
Through the last two decades, digital equipment has advanced to be transportable, attractive, without problems, accessible and interactive. Virtual and social media have evidence-primarily based benefits, which include early learning, and multiplied possibilities for social development and support. However unsupervised use of private virtual gadgets will have poor outcomes for the physical and intellectual health of children during formative years.
The substantial use of transportable virtual gadgets has been linked with an increase in of health and mental health problems for children. Research indicates an affiliation among those trends, which additionally can be taken into consideration from a public health perspective, (Brian T. Maurer, 2020).
Whilst the popularity and almost necessity of being able to use digital equipment is clear there are occasions where the digital era has not been seen to be beneficial. 
With ongoing figures from The Princes Trust indicating that 31% of educators consider the advancement of soft abilities more significant than accomplishing passing marks.
The research found that 63% of educators believe technology has frustrated the interpersonal abilities such as listening skills and manners of children the most.
Thereafter, 58% of the educators feel innovation in the class has dissuaded the emotional skills of the children, the capacity to comprehend and manage their own feelings. Communication is the third skill which educators consider having been fundamentally influenced by media and digital devices in class at 41%.							     However, just 7% of educators accept technology has caused a decrease in the investigating abilities of children. There is only just above by 1%, just 8% of educators think a student's soft skills has been hurt by the presence of technology in the classroom.				      
The World Health Organisation (2019) recommends that children under 5 years of age should have an hour or less of screen time a day, they advise this as that whilst a child is using a digital device for a number of hours through the day the amount of physical activity they are getting is limited, which could impact on the child’s physical and mental health. The American Academy of Paediatrics advice that children under the age of two should not have any screen time whatsoever because their bodies need to be active and physically developing.       According to Professor Phil Tomporowski (2007) of the University of Georgia, “exercise has a more long-lasting effect on brains that are still developing”, Which implies that lack of physical activity could have a detrimental effect on the developing brain. It also can have an effect on the amount of quality sleep a child is getting on a nightly basis. Children that sleep near a digital device or use a digital device directly before bed whilst in bed get less hours of quality sleep each night. It is suggested that this is caused by high level of blue light which is given off through the device. This depletes melatonin which results in lack of sleep. According to Dr. Anis Reham (2012) there is a hormone released during sleep which helps create a healthy immune system and help cell repair which is impacted when children are not getting enough quality sleep.
The first years of a child’s life the brain develops at a rapid rate (Van der Heuvel, M. et al, 2019) and children learn through interacting with family members and carers, however with the use of digital devices such as a tablet they are getting less interaction with actual people which may affect the relationships they build as well as affecting their development. In a study conducted which included the use of an MRI scan of children’s brains aged three to five years of age, it was found that children that had more screen time than the recommended one hour a day had lower levels of white matter, which is the area linked to language and literacy, (Hutton, JS. Et al, 2020)
In a 2019 study conducted by Sheri Madigan for the JAMA journals found that children of two years old that had greater screen time than other two years olds had poorer communication and motor skills at the age of three and following on from that, children with a greater screen time at the age of three had scored lower on developmental test at the age of five. Sheri Madigan stated that “A lot of the positive stimulation that helps kids with their physical and cognitive development comes from interactions with caregivers. When they’re in front of their screens, these important parent-child interactions aren’t happening.”
Children often observe the people around them and then will imitate those people. This was shown in the famous experiment by Albert Bandura (1961) the Bobo Doll experiment. According to statisa (2018) 94% of adults in the United Kingdom own a mobile phone with one in five of them spending up to 40 hours a week online, (Ofcom, 2018). With these statistics it is no real surprise that children are becoming digital gadget savvy at a younger age as they are observing and imitating the behaviour of their models, (Bandura, 1961) from infancy.
Whilst there seems to be a number of disadvantages to the use of digital devices for children there is always two sides to a coin and therefore a number of advantages to their use also. Of the range of digital devices available and used by children the most popular with young children are the touch screen tablets (Livingstone et al, 2014). With an increase in the use of tablets within home and school settings, there is no real surprise than children are spending a lot of their time using these to play games and explore areas of the internet as well as for educational purposes. The use of tablets for children aged three to four has increased by 49% since 2015 (Ofcom, 2019). Within settings the practitioners are able to use educational games on the tablets as part of their learning whilst also following the framework set out by the Foundation Phase 2015.  Using tablets is also a way for children to be able to communicate with each other, either through games or by face time. Being able to communicate with their family and friends during the current covid-19 pandemic is a great way to advocate the use of these digital devices, especially as in these unprecedented times children will need to feel closer to the ones they love (NHS, 2020).
