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Part 1.

Young children’s use of digital devices has significantly increased, with Ofcom (2017) reporting that 65% of three to four year olds use a tablet and 21% of three to four year olds own their own tablet, increasing to 35% in five to seven year olds. Likewise, the report revealed that 53% of three to four year olds access online content through different media and 79% of five to seven year olds (Ofcom, 2017). Chassiakos et al. (2016) highlights that there are both benefits and negatives of digital device use among young children including social development, creativity, engagement and early learning. The benefits of media use depend on a child’s developmental stage and the correlating age appropriate content as well as parental guidance (Chassiakos et al, 2016). Yelland (2018) emphasizes that adults need to understand the value of incorporating new technologies and digital devices into learning in order to contribute to multimodal learning. Likewise, Donaldson (2015) highlights that digital competency is fundamental for the holistic development of children and young people within an ever increasing digital world.  

The Foundation Phase conveys that social development is crucial to form relationships, build confidence, understand behaviours and value others (Welsh Government, 2015). Likewise, language and communication are fundamental for children to express their needs, feelings, thoughts and ideas. Children should be given the opportunities to discuss ideas, voice opinions and be encouraged to listen using a variety of resources including interactive and ICT software’s (Welsh Government, 2015). Dunn and Sweeney (2018) reveal that iPad use in schools engage a range of ability levels with increased social interaction, as mixed ability groups support each other through peer learning, resulting in enhanced confidence whilst facilitating participation. This can be linked to the teachings of Vygotsky who suggested that children learn best through social interaction from a ‘more knowledgeable other’ (Gray and Macblain, 2015). Research convey pupils enjoy iPad use within the classroom and associate iPad use with feelings of fun and excitement (Dunn and Sweeney, 2018). Similarly, Plowman and Hancock (2019) suggest that video calling on tablets can foster social interaction and communication skills. The use of iPads empower young children to communicate through the use of photo, video and art apps if they cannot read or write yet. For example, children can take photos or videos of objects or activities of interest to them and share these with parents and practitioners to stimulate conversation and promote shared experiences (Plowman and Hancock, 2019). However, Hirsh-Pasek et al. (2018) suggests that features of apps on iPads are disengaging children and distracting them from social interaction. Additionally, O’Connor (2017) argues that parents indicate device and touch screen use hinders social development in toddlers as tablet use is replacing traditional forms of play that are more valuable for social development. Whereas, Yelland (2018) argues that digital technologies such as iPads should be used as complimentary resources to support learning and development, as oppose to alternatives to traditional methods. Nonetheless, Chassiakos et al. (2016) acknowledges that there are limited benefits for children under the age of two, as children at this age need adult interaction as they are still establishing social, linguistic and cognitive skills that depend upon tactile exploration and adult collaboration. On the other hand, as children get older use of iPad and other digital devices can improve communication as learners have the opportunity to collaborate and share ideas across distances (Chassiakos et al, 2016). 

A benefit of using iPads is the exposure to new ideas, knowledge and early learning (Chassiakos et al., 2016). In regards to early literacy and writing skills Dunn and Sweeny (2018) highlight the importance of maintaining a balance between written text and iPad use as learners need to  develop pencil grip for writing skills. Although learners convey that iPad and touch screen typing is faster and more engaging than written text, pupils still identify the importance of practising handwriting and spelling skills (Dunn and Sweeny, 2018). Equally, Yelland (2018) suggests that iPad use in education encourages quality learning experiences that include opportunities for both collaboration and independent thinking. Combined with physical experiences and the use of natural resources, iPad use is beneficial in introducing early literacy and numeracy skills, by maintaining a balance between digital and physical exploration (Yelland, 2018). 

