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Effectiveness of digital devices used by young children to Access the Media 
Digital devices and ICT have become part of our society and will only continue to advance in development. Although the digital world was formally produced for adult users ,  our children today are introduced to a variety of technology  within their homes and the world around them, in addition to mobile phones , tablets, laptops and computers , homes  are now purchasing a whole new  range of  internet connected devices such as smart speakers,  smart meters , domestic appliances and  digital interaction  toys, both come to be known as IoT,  Internet of Things and Internet of Toys. Brito, Dias and Oliveira (2018, p. 808 ) agree, and emphasises the    point that children are   exposed to  technology  from the earliest stages of life, and this will only become wide spread as  technology  continues to develop and a future that focuses on  media ,  internet, and the Internet of Things ( IoT ) . With the market now targeting our youngest generation introducing   smart toys    known as, Internet of Toys. These are toys such as connected action figures or dolls, needing internet connection via Bluetooth or Wi-Fi   which enables it to respond and interact with   humans in an automated tone using voice recognition.   And robotic toys such as drones which are development toys that aim to teach a new skill.
The most popular device for young children is now a tablet they are small therefore portable and easy for young children to handle and operate
 Arnott (2018) states, since the iPad was launched in 2010 tablets have become increasingly accessible for a child’s fine motor skills. and resulted in a rapid progression of digital devices for young children, within less than 10 years of this, there is now a new focus on the market for smart toys known as (IoT) devices targeting the youngest generation.
 Phelan (2019) maintains tablets are compact and versatile machines and many are developed for educational use. They can encourage a child to read and learn, and are a useful aid for homework, as well as providing entertainment such as watching videos and playing games, 
 Ofcom (2019, p. 10)  reports that over half of children under 5 now  own a tablet and further statistics show  that children under 5 years internet usage is approximately 6 hours a week , this had increased by 1 hour a week  in 2018 compared to 2017,and time online increases as they get older  
So, what is considered too much screen time, as children become more competent users’ concerns are raised in regard to a child’s health and is it affected by too much time on devices. 
According to some experts these statics are  considered too much  MacDonald (2018) suggest  the digital age for many parents  has become a challenging part of family life,  resulting in  family battles over screen time, and what length time is considered harmful,  they go on to say. The American Academy of Paediatrics (AAP) recommend one hour of high-quality applications for children under 6 years and encourage parents to place consistent time limits when using media for older children    scheduling   screen-free family time.
Further research suggests that it is not necessary length of time spent on digital media but the quality of the screen time that matters. Blum-Ross and Livingstone (2016, p.4) emphasis that   past advice for parents focused on time spent on digital media, evidencing   the ill effects on a children’s physical health. But indicators of wellbeing concerned with social relationships, learning and engagement or self-esteem are harder to measure. They  argue that this long held focus on the quantity of digital media use is now obsolete, and that parents  instead should question their children  and themselves    regarding  screen context such as where, when and how digital media is accessed, with  regards to  content, what is being watched and how effective are the apps that are  being  used. Gaming apps have become increasingly popular, but do they support a child’s development? Marsh et al (2018, p. 870) agrees, but  questions does digital apps actually  promote creativity, and how much knowledge do children have when using them,  considering the importance of learning and developing through play do these apps actually promote play and creativity or do they  contribute to  social isolation. some of the top apps enjoyed by children are Minecraft, where children create virtual worlds similar to Lego but a digital version. YouTube, which is a video app, activity type apps, such as painting, drop and drag, matching games especially ones with characters from favourite television programmes such as Peppa’s Paint box and CBeebies Playtime. 
Other types are mimicking speech apps such as talking tom, and games that contained set rules angry birds for instance, thus giving a range of different learning aspects throughout the apps.
They go on to say the use of the Minecraft app led to a range of play and creative thinking but was only productive for those children who had been introduced to its use by others. They say it did not provide the types of scaffolding used by apps designed for under 5-year olds, and it was not intuitive in terms of young children learning to use it independently.
One would agree with this in terms of a child under the recommended age limit for playing this  alone and this situation is specific to using the app on a tablet device,  if  it was played on a PlayStation or X box device , there  would be an option for users to play  split screen and  use  two controllers, children could then collaborate and learn from their more capable  peers  which supports Vygotsky ( cited in MacBlain 2018, p.59 ) and his  learning through social interaction  theory, when involving student and expert-student collaboration on tasks or  problems   that will build on each other’s language, skills, and experience. At the same time it should be noted there is an  age limit of  7 years plus on this particular app as it contains very minor violence,  whilst playing survival mode the user has to hit or kill animals  or each other when in multiplayer, in order to survive.  Webwise (no date) point out the graphics are very cartoon like, and no blood is exposed during the game, they go on to say the game encourages design and creativity skills improves teamworking collaboration problem solving and improves on their mathematical spatial and analytical skills 
