Section 1 
This section is an analysis the effectiveness of the use of digital devices and what impact they have on children’s development, the focus is on iPads and television. Throughout the section there will be mention of positive aspects of iPads and television have on young children’s physical, intellectual and social development and well-being. And whether digital devices are beneficial for children with additional learning needs. Also included will be links to theorists and the role of the adult when it comes to children and digital devices. 
Due to the rapid growth of digital technologies over the last 20 years, means today’s children and some young adults may have been brought up into a computerised world. Therefore, are used to handling a wide range of multi-media products and games (Girard et al, 2012). Girard et al (2012), states many studies have examined the effectiveness of computer assisted learning, it was concluded that it is possibly able to enhance learning when compared to traditional teaching methods. Today’s toys contain embedded technology that seem to have the capacity to adapt to the capabilities of the user and seem to interact with one another using a computer or iPad. Smart toys such as iPads share three essential purposes to teach a skill, ensure learning is fun and to engage a child in participating rather than just watching (Goldstein, 2012). Depending on how it is used depends on the impact it will have on a child’s development. Many iPads have been developed to teach phonics vocabulary and fluency to early school age children. The use of iPads has been shown to aid children’s speech as it speaks to the children. On the other hand, there is not enough evidence whether the iPad or any other smart toy increase children success in later life. iPads seem to benefit children in some ways as the child is engaged in open-ended play and they seem to stay on task for longer periods of time (Goldstein, 2012). Dunn et al (2018) states, teachers and children are confident about the effects of using iPads in primary school classrooms in terms of entertainment and motivation as children frequently use the internet to play, communicate and explore. 
After the first introduction to the iPad in 2010 digital devices have become increasingly popular and accessible and beneficial for young children’s fine motor skills. Children now are demonstrating their digital media competence at a young age as research shows from birth children are observing screen-based interaction and by the time their toddlers many children are able to navigate around on iPads with ease to access photos, games and YouTube (Harrison and Mctavish, 2018). However, According to Heider (2015) using the internet takes children away from social activities that plays a vital role in Vygotsky’s (1978) social cultural theory. Furthermore, Steiner believes children actively learn through imitation and their creative experience. A child’s imagination and sense of wonder are fostered through stories, songs, interactions with nature and connection in human activity everyday. Steiner believes in natural play materials and the use of outdoor spaces which include gardens and animals, without the use of digital devices (Uhrmacher, 1995). 
 Additionally, Vogel et al (2006), stated that computer games and interactive stimulations of learning through the use of an iPad and watching television, can lead to increased cognitive outcomes. Although there’s not many studies carried out Girard et al (2012), states it has been concluded that computer assisted learning can be beneficial for children with disabilities such as autism and language impairments. As the National Association for Education and Young children (2012) states that if used appropriately, the use of technology can aid learners with disabilities or development delays as they are able to participate in the same activities as their peers giving them a sense of inclusion. Also, the iPad have released applications to aid in teaching children with development delays (Kagihara et al, 2012). Likewise, Newton (2011) states that iPads can be seem aiding children with autism in calming down, however this does not mean it aids in their development. Wetsby (2018) agrees and state iPads are beneficial to some users as it can aid them whilst completing their homework, playing on an iPad can improve fine motor skills and hand eye co-ordination. However, Wetsby (2018) argues that research shows that excessive amounts of screen time can be disadvantageous. Excessive screen time can result in delayed language development, attention deficit hyperactivity disorder (ADHD), increased aggressive behaviour and users are more likely to choose unhealthy eating habits. Additionally, digital devices are seen as addictive and it have been given a diagnosis of Internet Use Disorder (IUD), under the Diagnostic and statistical Manual of Mental Health Disorders (American Psychiatric Association, 2013). Furthermore, screen time can become regular habits and had the potential to disrupt daily life routines. The American Academy of Paediatrics (2017) found that toddlers had more exposure to iPads and television were likely to have delayed expressive language. Schmerler (2015), also adds, iPads and television can negatively impact on children’s sleep routines as the light from the screen can mimic sunlight, therefore, overpowers melatonin which is a sleep signal triggered by darkness. Children with autism are also prone to stimulated instruction issues and screen time increases stress and produces over stimulation which is a negative aspect for a child with autism (Wallenius, 2010)
Educational games are known as ‘serious games’ or instructional games and are designed for educational purposes only (Bulter, 2015). Additionally, learners are said to prefer them to some traditional methods, as playing stimulating games could constitute a support for learning, and traditional methods of teaching can be seen as too boring to some children, according to Wrzesien and Raya (2010). According to Bulter (2015), computer games have gained attention in recent years as potentially effective learning tool. Digital media can provide an engaging involvement in which the experiences of children and young people being online become highly personalised. Video games are popular among families and are available on a range of devices such as smart phone, iPads, and televisions. Today’s video games often represent a combine of both traditional and social media, as users can effectively reside remarkably produced words and interact with other uses in a range of locations. Video game participants can even work collaboratively to co-create virtual worlds (Chassiakos, 2016). 
