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[bookmark: _Hlk72420152]Throughout most parts of OECD nations, digital electronic devices are a key part of daily life. There has been a change in the manners in which individuals learn, work and liaise, as new advancements have permeated and changed life in the 21st era. Such changes imply that children in this modern era have grown up with technological innovations for their whole lives and are the most regular users of the internet and digital platforms (OECD, 2016). Children stay connected in different environments, not limited to the home but also ‘on the go’ through portable devices such as mobile phones and at school (OECD, 2019). 

For a period, research referred to children as ‘digital natives’, indicating that since children grew up in a digital world, they would be competent in using digital devices (OECD, 2019). However, Helsper and Eynon (2010) argue that just by simply being online or being exposed to digital tools, does not necessarily mean that children are aware of how to be effective internet users, use it safely and utilise the benefits of being online. Thus, schools are acknowledging the need to help children enhance their information communication technology (ICT) skills at an early age. This has led to a recent rapid increase in integrating ICT within the curriculum and education frameworks (OECD, 2017) 

In 2015, the European Commission directed a pilot study investigating children and their families' encounters with digital technologies such as laptops, games, tablets and smartphones. Through interviews, they gathered data on how children between the ages of 0 to 8 years of age, use technological devices and to establish potential risks and benefits linked to their online engagement with novel technologies. Their results showed that children quickly and easily develop basic operational skills whilst others developed enhanced skills such as downloading apps and searching the web. They also found that children who were not able to read yet, exploited the use of the internet through their recognition of images and logos. This tactic helps them to navigate webpages that are in foreign languages. Having said this, their skills are limited in accordance to their cognitive development; reading and writing abilities affect the quality of their online engagement. The results also revealed that children within this age range have little to no understanding of online risks, even though some of them have come across inappropriate content or with pop-ups. Moreover, the results showed that children initially develop I.T skills by observing others, including parents or other family members and their learning develops when guided by older siblings (OECD, 2019). A recent study investigating “smartphone use in fast-food restaurants”, revealed that the more time spent on smartphone by parents, so too did it increase by their children (Radesky et al. 2014; Lerner et al. 2014).  This would represent Bandura’s social learning theory which asserts that children learn from their interactions with others in a social context. Similarly, by observing other people’s behaviours, children go on to practice similar behaviours, particularly if the observations have been linked to rewards, such as playing video games in this case (Edinyang, 2016). 

Plowman et al. (2010, p.283), states that when children use technology, it can benefit them within four areas of learning: “understanding the role of technology in daily life, developing dispositions to learning, extending knowledge and understanding of the world and development of operational competences.” As more children have access to various technology devices at home and in school, debates about the resulting knowledge and skills have emerged. It is argued that the frequent use of digital devices has positive effects in different development areas. For example, many researchers state that using technology can enhance reading (spelling, phonics, letter formation and recognition) and learning another language (Lieberman, Bates and So, 2009). Research has also evidenced that using digital devices can also increase literacy skills (Kucirkova, 2014) such as in spoken language and dialogue (Aubrey and Dahl, 2008; Stephen & Plowman, 2008). Numeracy skills can also be developed through interaction with technology such as recognising numbers, counting, problem solving, shapes, calculations and spatial reasoning (Lieberman, Bates and So, 2009). Thinking, reasoning and overall cognitive development can be increased through the use of technology (Hatzigianni and Margetts, 2012; Sackes, Trundle and Bell, 2011). Moreover, different applications and online learning tool can help children to take control of their learning and open opportunities to creatively express themselves and use their imagination (Lieberman, Chesley and Biely, 2009). According to Subrahmanyam et al. (2001), children who play video games tend to improve on their spatial cognition, iconic skills and vision attention skills. Educational programmes and online activities can further help children learn positive prosocial behaviours such as empathy, respect and tolerance and acquire anti violent attitudes (Thakkar, Garrison and Christakis, 2016; Kirkorian, Wartella and Anderson, 2018). Effectively manged screen time can also help to calm children who are distressed or impulsive (Roy, 2015; Cheung, 2016). However, online learning can have both positive and negative impacts and therefore, presenting quality content is vital (Christakis et al. 2013)