  One must agree with Aurora (2016) who suggest that Minecraft promotes several educational benefits including: history, when identifying famous landmarks and buildings. maths,  averaging, working out how long they have before night time, measuring food intake they need to survive and  dividing supplies between players, also working out space areas for building structures, and reading written communication skills when  using chat in multiplayer  mode , it also gives children a  global perspective on culture and social skills , as they can play with anyone in the world. It  help them create and expand their imagination by building anything they want, they need to use  problem solving  skills when creatures attack in survival mode helps and finally helps them understand self-direction,  there is no option to win in the game, the child can decide their own fate they can opt to group together for defeat, build structures or  whole new worlds or  collect resources, the give themselves  independence when they decide their own fate on the concepts of the game 
 Many aspects of this game learn children the skill to problem solve, reflect, research independently and find out things for themselves, which  links to the concepts  of   Paget’s cognitive  learning theory,  whom believed a child’s  active role in the learning process is  much like little scientists performing  experiments, learning  about the world,  making  observations, and  by interacting with the world around them, they will continually add new knowledge, build upon existing knowledge, and adapt previously held ideas to accommodate new information.(Cherry, 2019). 
Furthermore, during this study, it was apparent that YouTube was the most popular app for families, as a result of the survey. All parents reported that their children watched YouTube videos including nursery rhyme and music videos, and some significant to family culture. promoting multilingualism listening to traditional Iranian songs that Iranian parents could searched for. Another video observed was of children playing with Play-Doh, from this it was seen to stimulate the child’s play  when offline during  traditional active play as they chose modelling with their own Play-Doh or played with other toys they had seen being unwrapped on screen by the other children they were watching. Marsh (2018, p. 878) Concludes by summarising that play, and creativity had been key drivers for the children using apps according to parents.  The survey suggested  that their children used tablets and apps for a wide range of purposes, including  making and watching  videos  taking photographs, painting drawing  and playing in virtual worlds, it became  evident  that the  most popular apps   used by children   under 5 years  varied  in relation to how far they promoted play and creativity, however  age-appropriate apps were more likely to accommodate  a wider range of play and creative thinking practices.
There are a wide range good quality educational apps available for digital devices parents and Early Years practitioners need to familiarise with the characteristics of applications that that promote play and creativity in order to guide the children’s choices they make. These include     e-books, art, language, mathematics, reading writing drawing. children tend to enjoy using devices more as they are vibrate and  make education fun, when  using emojis   some  label as internet slang and feel they do not constitute language and contribute to us being poor communicators  although for children   the use of emojis can help extend language and express feelings Fane (2017) agrees that it promotes children health and wellbeing giving them inclusion and ability to exercise their voice within  The United Nations Convention on the Rights of the Child  (2015) emojis also benefit children that have additional learning needs, they give  inclusion to children with difficulty  expressing their  emotions by giving them the option to extend their communication by selecting  symbols that  not only express feelings  but other everyday things we have around us  
The access of ICT can be a powerful tool for additional learning needs supporting inclusion for children with cognitive ,sensory, physical or  communication disabilities and  can assist with  the barriers of learning that are faced Becta (2013) research states that assistive technology has aids such as  switch-operated software, onscreen keyboards and mouse alternatives  and communication aids that can help promote sociable participation such as  speech   recognition devices 
In addition to this  technology has progressed  immensely by sensory specialists    Peskit  (2017) talks about the recently introduced The Magic Carpet, this is  an app-based interactive projection system that stimulates and engages people of all ages and is accessible through multiple access methods. Magic Carpet responds to the slightest movement and supports methods such as gesture, eye gaze, touch making it an inclusive learning tool for people varying needs and abilities. It projects a variable image size, which can extend up to 3.6 metres wide, catering for wheelchair accessibility. The app store has over 1,000 premium apps now available. And supports national curriculum Early Years and SEN learning, sensory stimulation, play and leisure with a wide array of interactive content.  Unfortunately, as the equipment is very costly, setting and schools may have difficulty acquiring specialist resources secondly teachers and practitioner need to be competently trained themselves to deliver the required curriculum standard.
The internet has vast become one of our children’s most preferable ways to source information Some critics such as Hart and Fischer (2019) have labelled sites such as YouTube as the digital babysitter Claiming parents are becoming more reliant on digital devices to entertain their children and they are left unsupervised with some parent not having knowledge themselves other issues arises   as children get older and more confident users parents have less control  (Blum-ross and Livingstone 2016, p. 30) 
It cannot be denied that children can easily come across inappropriate content whilst browsing the internet some containing sexual or abusive nature or unfavourable people which could have a negative effect or impact on their health.  It is crucial that parent and teachers become familiar with the apps available online and the tools available to keep children safe, talk to children and know what they are doing, taking responsibly to keep updated with the latest changes to safeguard our children .
 To conclude the evaluation highlights positive and negative  aspects of digital devices it is fair to say  that by having a healthy balance online and offline, children can benefit immensely    from opportunities they can access in a  social , educational and general lifestyle  by   staying knowledgeable ourselves, putting safety measures in place, and talking to our children the internet can be a world full of opportunities  and aid them to become competent digital users  developing the knowledge and skills required in technology and become  future members of a technological competent workforce (Donaldson 2015 )

