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The rapid increase in technology has led to the need for children to further their learning in reading and exploring through a digital environment (Bitmman et al. 2011 as cited in Garvis and Lemon, 2015). Therefore, children introduced to technology at an early age are becoming competent users of digital devices (Alexander, 2010 as cited in Burnett, 2016 and Garvis and Lemon, 2015). However, Alper (2011) as cited in Kay and Zomer (2016) report that there are concerns over the impact technology may have on children’s development such as the negative effect on their social development (Wood et al. 2008 as cited in B et al. 2017). On the other hand, Palaiologou (2016) believes that there is now less attention to how technology may have a negative impact towards children’s learning and an increased focus on how it can be used effectively to promote children’s learning. 

The Dublin City University believe that technology is leading to problems in fine and gross motor skills since they are spending more time using digital devices as opposed to engaging in physical activities (RTE, 2017). Touch screens can introduce cause and effect and improve fine motor skills since the child will be required to use their finger to press the screen to cause an interaction (Pacer Center, 2014). This links with findings from parents reported in Bita (2013) where it is revealed that the use of a touchscreen device had a positive impact on the age they could stack blocks which shows that it can improve a child’s fine motor skills. Fleer (2014) as cited in McGlynn-Stewart et al. 2017 report that the use of Ipad’s are increasing in school settings and 80% of children now have access to a tablet in the home (Ofcom, 2015). Touch screen devices are easy to use and give children the opportunity to interact with games and applications (Marsh et al. 2015 as cited in Burnett 2016 and Geist, 2012). According to the Welsh Government (2015) children should be given this type of access to new learning opportunities and should encounter a range of media.

E books can be downloaded on digital devices such as iPads and they provide scaffolding since they give children feedback on the meanings of words and therefore act as the more knowledgeable other. Scaffolding was introduced by Vygotsky (1978) and requires a more knowledgeable other to support the child in tasks they would find difficult on their own. This supports Korat and Shamir (2009) as cited in Kelly et al. 2015 view that digital technology can aid children’s learning. In addition, Garvis and Lemon (2015) believe that children’s use of iPads can be a playful way of learning. Kim et al 2009 as cited in Kuen Lai et al. 2018 agree as learning through gaming motivates children because it allows them to experience the digital world whilst improving their skills through activities that set goals and rules. Educational apps such as Scratchjr can enhance children’s learning since it requires children to stack blocks in different ways which send signals to the character on the screen to move which is known as coding (Scratchjr, no date and Garvis and Lemon, 2015). Problem solving and communication is key within this game and therefore meets the Digital Competency Framework that digital technology should allow children to problem solve and work together (Welsh Government, 2016). Applications such as Peppa Pig’s Party time allowed a child to observe actions and then imitate this through his own play. For example, the child learnt how to cook by bringing the stirring of the ingredients from the game into the play kitchen (Garvis and Lemon 2015). However, Reid et al. 2016 report that educational apps may not be educational since they display low, poor educational skills and educational specialists are usually not involved in the design of the app. In addition, Healy (2004) as cited in Kay and Zomer (2016) believe children interacting with iPads will have a negative impact to their social development since they will be interacting more with the device as opposed to their peers (Turkle, 2011 as cited in Kardefelt-Winther, 2017). However, findings of Roberts-Holmes (2014) as cited in Kay and Zomer (2016) disagree since it was found that sustained shared thinking occurs more around digital devices than compared to activities that involve pen and pencil. This supports research found by McCarrick and Li (2007) as cited in Kay and Zomer (2016) where social interactions were increased when using a computer. McGlynn-Stewart et al. 2017 also reveal how the use of an iPad increased a child’s interactions with peers. The child spoke limited English but was able to communicate to his peers by demonstrating his work and instructing them when they needed help. 