Furthermore, Marsh et al. (2018) suggests that iPad use can enhance creative art and drawing skills as well as problem solving and creative thinking skills. Creativity is crucial for play, as suggested by Vygotsky (Gray and Macblain, 2015). Likewise, The Foundation Phase conveys the importance of creative development and advises development be promoted through an exploration of a range of stimuli that promote imagination and the ability to express creative ideas (Welsh Government, 2015). The use of iPads foster creativity through a range of media such as video, gaming, audio, photography and creative art apps (Marsh et al. 2018). Additionally, apps foster fantasy and imaginary play as children re-enact videos and model characters, as well as combing digital play with physical play by using toys that interact with apps on iPads. For example, The Osmo System is an interactive iPad gaming system that uses hands on play that allows children to experiment, explore and create using hands on resources connected to the iPad. PlayOsmo (no date) conveys that the system fosters social intelligence as well as creative thinking by combing digital play with physical play. Correspondingly, Huber et al. (2018) suggests that technology be viewed as a tool for learning as oppose to a threat, when monitored and combined with other activities. Research by Marsh et al. (2018) revealed that specific age targeted apps are most affective in promoting play and creativity, suggesting that age appropriate design is crucial. However, Marsh et al. (2018) highlights that many apps stipulate an age range of zero to five, yet the developmental needs within this age range are broad. Therefore specific needs for specific ages need to be considered in order for play and creativity to be effectively promoted. Correspondingly, Hirsh-Pasek (2018) conveys that academic industries need to be developing software that are not distracting, but effectively and sufficiently engaging, and therefore be used by parents and children to promote effective social and learning achievements.

Despite benefits, Chassiakos et al. (2016) highlights a number of negative implications associated with iPad use including sleep deprivation, attention and exposure to inappropriate content. For example, Vijakkhana et al. (2015) reveal that iPad use before bed negatively impacts sleep. Children exposed to blue light before bed display shorter sleep patterns as well as later bed times. Likewise, Marsh et al. (2018) identify a number of barriers to effective iPad use, such as financial barriers as not all families can afford iPads, resulting in peer pressure among children, a lack of confidence and being left out from peers; all of which will negatively impact a child’s personal and social development. Parental concerns of too much screen time, exposure to inappropriate content and accidental in app purchases can also affect effective iPad use (Marsh et al. 2018). However, Triggle (2019) argues that there is currently no clear evidence that suggest screen time has negative effects on a child’s development. Therefore, it is vital for parents and practitioners to follow relevant online safety advice and monitoring, to supervise online content access and app use, through effective guided interaction in order to support digital competency (Therrien and Wakefield, 2019). Furthermore, a limitation to iPad use Marsh et al. (2018) identify is that iPad and app use does not promote free play, as often apps are restricted by rules and instructions. The Reggio approach signifies the importance of free play within early childhood. The Reggio approach suggests that child initiated play and learning is fundamental for the holistic development of children, including social and emotional skills (Thornton and Brunton, 2010). Therefore, a balance between free play and structured play should be provided for young children, which is also suggested within The Foundation Phase (Welsh Government, 2015). 

Another popular media platform among children is television viewing; with Ofcom (2017) reporting that 96% of three to four year olds watch TV for approximately 15 hours per week and 95% of five to seven year olds watching approximately 13 hours per week. Similarly to iPad use, TV viewing has benefits and negatives, however Richard et al. (2010) emphasize that video viewing is only effective for cognitive and social development when ‘scaffolded’ by adult interaction and reinforcement, linking to the teachings of Vygotsky and Bruner (Gray and Macblain, 2015).  

Chassiakos et al. (2016) argues that excessive TV viewing is associated with language, cognitive and social delays due to a lack of interaction with others and TV viewing replacing other forms of physical and outdoor play (Huber et al., 2018). Whereas, research by Anderson et al. (2001) suggest that children can increase cognitive, language and social outcomes by learning literacy, numeracy and social skills from TV programs of high quality content. Likewise, Chassiakos et al. (2016) highlights that a balance between high quality content, physical activity and social interaction is crucial for healthy development. Furthermore, Huber et al. (2018) identifies that government policies need to create guidelines for parents and practitioners on how to recognise quality content for children’s learning, to ensure children are developing digital literacy and cognitive skills through beneficial and engaging TV content. 

Research suggest that excessive TV viewing can be linked to an increase in obesity levels and cardiovascular risk due to an increased BMI (Chassiakos et al., 2016). Likewise, Research by Mitchell et al. (2013) discovered a clear link between TV viewing and Obesity levels. However, Sisson et al, (2010) discovered that a combination of TV viewing and low physical activity contributed to obesity levels, therefore excessive TV viewing alone is not an indication of increased obesity. Similarly, Mitchell et al. (2013) revealed that obesity levels were only increased in young people with BMI results at the greater end of the spectrum. Therefore, it is important for children to maintain a balance between TV viewing and adequate physical activity and play opportunities in order to promote healthy physical development (Plowman and Hancock, 2019). 

