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Section 1
It is generally known today that the use of digital media such as touchscreen devices has grown considerably in recent years. (Ahearne, et al. 2016). Arnott (2018) would agree, as she states within her research that the use of digital devices particularly by young children has increased rapidly in recent years. Kidron and Rudkin (2017) found that over the last 5 years in particular, digital technologies such as mobile phones and tablets have risen. They also inform us that a third of three million users are under the age of 18. Chassiakos (2016) stated that in 1970, children often began watching television on a regular basis from around the age of four. When comparing this to modern times, she found that children as young as four months old often begin to interact with digital media through several platforms.  Kabali et.al (2015) found that by the time children are three and four, 96.6% can use a mobile device. In a US study, Marsh et al. (2018) found that most children were independently using digital devices from as early as one.  With this evidence living in the 21st century involves the use of digital technology. Marsh (2005) agrees that children are now growing up in a digital world. Stating something similar, Kidron and Rudkin (2017) once said that digital media and devices are a key component in young children’s lives and that the digital world is here to stay. We know now that part of growing up in the 21st century involves often heavy use of digital media and devices, but what are the benefits and risks of young children using these?  
Chaudron (2015) found within her research that in Europe, children are in daily contact with digital tools which correlates with Nikolopoulou and Gialamas (2015) who state that children have access to a broad variety of technologies and use technology as an everyday resource. 
There are several different reasons why children use digital devices. Research shows that watching programmes is the most popular activity on devices for children aged five and under. Marsh et al. (2018) and Huber, Highfield, and Kaufman (2018) found that YouTube is the most popular app used for this age group. Arnott (2018) states that YouTube enables children to access cartoons such as Peppa Pig. Children often build emotional bonds with familiar characters they watch on programmes. Chassiakos (2016) stated that children who play or watch the same interactive character, will often learn from them. Chassiakos (2016) used the example of a child who repeatedly watched Elmo stack cups in a video. After time, the child learned how to stack the cups in the same way. The character became the role model for the child’s learning which links to Vygotsky’s theory of the more knowledgeable other (MKO) and in this case the character became the MKO.  However, she found that children between the age of 12-15 months will lose this knowledge without constant repetition. 
  Aswell as watching programmes, another popular use for digital devices is playing games.  Ofcom (2017) found that one in ten children play 3 or 4 games online and Marsh et al. (2018) found that children use at least 6 apps on their devices. Although there are lots of benefits to using these types of apps, Yelland (2018) described them as limited and closed for learning opportunities. She goes on to explain that to extend on learning while using apps often requires certain skills which young children have not obtained yet. Having said this, O’Connor (2017) stated that children can complete puzzles on touchscreens at a much earlier age as these devices do not require the dexterity to manipulate pieces when comparing to more traditional physical puzzles or other similar play resources.
Chassiakos (2016) believes that new media offers both risks and benefits to children’s learning and development, however journalistic reports are often based on the negative impacts digital devices can have on children and young people.  Arnott (2018) states that digital technologies as part of young children’s lives have been a source of debate in the media and in academic fields for over a decade. Chaudron et al (2017) and Holloway and Green (2016) all stated within their research articles that journalistic news and media are mostly negative about the topic.  Hatzigianni and Kalaitzidis (2018) state technology use attracts negative attention which causes some educators and parents to become hesitant in their children using digital media. As a result of this, Britto (2018) found that children are keen to use new devices and learn, however often parents do not share the same enthusiasm which is like some educator’s views.  Having said this, some educators are very open to using digital technology within their teaching as Johnstone, Highfield, and Hadley (2018) explains that within one of her studies one teacher stated that “you cannot separate learning from technology because of the opportunities for children to learn”.  The views from parents and educators are often found to be negative as Aldhafeeri, Palaioulogou and Folorunsho (2016) found within their research that often negative reactions tend to be from the older generations who feel uncomfortable themselves using digital media. Research and more information could support these individuals to understand the benefits that digital media can have not only for the children, but for their own professional development. Nikolopoulou and Gialamas (2015) found that there is a lack of support for education with the integration of technology into education which has become a barrier for educators. 
The importance of educator’s perspectives on digital technology is crucial. Kucirkova (2017) found that teachers and educators themselves often find it challenging to cope with the fast pace technologies. Kudrin and Rudkin (2017) agree that digital technology is fast pace but go onto say that even though it is constantly changing, children are usually the first to adapt to this. (Kidron and Rudkin, 2017).  Yelland (2018) found with her research that if educators did not see the value of incorporating technologies into children’s learning, then children would miss out on a great number of learning opportunities. 