Paediatrics recommended to discourage media exposure for children under the age of 2 as interactions with parents are more effective than learning from an iPad or watching television. This is because before a child reaches 2 years old they are still developing their intellectual, sensory-motor and social-emotional skills, which require real life exploration and a hands-on experience to develop (Chassiakos, 2016). This can be linked to Piaget (1928) as Piaget (1928), believes children learn by doing and being engage within their environment. Furthermore, social interaction with parents are beneficial to enable successful maturation in children, thus, adult and child interaction is still vital for children under the age of 2 to be able to learn effectively through the use of digital media (Chassiakos, 2016). Vygotsky (1978) agrees, as he believes adults have an impact on enhancing and directing children learning as children under a certain age are not able to buy their own televisions or iPads, hence, adults play a key role in introducing children to these digital devices (Gutnick et al, 2010). Parents seem to support children being on their devices such as iPads and smart televisions as Ofcom (2007), states households with young children are more than likely connected to the internet. Also, almost a third of parents have downloaded apps on their own devices for their children to use. However, Common Sense Media (2011), believes television still dominates children’s media usage. 
Early childhood educators fear that children using digital devices lead to having negative effects on their imagination and creativity development (Cordes and Miller, 1999). Furthermore, some concerns have been raised about children decreases activity level when using iPads and watching television, as this may lead to children becoming obese and suffering from additional health problems (Strasburger et al, 2011). Kids health (2019), state television can be positive aspect in children’s development, however, this is as long as the privilege is not abused, as too much screen time can be negative for children as it may lead to obesity if children are sitting watching television excessively. With links to obesity, children who spend a lot of time watching television tend to be more inactive and snack more, this affects negatively on their physical development, especially their gross motor skills. Therefore, it is recommended to swap indoor activities like watching television to outdoor activities to improve on children’s physical development (Kids Health, 2019). Additionally, according to Kids Health (2019), children who witness violent acts on television are more likely to show aggressive behaviour, this could be linked to Bandura (1994). As the social learning theory was one of the first to be used to explain televisions impact on children. Bandura (1994), believed observational learning and model behaviour are critical components of televisions impact. According to Bandura (1994) the use of television has more to do with the content of what is being watched rather than the amount of viewing (Evra, 2004). Furthermore, Kids Health (2019), believe when children observe violence on televisions it can lead to them becoming confused of what is right and wrong. Yet, children are still online. 
Nevertheless, there is increasing evidence that the use of internet can relate to positive social and intellectual benefits for children (Greenfield and Yan, 2006; Johnson, 2006; Young, 2007). As social and cognitive development can be enhanced through iPads, as information is available instantly and users of iPads are able to communicate with others through face to face calls, emails, texts and more. To support this, Fish et al (2008) found that children who had access to digital devices at home had significantly higher scores involving their cognitive development when tested. Heider and Jabngo (2015), also states, when televisions and iPads are used as learning tools in the classroom and at home, they can be influential devices for children to learn not just traditional literacy but also digital literacy concepts while instantaneously helping children understand further in their digital world (Heider and Jabngo, 2015).
In conclusion, technology has been around for many years, however, has drastically increased within the last twenty years leading to children being brought up with technology and digital devices. Televisions are now smart television which children are able to access YouTube, games and the internet (Girard et al, 2012). Also, todays toys have changed as a lot of children interact and play with iPads, tablets and smart phones for entertainment. However, there are positives and negatives to these digital devices, there are many authors that have undertaken studies that suggest television and iPads aid in children’s intellectual and social development as communication is accessible instantly through text, calls, and face to face interaction. Some even say it can benefit children with additional learning needs, such as autism as it helps calm children with autism down and they are seen to participate with digital devices for long periods of time, and digital technology can help children with speech delays (Kagihara et al, 2012; Goldstein, 2012). However, many authors disagree, as Heider and Jabngo (2015) believes digital devices can take children away from their social activities, and many children spend excessive amounts of time in front of a screen which can lead to obesity in children (Kids Health, 2019) and it also impacts on their sleep routine. Theorists such as Vygotsky (1978) and Piaget (1928) believe that children should be scaffolded by parents when they are using digital devices in order to have a positive experience with devices (Chassiakos, 2016). Steiner somewhat disagrees with this as he believes children should learn through the use of natural resources rather than through digital technology (Uhrmacher, 1995). Overall, there is not enough evidence to state whether digital devices are overall beneficial for children or not.