	Activity Plan

	Activity:                    Promoting Digital Competence -Creating a story Board Exploring Space


	Number of
Children:
6
	Age of children:
6 years
KS 1
	Number of adults:
2


	Location:
Inside or outside
	Preparation time:
10 minutes
	Activity time:
Ongoing

	Resources:
Tabletop.
· Cardboard Boxes 
· Tin foil
· Black paper
· Glue 
· Crayons and chalk
Messy play- moon mud 
· Tray
· Flour
· 1 jug of water
Space tent. 

· Black shower curtain 
· 3 hand torches
Digital Devices:
· 2 iPad
· 1 iPad compatible printer




	Aim of Activity:  To become a conscientious and competent digital learner


	Links to outcomes:
· To Promote digital literacy and competence through child led play, within guidelines of the digital competence framework, introducing and promoting the learning strands.
· Citizenship – to use and handle devices with care, in a controlled environment for a given time limit.
· To add name and date to work they have produced.
· Interacting and collaboration – working with others storing and sharing to save work using familiar word as file name and understand how that can be achieved.
· Producing – add a title to a video and understand how to use text to search for information
· Data and computer thinking- such as problem solving, by following a sequence of steps and ability to explain actions needed.  
· Ability to write instructions that others understand.

 Welsh Government (2018) Digital competence framework



	Differentiation: 
· Making a choice of preferred activity from two pictures on an iPad screen.
· To handle digital devices correctly, support with finding the photo application if needed and press photo shot, recognizing themselves and others
· For more gifted and talented taking photos, saving and naming files, printing photos and writing simple instructions 

	Health and safety:  
· Risk assessment carried out separately on classroom area for hazards, ensure clear floor space for children to explore and build structures if they wish to do so.
· Check all digital equipment,
· Ensure all children have parental consent forms signed for photos.