[bookmark: _Hlk72401834]Evidence suggests that using technology can help to develop children’s social relationships as they use it to maintain communication with friends and family. Those who are less confident socialising face-to-face, can use online platforms to maintain communication with others, without having to be physically present. Having said this, current research fails to consider how much time is being spent socializing which can be difficult to examine given that many children have constant online access (Kardefelt-Winther, 2017) Furthermore, it is argued that using technology at an early age, can have negative impacts on preschool children in terms of their physical, cognitive, emotional, behavioural and social development. In relation to social aspects, in contrast to the abovementioned benefits, it is argued that spending long hours using digital devices or being online, can lead to a lack of social interaction with the surrounding environment. Early researchers were concerned that using technology could result in children becoming ‘miniature machines’ possessing little human emotion. Thus, it is believed that excessively using technology could lead to social isolation (Jabbar et al, 2019). Moreover, recent evidence showed a positive correlation between high amounts of television coverage at age two and self-isolation, victimisation, pro-active aggression, and anti-social behaviours. These impacts can be more pronounced in children with additional learnings needs (NCBI, 2017). 

Early years children are also exposed to risks in relation to the physical domain of using digital devises, such as sight issues stemming from sitting too close to the screen (Ekici, 2016) headaches, loss of sleep, tiredness, muscle-skeletal dysfunction, bad posture and aggression (Theodoto, 2010; Andelic, Cekerevac and Dragovic, 2012, cited in Jabbar et al., 2019). In a study conducted by Choi and Kong (2011) on 2000 children aged between 6-20 who spent two hours viewing television every day, were more at risk of developing cardiovascular disease despite accounting for physical exercise.  In another study of 179 children, aged five years old in Korea, it was found that the younger the children were when they started interacting with computers, the longer they spent playing video games and when left unsupervised, the higher they scored on the Internet Addiction Scale for Young Children (IASYC) (Seo. et al, 2011). Seo et al. (2011), also found that of those children who scored high on the IASYC, also scored low on the Socio-Emotional Development Scale which measured the following traits: self-control, independence and peer communication amongst others (Jabbar et al., 2019).

Contrary to the abovementioned research, the use of ICT has been linked to lower cognitive development. In a study consisting of parents who had children between the ages of 3-5, the parents expressed that they believed that the use of digital devices by their children was affecting their creativity and imaginative skills (Deshelter & Slutsky, 2017)

In terms of physical development, Epstein et al. (2008 cited in Jabbar et al., 2019), found in their study that lowering TV and technology use had a positive effect on reducing body mass index. Another study focused on the effects of decreasing online screen time and weight gain. The study was an experimental design - a seven-month randomised control trial in two different schools. The schools were randomly selected, one school was provided with an eighteen-lesson, screen time reduction curriculum, taught by the classroom teachers. It included educationally informed parent letters, behaviour change skills and an electronic TV time manager. The intervention focused on decreasing the amount of time spent on watching television, using computers and playing video games. The other school was not given any intervention. The results revealed that across the seven months of the study, children who received the intervention, significantly reduced the amount of time they spent watching TV, playing video games and the amount of meals eaten in front of the TV.  The children also reduced BMI gain; waist circumference, skinfold thickness and waist to hip ratio compared to those children who did not receive the intervention. However, while studies have found a positive relationship between reduced screen time and a reduction in BMI, it is argued that it is not a direct cause and that controlling or decreased screen time does not necessarily lead to children doing more physical activity. Rather, it is argued that children who are already active or inactive, spend more time using digital devices. In order to offer a conclusive result, better measures and larger studies will need to be conducted. It may be beneficial for future practice, to investigate whether reducing screen time, leads to an increase physical activity (Kardefelt-Winther, 2017; Declis, Jago and Fox, 2014). 

According to Blanning (2013, p. 13), using digital devices comes with its limitations. It engrosses a child’s fingertips, eyes and ears to react to ‘predetermined right or wrong responses.’ While the brain forms connections across these areas, the rest of the child’s anatomy; brain and emotions, stay passive. Blanning (2013), expresses that the years of a child’s life are significant and should not be misspent. The Waldorf Early Childhood Association of North America confirm that the basis for future skills and ability are formed and the most effective way to enhance these is by being actively engaged. Brain research evidence showed that those areas of the brain that are used frequently, develop the most and the areas that are not as active, can shrink. 
From a theoretical point of view, the use of technology can enhance a child’s intellectual development. For example, Erickson’s (1982) theory of psychosocial development would suggest that suitable software applications give children with a wealth of choices that can be used and exploited by children and further allows them to grow in their independence, take initiative for their learning and can develop their self-esteem. Furthermore, Vygotsky (1978) suggested that access to technology encourages peer scaffolding by working in a team in the classroom setting in a ‘shared problem space’ completing tasks, and problem solving together (Freeman and Somerindyke, 2001). 
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A helpful guide to keeping children safe online.

	Who is this leaflet aimed at?
	
