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	Activity Plan

	Activity:
After a visit from local police officer, PC Davies, to talk to the children about online safety as well as staying safe offline. The children have been asked to record by using roleplay and interviewing their peers to show their understanding of  the information the police officer has discussed. The children will use iPads to record their interviews. Working in collaboration, each child will have the opportunity to record and download their films onto the laptops to include all their names and date of work. The children will then write and send a group email to PC Davies inviting her and other police officers to a presentation of their work on the classroom interactive whiteboard. Videos will also be downloaded to the class app on Seesaw to allow parents to view the children’s work.


	Number of children:
Whole class split into groups of 4/5

	Age of children:
7 
	

	Location:
The choice of the children; indoors or outdoors within the school grounds

	Preparation time:
10 minutes
	Activity time:
1.5 hours

	Resources: 
iPads, laptops, interactive whiteboard, whiteboards and markers, dressing up outfits.


	Aim/s of activity:
To help children become competent, confident and creative digital learners and realise their potential in digital competence with increasing independence.


	Links to outcomes:
Digital Competence Framework:

Citizenship:
Add their name and the date to work they have created, e.g. type their first name and surname.
Add a date to pieces of work and simply explain that digital technology can be used to communicate and connect with others locally.

Interacting and Collaboration:
Contribute to a whole-class or group online communication in one or more languages. 
Collaborate with a partner on a piece of digital work.

Producing:
Select appropriate software to complete given tasks in order to use text, image, sound, animation and video.





	
Foundation Phase Framework:

Language, Literacy and Communication Skills:

Oracy - retell narratives or information that the children have heard using simple connectives
Writing - select letters, words and pictures to compose writing on-screen.

Knowledge and Understanding of the World:

Sorting and grouping information using ICT on some occasions.
Reflecting on and evaluating their own and others’ work.


	Differentiation:
Lower ability children will have access to visual guides on how to upload their videos on the laptop should they wish to use them.
Higher ability children would have the opportunity to send a poster JPEG attachment on the  class email should they wish to do so.


	Health and safety:
To ensure a safe school environment all equipment will have been PAT tested  to comply with The Health and Safety at Work Act. Children will have been advised on how to use equipment safely. Setting restrictions on digital equipment to be installed.


	Role of adult/adults:
Enable access to iPads, laptops and any other resources children require for their roleplay/interview activity. Be available to support the children if needed. Previously the practitioner will have taught the children the skills to handle and use equipment safely and will have promoted positive attitudes to learning and using digital technology. Provide and create a supportive environment where children are not afraid of expressing themselves freely and they feel comfortable to share their ideas without the fear of getting it wrong. 