Studies suggest that early media exposure, such as TV viewing can lead to poor impulse control, poor self-regulation and a decrease in mental flexibility (Nathanson et al., 2014). However, Therrien and Wakefield (2019) reveal that links between screen time and mental health are weak as there is no clear link as to whether screen time causes these issues  or whether children with these issues have a tendency to spend more time on digital devices and watching TV. Likewise, The BBC (2019) convey that inadequate research has been done in regards to screen time and negative emotional affects such as anxiety, depression, poor self-esteem and poor self-regulation; therefore suggesting that more research is needed in order to understand these effects. Correspondingly, The Mental Health Foundation (2018) agree that conflicting research is confusing, with some suggesting that excessive screen time increases the risk of depression and lowers well-being, whereas other research reveals no effect. 

A final negative impact Chassiakos et al. (2016) discusses is the association between violent media content and aggressive behaviour in children. Foley (2005) suggests that violent media content on TV and games has a significant impact on a child’s short term thoughts and emotions, leading to an increase in aggressive behaviour as young children model the behaviour they observe; which links to the Bandura’s social learning theory (Gray and Macblain, 2015). However, Furlow (2017) suggests that often people misunderstand research in regards to violent media effects, discovering media effect on aggressive behaviour is limited or not related at all depending on the social context. Nonetheless, Furlow (2017) does identify that violent media content can be a contributing factor to aggressive behaviour and more research is needed. 

To summarise, digital media is becoming an increasing aspect of everyday life and learning, which encompasses both negative and positive implications for young children’s health and well-being. It is therefore the responsibility of adults to consider both risks and benefits and make informed decisions, whilst providing children with the opportunities to access a range of digital media alongside physical and play based activities. 
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	Activity
	QR code Scavenger Hunt

	Date
	Thursday 7th February 

	Group age 
	Year 2/ 6-7 year olds

	Group size 
	16 (4 teams of 4) 

	Activity aim
	To work as a team to scan codes and figure out the clues that lead to the next code. The activity aims to encourage social collaboration and team work whilst supporting digital competency. 

	Activity outline
	Start in the playground outside the classroom and explain to students the aims of the activity. There will be 6 clues, assign each team a different clue. Once the children have found and scanned the QR code onto the iPad, they need to figure out what the clue means and where it leads to in the classroom. Each code has a number, children have a tick sheet and need to tick the numbers 1-6 when they have found the codes. Teacher must demonstrate how to scan QR codes and allow students to practise scanning an example code to ensure they understand how the software works. 
Clues can include:
1. ‘What shape has 3 sides?’ - This will lead students to the shape tray.
2. ‘Biff and Chip were walking to the park….’ - This will lead students to the book shelf.
3. ‘Picture of the moon’ What is this? – This will lead children to the space display.
4. ‘I have lots of legs and live in a damp, dark habitat, what am I?’ – This will lead children to the bug hotel outside.
5. ‘8+5=? 10+3=?’ – This will lead children to the math books.
6. ‘Where do we go after lunch’ Answer Playground! – This will lead children back outside to discuss the activity with everyone. 
Questions and clues can be adapted to compliment any environment or area of learning. 

	Resources
	· iPad x 4
· Printed and laminated numbered QR codes 
· Tick sheets
· Pencils 

	Outcome
	The activity should promote social interaction and problem solving skills, whist increasing confidence and independence in using iPads as well as developing a basic understanding of how QR codes work. 

	Areas of Learning
	This is an inter-curricular activity that can incorporate all areas of learning depending on the clues set by teachers. This activity in particular focuses on mathematical development and knowledge and understanding of the world, through a combination of questions. 

	Teacher role
	The activity is primarily a child lead activity in which children are left to problem solve within their teams, however the teacher should act as a scaffold and assist when needed, as well as offering encouraging praise. Techers also need to be able to create the QR codes for the activity. Instructions can be found on hwb, that relate to a similar activity:
https://hwb.gov.wales/repository/resource/64fa2996-a409-48de-9e6d-9b0c8fd7f546/en 

	Health and Safety 
	When explaining the activity encourage children to be careful when handling and moving with iPads and to avoid running when carrying equipment. 