	Role of adult:
· To provide resources that encourage creative and imaginary play
· To ensure children’s safety at all time.
· To observe and record their play
· To support play if invited to do so.
· To support Digital Competency as and when needed by answering questions if asked and encourage problem solving by asking open ended questions.
· To work within the ICT and data protection policy



	Activity:

A variety of resources to encourage child led play exploring space, promoting digital competence and literacy resulting in the children being able to create a digital classroom story profile.

[bookmark: _Hlk33028776][bookmark: _Hlk33028864]During play all children must be given the choice to play and explore alone with a chosen partner of in groups they will all be given a specific time  to use the  iPads in turn  and be able to explore  the screen  applications  to capture images of themselves ,their peers,  or play areas they consider desirable during the play, to be able to talk about what they have done and why  and ask questions if they feel they want to, they can then go on to save photos to a file, name the file and print the photos so they can create a group  story book using ‘Book Creator’ more able and talented could written a simple sequence set of instructions for future reference for themselves and to help others for instance how to take a photo or  simple rules on handling equipment with care.

 
Boxes, glue and foil to make space equipment, black paper, foil, and crayons for craft area
flour water and tray provided for moon mud. children to take photos and videos of during craft and sensory play activities.
Floor space. children may make a den type structure where they could go inside, use torches to luminate the stars and explore with the iPad.