Friedrich Froebel (1782-1852) was a theorist who was a great advocate for the outdoors and for the benefit of learning through the outdoor environment and with firsthand experiences. His theory is greatly used to this date in many early years settings. Perhaps he would be against the idea of a child using a device to learn essential skills, however he may also have seen a use for the digital device in the developing world. Froebel believed that children needed to have first hand experiences within their learning to be able to completely understand how the world around them works. He emphasised that movement was part of children being children and that required the chance and encouragement for spontaneous play and exploration, (T, Bruce, 2012). He believed that children needed to feel, touch, explore and experiment to fully understand their environment. Are children getting that same level of experience if for example they are exploring gardens through a screen? Or looking at flowers in an interactive app rather than being able to physically touch, hold or smell the flowers first hand.
Being able to access and use digital devices such as laptops and tablets has been of great benefit to children during the covid-19 pandemic. Having to learn remotely and using blended learning has meant that children have had to attend online school classes and complete school work on their devices and then submit online to their teachers (Welsh Gov, 2020). Unfortunately, not all families and children are able to afford these devices, however the Department of Education has provided 1.3million laptops and tablets to disadvantaged children to support them with their learning and to bridge the gap between advantaged and disadvantaged children where access to education is concerned, With Wales “leading the way” in providing children with these devices and access to the internet, (Welsh Gov, 2020).
Professor Graham Donaldson (2015) states that “Children and young people need to learn how to be more than consumers of technology and to develop the knowledge and skills required to use that technology creatively as learners and future members of a technologically competent workforce”. His report extends on from the Foundation Phase Framework where it is explained that “ICT should be holistic and integral across the curriculum” and that “children should be given opportunities to develop their skills using a wide range of equipment and software”. When we delve further into the contents of each of the seven areas of learning within the framework what we will see is that in each area the pedagogy requires that children are to be able to use a range of resources including ICT. This along with what Donaldson (2015) has said makes it clear that the use of ICT in the development of learning is important and necessary for the future of children as we are heading into a predominantly technological age.
In 2016 the Welsh Government created a document called the Digital Competence Framework which is document that has been created following a recommendation within the review of Professor Graham Donaldson’s report, Successful Futures: Independent Review of Curriculum and Assessment Arrangements in Wales (2015). This is a document that sets out as it was recognised that digital competency is as important a skill for children to have as literacy and numeracy (DCF, 2016). It provides schools and settings with information on how to include digital knowledge in a cross curricular way rather than just as an ICT lesson. It is something that schools and settings can also get support to use through their local authority.
Practitioners and teacher can use the digital competence framework to unite the abilities that will assist children with flourishing the digital world, for instance how to remain safe on the web and furthermore understanding the significance of adjusting game and screen time with different pieces of their lives.			                                                                         The DCF has been created to supplement the current curriculum, including the Foundation Phase, guaranteeing that children build up the fundamental abilities that will be based on as they progress through their education.
Lev Vygotsky (1943) believed that children learn best through social interactions with members of their community, also known as “More Knowledgeable Other” meaning a mentor, for example family member or teacher that has more knowledge than the child, that will teach the child. With the digital world evolving could it be that these devices are the MKO (More Knowledgeable Other). Electronic devices have additionally been used in settings to encourage and manage learners through the interaction. The way to MKOs is that they should have or be programmed with more information about the theme being learned than the student does. Which a digital device would have. Therefore, we might be looking at new forms of using Vygotskys theory in the digital world.
In a study from the Royal College of Paediatrics and Child Health, they found that the evidence to suggest that screen time having a negative effect on children was so small that they found no reason to recommend a specific amount of limitation of screen time for children. However, digital devices should not be used to replace physical activities or social interaction.
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       Let’s Talk Digital Media!                                                                                           Introduction
The following information has taken information from various sources and combined into a handy, easy to use leaflet for parents, guardians and practitioners on the dangers and benefits of the internet for children. This leaflet also provides hints and tips on how to ensure you childs’ safety whilst using the internet. There are website addresses provided where you can visit and read further information. Let’s help each other in ensuring safeguarding for our children.