This activity allows children to familiarise themselves with the use of iPads and QR codes through a fun, play based and engaging activity. The Foundation Phase (Welsh Government, 2015) stipulates that children should have opportunities to access a range of software and devices and allow children to develop their ICT skills through engaging experiences that include finding, developing, creating and presenting ideas and information. The QR code activity allows children to develop their knowledge, discover information and share their ideas, in keeping with the Foundation Phase. Likewise, the Foundation Phase suggests that ICT development should be integrated throughout the curriculum. This activity is a cross curricular activity that incorporates areas of learning such as mathematical development and knowledge and understanding of the world, in regards to the questions set. On the other hand, the activity also includes aspects of creative development as the activity encourages children to think creatively and problem solve, as well as physical development as the children are exploring their learning environment and outdoor space. Finally, the activity promotes personal and social development as children are working as a team, communicating ideas and collaborating, supporting their social skills as well as fostering confidence and independence (Welsh Government, 2015). 

This type of activity is affective in encouraging social learning through peer support, as suggested by Vygotsky who identified that a child’s cognitive development depends on social interaction and learning being a socially interactive process (Gray and Macblain, 2015). Relatedly, Baruffi (2015) identified that the use of QR codes in education foster opportunities for peer learning and support. However, Baruffi (2015) also revealed that some children experience frustration and confusion when exposed to new technologies and software. It is therefore the responsibility of adults to scaffold learning and support accordingly, by explaining and demonstrating effectively then allowing learners to experiment and explore the new technologies independently; linking to the theories of Bruner and Vygotsky (Mooney, 2013). Observations will be a key role for adults during this activity in order to recognise each child’s progress, involvement and enjoyment of the activity, as well as how each child’s ICT skills are developing (Welsh Government, 2014). 

The activity encourages a practical, hands on approach to learning which underpins Piaget’s discovery learning theory. Piaget revealed that children learn best by actively exploring and experimenting (Roussou, 2004). For the activity, children will be shown how to use and scan QR codes, and then be given the opportunity to practise for themselves scanning codes by actively using iPads, familiarising themselves with the technology through experimentation. Baruffi (2015) suggests that this type of activity will encourage intrinsically motivated learners with increased motivation and engagement as they become committed and excited in regards to their accomplishments using new technology. Equally, Almeida and Kay (2016) convey that QR code use in education is an exciting and motivating way of learning. 

QR codes enhance the learning experience by promoting independence as well as increasing motivation and engagement, allowing children to maintain focus and foster confidence (Baruffi, 2015). However, Wright (2013) argues that the use of QR codes for classroom activities will have a negative impact on a child’s social development as children will have a reduced amount of time interacting with and bonding with teachers, which is fundamental for development. For example, Almeida and Kay (2016) revealed that QR codes provide opportunities for independent reading, as codes can be attached to books that reveal an audio recording of the teacher reading the book to help with difficult words. Yet, this could negatively affect attachment and bonding with teachers, as research suggests that reading with young children is fundamental for personal, social and language development, including eye contact and mouth movements (Trivette et al. 2010). Consequently, this is why this activity was designed as a team activity in which children still have opportunities to promote social development and learning from each other. 

The Digital Competence Framework (DCF) developed by the Welsh Government (2018a) emphasizes that digital competence is essential for success in today’s society. Learners need to be confident, informed and capable in regards to using technologies and systems. Digital competence is a core strand of the new curriculum, along with literacy and numeracy, emphasizing its importance for young children (Welsh Government, 2018a).  The focus of digital competency is to develop digital skills in meaningful ways that can be applied to a variety of situations, including the working world. The ethos underpinning the DCF is to enable learners and young children to thrive in a progressively digital world (Welsh Government, 2018a). Donaldson (2015) also proposes that digital literacy should be developed in a way that allows children to apply skills to different contexts. This activity acts as a ‘stepping stone’ activity in achieving this goal, by exposing children to the uses of QR codes, which are widely used within everyday life (Petrova et al. 2016). Likewise, Baruffi (2015) highlights that it is a responsibility of teachers to prepare learners in regards to using technology in everyday life outside of the classroom. Baruffi (2015) discovered the use of QR codes within activities, similar to this activity, allows learners to experience technology in a meaningful way that can be applied to different contexts. 

