPad/tablets the interactive whiteboard is a large sized screen, this allowing for the whole class or setting to be involved and engaged in the lesson or activity allowing for active participation. The interactive whiteboard is an exciting way to engage every child into a lesson, Eztalks (2019) found that the interactive whiteboard was a way to increase teacher-student engagement, the students become actively involved in presentations which kept them engrossed and enhance the children’s enthusiasm to learn. Working as a group or a whole classroom allows for the concept of the scaffolding theory of Vygotsky (1976) where children receive support from a more knowledgeable other, that enables the child to perform a task until such a time that the child can already perform the task independently.
The interactive whiteboard is accessed through a touchscreen, Cohen (2011, cited in Gravis, 2015) suggests that young children learn in ways which are natural to them when they use touchscreens, and as previously mentioned a touch screen can help enhance a child’s hand eye coordination, both fine and gross motor skills in the pincher movement used, however, unlike the iPads and the tablet devices, the interactive whiteboard is used to display to a group of children rather than an individual. With the larger screen, it is easier for supervision to be carried out whilst in use. Takeuchi & Stevens (2011) found that children learn more from media when their caregivers are actively engaged. This is known as ‘joint media engagement’. Therefore, having the supervision and support from others whilst exploring can enhance the child’s development in a positive manner, just like having the more knowledgeable other as discussed by Vygotsky (1976), alongside the use of an iPad. 
However, unlike the iPads/tablets to use the interactive whiteboards to its full potential, teachers may need some forms of training. Al Faki (2014) also stated that technical support and pedagogical support are issues when it comes down to the interactive whiteboards and staff need to be taught the pedagogical application skills to improve the teaching and learning, without the correct training staff are unable to use these devices to the best of their abilities. The interactive whiteboards are more complicated to use than the average iPad, especially from changing it to and from the computer although it only has one button on it like an iPad. Bidaki & Mobasheri (2013) also found that the interactive whiteboard requires some ICT skills in order to deliver effectively.
 Nightingale (2006) found that although the interactive whiteboard enhances enthusiasm of the children and the flow of a lesson, it may distract the attention from the pupils who have not fully understood a concept, however, Bajotos (2016) argues that, their findings suggest that children have a better level of acquired knowledge when an interactive whiteboard was used in their teaching, therefore it is the teacher or caregivers responsibility to ensure that a child has understood a concept, with the interactive whiteboard, it can be used to show a group how a child has understood a concept and share their findings with others which then promotes problem solving skills and working as a team. These skills will encourage social interactions, more so than what an iPad/tablet would, as information is shared openly. 
When an interactive whitebeard is linked to the computer it can be used to access internet and games, just like the iPad/tablet if the age appropriate or suitable ability games are available for a child it can enhance their learning in that subject area alongside their skills in using the technology independently. The interactive whiteboard can be used to model or demonstrate to children what the teacher wants the children to do where children would learn through modelling as suggested by Bandura’s theory, it may enhance their understanding of a process.
However, the interactive whiteboards are usually used more often by the teachers or caregivers to deliver a lesson or activity to the children, so their knowledge is taught to the children however with an active participation from the children, it can develop a child’s knowledge and understanding drastically. Gallagher (2016) suggests that technology makes students want to learn and it enhances a classroom community.
Butler (2008) suggested that children learn through play and that experts claim that play can be divided into Active play, Quiet play, social play, Solitary play, Manipulative play,  Creative play and Dramatic play all of which can be accessed through devices such as iPads, tablets and an interactive whiteboard, therefore these technological devices can benefit children holistically given that they are used efficiently and within moderation. 
2. Within this section of the assignment the activity under discussion for a critical analysis is a child-led task in which the children prepare a treasure hunt for other groups within their classroom. The children who take part are usually 6 and 7 years old and in a year 2 class. Children choose the groups in which they will work and using an iPad will write clues on a digital platform called JIT. After saving the clues, with the help of a staff member they will then turn pieces of the clues into a scannable QR code. Once printed the QR codes will be scattered around the school yard. The children will work as a group to find the QR codes, once they scan a QR code the written clues will appear, and there they will find a letter, the written clue will lead them to the next clue and so forth until the children reach the end destination where they will find a QR code which will inform them they have reached the end , the children will have all the letters they have collected in the clues which will be muddled up and they will then have to create a word, the end word will be a destination where they will find a prize. Taking part in this task provided the children with a wide range of learning opportunities that can be specifically linked into the strands of the Digital Competence Framework (DCF) (2018) and supporting the foundation phase outcomes (2015).