[bookmark: _GoBack]Evaluation of activity
In preparation for this activity children will have independently thought of questions to ask their peers, written on whiteboards, and thought about their answers. ICT skills will have been used to record independently on the iPad, upload onto a laptop and share on the classroom interactive whiteboard. The activity gave the children the opportunity for independent learning, communication and collaborative interaction.
[bookmark: _Hlk32935071]Appropriate scaffolding will have encouraged independent learning. Kelly (2016) suggests that this is a process whereby children learning a new skill are supported by a more knowledgeable other which could be a child or practitioner. This is also reflected in Vygotsky’s Zone of Proximal Developmental whereby children can achieve new skills with guidance and encouragement from a more knowledgeable other (Cherry, 2019) . This requires careful intervention and is best during a child initiated activity, encouraging the children to listen and support one another; however it can also happen during an adult led session. Creating groups based on abilities can limit the scaffolding that can take place as children will either not have the ability to learn from someone with greater knowledge as themselves, or have the knowledge to pass onto others. Bruner believed that when children start to learn new concepts, they need help from teachers and other adults in the form of active support (Wheeler, 2020). As children begin to explore new skills and ideas, they are dependent on their adult support, but as they become more independent in their thinking and acquire the new skills and knowledge, the support can be gradually reduced or even encouraged to pass onto others thus role reversal of the scaffoldee becoming the scaffolder (Wheeler, 2020). According to EDUC1049 (2013) ‘the social constructivist approach can be achieved through integration and use of ICTs in the classroom, which supports creating a social constructivist learning environment through provision of access to interactive and collaborative tools such as mobile devices, computers and whiteboards as used in activity, all of these tools provide students different ways to create and build upon content effectively.’ 
The activity lends itself to enhancing the children’s communication skills by giving them the opportunity to work together promoting communication, turn taking, problem solving whilst using their ICT skills; the very skills discussed in the Successful Futures review (Crown, 2015b). Giving an iPad to each group allows the children to record their interviews, check, improve and change sections as they move towards a final product. By allowing children to review and edit their work they are able to learn new information and put it into context with old information as described by Bruner’s Spiral Curriculum theory (Johnston, 2012). Within the Digital Competence Framework (Welsh Government, 2008) the activity has targeted a number of the skills required within the strands and varying elements of the framework. The children have gained opportunities to understand citizenship and their rights to digital ownership, collaborate in small groups and produce a piece of work with real-life meaning and context that the children can now apply in other cross-curricular areas. In the four purposes of the curriculum of Wales, ambitious and capable learners, ethical and informed citizens, healthy and confident individuals, enterprising and creative contributors, it stresses the need for children to communicate effectively in different forms and settings (Welsh Government, 2015).
This activity actively contributes to ‘collaborate interaction’ as the children need to look at their interviews and talk about whether they are happy with the results and if not revisit the recording activity to reach an outcome with which they are all satisfied. Collaboration is also necessary by the children with the need to share the ICT equipment and turn take. By sharing their work on the Seesaw app, students and the teacher can collaborate during learning sessions. Parents can also view their children’s work; sharing the level of understanding and awareness of their online safety. Mitchell (2017) is of the opinion that  ‘Seesaw empowers students of any age to create, reflect, collaborate and share. It allows for family members to use the Seesaw app to keep up to date with their child’s learning, and easily communicate between school and home.’ The Effective Provision of Pre-School Education (EPPE) project set out a vast number of recommendations for practitioners in pre-schools/schools after undertaking a large scale research project on pre-school education to end of Key Stage 1. The EPPE project findings made a recommendation that there should be ‘engagement with parents in their children’s learning and share educational aims with them’ (DfES, 2004), the Seesaw app is a platform that can provide this service for parents.
Collaboration is once again shown by the children inviting local police officers back to view their work in the form of an email. A report for National Foundation for Educational Research (Wilkin, Lamont and MacLeod, 2011) affirms that good communication and collaboration between the police service and schools are key to achieving a balance between the policing role and the needs of the school, for example crime prevention and intervention provisions.
Incorporating technology into play makes the children feel secure and bridge the gap between the two enabling a cross curriculum approach. In order to reach a successful outcome children should be given opportunities to develop their skills using a wide range of equipment and software as recommended in the Foundation Phase framework guidelines (Welsh Government, 2008). Roleplay gives children a platform to express themselves through skills such as discussion, creative thinking and collaborating, however some children who are more introvert may struggle with this and being filmed could cause some distress. Swift (2018) echoes this by saying that when a student feels self-conscious, they will be more likely to be worried about what others will think of them. This will cause a role playing situation to be awkward and unproductive because one or more students will not be comfortable participating. In these situations these children might be more comfortable behind the camera and also may display a preference in the digital competencies involved. McInnes (no date) however describes  research showing ‘children demonstrate a greater sense of emotional wellbeing during activities perceived as play rather than not play’. 
There were elements of play within the activity, however, the introduction of  Bee-bots or other programmable devices to the activity would have enabled a more play based learning approach. Bee-Bots are hands on and cross curricular and could have been programmed by the children to move from one destination to another, in this case a map of the school or child’s home, to reach a safe person or place. This would support Piaget’s constructivist theory, Dalcour (no date) states ‘the constructivist approach views children as active participants in their own learning. Constructivist strategies seek to ignite a child's curiosity and love of learning.’
In 2022, Successful Futures (Crown, 2015b) will become the new compulsory curriculum that schools in Wales will plan and assess to. The planned activity would fit into all six areas of learning, these areas being Expressive Arts, Health and Wellbeing, Humanities, Language, Literacy and Communication , Mathematics and Numeracy and Science and Technology. The planned digital media activity incorporates all the six areas of learning, covering  expressing themselves through the art of role play/drama, by talking to each other in the form of questions and answers, listening to each other’s opinions and ideas, reading any information they may need whilst using the range of digital technology and uploading their work and writing in the form of an email to the police constables. The children would also use problem solving, time management and numeracy skills. Despite the activity predominately engaging children in language and communication skills, the breadth of the activity allows for a variety of outcomes and scope for individuality and expression. 
The activity meets the four purposes of the new curriculum by allowing children to become confident individuals by gaining confidence and personal gratification in role playing and recording an interview within small groups, allowing creativity to bloom in the child-led nature of the activity, giving a real purpose for the children to work together encouraging ambition to complete the task on time and introducing an ethical topic to encourage open conversation and questioning between pupils and staff.





