The DCF comprises of four strands: Citizenship, Interacting and Collaboration, Producing as well as Data and Computational Thinking. The QR code activity focuses primarily on the interacting and collaboration strand in which children are exploring the use of QR codes, which is a method of electronic communication. The activity also allows learners to consider how different information is stored within QR codes and how the information is then shared or transferred to the iPad. Finally The DCF recognises that collaboration is a vital aspect of the curriculum, therefore this activity encourages digital and social collaboration between peers, which are relevant skills for year 2 learners according The DCF (Welsh Government, 2018a). Similarly, the activity incorporates aspects of the data and computational thinking strand, as the children are developing their understanding of the significance of digital literacy by collecting data through QR codes. Equally, children undertaking this activity will develop computational thinking skills through problem solving and considering how this essential skill is used in everyday life (Welsh Government, 2018a). 

Donaldson (2015) proposes that the new curriculum will encourage ambitious, capable learners that enjoy problem solving and using different technologies creatively. The activity is a basic introduction to the use of QR codes that can be further developed as children progress with their digital literacy skills. The activity aims to be fun and engaging for children in order to encourage their creative thinking and inspire them to learn more. Correspondingly, Almeida and Kay (2016) discovered that children enjoy using QR codes and were motivated to learn more. 

Staff training is fundamental for activities involving new technologies or software, similar to this one. Teachers need to be aware of the uses of QR codes, as well as how to create, store and use QR codes. The DCF (2018a) specify that it is the responsibility of senior leaders within schools to initiate whole school training for all staff members in regards to implementing The DCF, as well as how to use a number of different devices and software. Likewise, The DCF (2018a) stipulates that it is the responsibility of staff to investigate and receive training if they do not feel confident on how to enhance the curriculum using digital technology. The Welsh Government’s ‘Hwb’ platform is useful in providing information, resources and activities for children that enhance digital literacy. For example, a ‘mini beast QR hunt’ activity, in which this activity was based upon, explains how to create QR codes in a simple, step by step format for practitioners (Jones, 2016). 

Petrova et al. (2016) identifies an advantage of using QR codes for different applications is cost, as QR codes can be created easily with no cost, making them effective and efficient for educational uses. However, Petrova et al. (2016) highlights a disadvantage of using QR codes, is the ability for personal information to be stolen and used negatively, similarly to emails and websites. QR codes are impossible to distinguish, due to the code format, therefore it is easy for legitimate codes to be replaced by illegitimate codes using simple stickers (Petrova et al. 2016). It is important to educate young children on the possible dangers involved with using QR codes, along with any other digital media. The Welsh Government (2018b) acknowledges that adults need to support children and provide them with the relevant knowledge and understanding to keep themselves safe within the digital world. 

To summarise, using QR codes is an effective and exciting way of engaging young children in learning. The QR code activity encourages teamwork, collaboration and interaction, fostering social and personal development. Likewise, the activity is effective in introducing young children to different types of digital software, including iPads and QR codes, increasing confidence, independence and digital competence. 
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Supporting and Safeguarding Children when Accessing ICT:

Parental Concerns: 
Marsh et al. (2018) acknowledges that parents have concerns over whether children are exposed to excessive screen time and whether it is damaging their health and wellbeing. Likewise, the BBC (2019) identifies that parents are concerned in regards to what content their children are viewing and whether media use is affecting their children’s development. However research by Yelland (2018) suggests that being literate in both traditional and digital contexts is becoming fundamental for success and effective functioning within modern society. Therefore suggesting that children need to be exposed and become familiar with a variety of different media contexts to progress in life. 

Triggle (2019) revealed that there is currently no clear link between screen time activities and mental health issues. Likewise a review by the British Medical Journal (2019)  discovered that evidence is weak in regards to linking media use with issues such as anxiety, inattention, poor self-esteem and poor well-being. However, the review does highlight that this is due to a lack of evidence based research and therefore more research into these areas are needed. Similarly the review discovered associations between screen time and an increase in obesity levels. However, the review also acknowledges that the link is not clear as to whether screen time increase levels or whether children that are already experiencing weight related health problems are simply watching more media. 

The Welsh Government (2019) suggests restricting screen time to 1 hour per day for children; and none for children younger than 18 months. However, Triggle (2019) recognises that research is still inconclusive in regards to negative effects screen time may have on children; as well as Stiglic and Viner (2018) who agree that government policy guidelines are based on a lack of empirical evidence in which more research is needed. Therefore, Huber et al. (2018) suggest that government and policy makers for media use, need to establish guidance for parents and practitioners on how to identify quality content for children’s learning, that maximises beneficial media experiences, as oppose to focusing on the phrase ‘screen time’. Likewise, research has discovered that children are exposed to far more media content than the recommended guidelines. Therefore, if children are going to watch media and use digital devices regardless of government policy then it is the responsibly of parents and adults to make informed decisions on their child’s media access (Huber et al. 2018). 