The Welsh Government (2016) state that Digital competence is the set of skills, knowledge and attitudes that enable learners to become confident, creative and critical users of technologies, therefore supporting early years pedagogy influences such as the Foundation Phase (2015)/ Donaldson (2015) alongside Piaget’s (1952) hand on experimental approach will enable this. They also stated that these skills are a necessity for learners if they are to be capable and become successful today, therefore Professor Donaldson (2015) introduced the digital competence framework (2018) for educational settings across Wales, Donaldson suggested that there was a need to involve ICT as a cross-curricular subject. He suggested that the competence of devices is as important as a child’s literacy and numeracy development. With the ever-growing development of digital devices, there is a need for the children of society to be skilful in using them to prepare and enhance their opportunities in the future, the framework is known as ‘Successful futures’. The digital competence framework is divided into four strands; Citizenship, interacting and collaboration, producing and Data and computational thinking (Welsh Gov, 2016) and links in to the Foundation Phase (2015) as both promote active participation from the children to become competent, independent learners, the skills in which the children develop within these curriculums can be interlink and viewed as holistic learning tools.
The children in the activity were enabled to have free choice in choosing their groups to work in, it allowed them to develop their decision-making skills, the Foundation Phase (2015) suggests that children should have opportunities to plan and monitor their own activities in order to develop awareness of themselves and others as learners Welsh Gov (2015). Providing the children with this opportunity allows the children to work with a group of others of their choice, children of different abilities to work together and support one another in developing the skills acquired in the task, we assume that all children have access to these digital devices and are capable of navigating and using them effectively, however it must be considered that not all children are literate in using these devices. Belshaw (2011) argues that it is tough to determine if someone is literate or illiterate as everyone has different abilities, therefore, working within a group can be beneficial to some as they will be able to learn from others around them. Ito et al (2008) implied that digital media allows a focus on interactions and participation more than a learning of absorbing information. The children will have to explain to others how the designed solution works, explaining to the children taking part in the hunt how to find and navigate their way around the hunt, which is seen as a problem solving and modelling element of the data and computational thinking strand within the DCF (2015). Being able to listen to others and the main points of the topics discussed and being aware of when to ask questions if an explanation is needed is seen as a personal and social skill within the Foundation Phase. The children have had to compose clear instructions and information in order to inform the participants of how the activity would work by typing up clear clues that will instruct the others where to go and once the task had been carried out they then evaluate it, whether participants complete the hunt and reach the prize by creating the end location in the letters corrected, if the participants are unsuccessful they will then know if the treasure hunt has been successful or not.
Not every child learns at the same stages of their development, therefore mixed ability work can be beneficial. Lyle (1999) suggests that mixed ability group work enhances children’s motivation, the children want to accomplish to show others they can do it, it also develops a child’s self-concept and their social skills as they must communicate and give their perspective or ideas to the group, but they also learn to listen to the other children’s ideas. Almond (2009) also suggested that children become active learners rather than passive learners whilst working in groups. Furthermore, Webb (1989, cited in kutnick, 2002) suggests that mixed ability grouping promotes cognitive development, as ideas can be shared.  However, Wilkinson et al. (2016) suggests that ability grouping is the most beneficial, as the children are challenged to their abilities and not limited by others. In accordance to the DCF strand of Interacting and collaborating, the children must communicate and collaborate with one another in order to complete the task, they also collaborate the text in which they have typed onto a digital platform known as JIT and transform them into a QR code. With the clues being typed clues, the children will have to read the clues in order to find out where the letter they are looking for is. This will develop their reading skills and if a child is of a lower ability within the group the peers are then able to help them.