Aswell as educators, the views that parents share about this topic are also vital. Parenting has changed with technology, there is no longer a blueprint from past generations, and this is because of the new digital world we live in. Usually, parents follow their own parents and grandparents however, this is now impossible as the new generation of parents are faced with technology and media. Kidron and Rudkin (2017) describe this change as a unique challenge that parents face as there are no existing ground rules to dealing with digital media and technology. Arnott (2018) and Marsh et al. (2018) agree as they describe the appearance of contemporary children’s play as different from the childhood their parents and grandparents experienced. Chadron et al (2015) believe that parents are digital users themselves and are the first generation to be confronted with the risks of their children using digital media. As a result of this parents are finding themselves doubting and questioning the example they set for their children when they are using digital devices. (Dias and Brito, 2016).  Chassiakos (2018) found that 4 out of 5 households in her study own a device which is used to play games. Ofcom (2017) found that one in five children have their own tablet or mobile device.  Tablets and digital devices are used daily in homes all over the world. Marsh et.al (2018) states that tablets are embedded into family relationships and often take place with parental involvement. 
Marsh et.al (2018) found within her studies that 57% of children were more likely to use tablets with a parent and 35% of children use them independently. Although children can use these devices independently from a young age, Chassiakos (2016) agrees that adult interaction remains a crucial element alongside children using digital devices to enable them to scaffold their learning. Having said this, Rowe, and Miller (2016) state that when children use digital devices independently, there is still the opportunity for quality learning experiences it just depends on the type of digital media they are exposed to. 
Today, it is normal to picture families sitting in the same room, however not engaging with each other but instead using digital devices. Bandura (1977) social learning theory explained how children learn from what they see. Therefore, it is crucial that parents’ role model the correct behaviour and time used on these devices, especially when they are around their children.
There are a few reasons why some parents do not allow their children to use digital media and devices. One reason could be the socioeconomic status of the family. Marsh et.al (2018) found that the biggest barrier to children using apps on tablets were financial. Later in her studies, she explained that 10% of parents state that their children often purchase an app accidently. Financially, this could have an impact on low-income families. However, Kabali et al 2015 and March et al 2015 found that children and families of lower income and minority status spend more time with screens and access touchscreens is similar regardless of socioeconomic status.  Chassiakos (2016) states something similar, as she found that children from lower income families used mobile devices for entertainment purposes. Another reason could be that parents feel uncomfortable with their children using digital media and devices due to online safety. Kidron and Rudkin (2016) found that inappropriate content is available to children online and that parents have a lack of information on how to safeguard their children when using these devices. Whatever the reason may be behind parents not allowing their children to use digital media and devices, Chassiakos (2016) reassures that children will learn to use digital media quickly when they are introduced at home or in school environments.
Johnstone, Highfield, and Hadley (2018) states that pencils and books are a traditional resource which have been used in education for hundreds of years. In recent years, Yelland (2018) explains the popularity of iPad as a resource for learning. Although more traditional resources have been outdated to some extent in education, Dunn, and Sweeney (2018) reassures that a multimodal learning approach is very important for young children as it offers opportunities to communicate in ways which are meaningful and enabling. She goes on to explain that traditional resources should be the same level as digital media as a resource. Yelland (2018) supports this as she states that playing on apps and using digital media devices extends traditional resources. 
Over the last five years in education, digital media has become a key component for learning.  In Wales, ‘A New Curriculum for Wales’ has been developed using Professor Donaldsons ‘Successful Futures’ report and as a result, digital competence will now become part of the cross curricula elements alongside literacy and numeracy which outlines its importance in education.  Chassiakos (2016) states that new media has benefits but it all depends on the age and stage of development of the child.  The Digital Competence Framework will be used alongside the new curriculum to support children of all ages and stages of development to support them with digital competence. (Welsh Government, 2020). Aswell as the Digital Competence Framework, the new curriculum also works heavily alongside the new ALN bill.  Digital devices should accommodate the learning needs of all children. Kidron and Rudkin (2017) believe that so far, this has not been the case as they suggest that more detailed research is needed urgently to ensure all children are involved in meaningful learning on devices. Having said this, Chassiakos (2016) found that children with Additional Learning Needs can benefit from the use of digital media for learning. She states that technology aided interventions often support and allow children with ALN to communicate and succeed in learning compared to traditional interventions which do not involve devices.  
In conclusion, digital devices and media is a growing resource for education and home life, however the information available to parents and educators seems very limited.  The New curriculum in Wales demonstrates the importance of incorporating digital devices into children’s education which will hopefully encourage more research to be gathered. This research could inform parents and educators about digital media and how to safeguard children while using these devices. There is a hope that with new research available, the media will focus more on the benefits for children rather than the risks that digital media could have on children and as a result, digital media will support all children in education in the new digital world we now live in.