	
	Cyberbullying

	
The intention of this leaflet is to give parents and carers an insight of the importance of internet safety and provide tips on how to safeguard children while accessing the internet. 
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Screen Time

According to the NSPCC (2021), one of the most common ways that parents or carers approach internet safety is by setting time restrictions while using digital devices. However, it is important to be aware of what your child is doing online, than simply placing restrictions. A child may spend more time searching the internet whereas another could be spending less time talking to people they are not familiar with. By showing interests and asking your child what apps and games they frequently use, is a useful method towards starting a discussion with them and identify exactly what they are up to and if problems do occur, they will feel comfortable letting you know about it.
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Potential risks

As with any parent or caregiver, it can be hard to start a conversation with children about what they are doing online or who they are communicating with. Nevertheless, conversing frequently, similar to how you ask how their time at school was, will help your child towards feeling more comfortable and share concerns they may be holding. 


Useful Tips

· Support your child and show you are engrossed in their life, both online and offline. 
· Remain positive if your child shares their concerns with you - make them aware you are there for them.

	
· Identify when your child is using the internet for schoolwork or leisure purposes. Get them to display exactly what they are doing.
· Pay attention to the reasons your child requires the use of certain apps or websites that you do not think are appropriate, so that you can talk about them together.

[image: ]Remember to look in the mirror and be aware of your own online performances and what you are modelling to children.
	
According to ChildNet (2018), the web is an ideal source that can be applied in several encouraging methods. Moreover, substances published on the web sometimes can be “misunderstood” and can be taken the wrong way. Children need to understand the significance of 'thinking prior to posting' Children need to relies actions have consequences and respect their friends and family whilst using the web.

Children need to know the difference between right and wrong online and offline, and realizing considering others and respecting them whilst using the net remains an ideal way to make sure that web circumstances become a reduced amount of likeness to spiral into cyberbullying circumstances.

Share the following tips with your child:

Don’t reply: Children need to realize that bully’s thrive on reactions when bullies start bullying or saying hurtful things or start name calling.  Remind your child under not circumstance to respond, as this is walking into the bullies hands, and their handing the bully just what they want. 

Save the evidence: encourage children to keep the proof of any evidence safe keep any messages they receive etc. by taking a picture of the proof can help to. This will be helpful when the child reports the cyberbullying.

Tell someone: encourage children to tell someone straightaway if they are being cyberbullied as it will help put their mind at ease  (Helpguide, 2021)





	Passwords
	Parental Control
	Children’s rights the united convention on the rights of the child
(UNCRC)
	Too much digital usage

	According to E-Safety (2021) prior to letting children explore with digital devices and access online, it is important to turn on the safety features, add passwords to devices and monitor the parental controls on the digital devices your child is using. It is very important for parents and caregivers to have the understanding on how to do this correctly. 
This Photo by Unknown Author is licensed under CC BY
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Parental controls and shared accounts
According to Internet Matters (2021), parental controls are software system devices which give you access to supervise and restrict what your child gains access to online. They vary on various gadgets, such as mobiles, ipads, laptops, gaming devices and smart televisions. They are also accessible on various apps or platforms, such as streaming services, web browsers and search engines. 
Apply the following steps:
1) Block - block children from accessing certain webpages.
 
1) 2)   Filter - restrict inappropriate content.

2) 3)   Monitor - monitor your child’s usage of digital devices and have updates on what they gain access to, including just how frequently and for how long.

	
Article 2 of the UNCRC states that children have the right to be safeguarded against discrimination, this includes both direct and indirect discrimination.
Article 3 of the UNCRC states that the interests of children and young people should be thought about at all levels of society, and that their rights should be respected by people in power.
Article 13 of the UNCRC states children have the right to freedom of expression which involves being able to find out information for themselves— so that they are able to share it in the way they want.
Article 16 of the UNCRC states that children have the right to privacy, just the same as adults do. children have the right to a private space where they can go to be alone, even if they are in an institution, and they have the right to keep their phone calls and emails private.
Article 17 of the UNCRC states that children are entitled to access characteristics, via media. Children should be able to accesses information from a variety of recourses.



	According to the NSPCC (2021), too much use of digital devices can lead to more serious issues, including behavioural problems, attention deficit disorder and eye strain. 

The more time children spend online, the more addictive it becomes.

The more time children spend on digital devices, the less sociable they become as they get into bad habits and lock them self away and then they socialize less with others.

Too much gaming means fewer physical activities which unfortunately, may lead to poor eating habits or overeating issues which can cause obesity.