Mulcrone (2011) suggests that QR codes are over rated and are only beneficial when used to cutting down on the use of paper or if they are used to enhances the learners experience. However, QR codes help promote independent learning as it allows children to work independently whilst playing and they can access information to support their learning in different areas, by a simple scan of the code, the pedagogy of the Foundation Phase is learning through play and independent learning. QRCodeStickers.org (2013). The children must select the appropriate software to complete the given task, scanning the QR code in order to use the typed clue to find the letter in which they need, this is within the element stranding of the DCF (2015). Working independently allows for a child to work at a pace that is suitable for them as previously mentioned all children learn at different paces, it also encourages a child to develop other skills like planning. Working independently also encourages children to develop their strengths and weakness’, as they haven’t anyone to rely on, allowing them to take responsibility for their actions, however, this may affect their self- esteem if they have not got the support, they need to transform their weakness’.
Typing on an iPad may seem like a simple task for some, but the children must open the correct app and type up a written clue on a digital platform known as JIT, where they would have to sign in using their username and password. There is a need to ensure that children understand the importance of privacy and who and when to share their information with. “UK Safer Internet Centre found 43% of young people knew someone who shared a photo or video of them without asking”. (BBC Wales, 2019) therefore, it is essential for children to be educated on share awareness. Facer (2012) suggested that being aware enables them to protect themselves and allows them to become self-aware adults who are confident with their personal boundaries, thus encouraging children to be respectful citizens, and places emphasis on their well-being. It could link into the importance of preventing cyber-bullying and exploring the emotional aspect of a child’s development. Children’s wellbeing is crucial and none the less important when it comes to wellbeing in the digital environment, however, the digital environment was adapted for adult users, yet it is used to enhance a child’s developmental milestones, Kindron and Rudkin (2017), therefore, children need to be knowledgeable in the areas of appropriate and inappropriate sources.  The DCF (2015) outcome within the citizen strand places emphasis on identifying the steps that need to be taken to ensure personal information is secure, this could also link with the skill of identifying the advantages and disadvantages of digital devices. Cyberbullying happens on a daily occurrence (i-SAFE foundation,2009) and is at an all high which is affecting mental health issues. Children need to be taught to interact in an appropriate manner as they would with face to face interactions and that bullying in any shape or form is not acceptable, therefore, education is key to online safety. 
The process of operating the iPad in such a way to take a clear identifiable picture of the QR code will inevitably provide the child with a certain level of hand eye coordination skills which could as with any other skills obtained be beneficial in their future endeavours, however, children swiping an iPad does not imply that they are competent and creative users of technology. Thus, can be for the adult users too, therefore, Continual Professional Development is essential to provide the correct knowledge and education is delivered to the children of the future. Within the digital literacy outcomes children should be actively engaged with technology and be able to develop an awareness of how several factors will influence the ways in which technology is used to convey information Hauge and Payton (2010). 
The process of typing up a document and saving their work is in accordance with both the DCF and digital literacy skills, it covers the elements of storing and sharing, and the digital rights and ownership, as the children are taught that they own that piece of work, however transferring it into a QR code within the digital platform that is JIT is an extra skill, thus is where the early year’s practitioner’s role was essential. After the children had visually witnessed this procedure, they were able to complete the task independently, this demonstrating Bandura’s theory (1977) of modelling behaviour. Once the children had witnessed how to make a QR code, they were able to mimic the actions in order to transfer them themselves. This demonstrating that they could become independent learners, however, as Vygotsky (1976) would suggest, the children were unable to do so without the knowledge of the more knowledgeable other and their scaffolding abilities, Piaget (1952) would suggest that the child is the centre of their own learning, where they play an active role in their own thinking, Halpenny (2014).
To conclude, there is a need for children of society to be educated efficiently to become competent and creative users of digital technology for them to succeed in the future, Donaldson (2015). Ofcom (2018) indicate that it is recognised that the benefits of being online outweigh the disadvantages, therefore, it is important that the digital literacy skills and DCF that have been introduced are used correctly to educate our children of the future in order for them to communicate and interact as there is no doubt that the future will continue to develop digitally, continuing development needs to be adapted as a whole in society to ensure that the children receive the desirable quality of skills that they will need to succeed.
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		[bookmark: _Hlk1231070][bookmark: _Hlk1230914][bookmark: _Hlk1230933]Parental Locks