Activity Evaluation 
The activity was planned to promote digital literacy and competence for young children during a child led play experience through exploring space. A group of six children aged 6 years had taken part with two members of staff as one child required one to one support.
The aim of the activity was for the children to use and learn about digital devices, in this case an iPad and printer to develop knowledge and become digital competent learners. 
Developing digital skills, knowledge and attitudes will enable the confident, creative and critical use of technology, as stated by the Welsh Government (2018) digital competence framework. By incorporating the iPad into the activity it balanced digital learning with self-exploratory play, giving  children the opportunity to explore their own ideas through play with  a variety of  resources using their creativity, imagination and problem solving skills  supported by Paget’s hands on experimental learning theory.  MacBlain (2018, p. 57) and within the guidelines of the Foundation phase framework (2015). 
Thornton (2015) also agrees, with this they say exploring through play and practising skills they have learned, children will be able to take ownership of their learning and apply it in different situations.
During play the children were  given the choice to take photos or videos of the activates they considered to be their  favourite,  for instance their artwork ,or a structure they  created working by themselves or with peers, or  they could take action shots in photo and video form   during their  play , giving the choice to continue and  extend  their knowledge by saving an image to a file, naming  the file and  printing the photos, encouraging computational thinking problem solving, and  creating a story board for display. 
 The activity needed to include literacy and numeracy as all three areas are across curriculum.  Donaldson (2015, p. 6) successful futures report suggests literacy, numeracy and digital competence should be all teacher’s responsibility. These areas are so important to thinking, learning and in life, and should be developed and strengthened across the whole curriculum   to be fully involved in modern society and the workplace already demands increasingly high levels of digital skill and this will only continue further in the future.
When evaluating the activity, the strands and elements of the welsh government digital competence framework, needed to be considered and how many had been used effectively.
The digital competence framework (2018, p.2) is the first element of the new curriculum made available for schools in Wales, it sets out the digital skills to be attained by learners aged between 3 and 16 across four strands.  These are: Citizenship, Interacting and collaborating, Producing and Data Computer thinking each strand is then split into a number of elements for learning.
[bookmark: _Hlk33104632]Throughout the activity a number of the skills for good Citizenship was used the aim through this element is for learners to understand what it means into be a conscientious digital citizen, who can contribute positively to the digital world
The learning elements under this are health and wellbeing, identity, image and reputation, digital rights and ownership and online behaviour and cyberbully.
 By giving the children the use of devices for a specific time in controlled environment for a certain length of time under the element of health and wellbeing they excepted boundaries and was conscious of others.  
At the end of the activity the children named their work and saved it to file, this is one of the abilities required in the element digital rights and ownership.
However this action was a new experience for the child, therefore it was requested for the practitioner to model and explain how to do this,  as a result,  the practitioner supported the children by scaffolding  in addition to this the children did ask questions inviting the practitioner to support them  they did this by asking open end questions   during this the child looked between the device and the adult thus tighter they participated in sustained shared thinking Thornton ( 2015)  states, to provide high-quality experiences for young children we should aim for a balance of adult-directed activities and child-initiated activities – a third each is common. The other third of the time should ideally be taken up by child-initiated activities that are then picked up on and supported by an adult – these are opportunities for ‘sustained shared thinking’ to take place. These ratios are of course flexible, depending on practitioner judgement and the individual needs of each child.
Although the action of naming a  photo of themselves demonstrated how to identify an image the saving to a file which was a favoured ability within identity, image and reputation  The importance of keeping data private and way to do so for instance how to use a pin number to lock the iPad or why you should not disclose personal details on the internet did not arise, furthermore as this was a child led play activity using photo and children did not choose to video the children were more interested how they created the photos therefore the awareness of  online behaviour or cyberbullying was not discussed. There was a missed opportunity to briefly discuss that phots can be shared offline as well as online and the importance of the content.
During the whole of the activity the children demonstrated good Interaction and collaborating skills good having good verbal communication ideas working together some decide to work as a pair and some as a group to produce a digital piece of work
and some of the children understood the concept of storing and sharing data for instance saving their work under a recognisable word such as recognising their name and being able to go back and identify then retrieve the file, also linked with literacy skills by finding letters in the correct sequence to make a word then reading back that word 
By using the camera to take capture a range of images around the area, children were using skills to create and produce their work some were able search for the data they had named saved earlier
[bookmark: _Hlk33104688]The children evaluated their work at group time looking  back at photos sharing and discussing their favourites however this was done verbally and an opportunity was  missed  to  the voice record application
 Data Computrol thinking: is the final strand which encourages   problem solving  and data literacy.
The digital competence framework (2018) states before they can use these skills, they need to understand the problem and the methods used to solve them. For instance  
To follow a sequence of steps in order to solve a problem, such as predicting and explaining actions needed  to make something happen or breaking down a problem into separate parts to make it easier to understand and create and record written instructions that others understand and can follow.
Some of the children displayed such skills by realising the photo did not save so repeated the process without success, by asking the supporting adult who then modelled the process 
The child repeated the sequence correctly then initiated solving the problem in the future by suggesting they write down the sequence which they did so with the support  of the  practitioner although this became  adult directed by   scaffolding and asking open ended questions they encouraged thinking skills that would be used independently for the future, again brought in  the literacy skills within reading and writing. Yelland (2018, p, 848) suggests Careful and well-planned questioning, observing and listening are vital pedagogical skills that can help children to clarify what they understand and support their investigations.
But does using an iPad discourage traditional handwriting, Dunn et al (2018, p, 866 )states  in regards to the government policy to raise literacy standards including writing there is a need to consider how to balance  technology and traditional writing  The pencil has always been considered the main tool for writing, but studies show that some find  it tiring and sometimes challenging to use a pencil, Thus it can be seen  as a potential obstacle for some children’s  development in literacy they go on to say, when children was asked their opinion regarding  use of iPads they agreed they were fun to use and the children were more motivated they also   allowed them more choice and creativity in their writing,  and assisted with spelling. 
By using the iPad the activity could be adapted to meet  a range of needs and capabilities for the more able and talented after saving and naming a photo knowledge could be extended by saving to a file then retrieving the file however in this case the later part  had to be adult directed 
For children with additional learning needs the activity could be adapted to taking a photo and them recognising themselves or others , taking two photos of different activities and giving them the choice by them selecting their preferred activity  or showing a photo on the screen directing them to press print and watch the photo came from the printer in paper form  aspects of citizenship communication creating and producing elements. 
A switch button could also be attached to the device for children that have difficulty using a screen. 