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Section 2 
The activity designed for the children to take part in is a bug hunt and scrapbook making. During the activity the resources that will be used are a magnifying glass to look for bugs, an iPad to take a photo of the bugs, a scrap book to create their unique masterpieces, access to a printer to print off the photos of the bugs they took photos of, glue sticks, pens and pencils to decorate their scrapbooks. The children are year two students and they will participate in the activity with a group of 5 at a time. The children will be set an activity to go out into an outdoor area in a hunt for mini bugs, the children then keep a record of the bugs that they found, and take pictures using an iPad. After the children finished searching for bugs they then printed off the photos of the bugs with assistance from a teacher. Once the photos have been printed off the children are able to cut and stick the photos into their scrap book and see how many bugs they can name.
During the activity the children will be using their fine motor skills when cutting and gluing their photographs into the scrap book, their gross motor skills when running around finding the bugs and this links to the Digital Competence Framework (DCF) due to the use of the iPad. The children’s physical needs a met through walking running and jumping in an outdoor area, their social needs are met through interacting and communicating with their peers. 
The role of the practitioner during the activity is to support the children through their own learning, provide an engaging environment for the children to carry out the activity, listen to children when needed. Practitioners can engage with children’s learning by providing a supportive environment and supporting the children through their learning through aspects of participation (Whitebread, 2012). Bennett et al (1997) believes that children making their own decisions enables more powerful learning, however this is dependent on the amount of knowledge and interaction from practitioners.  However, Wheeler et al (2002) questions whether the role of the practitioner could be affected by the use of ICT as digital technology may become the more knowledgeable other. 
The activity has an aspect of child-initiated play as the children are left supervised by an adult to explore the outdoor environment, choose what bugs they would like to take photos of and which photos they want to print off. The child then chooses how to design their scrapbook. Child-initiated play is valuable in enabling children to experiment and find new ways of doing things for themselves, this leads to children building their confidence, self-esteem and wellbeing (Chilvers, 2012). However, the Researching Effective Pedagogy in the Early Years (Siraj-Blatchford et al, 2002) research identified that there is a certain time where children require assistance by an adult to further their thinking. This research has links to Bruner’s theories of scaffolding and Vygotsky’s zone of proximal development, where children need to be supported to further their current thinking (Chilvers, 2012). According to Chilvers (2012) sustained shared thinking occurs mostly when children have initiated their play in an activity and a practitioner’s role is to respond to enhanced thinking and use this to their benefit by using children’s interests for further activities. Furthermore, child-led experiences enable children to voice their thinking and express their idea, children are not waiting to be taught but rather wanting to be an active participant in their own learning. Practitioners can support this through listening to children’s ideas and ensuring there is a reasonable balance between adult and child-led activities (Chilvers, 2012).  In child-led play the instinct is to play imaginatively and collaboratively which supports the development of symbolic thinking which is vital as children will eventually use what seems like symbols to them to read and write (Chilvers, 2012). 
The bug hut activity links in with the Foundation Phase (Welsh Government, 2015). As stated in the Foundation Phase (Welsh Government, 2015), ICT should be holistic and children’s ICT skills, knowledge and understanding should be developed through a variety of activities and experience involving children developing ideas and finding information and ideas collected. As Wheeler et al (2002) states creative abilities can be enhanced through practical application and believes enabling children to feel as if they are in control of their own learning can be done through the use of ICT.  Also, children should be given opportunities to learn ICT skills through a variety of equipment, this links in with the ‘Bug Hunt’ activity as children have the opportunity to use a digital device to take photos of the bugs they find and have the use of a printer to print them off (Welsh government, 2015).  Furthermore, Wheeler et al (2002) states motivation is a key factor for stimulating creative performance and self-directed learning which is crucial to independent thinking. Thus, encouraging metacognition in children to enhance their learning process. 