A parent’s guide to keeping children safe online!

The new digital world


Over the last 5 years in particular, the use of digital devices has risen and Brito et al (2015) believes that technologies have become more domesticated in our everyday lives. 
The new generation of children and young people have been exposed to this change in life, with heavy involvement of digital devices even within their education. 
Kidron and Rudkin (2017) found that a 3rd of 3 billion are under the age of 18 with 1 in every 5 children owning their own digital device. (Chassiakos, 2016).
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                   (ADL, no date)

How do parents feel?



Studies have shown a difference in how parents feel about their children using digital devices. Huber (2018) carried out a study with parents and found that 92% of parents agreed that technology can be used as a learning tool, and 8% felt neutral about this. 
Dias and Brito (2016) believe that parents often question themselves and the examples they are setting for their children when using digital technologies. There could be because there is no longer guidance on how to parent passed down from generations as this is the first time we are faced with digital devices. Parents are faced with a unique struggle and challenge as they become parents in the new digital age. (Kidrin and Rudkin 2018).
Open Access Government (2019) found that parents often show concern about cyber-attacks and risks of sexual predators online. They also found that parents were under the impression that online safety was talked about a lot more in depth in education. 




[image: Image result for risk]Like everything, using digital media and devices does come with some risks especially when they are used by young children. Statistics from Huber (2018) found that 38.1% of children use a device with a parent present, however this still leaves many children using these devices independently. 
What are some of the risks of using digital media?

(CFI, no date)
Health and Wellbeing 

Kidron and Rudkin (2017) believe that children’s wellbeing is just as important as any other aspect of development and learning especially when it comes to using digital devices. Having said this they also found that due to its forever progression and constant change, there is a lack of research on how we can support children’s wellbeing in the digital world. 
Children’s health and wellbeing is an important factor to consider when thinking about their learning and development. Maslow’s Hierarchy of needs include children’s basic needs being met to enable them to develop and learn such as sleep and food.  Chassiakos (2016) believes that children must engage in physical activities outdoors to maintain positive health and wellbeing.

Children who use digital devices, often do this in indoor environments such as their bedrooms. Chassiakos (2016) mentioned that children who have digital devices such as a television in their bedrooms could be at higher risk of obesity. Chassiakos (2016) found that using media devices over long periods of time has been linked to obesity and cardiovascular disease stating that children who use a device between 1 and 3 hours per day led to a possible 27% increase in their BMI which puts them more at risk of obesity in later years. 
Kidron and Rudkin (2017) state that insomnia in children is linked to overuse of digital devices. Chakiassos (2016) agrees that sleep can be affected using media and digital devices due to the blue light which is let off from digital screens. The Sleep Foundation (2020) state that since digital media has become more popular, one in three children do not get enough sleep. 



Obesity, sleep deprivation and mental health 

[image: Image result for smart online](Pinterest, no date)Some child friendly internet safety clips:
https://www.youtube.com/watch?v=d5kW4pI_VQw 
https://www.youtube.com/watch?v=X9Htg8V3eik 

Child friendly rules like SMART can support children to understand the appropriate behaviours online and what to look out for.
Children can use digital devices independently from as young as one years old. (Marsh, 2018 and Babali et al, 2015). There are risks of children coming across inappropriate content as Chassiakos (2016) explains, children are at risk of exposure to inaccurate, unsafe, and inappropriate content when using devices online. Aswell as this, children are also at risk of unsafe contacts online. Kidron and Rudkin (2017) state that grooming and sexual abuse from online contacts are extreme however are often the first things that come to mind when thinking about children’s safety online. This being said, some research has shown that the more digitally able children are from a young age, the less harm they will come to. Kidron and Rudkin (2017) explain the importance of children taking risks to enable them to grow and that guidance from adults should prevent them from coming to harm while using digital devices. 
Cyber bullying is a topic parents also consider when thinking about their children using devices online. Chassiakos (2016) offers reassurance as she believes that parents can play a role in preventing cyberbullying online, simply by supervising and educating their children about the appropriate behaviours online. 