  
HPractical guidance for parents and carers with children using the internet and social media.

 [image: Related image]
To keep their children safe when using social media
How safe is your child Online?

o
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 and computational thinking – Compenquiry, problem solving and thinking skills. Before learners can use computers to solve problems tey  first understand the pro Why children use Social Media 
· Entertainment
· To have fun 
· To communicate with family and friends
· Make new friends (ref list)
· Have a sense of belonging
 

Who they may come across:
· Bullies known or unknow to them
· Adults pretending to be children wanting to befriend them 
People with fake profiles who want to:  
· Stalk or sexually groom
· Steal personal identity for fraud
· Blackmail
· Generally, cause mischief







What are the risks?
what could your child do or see:
· Give personal details to someone like the school they go to. Or address.
· Come across things that contain pornographic, sexual or violent content
· Promotion of unhealthy body images or eating disorders like anorexia
· Self-harming or suicide
· People dictating their own views and options
· Become a victim of bullying or bully other intentionally or unintentionally
The internet can be a fantastic place where children be creative learn and connect with friends, it has become immensely popular and younger children are using social media websites and apps from digital devices including, tablets, smartphones and games consoles. and can offer many positive opportunities.
However, as with all types of public communication there comes possible risks, by helping your child understand these risks your children will be able to confidently explore this world safely.


2

methods of solving them 
.
 
workplace.

 

What to look out for 
71% of children 11-15 are allowed to take their mobile phone bed
Fear they are missing out on social activity leading to excessive use.
Feeling Anxious or upset about something they have seen and unsure what to do about it  
Feel pressured to act in away that is out of character
Feeling peer pressure to have materialistic things
Anxious about body image which could lead to unhealthy lifestyle changes.

 



What can you do as a Parent to keep my child safe?
When Buying a device ask the store about the safety features before you buy any computer mobile phone, tablet, laptop, or games console.
Get advice! Be knowledgeable about the devices your children are using. Parents’ Guide to Technology  www.saferinternet.org l can answer  your questions about the types available and ,give tips on how children can stay safe using them,.



 	
There are many places you can find information about your child’s internet safety:
Childline a confidential support and advice for children on all issues Phone 0800 1111.or www.childline.org
Internet matters practical advice   by age group and steps to take to keep them safe www.internetmatters.org.uk.
Parent zone offer parents online courses.www.Parentzone.org.uk
Think u know education program online and offline for children, parents and carers also offers links to age appropriate internet safety videos for you to watch with your child. Videos Josh and Sue developed for children with mild through to severe learning difficulties. www.thinkyouknow.org
Mencap guide to internet safety for your child with Autism and learning disabilities www.mencap.org.uk.
NSPCC– information and advice on many issues that may arise when your child is using the internet.
Latest internet safety news to keep you up to date www.nspcc.org.uk






 
 
 54% Under 5’s, Have their own device.
 6 hr Under 5’s Average screen time 
Tips to keep young children safe online.
Set Boundaries 
Agree some internet house rules with your child. Like when is the best time for them to use it and how long for.
Encourage children to use devices within the family environment like your living room or kitchen.
Keep other devices in the home out of their reach.
Put a password on all other devices that belong to an adult as they will not have parental controls on.
 Set up passwords on their device, so they need to ask you before they can go online. 
Use Parental controls
Set up parental controls on your home broadband and on any devices that can search the internet.
Help to do this is available on your internet providers web site or you can visit other internet safety websites like Internet Matters they give free online advice and information to  protect your children as they grow covering safety issues and is available to all parents.
www.internetmatters.org. 
Search the internet safely by using search engines like kids-search.com for more information go to: www.google.co.uk/safetycentre
Explore together
Set your homepage for age appropriate sites such as CBeebies and give them a user account which only allows them to access the apps and sites you have chosen.
There are many games free of charge that are fun and educational to choose from also try providers like Fisher Price or ones
That are about their favourite tv characters such as Peppa pig.