Too much internet and digital devices can lead to bad anxieties, mental health issues as well as sleep problems. 
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	[bookmark: _Hlk72941952]Activity Plan for Digital Literacy Skills

	Number of children: The whole class of 20 children.

	Age of children: The activity will involve working with children 4-5 Years in the reception class.
	Number of adults: 4 Adults will be needed to support the Activity. 

	Location: The Children will go on an adventure to the nature reserve next to the school.
	Preparation time: 1 hour to make sure it is safe to carry out the activity and to get all the required recourses ready.
	 Activity time: 3 hours in total will be allocated to the children to complete the task.

	Resources: To do this activity the children will need the following equipment to complete the task.

20 ipads
20 high vises 
20 raincoats and 20 pairs of wellies, weather permitted.
Sun cream, weather permitted. 
Sun hats weather permitted.
First aid kit 
Mobile phone in case of an emergency 
 Emergency contact details for the children in case they are needed.
List of any medical conditions the children might have.
 List of Allergies the children might have. 


	Links to digital literacy/competence outcomes:

Outcomes related to relevant frameworks as well as what is expected of the activity is a follows:
Personal and Social Development
Well-being and Cultural Diversity,
Language, Literacy and Communication Skills, 
Creative development.

Learning outcomes related to Digital Competence Framework strands within the Activity is as follows :

Citizenship
Interacting 
Collaborating
Data and computational thinking. 

Extra value of the Links to  the activity the Donaldson report cross curricular .



	Details of the activity: 
The activity is based on the autumn theme. It is intended that the children will go on a walk as a class to the nature reserve next to the school to take pictures on their ipads of items related to autumn, such as leaves, sticks, acorns etc. Here, the role of the adult is to observe the children, to ensure they do not come to any harm and to ask open ended questions to encourage learning. The role of the adult is also to provide one-to-one support where necessary and further provide them with the correct equipment. Once the children have taken sufficient photos of different items, they will then return to the classroom. The children will then print out their pictures to complete and make a picture collage related to autumn. The role of the adult here, will be to demonstrate the task and assist the children where required by asking open ended questions. To create the collage, the children will be required to upload their pictures to their individual hwb files, saving it in their own name. This activity supports the Digital Competence Framework in several different strands in terms of citizenship, interacting and collaborating, data and computational thinking.





