Parents and children must be careful when downloading applications on devices such as iPads since The Times (no date) cited in The Christian Institute (2018) found that some games on the digital marketed are falsely advertised since the game content is not reflecting the age rating. For example, there are games where a child can command a character to strike another character. The Canadian Paediatric Society (2003) suggest that games that contain violence should be avoided since it lead to negative effects towards a child’s development. Conway (no date) as cited in Turner (2018) believe that this is because children may imitate the behaviour from video games and links to social learning theory highlighted in Bensley and Van Eenwyk (2001) who reveal that aggressive behaviour is learnt through observing and then imitating the behaviour. Therefore, characters in games may be role modelling this behaviour. However, researchers at The University of York found that violent games had no impact on behaviour (University of York, 2018). Kelly et al (2015) believe that online gaming such as virtual worlds offer children the same experiences as a playground since it gives children the opportunities to be creative, interact with one and another and engage in pretend play. However, Williams (2015) reveals that children who use digital devices and online gaming could be exposed to a risk of cyber bullying and this can lead to depression if it is undealt with (Hamm et al. 2015 and Vaillancourt et al. 2017). However, Kardefelt-Winther (2017) believe that the increase in social interactions when interacting online leads to a smaller chance of children experiencing depression since the friendship gained allows them to receive support. On the other hand, the case of Breck Bednar displays the need for e-safety since children can easily be manipulated into thinking they are talking to a person that has similar interests as them, or are at similar ages without knowing the dangers they are facing (Leicestershire Police 2018).
An advantage of the use of digital technology can be seen in Flores and Collegaues (2012) as cited in McGlynn-Stewart et al. 2017 and McGlynn-Steward et al. 2017 as it was found that the use of iPads allows children with Autism to communicate. For example, Picture Exchange Communication System applications such as ProLoquo2go can be installed to help children communicate by using pictures and words to create sentences which will be read aloud (Rossi and Whitcomb 2013). Soomro and Soomro (2018) believes this can reduce aggression, improve social interactions and give children a voice complying with article 12 of The United Nations Convention on the Rights of the Child (Unicef.org, no date). However, McGlynn-Stewart et al. 2017 addresses concerns whether the use of an iPad will create stigma if one child is using it whilst the class are not. The introduction of technology giving children a voice can be seen in Trinity Fields School where children with physical impairments can use technology through gestures and eye movement to express their needs (Estyn, no date). This has enabled practices such as Ty Gwyn to become inclusive where children in the school council can express their ideas through digital technology (Estyn, no date). Therefore, Burnett (2016) believe advances in technology have enabled settings to become more inclusive.

The use of technology is limited in German preschools as they show a negative perception to digital use with young children as they believe it has no positive impact on their development and instead leads to weight gain (Spitzer, 2009 as cited in Garvis and Lemon, 2015). Findings from the Organisation for Economic Co-operation and Development (2015) as cited in Manzoor (2016) support this as they found that countries who regularly use technology display no improved developments in reading, maths and science. However, Chambers (no date) as cited in Manzoor (2016) who believes that Steiner Schools could be restricting children’s opportunities to participate in a world than heavily involves technology. Donaldson (2015) and Garvis and Lemon (2015) agrees as digital competency is needed in today’s society for communication, employment and to problem solve.

According to the Welsh Government (2015) children in the foundation phase curriculum should have access to interactive resources. Guru et al.2013 reveals that children can now interact whilst watching television. Kirkorian (no date) as cited in Roxby (2013) found that children learn words faster when watching interactive television as they are more engaged due to being able to interact with the screen. This supports home observations conducted by Wells (1985) cited in Close (2004) who found that children as young as 18 months were able to imitate noises and communicate verbally to characters on a screen. This also supports Naigles and Mayeux (2001) and Zill (2001) as cited in Close (2004) research who found that children who watch ‘Sesame Street’ showed a greater level of language and imagination when telling stories when compared to children who did not watch television. However, the role of the adult will play a key role in supporting children’s verbal learning as Reid et al 2016 suggests that they should observe the child when watching TV and intervene if a child mispronounces words to help scaffold their language development. The positive effects can be seen in the Longitudinal study seen in Reid et al. 2016 where parents who followed this observation and scaffolding found benefits in their child’s language development compared to parents who did not intervene. Guru et al. 2013 believes such television programmes provide children with knowledge of the world and the people around them. From the age of six months old, a child will notice skin differences and by the age of two as they will ask questions to why they might look different to another person. However, interacting with television can result in poor sleep since Reid et al. 2016 found that children aged 6-12 months had less sleep when exposed to the media in the evening and a poor sleep can lead to a child to underperform in school (Fuller et al. 2017). A concern of children interacting with television is that The Canadian Paediatric Society (2003) and Guru et al. 2013 believe it reduces children’s time spent outdoors participating in physical activity which Reid et al. 2016 believes could increase children’s body mass index. In addition, media displayed on television can influence the weight of a child since Olsen (2015) believes that unrealistic body types that are displayed throughout media can impact a child as young as five since they have shown a dislike towards the way their bodies look. This links with the findings of Dohnt and Tiggerman (2006) who found that girls at the age of six displayed a desire to become thinner.
Johnson and Christie (2009) as cited in Geist (2012) and Blackwell (2013) as cited in Kay and Zomer (2016) conclude that technology can be a useful tool to aid children’s learning since it allows children to share knowledge, interact and extend their learning (Burnett, 2016). The use of digital devices creates a risk that children can view inappropriate content, however, Geist (2016) believes that with effective use this can be reduced if the technology is suited to their age and development. In addition, Kautianen et al (2005) as cited in Kardefelt-Winther (2017) concern over the link between obesity and technology can be reduced by Nutbrown (2011) findings from parents which revealed that their children lead a balance life between their time spent on digital technology and the outdoors.