Good to know 
CEOP Child exploitation and online protection 
Keeping children safe from online grooming and sexual abuse.
Offer help and advice to children parents and carers if your child has experienced something online to make them feel scared or unsafe. You can make a report direct if something has happened to your child online.
What happens if you do?  
An experienced child protection advisor will be there to ensure you get the help and support you need, 
They do not deal with bullying fraud or fake accounts for more information visit website www.ceop.police.uk


49% of 6-10 years prefer YouTube to television 
As your child gets older and, their digital knowledge grows with the basic rules in place you can help them build resilience to their digital world:
Keep communicating with them.
Ask them what their favourite sites are and take an interest.
talk about what they do online what they can show younger children and responsibility.
Talk about being a good friend online.
Set up aeroplane mode on the device your child uses this will let you know if they are interacting with anyone without your knowledge and also prevent them from purchasing anything.
Always check the age limit on games and social media Facebook has a age limit of 13
Minecraft currently has two versions 7 and 13. 



Reference list 
Aurora, L. (2016) The Education benefits of Minecraft. Available at: https://www.idtech.com/blog/educational-benefits-minecraft (Accessed: 27th February 2020). 
Phelan, D. (2019) Independent, 10 best kids tablets that do it all from games to homework. Available at: https://www.independent.co.uk/extras/indybest/gadgets-tech/laptops-tablets/best-kids-tablets-a9059316.html (Accessed 27th February 2020).
BBC (2020) CBeebies. Games for kids and early years. Available at: https://www.bbc.co.uk/cbeebies (Accessed 25th February 2020).
Blum-Ross, A. and Livingstone, S. (2019) Media Policy Brief 17, Families and screen time: current advice and emerging research. Available at: http://eprints.lse.ac.uk/66927/1/Policy%20Brief%2017-%20Families%20%20Screen%20Time.pdf Accessed: 22nd February 2020).
Britto A. et al (2018) ‘Young children, digital media and smart toys: How perceptions shape adoption and domestication’, British journal of education technology, 49 (5), p 
CEOP (2020) A National Crime Agency Command, Child Exploitation and Online Protection. Available at: https://www.ceop.police.uk/safety-centre/ (Accessed 25th February 2020).
Donaldson, G. (2015) Successful Futures, Looking at the Curriculum and Assessment Arrangements in Wales. Available at: https://gov.wales/sites/default/files/publications/2018-03/succesful-futures-a-summary-of-professor-graham-donaldsons-report.pdf (Accessed: 19th February 2020).
Dunn, J. and Sweeny, T (2018) ‘writing and iPads in the early years: Perspectives from within the classroom’, British journal of education technology, 49 (5), pp. 860-866.
Hart, K. Fischer, S. (2019) The Digital Baby Generation. Available at: https://www.axios.com/digital-babysitter-generation-f3e59625-1f6c-4398-98e1-351f728ebe59.html (Accessed 23rd February 2020).
Internet matters (no date) Advice by age. Available at: https://www.internetmatters.org/advice/ (Accessed 26th February 2020).
MacBlain, S. (2018) Learning Theories for Early Years Practice London: sage.
Marsh, J. et al (2018) ‘Play and creativity in young children’s play’, British journal of education technology,49,(5).
Cherry, K. (2019) The 4 stages of Cognitive development. Available at: https://www.verywellmind.com/piagets-stages-of-cognitive-development-2795457 (Accessed 27th February 2020).