What can you do as a parent or practitioner to protect your child?

There are a number of ways as guardians that we can protect our children online. Things such as using parental controls. These can be used on specific apps, on your broadband and can also be bought for your device, (thinkyouknow.co.uk, nodate). Please bear in mind that even with parental controls you should still monitor and supervise your child whilst online.
Downloading age appropriate games and apps. The NSPCC have a webpage called net-aware that provides support and ideas for parents on the best apps and games as well as how to stay safe on social media. (NSPCC,2020).
Discuss internet safety with your children, explain that should always ask an adult before downloading a new app and to never give out personal information or pictures online. Have this chat in a child friendly way without frightening your child, (internetmatters.org).
Safeguarding and what it means?

Safeguarding means to protect children from any harm and promoting their welfare. (NSPCC, 2020).
Unfortunately, there are many things that as parents and practitioners we need to protect our children from on the internet, such as 
· cyberbullying (bullying using digital technology)
· invasion of privacy
· identity theft
· your child seeing offensive images and messages
· the presence of strangers who may be there to ‘groom’ other members
The UK Council for Child Internet Safety (UKCISS) has designed a guide for parents on the use of social media. The guidance has practical advice on internet safety and how to use privacy through platforms on your digital devices. Also provides advice on apps parents and settings can download to ensure full parental control and privacy.
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Statistics released by Ofcom show that over 50% of children aged 3-4 go online for nearly 8 hours a week, and 1 in 5 children aged 3-4 have their own tablet. (Ofcom, 2020).



                                                                                      The online dangers.
Unfortunately abuse can happen anywhere at any time, including online. This means that any digital device that connects to the internet means there is a risk of online abuse ( Welsh Government, 2018). It can happen in any of the following:
1. social networks
2. text messages and messaging apps
3. email and private messaging
4. online chats
5. comments on live streaming sites
6. voice chat in games
Who is responsible for protecting children online?
· The Government - Through providing guidance and action plans such as “Safer Internet Day”. Also created an agreement with the main internet service providers (ISPs) to provide the option of  family-friendly network-level filtering service.
· Schools and settings – Follow your e-safety policies and procedures and the Prevent dutys’s statutory guidance (2019). Follow the legislation and guidance set out by the Welsh Government. For further information please head to https://www.gov.uk/government/publications/prevent-duty-guidance 
· Parents – NSPCC (2019) suggest that for parents to be ab le to support their children in being safe online they must talk to them about online dangers. Understand the risk. Talk to your child and stay involved in their online activity. Find more support and information at www.nspcc.org.uk/onlinesafety 



                                                                                                      







 aged 5-5 go online via any type of device. (67% of 5-7s, 9% of 8-s and 98% of 2-5s). 
Teach your child to be SMART
Safe – Do not give out personal information online.
Meeting- Do not meet up with anyone that you have met           online. 
Accepting- Do not accept emails, text messages or pictured from people online that you do not know. It could be a virus or explicit images.
Reliable- Not all information you see online is true and not everyone is who they say they are.
Tell- Tell a trusted adult if something makes you worried or uncomfortable.
Children and young teens utilization of social media is advancing. The most recent discoveries from Ofcom uncover that three quarters (74%) of 12 to 15 year olds have a profile on a social media stage. The extent of five to seven year olds that have a profile is at present 3%, ascending to just about a quarter (23%) for eight to 11 year olds. (Ofcom, 2019).
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What are the mental and physical health risks?
Teens and pre teens who spend 10 or more hours a week on social media are 56% more likely to be unhappy than those who spent less time online. Heavy users of social media apps increase their risk of depression by 27%. (Childmind, 2017).
Reports by the Royal Society for Public Health (2017) suggests social media apps Snapchat, Twitter, Facebook and Instagram increase feelings of anxiety and that girls are twice as likely to suffer being cyberbullied than boys.

In a report by the National Sleep Foundation (2004) they found that between 50% and 90% of school children do not get the full amount of sleep that they need. It was found that screen time was associated with the lack of sleep through delayed bedtime and less actual sleep time.