The BBC (2019) advise that moderation and balance is key. Children need to be provided with a range of physical, creative and digital activities, in which device use does not replace sleep, exercise or family time. Some helpful suggestions include:
· No devices at dinner
· No devices in bedrooms at bed time
· Taking regular breaks from screen use
· Continuing to communicate,  interact and socialise whilst using media (Triggle, 2019).
· If media use is interfering with family time, eating and sleeping then restrictions should be set (Therrien and Wakefield, 2019).
It is important to remember that all families are different and have different needs, therefore screen use should be monitored according to each individual families’ needs (Therrien and Wakefield, 2019). 

Aspects To Consider: 
Sleep 
Blue lights effect the bodies secretion of melatonin (the bodies sleep hormone) therefore using digital devices before bed time can lead to sleep deprivation and disrupted sleep patterns (Therrien and Wakefield, 2019). 
‘Educational’ Apps
Apps labelled as ‘educational’ are not always evidence based or appropriately  engaging, and therefore not effective in supporting learning (Hirsh-Pasek, 2015). 

Free Apps 
Often free apps request payments to progress further once a child is sufficiently engaged within the App, leading to frustration and behavioural difficulties (Plowman and Hancock, 2019). Likewise, many apps request ‘in app purchases’.
Social Development
Chassiakos et al.(2016) suggests that excessive media viewing has links to social and language delays. Likewise, O’Connor (2017) revealed that screen use hinders social development in toddlers as media use is replacing other activities. On the other hand, Chassiakos et al. (2016) highlights that communication is made easier through digital devices, allowing learners to collaborate and share ideas across distances. Similarly, the BBC (2019) identify that video calling can foster social interaction and support turn taking and listening skills. In order for media use to support effective social development, guided interactions are crucial. Adults need to listen, show interest, provide encouragement and help when needed (Plowman and Hancock, 2019); therefore making media use a shared experience and social activity, in which children and parents are partners in sustained shared thinking (Breitkopf, 2012). Correspondingly, Heitner (2014) revealed that children want mentorship and parental support or interaction when they are using their digital devices or attempting to navigate the internet. It is the responsibility of adults to listen to the voice of the child and support their right to access reliable information (UNICEF, 1992). 
Parent Behaviour
Parents need to model appropriate media use behaviours and consider their own screen use when in the presence of children. It is also the responsibility of parents to provide children with a range of creative, physical and digital activities to minimise unhealthy habits (Chassiakos et al., 2016). 
Accessing Content
A primary concern for parents when discussing ICT use and children, is the fear of exposure to inappropriate content and unknown people (Chassiakos et al., 2016). It is the responsibility of parents, practitioners and teachers to protect children from any form of abuse as well as exposure to harmful content online (UNICEF, 1992). Some simple steps to safeguard children online include: 
· For very young children, always sit and interact with them in order to monitor content (BBC,2019). 
· Likewise for young children, research apps beforehand and ensure that they are developmentally appropriate and attend to a child’s individual age, health and temperament (Chassiakos et al., 2016). 
· Adjust browser settings and filters accordingly. For example, YouTube has a ‘safety mode’ to prevent unsuitable content. Equally, many devices have ‘child mode’ or ‘child safety locks’ to prevent children from leaving apps, making in app purchases and accessing inappropriate content (BBC, 2019). 
· It is crucial to communicate and educate children in regards to staying safe online. Parents need to establish open, honest and trusting relationships with children in which children understand that they can come to parents or practitioners if something has made them uncomfortable or upset online. As well as providing children with informative and educational information to reinforce the importance of online safety and responsibility (Welsh Government, 2018). 

Further information can be accessed at:
· https://www.thinkuknow.co.uk/parents/
· https://www.internetmatters.org
· https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/

Summary:
A balance of high quality media use, adequate physical activity and social interactions are crucial for child development (Chassiakos et al., 2016). Moderation is key, in which parents need to consider both risks and benefits and undertake the necessary precautions  to keep children safe online (BBC,2019). 
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