Inappropriate content and online bullying 

What are some of the benefits of using digital media?

[image: Image result for digital device learning]

As digital devices become part of daily life, it is important to know that this comes with many benefits for children’s learning and development. 





The Conversation, no date)In Wales, digital competency in children and young people will now be a key aspect of the curriculum. 
Digital media is not a threat to childhood and learning, rather a tool for learning with the correct support alongside it (Palaiologou, 2016 and Rideout, 2017). This means that, in education digital devices can be used to scaffold learning, however, informs us that children need to be supervised and supported while using devices for them to get the best outcomes from it. 
Yelland (2018) believes that simply by incorporating an iPad into learning can provide authentic activities for children. 
Marsh et al. (2018) states that there are several ways in which digital devices can encourage play and support all areas of learning and development in young children.  



Over the last year, we have all been affected by Covid-19. Social development is a big aspect of children’s learning, development, and wellbeing as Chassiakos (2016) explains, a social environment will promote good health and wellness of children. 
During the pandemic, we have all had limited opportunities to socialise with friends and families and children have experienced the effects of this. Digital media has been a lifeline for some users, as it has allowed them to be social with other people in such isolating times. A popular form of contact with families during these times have been facetime and other video chat apps. Chassiakos (2016) states that due to their brief nature, video chat episodes have enabled children to develop and interact socially which is very positive.  


Promotes social interaction 

What is in place to safeguard children when using digital media?

There are policies and regulations in place to safeguard children. Two examples are below:
· The social services and wellbeing (Wales) Act 2014. This legislation ensures the safeguarding of all children in Wales. There is an app which is easily accessible for more information.
· Digital Economy Act 2018. This legislation ensures that social media programmes in the UK include information and guidance on how they will protect individuals from being targets of bullying and harassment online. 

Use parental locks on your children’s devices.
Use digital devices to support your children’s learning and development.
Tips for Parents
Limit your children’s screen time.
Set an example for your children. When they put their device away, you do the same.

Keep up to date with information and guidance.


More information and further reading 

· https://www.nspcc.org.uk/keeping-children-safe/online-safety/parental-controls/ 
· https://gov.wales/sites/default/files/publications/2018-07/online-safety-action-plan-for-children-and-young-people-in-wales.pdf 
· https://www.safeguarding.wales/ 



Section 3 
	Activity Plan for Digital Literacy Skills

	Number of children:
4 children.
	Age of children: 
3 years.
	Number of adults:
1

	Location:
· Outdoor nursery garden space.
	Preparation time:
5 minutes.
	Activity time:
30-40 minutes.

	Resources:
· Chalks, paints, and other mark making materials.
· Glue.
· Rolls of paper over easels. 
· iPads with images taken previously by the children and practitioners on a nature walk.
· A variety of natural resources collected previously by the children such as flowers, sticks, leaves. 


	Links to digital literacy/competence outcomes:
Citizenship:
Health and Wellbeing:
· Use digital devices and media with care, e.g., name a variety of digital devices and handle appropriately.
 
· Select preferred items on digital media, including items to create e.g., choose draw/paint icon on a website or platform. 
· Identify the preferred items of others, e.g., find icon for website another learner likes.
· Use a variety of digital media, including applications to create, e.g., use a camera to take a photograph.
Digital rights, licensing, and ownership:
· Identify some work that belongs to others, e.g., find a photograph/picture created by a familiar peer/adult.
· Find a photograph/symbol/name for self and other familiar people, e.g., find photographs on digital album.

Identity, image, and reputation:
· Identify their own work/that of others e.g., show recognition that a piece of work is theirs when viewed on screen.
· Be aware that some devices require simple password/action to access them, e.g., swipe a device to activate it. 
Interacting and Collaborating:
Storing and sharing:
· Recognize digital work from a previous session. 
Collaboration:
· Engage in the same digital activity in parallel with a peer, e.g., play a game with remote controlled cars demonstrating awareness of the results of the other person's input.
· Communicate own choices in a variety of places for a selection of objects and interactions, e.g., choose video/phone/picture to communicate by selecting appropriate device.
Producing:
Planning, sourcing, and searching:
· Navigate through a series of images/icons to find the desired item.
Evaluating and improving:
· Show pleasure/displeasure when viewing their own work. 