The following critical evaluation, is based on the plan activity, outlined in part three of the assignment. As discussed, the aim of the activity was to promote the digital literacy and competency of children in a reception class, aged between four to five years. The chosen activity was based on taking pictures of items related to autumn, such as leaves, trees, acorns etc. using a specific digital device, in this case, an ipad. Once the pictures were collected, the learners were required to upload them and save the pictures onto their hwb file using their name, with assistance from the practitioners. The children were then required to use their creativity by making a collage of their pictures on the PicCollage app, available on their ipad, on their personal hwb account. 
The Digital Competence Framework (DCF) is a curriculum within Wales, it entails “the set of skills, knowledge and attitudes that enable the confident, creative and critical use of technologies and systems.” The digital competency is one of three cross-curricular duties, together with literacy and numeracy.  The aim is to focus on creating digital abilities which can be used to a broad selection of topics and situations that are transferrable as well as enabling children to become self-assured with digital abilities together with cooperation and working together in numerical form, to be able to work digitally, as well as being self-assured in managing data and “computational thinking” (problem solving) (Gwegogleddcymru, 2021). 
In Successful Futures, Donaldson (2015) outlines the importance of learners enhancing their digital skills so that they are able to adapt to the ever-evolving digital world. He notes: “full participation in modern society and the workplace already demands increasingly high levels of digital competence and that process can only continue into a future that we cannot imagine” (Estyn, 2019, para. 2)
The ICT Steering Group’s report to the Welsh Government in 2013 summarised a visualisation that Wales ought to develop an “Agile-Digital Nation, renowned for producing talented technology innovators, leading software engineers, successful entrepreneurs and other related roles capable of becoming world leaders and contributing to the success of a thriving digital industry in Wales”. It disputes  that establishing computing within the  national curriculum would help to generate “economic and social advantages” for all the youngsters educated around Wales as well as allow Wales to grow to be a humankind director in “computing and digital skills”.
The framework has four different strands, these are: citizenship, interacting and collaborating, producing and data and computational thinking. These are designed to cover all aspects of IT and cover the education system from foundation to university levels. Under the citizenship strand, children in reception are expected to be able to “add their name to digital work”, this is part of the “digital rights, licensing and ownership” element (Welsh Government, 2021, p.2). This is reflected in the activity as the children were asked to save their collage using their names onto their hwb files. In terms of the interacting and collaborating strand and under the storing and sharing element, children are expected to save their work by clicking on an icon and know that saved work can be retrieved. In the activity, children were asked to save their work on their hwb files by clicking the ‘save’ icon. Under the creative element of the producing strand, children are expected to produce multimedia elements; exploring and utilising different images, texts sounds and animations. As part of the activity, children were required to use a collection of their photos to create a collage and were encouraged by practitioners to use their creativity by using various formats when designing their collage. The data and computational strand of the digital competency framework involves the element of problem solving, such as following instructions to control devices. In the activity, the children were given sequenced instructions to follow which included: instructions on how to take pictures on their ipads, upload the pictures on the computer, save their work and using the PicCollage app. 
Whilst some of the elements of the above-mentioned strands were considered, there are other elements within the digital competency framework that were not met. In future practice, the activity can be adapted to consider these elements. For example, under the interacting and collaborating aspect of the digital framework, to help children grow into self-sufficient learners, the activity could have been extended so that before the children went out to take pictures on the ipads, they could have been educated on the different types of online communication, then once they were aware of this, the children could have carried out the activity and learnt how to send their collage as an email to their personal hwb accounts, with support from the practitioners.  Furthermore, the activity could have also taken place over a longer period of time, spending a whole term on the topic would have enabled practitioners to meet more of the relevant strands within the digital competence framework. 
When evaluating the advantages and disadvantages of the activity, current research outlines the many benefits of using ipads. For example, Cox (2021) states that using ipads can enhance children’s learning as it has several studying tools such as reading online books, searching with web for research and other educational apps that promote subject specified learning e.g Maths, Science, and English etc. Cox (2021), further notes that using a digital device such as an ipad, can help to maintain a child’s attention and keep them focused. Moreover, ipads can be used to adapt to the distinct learning needs of the learner. For example, a child with dyslexia may find it beneficial to use voice commands or speech to text applications to help them with writing.  However, the activity itself could be considered overwhelming for those with learning difficulties such as autism. Such individuals may have trouble with engaging with the multi component element of creating the collage. It could also be challenging for them to use digital devices due to the multi-sensory elements involved e.g brightness of the ipads. Thus, when considering adapting the activity to meet the needs of learners with learning difficulties, it could be designed so that learners are grouped in ability groups and provided with simple instructions, such as taking pictures on their ipads and later printing them to create a paper collage. 
From a theoretical standpoint, the activity reflects hands on or experiential learning since the children were required to take a trip to their local nature reserve and take pictures of items related to autumn. Kolb (1984, p.28) stated that children are educated best by doing as well as  that “learning is the method whereby experience is generated through the transformation of knowledge.” Kolb’s cyclical model of learning outlines framework that links all elements involved in the learning process. His theory explains that a through a concrete experience, in this case being in the nature reserve, taking pictures and creating a collage, would lead to a child, reflecting, evaluating, and reconstructing their experience to attain meaning while taking previously attained knowledge into account. However, Gardner (2011) Argues that the theorist John Dewey is one of the largest learning theories within education. John Dewey (1975) was powerful in numerous areas and received a lot of thoughts regarding learning improvements. His theory was a gathering of viewpoints, on philosophies and fundamentally independent suggestions upon teaching have been merged in the John Dewey theory. His approach to education was revolutionary for his time and demonstrates to be essentially essential for modern-day teaching still today. 
According to the John Dewey (1975) The theory “learning by doing” was what he believed children learned best by following this theory. He believed through a hands-on approach was the best way for children to thrive. As an end result, the outlook and viewpoints of John Dewey remain positioned withing the learning outlook of pragmatism. John Dewey was convinced that children who are learning must experience realism as it is before having a full understanding of it. John Dewey’s educational point of view was that children must adjust to their environments to understand what is going on and learn from it.
The John Dewey (1975) Enlightening Theory deems that the “greater thinker” got the similar concepts about teachers/practitioners. His point of view on the ideal teaching space got a lot of parallels with democratic principles. Dewey speculates that it is not just the children who discovers, but rather the involvement of children and teachers together that produces additional importance together. Within the activity the children followed John Dewey’s theory on “Learning by doing” learning from their experiences, they followed this by having the opportunity to use the ipads to further their knowledge. Within the activity the children are learning from watching others perform the same Activity as well as the teachers showing the how to use the devices, the children also followed the theory by following simple instructions from the teacher to carry out the activity to follow the relevant strand within the digital competence framework.
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