Evaluation of digital devices
Digital technology advances have been rapidly growing over the last 20 years  and have become fundamental to the lives of children and young people, within schools, homes and during recreational activities (UK Council for Child Internet Safety, 2015). The ability to access these technologies at a touch of a button makes them very powerful tools and critical vehicles for digital learning, which will provide new opportunities for everyone. They can stimulate discussion, promote creativity and promote effective learning.  Information Technology is an unavoidable part of modern day life and if utilised effectively can enhance children’s learning (Curtis, 2013). Craft (2020) states ‘the digital genie won’t go back in the bottle. It’s up to us all to enable exciting, relevant and appropriate learning for young children that acknowledges their experiences.’ Although digital technology is an accelerating innovation, it has many positive and negative aspects on young children’s learning and development.
Champion (2016) recognises the importance of the use of a variety of technologies in the classroom, encouraging the integration of digital skills applied as a cross curricular approach and making them equally important as literacy and numeracy skills. To support a digital approach, modern day school classrooms have interactive whiteboards, iPads and computers/laptops to develop the children’s skills and build confidence. Gillen et. al (2018) describe how ‘research shows quite clearly that children can be empowered by digital devices, when offered appropriate opportunities; how we offer these opportunities is often framed by those guiding and supporting children in their learning’. Digital devices can have a positive impact on children’s learning and development as they give instant results, hands on experiences and opens a world of information not otherwise accessible. Gillen et. al (2018) found that many children used digital tools confidently and for a variety of purposes, often motivated by personal interests and with agency and creativity.
There are now a number of digital devices available to support the learning and development of children with Additional Learning Needs (ALN). These will be individual for the child’s specific needs, for example touch screen devices for children who have cerebral palsy and have a speech delay. The touch screen device gives the child a voice, who would otherwise be unable to communicate. As well as touch screen devices, specially designed braille keyboards are available for children and young people with a visual impairment. These allow children to integrate into the classroom and achieve along with their sighted peers. Another alternative and augmentative communication system that relies on digital technology are eye gazers. These devices allow the child to communicate through an iPad or computer with their eyes picked up by a camera. These devices are hugely beneficial for non-verbal children with limited mobility to be able to communicate their needs and wants. Other devices such as the Magic Carpet interactive projector (Sensory guru, 2020) allows children to fully immerse themselves into a digital world. Themes and templates allow children to interact with images, videos and sound files to create a cause and effect experience. The use of digital devices enables children to access the most relevant educational programmes. With modern technology, differentiation is available almost instantly and individual needs can be met and integrated with the wealth of digital tools on offer (Dikusar, 2018).
Burnett (2016) suggests ‘many children integrate on- and off-screen play’; a study showed that 3-4 year olds rehearsed their on screen play by creating Lego racing tracks imitating race tracks from a videogame. As children learn through play, using technology in play gives them opportunities to practice their digital skills alongside developing non-digital skills such as their fine and gross motor skills. Tyler (2010) explains how practitioners should provide an environment which motivates and stimulates children; affordances such as iPads and other digital resources should be used in play to enhance the environment. Flewitt, Messer and Kucirkov (2015) states that research into iPads found that their user-friendly design presents very few technical challenges for young children, nevertheless, some children encountered difﬁculties such as unintentionally deleting their own work, becoming frustrated when they did not know how to complete activities and using too many ﬁngers on the screen leading to apps not functioning as intended. iPads and other tablet devices do have positive attributes to their use in the classroom, moreover practitioners should be aware of technical issues that could lead to frustrations, creating the opposite affect as desired. 
Another positive aspect of digital media is how it can become the scaffolding of learning and development, especially in solo activities. Vygotsky’s theory of scaffolding describes the use of a ‘more knowledgeable other’ to learn from and gain in skill or information; digital technology can become the more knowledgeable other by providing information or instruction without the use of a second person to pass on the unknown material (Waller, 2002). Burnett (2016) echoes this as and states that technological resources can help scaffold children’s learning.
In the developing digital world, Bronfenbrenner’s Ecological Model can be used to frame and include digital spaces. The Microsystem would include the child’s ICT and media usage at home which will be used as a platform for creative development and learning. The Mesosystem creates the digital home-school links whereby users interact between digital and social environments. The Exosystem connects the commercial ICT world with the user and usage is governed by policy and other laws and finally the Macrosystem develops cultural values with societies attitude towards technology being accounted for (Eaton, 2014). Bronfenbrenner’s Ecological Model can be used to support children’s learning and development by understanding the processes of technology that surround children and how they interlink to impact on them. 