	Activity plan step by step:

1. Before this activity, take the children on a nature walk where they are given opportunities to collect natural resources such as leaves, flowers and sticks.  Take photos of the children during the activity with the surroundings. Give the children an opportunity to use the iPad to take their own pictures of objects and finding which interest them on the walk. After the nature walk, discuss, and share the photos with the children and allow them to share their ideas, opinions, and findings in small groups. 

2. Prepare the outdoor space for the children by setting out the resources from the resources list. In line with GDPR, ensure that the iPad is secure and not left unattended outdoors. 

3. The aim of this activity is child-led. The children can use the resources in whatever ways they choose too. An example of how the children could use the resources available could be by looking at photos from the iPad and using natural resources collected to create portraits of themselves or images of their choice inspired by the photos from the iPads.

4. The role of the adult during this activity is to set up the resources and allow children to engage child-led play. The adult is there to support children with the use of resources and support with the use of iPads for example with password protection and accessing apps. The role of the adult is to step back and only intervene where needed. The adult can ask the children for permission to engage in the activity if necessary.  The adult may take pictures and observations where needed. The adult asks the children questions to further scaffold their learning during this activity, but they should not disrupt the child playing and engaging with the activity. 



















Section 4
Over the past ten years, the use of digital media has increased rapidly. Using digital media and devices has become part of everyday life for many families and is simply part of living in the 21st century. UNICEF (no date) describe digital literacy in children as an essential 21st century skill. Digital media and devices are used all over the world, every single day for work, learning and for entertainment purposes. Marsh et al. (2018) and Kidron and Rudkin (2017) agree that digital devices are now integrated into everyday life and are part of the new digital world we are living in. As a result of this new way of life, digital competence in children and young people is needed now more than ever before.
Digital competency has been a growing topic in Wales over the last ten years.  Professor Graham Donaldson started a review on the Curriculum in Wales back in 2014 which resulted in the publication of the Successful Futures Report (2015). Within his report, Donaldson informs us of the demand for digital competency in early years and as a result, just two years later, the Digital Competence Framework was released with the view of incorporating and supporting digital media into education. This was the first document to be released using recommendations from the Successful Futures Report (2015). Practitioners feedback of the framework found that some changes needed to be made and The Digital Competence Framework (2018) was updated and republished.  
The Digital Competence Framework (2018) consists of four strands which are Citizenship, Interacting and Collaborating, Producing and Data and Computational Thinking. The Digital competence Framework (2018) was developed as a mapping tool for educators to use to support children to develop a wide range of skills when using digital media.  Welsh Government (2018) explain that the Digital Competence Framework covers learners from mainly 3-16 which is the same age range as the forthcoming curricula in Wales. Having said this, within the framework a ‘Routes for learning’ section is included which covers children who are younger than nursery school age and children with additional learning needs. Welsh Government (2018) state that learners with additional learning needs can become digitally competent when educators use the ‘Routes for Learning’ section if they are not yet reaching outcomes for their age group. Each strand of The Digital Competence Framework offers examples to educators on how they can incorporate these skills into their planning for children’s learning. 
The Successful Futures Report not only resulted in the Digital Competence Framework, but it also initiated the redevelopment of the curriculum in Wales. The Foundation Phase Curriculum will be replaced by A New Curriculum for Wales which as Welsh Government (2020) explain with the aim of full integration into educational settings by 2022. The forthcoming curricula has been shaped to meet the needs of 21st century education and learners. 
Within the Foundation Phase Framework (2015), ICT development is mentioned in each of the 7 areas for learning, however there is no focus on digital competency itself which outlines how fast pace the development of digital media has happened over the last 10 years.  Wales have recognised this and have incorporated it into education. Welsh Government (2020) explain that the new Curriculum for Wales outlines four main purposes which are Ambitious, capable learners, ready to learn throughout their lives, Enterprising, creative contributors, ready to play a full part in life and work. ethical, informed citizens of Wales and the world and Healthy, confident individuals, ready to lead fulfilling lives as valued members of society.
Aswell as this, within the new curricula, digital competency will become the third cross curricula element alongside traditional elements literacy and numeracy. Welsh Government (2020) go onto state that all three of these elements are mandatory in education. As a result of this change, The Digital Competence framework (2018) and The National Literacy and Numeracy Framework (2013) will be used collaboratively to provide guidance to educators to enable them to support children in all these areas of development across the curriculum.  