Through the activity the children make strong links with some strands from the Digital Competence Framework (Learning Wales, 2016) which is the first element of the new curriculum for Wales, with the strand citizenship the children are able to link their identity to their scrapbook by adding their name to the masterpiece created. This also corresponds with the UNCRC article 8, respecting the child to have an identity (Save the Children, N.D). The focus on the stand citizenship is for students to develop skills that are needed to contribute to the digital world around them positively. Thus, helping learners to critically evaluate their place within the digital world in order to be prepared to encounter the positive and negative aspects of being a digital citizen (Welsh Government, 2016). Through the strand data and computational thinking the children are able to collect and organise the pictures they took using the iPad into their scrapbook. When the children are older they will learn to understand rules of taking photos and not sharing them with out permission (Learning Wales, 2016). In the strand data and computational thinking according to the Digital Competence Framework (Welsh Government, 2016), learners are able to gain understanding of the importance of data and information literacy through exploring aspects of collecting, representation and analysis. Learners will look at how data and information links to their world and also develop skills for the modern world. Computational thinking is a combination of scientific enquiry, problem solving and intellectual skills (Welsh Government, 2016). There are other important strands to the Digital Competence Framework, which are not linked to the activity, nevertheless, this includes interacting and collaborating. Through this the learners will explore methods of electronic communication and identify which are the most effective for certain situations. Another strand is producing covers, creating, evaluating and improving digital content (Welsh Government, 2016). For each element are skills stated in Learning Wales (2016) which describes skills a leaner would be expected to have attained at a certain stage. 
The ‘Bug Hunt’ activity links closely with the Foundation Phase (Welsh government, 2015) through many areas of learning. Their personal, social development, well-being and cultural diversity opportunities are met as the children have the opportunity to take risks through exploring the outdoor environment, thus, becoming confident explorers. According to The Early Years Foundation Stage (DfES, 2007 cited in Knight 2011: 103), reasonable risk taking is noted as significant in a child’s development. According to Knight (2009), when children involve themselves in risky play it can benefit them by gaining their confidence whilst knowing boundaries, taking risks gives children independence and want to learn more. Also, their holistic skills are increased due to child and adult working co-operatively, giving opportunity to negotiate and engage in spontaneous conversation, children tend to challenge themselves with new skills, motivation and concentration. The children develop their social development skills through participating in the activity with peers which offers them opportunities to form relationships and develop confidently to work and play cooperatively. As the Foundation Phase is built upon principles of learning through play, this is essential as play enables children’s holistic growth according to the Welsh government (2018). Children also develop a sense of belonging and are able to respect needs of others through working with peers. 
Throughout the ‘Bug Hunt’ activity the children have the opportunity to demonstrate respect and care towards other children, adults and their environment as children are taking photos of the bugs, hence, having respect for the environment by not taking to bugs out of their natural habitat. The children are able to talk in detail about their scrapbook that they made as the teachers will offer this opportunity through sustained shared thinking supported by Siraj-Blatchford (2002), this includes open ended questions to challenge their thinking skills giving more opportunities to develop critical thinking (Ford,2009). Open-ended questions have been referred to as enabling higher order of thinking by Galton et al (1999) and Alexander (2000). Bruner (1980) also believed open-ended questions engage children in elaborate conversation. Sustained shared thinking shows the practitioners recognise the child’s interest, thus, resulting in working together to develop further skills and ideas. Additionally, effective practitioners support and challenge children’s critical thinking (Siraj-Blatchford and Manni, 2008). 
There is opportunity for children to develop their mathematical development through the explanation of what bugs they found and how many they found. This could be extended by giving children opportunities to measure the bugs to give more detail in their scrapbook. Through the activity children have the opportunity to develop their knowledge and understanding of the world through exploring in the outdoor environment, additionally children have to opportunity to work independently and as a team. Finally making the scrapbook, the children will develop their creative skills from experimenting with a range of materials to create their own unique images this is according to the Foundation Phase (Welsh Government, 2015).
In conclusion, the activity and scrap book are beneficial for children’s holistic development, including their physical; fine and gross motor skills, their social development through interacting with peers and practitioners throughout the activity. their intellectual skills were met and enhanced through the use of sustained shared thinking supported by Siraj-Blatchford (2002). With further links to theorists such as Bruner and Vygotsky who believe children need support from practitioners to further their thinking (Chilvers, 2012). The children’s emotional needs were met through the aspects of the role of the practitioner, as their role was to support the children through their learning and provide an environment which was engaging for the children to carryout the activity (Whitebread, 2012). The activity has strong links with the Foundation Phase (Welsh government, 2015), the children had opportunities to develop their risk taking, confidence, independence, motivation and concentration. The children also demonstrated care and respect towards their environment throughout the activity. Finally, the activity had links to the Digital competence framework (Learning Wales, 2016). There are four strands that are included in the Digital competence framework that offer children opportunities to develop through the use of digital technology to enable them to contribute in their world as the world around them if growing further through digital technology (Welsh Government, 2016). 

