Children that have healthy and consistent sleep patterns have a lower risk of obesity and better mental health and well being (Arora.T et al. 2013)

What social media outlets do children use?
· Youtube
· Snapchat
· Facebook
· Instagram
· Tiktok
· Twitter
· House party
· Yolo
· Flickr
· Instant messaging
· Live gaming
· Tumnlr
· Chatrooms
· Face time
Often there are new forms of social media created. With social media access and usage on the rise it is important that parents keep up to date on new social media trends and how to access them. (Ofcom, 2018).
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                      Check out these videos on Youtube for more information:
https://www.youtube.com/watch?v=bLZ9fDoBdxY
https://www.youtube.com/watch?v=6GqKU_0Ig7s 

For additional help and support please visit the following site:
www.nspcc.org.uk/keeping-children-safe/online-safety/parental-controls/ 
www.net-aware.org.uk 
www.internetmatters.org/resources/ukcis-social-media-guide-for-parents-and-carers/ 
https://www.safesearchkids.com 
https://www.gov.uk/government/groups/uk-council-for-child-internet-safety-ukccis 
https://parentzone.org.uk 















	Cynllun Gweithgaredd Sgiliau Llythrennedd Digidol
Activity Plan for Digital Literacy Skills

	Nifer o blant:

Number of children: 8

	Oed y plant:

Age of children: 7 years old
	Nifer o oedolion:

Number of adults: 2

	Lleoliad:

Location: classroom

	Amser paratoi:

Preparation time: up to a hour
	Amser gweithgaredd:

Activity time: as long as it takes.

	Adnoddau:


Resources: a classroom, observation sheets and ipads for filming activity, 4 beebots, 4 ipads, 4 tables, 4 floor mats, blocks, stickle bricks, coloured pens, card, playdough and any other resources the children choose to add.




	Cysylltiadau â deilliannau llythrenned/cymhwysedd digidol:

Links to digital literacy/competence outcomes: ICT should be holistic and integral across the curriculum. Children’s ICT skills, knowledge and understanding should be developed through a range of experiences that involve them finding and developing information and ideas and creating and presenting information and ideas. (Foundation Phase Framework, 2015).



	Manylion y weithgaredd:
Details of the activity:

The children will be asked as a group to watch as the practitioners show them how to add videos from the ipad into the folder created on each ipad marked “beebot maze”and then the children will get a chance to show the practitioners that they have understood and can do it themselves. The practitioner will then show the children the resources and explain the activity to the children.
The children will be placed into pairs and given a ipad and beebot per pair. The children will then use the resources and add any additional resources of their choice to create a beebot maze. This can be done on a table covered in paper and the maze drawn on, or they can create a maze on the floor mat with wooden blocks or in any other way they wish. 
They can also dress their beebots up to match the maze they have created.
They can have up to an hour to create their unique maze and can ask for assistance from the practitioners at any time. The practitioners should take a step back and only assist when asked as it is a child led activity.
Once the children have completed their mazes they will be joined by another pair and the second pair will be the ones to test the maze. They will need to work out how many times the beebot needs to go forward and left and right and work their way through the maze. They will continue until they have got to the end of the maze and can give feedback to the creators of the maze.
The pair that have created the maze will then get to film the others working their maze out. Once they have finished they will then save the video onto the ipad and upload onto the correct “beebot maze” folder on the ipad that the practitioner will have created on the ipad in advance.


Group A will work out the maze group B has created and vice versa and Group c will work out Group Ds maze and vice versa. Within each group one member will film and save and the second will upload onto the folder.
The practitioner should be observing this entire time and to remember there is not a time limit on this activity as to not put pressure on the children to hurry up and work out the mazes. They should be given the time they need to work it out in their time. Practitioners are asked to use setting ipads that are secure and are stored in the setting secure place.











Critical evaluation.

Cassie Hague and Sarah Payton (2010) state ‘to be digitally literate is to have access to a broad range of practices and cultural resources that you are able to apply to digital tools. It is the ability to make and share meaning in different modes and formats; to create, collaborate and communicate effectively and to understand how and when digital technologies can best be used to support these processes.’ 

The Beebot maze activity plan was created in line with the Foundation Phase Framework  (2015) in that it provides the children with the opportunity to further expand on their skill, knowledge and understanding with a variety of resources and IT.
The maze activity is good for the children in that it encourages the children to be creative and to work as a team. Though they are given the bare bones of the activity it is up to the children to work together and create what they want. This gives them the opportunity to make their own choices and develop their skills at their own pace whilst giving the confidence and self esteem to believe in themselves as independent learners (Maria Montessori, 1912).