Setting up a parental lock on a device can prohibit access for the child.

Setting up a parental lock can also enable you to block upsetting content, control in-app purchases and manage how long your child spends online.

Setting up a parental lock cap will depend on the device you are using but are simple to set up and can prevent distress and harm for your child.

 

Block upsetting content-

 Children are unaware of what is safe and legitimate when it comes to online, as nowadays there are a variety of adverts and pop ups which are eye catching, in order to prevent your child from clicking any unwanted contents, a parental lock cap would help eliminate this from happening.



 Time managing- 

Although there are no advisory guidelines within the UK thus far, the American Academy of pediatrics (2016) advised that a child should spend no longer than two hours a day on a screen.



In-app purchases-

[bookmark: _Hlk1231104][image: ]Children can often purchase within an application with one click of a button, however with a parental lock or password this will be prevented.  Parental restriction can disable the in-app purchases options and ensure that your bank account is untouched. Here are some signs to aide in identifying cyber bullying.

		[bookmark: _Hlk1231136]Cyberbullying –

Cyberbullying, is bullying perpetrated through an electronic device or an online platform. The child’s online use can turn from being a source of enjoyment to a source of crippling anxiety and fear.To prevent your child from being anyway involved in cyberbullying, there is a need for you to monitor what your child is doing online (Stop bullying.gov, 2019) 

To prevent your child from being associated with any concept of cyberbullying there are a number of strategies, introduce your child to the phrase cyberbullying and explain to them like any other form of bullying it is not acceptable, encourage them to speak to you about any issues they may have concerns about, emphasis to them although privacy is crucial online that you are aware of what they are doing online and monitoring their actions, do so if needs be and keep the computer or devices in a visible place so you are able to monitor your child’s actions as they use these devices. Talking is key in many aspects of life, giving your child an opportunity for them to talk and for you to listen will encourage them to speak out if they need to. CHEN& SHIRE(2011) suggests that communication is a fundemental human ability and experience. 



[bookmark: _Hlk1231120]

Benefits of digital devices

Although the focus of this leaflet is to assist in your support and safeguarding of your child whilst accessing ICT and their online use, it must be acknowledged that these devices are the beginning of your child’s future. Digital devices are exciting platforms that enhance children’s learning in Maths and Literacy, Palaiologou (2016) Society as we know it is changing, and digitalized devices are prominent in today’s culture and are here to stay, so practicing safe use of these devices could enhance your child’s development and aide them in future opportunities. There is a DCF (Digital Competence Framework) that has been developed within the educational settings in Wales, where opportunities are provided across the curriculum to develop children’s skills to become digitally literate, so why not provide your children with opportunities outside the educational environment to develop the skills in which they will need by exploring and enjoying these devices together.



Useful links for parents to monitor and block online: https://www.wikihow.com/Block-Internet-Ads

https://www.webwise.ie/parents/parental-controls-2/ 

		[image: ][image: ][image: Related image]Supporting and safeguarding children when accessing

ICT

[bookmark: _Hlk903340][bookmark: _Hlk903341]A simple guide to ensure your child is safe when using and exploring digital technology, media and the World Wide Web.
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		[bookmark: _Hlk1230846][bookmark: _Hlk903370][bookmark: _Hlk1589319]Introduction, what is the need?