NSPCC (2020) online safety. Available at: https://www.nspcc.org.uk/keeping-children-safe/online-safety/ (Accessed 26th February 2020).
Ofcom (2019) Children’s and Parents Media use and Attitudes. Available at: https://www.ofcom.org.uk/__data/assets/pdf_file/0027/134892/Children-and-Parents-Media-Use-and-Attitudes-Annex-1.pdf (Accessed: 22ND February 2020). 
Parents protect (2018) internet safety handouts for parents and children. Available at: https://www.parentsprotect.co.uk/internet-safety-handouts-for-parents-and-children.htm?gclid=CjwKCAiAy9jyBRA6EiwAeclQhIPnsvHIQhpBdU-wSEOOMdx3SbstWolcd-tZWTriM7Ls4VcfXAq_jBoCalsQAvD_BwE (Accessed 26th February 2020).
Thornton, L (2015) Getting the balance right between adult-led and child -initiated learning. Available at: https://blog.optimus-education.com/getting-right-balance-between-adult-led-and-child-initiated-learning ( Accessed: 19th February 2020).
Uk safer internet centre (2020) Advice centre. Available at: https://www.saferinternet.org.uk/advice-centre (Accessed 25th February 2020). 
Webwise (no date) A parent’s guide to Minecraft, Available at: https://www.webwise.ie/parents/a-parents-guide-to-minecraft/ (Accessed 23rd February 2020).
Welsh Government (2015) foundation phase framework, Curriculum for Wales, Available at: https://hwb.gov.wales/storage/d5d8e39c-b534-40cb-a3f5-7e2e126d8077/foundation-phase-framework.pdf (Accessed: 20th February 2020).
Welsh Government (2018) Digital competence framework, Available at:  https://hwb.gov.wales/storage/337437b8-cfe3-4305-ae32-f47ad82f3e76/digital-competence-framework-guidance-2018.pdf (Accessed 21st February 2020).
[bookmark: _Hlk33280748]Yelland, N, J. (2018) ‘A pedagogy of multiliteracies: Young children and multimodal learning with tablets’, British journal of education technology, 49 (5), p.848.
Yolanda, L. et al (2016) ‘Children and Adolescents in digital media, Paediatrics, Official Journal of the American Academy of Paediatrics, 138 (5) p,7.
Becta (2013) What the research says about ict supporting special educational needs (sen). Available at: https://dera.ioe.ac.uk/14706/7/15009MIG2791_Redacted.pdf (Accessed 25th February 2020).
 YouTube kids (2020) An app made just for children. Available at: https://youtube.com/kids/?gclid=CjwKCAiAy9jyBRA6EiwAeclQhOwcil1Q23-2Ueg_Qv0pYDLDLpVXOKmJshd24wEqYp3VUtaG5a_JuxoC41QQAvD_BwE (Accessed 25th February 2020).
Parentzone (2020) experts in digital family life. Available at: https://parentzone.org.uk/parents (Accessed: 26th February 2020).
Think you know (2020) Help your child get most of the internet. Available at: https://www.thinkuknow.co.uk/parents/ (Accessed 26th February 2020).
Mencap (2015) Learning Disabilities, Autism and Internet Safety, A parent’s guide. Available at: https://www.mencap.org.uk/sites/default/files/2016-11/Internet-Safety-web-2016.pdf (Accessed: 26th February 2020).
YouTube (2015) know your friend with josh and sue (moderate) Available at: https://www.youtube.com/watch?v=TriCpe3J5Ss (Accessed 27th February 2020).
Heaven, D. (2017) say it with feeling: the complex world of emojis Available at: https://www.newscientist.com/article/mg23431311-200-say-it-with-feeling-the-complex-world-of-emojis/ (Accessed 25th February 2020). 
Fane, J. (2017) Using an emoji as a tool to support child wellbeing from a strengths based approach
Available at: https://pdfs.semanticscholar.org/1a83/f86d37b4abc670d306f90fa01341faec3a3f.pdf (Accessed 26th February 2020).
Peskit, J. (2017 )Sensory Specialist introduces mobile version of the magic carpet. Available at: https://www.accessandmobilityprofessional.com/sensory-specialist-introduces-mobile-version-of-magic-carpet/ (accessed 25th February 2020).


image1.jpeg