Another positive impact of digital technology is how it can be used anywhere and at any time to enhance or support children’s learning and development. Some schools have invested in electronic library systems, which access is given to each child to promote the use of the libraries. Gillen et. al (2018) describes how  ‘libraries, museums and other venues for informal learning can offer opportunities for children’s multimedia creativity and play, as well as for information-seeking’. The National literacy trust (2020) believes that the ability to listen to a book as a family is an important way of getting books into the home. Audiobooks are a positive step in helping families whereby parents may struggle to read or have a lack of confidence when reading with their children. ‘The rise of smart speakers has also facilitated the sharing of stories, with many services now launching storytelling apps. Hearing a story being read can give a learning reader a better understanding of pronunciation and tone, as well as helping them understand the emotional pitch of a story’ (National literacy trust, 2020).
The Welsh Government (no date) have invested heavily, since 2012,  in the development of a learning platform called HWB.  Every child will have a username and a password for this system. Homework projects can be completed via the use of the HWB however this is not compulsory. Parents will be invited to induction sessions at their child’s school to develop their knowledge and will be able to ask any questions to support their children and put their minds at rest regarding any concerns they may have. ‘If technology use is grounded in high quality pedagogy, practitioners should be open to sharing best practice with parents, where required or requested’, however, findings suggests that ‘more research is required for effective guidance for parents, including through better ways of liaising with pre-school settings’ (Gillen et. al, 2018). This digital system is a positive step in creating a home-school link and supporting children and families on their digital journeys. 
With this in mind it is the responsibility of everyone involved with children’s wellbeing to highlight the need for e-Safety provision. Children and young people need the help and support to recognise and avoid e-Safety risks and build their resilience. Gillen et. al (2018) explains how ‘more research is needed into internet-connected toys, how to reap potential beneﬁts to children of their use in play and learning while guarding against potential threats to wellbeing’. Schools in Wales create awareness through the means of assemblies, digital champions clubs and Police School Liaison programmes. Attention is given to developing the children’s skills from a very young age, ensuring they have the appropriate skills to transfer to secondary school and support their future life chances and possibilities.
Whilst recognising the extensive experience of digital environments that many children have at home, research into children’s lives has challenged generalised assumptions about the nature and quality of that experience (Burnett, 2016). Burnett’s (2016) findings suggest that the distribution and use of digital resources such as tablets, computers and high-speed internet access remains uneven, and that uses of technologies may reflect, exacerbate and reinforce inequalities. There is a need to be aware of how these inequalities shape children’s experiences within and outside school; those without or little technology at the home will require more input when using devices in school in order to support their learning and development.
However, UNICEF (2017) found that despite children living in remote locations, held back by poverty or exclusion, digital technology has been found to open doors for them to a better future; offering greater access to learning, markets and services, in turn breaking the cycle of disadvantage for the next generation.
As well as the social impact of digital media on children, it can also have an effect on their mental health and wellbeing. Children playing games that are not age appropriate and contain fantasy violence can cause distress, making them very fearful of real life. Viewing of these games could be through older siblings or parents playing them, who get so engrossed in these games themselves, maybe in turn modelling inappropriate behaviours in response to the game they are playing. The consequences of exposure to material that is frightening to a child of a specific developmental stage can be dramatic. It is often difficult to calm a child who has been intensely frightened by a program or movie, resulting in loss of sleep and heightened levels of unnecessary anxiety causing physical, cognitive and emotional problems (Hoge, Bickham and Cantor, 2017). Fuller et. al (2017) found through research studies a solidifying link between technology use at bedtime and poor sleep quality. Acting as a point of intervention to correct sleep patterns and encourage effective childhood development, technology use should be vastly reduced on the approach to bedtime. 
From a language and communication point of view, digital devices can hinder the communication process. Children sending messages via messaging apps that contain little or no standard grammar make messages easy to misunderstand. However, with the use of popular emojis, messages can become clearer. For centuries humans have been using pictures as a way of communicating; cavemen used this form of early language along with ancient Egyptians use of hieroglyphic symbols. Children using symbols in messages adds context to meaning; aiding language and communication development (Kermode, 2015).
To conclude, children growing up in modern society are seen as ‘digital natives’ (Cut, 2017), and so parents and practitioners need to embrace the latest technologies to support children’s development however challenging this may be. Using digital media should be approached with a balanced mind; there is space for technology in all aspects of children’s learning and development, but there should also be times where the offline world is encouraged. 
Do you know what your child is doing online?

