Information Leaflet for parents /carers



Online Safety for children



This leaflet is aimed for parents, outlining some concerns parents have and advice for parents when their children are online. The online word can be worrying for some parents, nevertheless, there is ways to overcome concerns and issues and make digital technology less worrying.  Although most parents have concerns about their child using digital technology and being online it can be beneficial to them, especially disadvantaged children. Digital technology can offer children opportunities to learn, socialise and to make their voices heard. Additionally, as digital technology is growing rapidly so do the risks from cyberbullying to inappropriate use of private information. However, this does not mean your child should not use digital technology as there are ways to prevent and protect children from being exposed to the risks of inappropriate online content. (UNICEF, 2017).

As stated in the Ofcom Report (2019), parents can take a range of approaches when managing their child’s access their online access and use of content and services. Many parents are familiar with using technical tools or controls that can restrict access to online content. However, there are alternative methods, such as using rules and restrictions, communication with your child about the risks online, and the use of supervision.
Parental controls are used to block inappropriate and potentially harmful content, control and manage purchases through the app store and manage your child’s screen time.Advice to help parents/carers 
Safeguarding children online 



Effective communication with your child about online safety is the best way in helping them stay safe online according to the NSPCC (2019)
Ways to communicate:
· Look at apps he/she likes together
· Be positive about your child being online and talk about concerns if there are any
· Talk to your child on what you think is appropriate, however, it is important to involve your child in the conversation
· Be aware some of your child’s friends may use sites that you think is unsuitable, communicate with your child and explain why you may find it inappropriate and it is important to listen to why your child thinks the site is OK.
· Reassure your child you are there for them to talk to about content that may make them uncomfortable, as you are there to protect them in the real world as well as online



As parents it is your role to encourage your child’s natural exploration and curiosity. Additionally, as parents it is also your role to keep them safe and protected while they learn and grow in their knowledge and understanding of the world, this includes online
Get Safe Online, 2019

Children nowadays know how to navigate their way around the internet with ease, and some children may know more than their parents. Therefore, parents should know how to keep their children safe online. Children can be vulnerable online, as they have not been exposed to potential risks when online such as inappropriate contact, conduct and content. Hence, parents should be there to help their children understand these risks online as they would when teaching a child how to cross the road safely.
Advice on safeguarding under 5’s online:
· Set boundaries form early age
· Set up parental control for age appropriate content
· Only have age appropriate apps on devices
· Share digital rules with all who interact with your child.
6-9-year olds
· Agree on a list of websites your child can visit
· Set time limits for certain activities online, such as, gaming
· Communicate with older siblings about not showing their younger siblings’ certain content online.
Get Safe Online, 2019
UNICEF (2017) also offer advice for parents that may benefit their children’s online use this includes:
· Providing children with access to high quality online content
· Safeguarding children’s privacy and identities when they are online
· Teaching your children digital literacy to keep them informed and engaged, thus keeping them safe whilst online
A psychologist called Maslow created ‘Maslow’s hierarchy of needs’ and he stated that individuals are motivated by their needs and safety is one of them. Safety needs to involve protection, security, stability and freedom from fear, this includes online (Wahba and Bridwel, 1976)
Another psychologist Vygotsky believed a child can do more when assisted than by themselves. Hence, the only good kind of instruction is what aids development (Goodman and Goodman, 2014).
The UK Chief Medical Officer (2019) states a large amount of research has been undertaken on activities children and young people participate in, however, what impact do these activities have on children’s and young people’s well-being? The research undertaken involved children’s diet, physical and sleep activity and it is known children need good quality time spent with family and a good quality sleep routine for the best start in life. However, screen time along with other factors could have an impact on well-being, thus affecting children’s opportunity for the best start in life. The advice given by the UK Chief Medical Officer (2019), is in order to give children a healthy balance throughout their activities is to ensure the following:
· Quality of sleep – sleep is important therefore it may be beneficial not to have devices in bedrooms at night
· Safety – making sure your child’s devise are away when participating in activities that need their full attention, such as, crossing the road
· Family time together – ensuring devices are away during meal times, hence, everyone engaging in face to face conversations, this can include adults as well
· Share sensibly – communicate with your children about sharing personal information online as some people may not want their information shared online so make sure they have permission first

More  information available at: More information available at: https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/
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