Studies of literature have demonstrated using digital technologies with children can be useful and beneficial to their learning and can give children the opportunity to learn and develop skills in an environment that is engaging as well as interactive. 
The use of technologies such as computers and tablets can be stimulating for children and motivate them in their learning whilst also improving digital literacy skill (Roschelle et al, 2000).
The use of the tablet within this activity is doing exactly that as the children are not only engaging with the beebot and the tablet they are also engaging with each other within the smaller groups of two and then in the larger groups of four.
With the activity being set to have the children working in pair and then in groups is a benefit to all of the children as through group participation the children are able to learn from each other. They will learn to communicate and combine their thoughts through working together as a pair. This activity requires that the children work together and listen to each others ideas and points of view which gives the benefit of difference of opinion and perception of the activity and can also widen their understanding of the activity.
Working in this group activity develops the childrens language and thinking skills as they need to be able to communicate with each other. (Roschelle et al. 2010). Working in pairs also helps children to develop their skills of social and personal development as is one of the seven areas of learning within the Foundation Phase Framework 2015. 
This activity works well for children that may be shy as they are working in pairs and smaller groups they do get the chance to speak and express their ideas, whereas working in a bigger group or as a classroom maybe intimidating to them and cause them to be less likely to speak up which could have a negative effect on their social development. (Halsey, 2010).
The activity being child led (Donaldson, 2015) provides the children with the opportunity of not only working on their own development skills, it also gives them the opportunity to evaluate the work they have done. The activity asks that the children discuss the maze they created in the group of four after both sets of twos have attempted the maze. Through this the children are able to give feedback on each pairs maze both negative and positive. This then gives the children the chance to look back at their work and see where they could have improved and acknowledge where the activity worked well.
This coincides with Piaget (1952) he believed that children needed to build on experience and be able to look back at what they had done to be able to move forward and in doing so would lead to long term positive cognitive development changes. Piagets theory can be seen in this activity as his cognitive processes such as observation is clear in that the children in the activity are not only observing the children completeing their maze they are also observing themselves. This activity is not about the end result of the maze and whether or not it is completed it is aimed at the process the children will go through and cognitive development and learning along the way as is what Piaget believed was most important which is to teach learners certain concepts or theories.

At the point when children are able to comment on their work, it gives them the chance to asses, look at, modify, and take part in additional estimate to what was expected. Moxley et al. 1990 suggested there are evident limitations to exclusively utilizing teacher assessments and remarks as it makes a cycle that children have a go at a task and then at that point trust that the teacher will react and that the child must then wait for discourses or remarks, for example, "great job" doesn't permit the child to extend their inclusion. Children need proper input promptly with the goal for it to be the best. With children assessing their work it permits them to construct self-assessment abilities and allows them to think about how to improve or move forward within the activity, hence serving to inspire them to invest more energy into their work and eventually helps them in engage with their learning.

Collaborating in this activity links to the Digital Competence Framework 2018 as it flows through the Interacting and Collaborating strand ‘Collaboration, in all forms, is an important aspect of the curriculum and electronic collaboration is vital. Learners will explore a range of collaboration methods and as they progress, they will develop the skills to successfully work together in different contexts and situations as and where appropriate’.
Part of the  activity asks that the children upload the filmed activity into a pre existing file on the tablet which again follows within the strand of interacting and collaborating as the children are learning about storing information onto the device with the purpose of storing the file being that it is used as evidence of their work which as they progress during education will be something that they do regularly.
Through using both Beebot and tablet in this activity the children are using a number of skill and developing them further. The Beebot is not only being used as a form of entertainment for the children but also covers skills such as mathematics and memory as the children need to estimate the distance and amount of times they will need to press the buttons on the Beebo to get it through the maze, they will also need to remember the sequence they have done up until a point in the chance that the next sequence is incorrect.
This activity is cross curricular as it incorporates social development through the need to communicate and work together, mathematics in working out distanced and sequence, creative as they need to create their maze as well as physical development in the creating of the maze.

This activity can be adapted in that if a practitioner would like to do something similar on a smaller scale there is a Beebot app that can be downloaded on tablets, this would be beneficial to younger children or children of different levels of ability and development. (Messer, 2018).
Tablets are child friendly in that they are touch screen meaning that children they may have difficulty in writing can use one. They are attractive to use for children as they have big bright screens and often children use them at home meaning they will have knowledge of how to use a tablet which will also give them confidence in using one at school to develop their learning. The tablet provides easy interaction and access to a engaging learning. The cognitive ability needed to use this technology is lower than for traditional digital technology and even young children with disabilities can learn how to use this tool quite quickly (Chmiliar, 2013).
Making this activity inclusive and adaptable for most abilities.
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