How to start the conversation
Talking to your children and making them aware that you are interested in their lives, on and offline, will help them feel able to approach you with any worries they may have. Showing an interest in their online activities will help keep your child safe. Discuss the dangers of interacting with strangers online, explain to them that people might pretend to be someone who they are not. 
Devise ‘screen names’ with your child to anonymise their true identity; discuss how ‘online friends’ could also be using this method and to never disclose their real name, age, location or digital media passwords to others online (Common Sense Media, 2019).
Don’t forget, most social media apps have age restrictions applied to them. Explain to your child why these sites have age restrictions and how they are there to protect them. If you decide to allow your child to sign-up to social media apps - always check them out first!
Play with me … not your mobile phone
How to have fun online with your child
Turn your digital devices off when picking your child up from the school gates, let’s teach our children good habits!
Encourage good online behaviour and usage by not taking your phone to bed with you – you are your child’s role model.
Share family interactions and fun on specific family-friendly websites where communication and engagement are encouraged, for example at …
www.bbc.co.uk/cbeebies/games
www.nickjr.co.uk
www.childnet.com/resources/digiduck-stories

Safeguarding your child online
Boundaries and rules are needed to protect your child when using digital media, in the same way you protect your child in everyday life. Parental controls are advisable to protect your child from age inappropriate content. 
Make sure your child is able to recognise inappropriate content and they are able to report it to you.
Digital footprint – Sharenting 
Be aware of your child’s digital footprint. Any information you provide about them; names, date of birth or locations, could be used by companies that collect personal information and sell it to advertisers. 
Your child has rights under The United Nations Convention on the Rights of the Child. Article 16 promotes your child’s right to privacy. Don’t tell your child’s life story before they have a chance to tell it themselves. (Crown, 2015)
Online family agreement
‘Family Media Agreements’ are a nice way to encourage and explore safe online rules that the whole family can agree to. These rules allow the family to take care, stay safe, think first, stay balanced and communicate openly. An example of an online family agreement can be found at www.commonsense.org         (Common Sense Media, 2019).
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(101 Clip Art, 2020)








[image: ]Digital footprintDoes digital media affect your child’s mental health?
Early research shows that statistics of young people suffering with mental health disorders are on the increase. Digital media may play some role in this so you can help you child by working together as a TEAM …
T - Talk about staying safe online
E - Explore the online world together
A - Agree rules about what’s OK and what’s not
M - Manage your family’s settings and controls
(NSPCC, 2020)
Educate yourself about the signs and symptoms to look out for and be ready to step in when your child feels overwhelmed. Help your child to achieve a balanced on - and offline life; by encouraging extra-curricular activities like sports or music.
(Can stock photo, 2020)
How to report harmful content
If you have any concerns about any content you may find or your child may find online, contact the following organisations for support and guidance …
Internet Watch foundation - www.iwf.org.uk
Report Harmful Content - reportharmfulcontent.com
Child Exploitation and Online Protection - www.ceop.police.uk 

The legal stuff!
Any behaviour or action that is illegal when committed offline is also illegal if committed online. There are many Acts put into place to protect children and adults whilst online, including the Malicious Communications Act 1988, Computer Misuse Act 1990, Protection from Harassment Act 1997 and Communications Act 2003. (Crown, 2017)
Useful websites for further information
www.saferinternet.org.uk/parents		www.commonsensemedia.org 
www.childnet.com				www.childrenssociety.org.uk 
www.saferinternetday.org.uk			www.familylives.org.uk   (UK safer internet Centre, 2020)		 
Some types of Cyberbullying 
· Harassment - the act of sending rude and abusive messages					
· Impersonation - hacking into someone else’s email or social media and using
the personal information to send out vicious or embarrassing material to/about 
others																((	
How to support your victimised child
Ask your child regularly how they feel about home life, school and their friendships. Listen attentively to what they have to say before jumping in, your child may only want a sympathetic ear to listen to them and reassure them that everything is going to be ok.
If your child requires further help with cyberbullies you can approach their school or local PCSOs for support. 
· Exclusion - intentionally leaving someone out of a group, online games/apps or other online engagement
(Safety Guide Foundation, 2019)
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