The activity in part three was a child led activity, however prior to the activity in the plan, there was an adult directed activity to encourage the learning experiences. As explained within the plan, the children go on a woodland walk to collect natural resources and take pictures of things they find on their walk or their surroundings using digital devices. This demonstrates a skill from strand 1, (citizenship) from the Digital Competence Framework (2018) which states that children can use a digital device to take photographs with a camera. The incorporation of traditional outdoor play and technology being used is something which Palaiologou (2016) and Rideout (2017) talk about as they believe that technology is not a threat to childhood but rather a tool for learning. 
The children would be given opportunities to make independent choices within the activity which supports their personal, social, and emotional development.  Welsh Government (2015) explain within the Foundation Phase Framework that part of children’s personal, social, and emotional development requires them to experiment in learning opportunities, including the use and incorporation of ICT.
 Strand 2 (Interacting and Collaborating) of the Digital Competence Framework (2018) aims for children to communicate their own choices such as selecting images from a device. The activity allows children to achieve this as they are given opportunity in a child led activity to select the resources they would like to use and the images they would like to recreate. Not only are there links to current curricula and the Digital Competence Framework, but Welsh Government also (2020) explains within the Enterprising purpose of the curriculum that children should be encouraged to communicate their choices, opinions, and findings with others. UNICEF (no date) supports this as they express that article 12 of the UNCRC states that children have the right to voice and should have opportunities to express their thoughts, interests, and feelings. This is something that is demonstrated in the activity plan as the children share ideas during a circle time after their walk about what they saw, collected, or took a photograph of. 
As the activity will take place after a woodland walk, the aim is for the children look at the photographs taken from a previous session and choose one they would like to recreate using a variety of resources including the resources they collect on the walk. This relates to Strand 2, (Interaction and Collaboration) of the Digital Competence Framework (2018). Within this strand, it explains that children should identify work from a previous session and while they are looking through images, the aim of the activity is for them to choose an image to recreate using a range of materials and resources. This also covers strand 3 (Producing) of the Digital Competence Framework (2018), as it requires children to find a desired item while navigating through a series of images. Children would be viewing a variety of photographs taken by themselves, and their peers which relates to strand 1 (Citizenship) as this encourages children to recognise photographs themselves or their peers took on a digital device. 
Children can use digital media and devices often from a young age, however this does not mean that adults should not supervise or support children when they are using these devices. Huber, Highfield, and Kaufman (2018) states that even though the appearance of play is changing, the role of parents as early educators remains constant. The activity included 1 adult to 4 children. According to Care Inspectorate Wales (2016) the adult to child ratio for children aged three to seven is 1:8. The activity plan does follow ratio guidelines however seems impractical in this situation as the children are using digital media and devices. The role of the educator or practitioner in the activity plan is extensive which also gives reasoning for why two or three adults would be more appropriate for this type of activity. Chassiakos (2016) strongly believes that adult interaction is essential when children are using digital media as adults are required to scaffold children’s learning. Vygotsky (1978) explained how scaffolding children’s learning can support their development and learning and within this activity the practitioner’s role is to scaffold the learning by becoming the ‘More Knowledgeable Other’.  Vygotsky used flower buds as an example of when children’s learning is scaffolded by a more knowledgeable other, the buds are more likely to flower. The role of the practitioner within the activity is to only engage when invited and to observe children during the activity. Montessori (1988) believed that observing children can be more beneficial than engaging in play with the children as children will be more likely to follow their own ideas rather than those encouraged by practitioners. 
Strand 1 (Citizenship) of the Digital Competence Framework (2018) encourages children to be aware of password protection on devices and requires children to use digital devices with care. Welsh Government (2020) state within the ‘Ethical Informed Citizens’ purpose of the New Curriculum for Wales that children should become responsible and independent digital learners which can be observed during this activity when children are shown and demonstrate that they know or are learning how to use the devices appropriately and safely. For children to gain access to digital devices and know the appropriate and safe ways to handle them with care, the practitioner’s role would be to demonstrate and support the children with this aspect of using devices. Bandura (1977) social learning theory explained how children learn through repetition and role modelling. The adults supporting this type of activity would need to themselves have some knowledge on how to use these devices to enable role modelling to the children which can become a barrier for some less confident practitioners.   Kidron and Rudkin (2017) explain how digital media is developing at such a fast pace and information and guidance is not always up to date.  Having said this, Hatzigianni and Kalaitzidis (2018) explains that states that practitioners own personal use with technology can increase their confidence and outlook on incorporating digital media into learning. Alhafeeri et al (2016) and Mertala (2017) state that practitioners positive outlook on digital media will shape the experiences and opportunities for children using digital devices. 
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