As a parent/ guardian it is our responsibility to protect our children, although we cannot protect them from all harm we try to limit the possible dangers and this should be no different when using a digital device.



With today’s society becoming more digitalized (Özyurt, G. et al, 2018), it is important that we as guardians ensure that our children use these devices, in an appropriate manner to suit their ages.



Professor Graham Donaldson (2015) was appointed by the welsh minister of education and has now identified a need for a digital competence framework within educational settings to ensure that children are competent users of these devices, to prepare them for later life. This is now a crucial aspect of today’s curriculum and is taught as a cross-curriculum subject to all children in an educational provision. 



While the internet is a valuable tool (Strader,2010) and provides access to play games, to research, to gain knowledge and understanding of a variety of subjects, it is your responsibility that your child is safe whilst searching the World Wide Web.



This leaflet is here to help you to support and safeguard your children whilst providing them with these opportunities to develop their skills, which will enhance their opportunities for your child in their later life.



Guidance can be found on the following links:

•www.askaboutgames.com/ 

•www.net-aware.org.uk/news/whats-new-net-aware-2018/

•www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety

•  www.childnet.com/parents-and-carers

· http://thelamp.org/5-steps-to-media-literacy-for-toddlers-and-preschoolers/

For Children to watch-

https://www.youtube.com/watch?v=p0la1sDwwaw

https://www.youtube.com/watch?v=d5kW4pI_VQw



		[image: ][image: ][image: ]How to keep your child safe online



[bookmark: _Hlk903404][bookmark: _Hlk1589342]Make sure the applications or sites your child use are age appropriate.



The Ofcom (2015) found that 58% of children between the ages of 3-7 years old use or have their own tablet device. There are a variety of apps and websites that have been created for children to explore and enjoy. 



Did you know that? 

It is against the law to sell a game age rated 12 to a child under the age of 12 (Gov, 2012)

Why allow your child to play a game that was not intended for their age?



The Association for UK Interactive Entertainment has launched the Control, Collaborate, Create campaign,

Here is a useful link on age restricted games: www.askaboutgames.com/



 This link not only has further information on age restricted video games but also demonstrates how video games can enhance family experiences.

Playing games on digital devices can be a shared experience, there are numerous devices and games available to do so, this will enable you to monitor your children’s activities.

However, if your child does own their own personal device, monitoring the applications or games in which they play could make a difference in what they are participating in.



Inclusion

Children enjoy making decisions therefore, talking to your child about what games or apps you think are appropriate and getting them involved with the decision making of what is appropriate for them will make them feel involved. Be aware that other children play influential roles, and that they may influence your child’s choice, try and explain your reasons of your decisions.





		 







	







[bookmark: _Hlk903420]Make your child share aware.



Talking to your child and making them aware of the importance of sharing information is crucial.



 We inform our children not to speak or share any personal information to strangers, therefore we should teach our children not to share any important or personal information on digital devices too.

 Online life is real life to some children, therefore talking to your children about their safety and limits online or on a device may help them understand the difference. 46% of children divulge personal information online (BECTA,)



  Why not set boundaries?

 Children adapt to rules and boundaries and have an understanding that rules are put in place for a reason.



 Ofcom(2015) suggests that 60% of parents have one rule they used, that was that their children can only use the websites approved by the parents, however it also stated that since 2014, almost 83% of parents of 3-15 year old, whose child goes online are less likely to say they trust their child to use the internet safely. 

The NSPCC have set up a campaign to educate children of the importance of being share aware. Here is the link: www.nspcc.org.uk/shareaware  

[image: ]















[bookmark: _Hlk1231153]Your child should know not to share personal information such as name, age, DOB, address, school name, family member’s names, banc card details. In accordance with the GDPR-General data protection regulations within the Data Protection Act (2018).
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