Part 2

Age of Children: 5-6
Number of Children: 6
Number of Adults: 2
Location: Woodlands
Activity duration: 1 hour and 30 minutes

Resources: 6 iPads, x8 Water bottles, x1 First aid kit, x8 pencils, x10 sheets of white paper, x1 Pack of hand wipes, x1 Pop up tent.

Aims of the activity: -
· To explore the woodlands and choose a specific area of interest to conserve.
· To improve digital competency from the use of an iPad.
· To collect data for further research in the class room (Using the iPad to take photographs).
· To promote children’s understanding of the environment through exploration.

Links to outcomes: -
· Foundation Phase links – Well-being, Oracy, Mathematics, Personal and Social development.
· Education for Sustainable Development and Global Citizenship links – Protecting the Environment and choices and decisions.
· Digital Competence Framework – Data and Information Literacy, Communicating, Health and Well-being, Creating, Evaluating and improving.

Differentiation: -
· Using the tent as a ‘cool down’ area.
· Multi-sensory environment for children with autism and other Additional Learning Needs.

Danby et al. 2018 reveal that children are now using digital devices from a very early age and Ofcom (2017) as cited in Marsh et al. 2018 found that that 65% of children aged 3-4 now use a tablet. This has led to many teachers using a camera to assist school projects with children (Sahimi, 2012 and Garvis and Lemon, 2015). However, Garvis and Lemon (2015) believe that some Practioners avoid the use of digital devices since they are not aware of how it can be used to improve children’s literacy. In addition, Kelly et al. 2015 believes it may be avoided due to concerns of how it can improve children creativity and imagination. However, Burnett (2010) believes that children should encounter digital literacies that promote creativity and play. Vygotsky (2004) as cited in Marsh et al. 2018 believe play links to creativity since it enables children to discover new skills, ideas and knowledge. Kinnunen and Anna-Maija Puroila 2016 adds that a digital camera was central to children’s play since it encouraged them to work together and problem solve on how they can capture an image and therefore counters O’Connor (2017) as cited in Huber et al. 2018 claim that the technology reduces social engagement. This links with Digital Competence Framework that children in Year One should be able to work collaboratively with others on a piece of digital work (Welsh Government, 2016).
According to Heitin (2016) Digital Literacy is ‘the ability to use information and communication technologies to find, evaluate, create and communicate information…’. Furthermore, Nutbrown (2019) adds that literacy is no longer considered as writing on paper, instead, it’s shifting towards the use of digital devices such as using touch screens. One teacher in Johnston et al. 2018 argues that technology is an effective tool to aid children to explore and gain new information. Garvis and Lemon (2016) and Tarulli (1998) acknowledges the use of a digital camera as it not only improves their competence in using digital technology, but also encourages them to engage with others. Clark (2005) as cited in White (2015) adds that a camera gives children a voice and this is supported by Garvis and Lemon (2016) who reveal that a child who spoke limited English was able to communicate his interests through the use of a camera and allowed for interactions to occur since he was able to share his experiences with his peers and therefore complies with article 12 of The United Nations Convention on the Rights of the Child (Unicef.org no date). In addition, because he was listened to, he became motivated in learning English and his language begun to increase which led to improvements in reading and writing. This supports Tarulli (1998) view that photography develops children’s language development through the retelling of experiences. Similarly, the use of a camera allowed two pupils from different immigrant backgrounds to connect together by sharing emotions of the pictures they took. Moreover, it also links with the Reggio Emilia Approach which believes that children increase their learning when communicating through different ways such as photography (Malaguzzi, 1998 as cited in Cruickshank, 2010) and the Digital Competence Framework add that children should be able to recognise that photographs can be a method of communicating (Welsh Government, 2016).

Dunn and Sweeney (2018) reveal that children show pleasure when using an iPad and are capable of using its features such as the camera to use zoom control and the focus control which creates the quality of an image. However, White (2015) and Garvis and Lemon (2015) suggest that scaffolding may be needed in order to teach children how to zoom in and out, as well as to focus on the camera for a clear image. In addition, they suggest that Practioners need to be competent to do this as Hatzigianni and Kalaitzidis (2018) found that only 32% of teachers felt confident in using technology with children under the age of three, whilst Ertmer (2005) as cited in Jorgensen (2007) found that Practioners do not have enough knowledge around the use of technology and how to implement it in lessons. Donaldson (2015) as cited in Estyn (2018) believe that digital competence and literacy should be included in activities that promote learning and experience. Donohue (2014) agrees and states that effective use of technology is when it is incorporated with activities that allow for first-hand experiences and empowerment by giving the child control of their own learning. This can be implemented through the John Muir award where children are required to explore and capture areas of interest which develops their educational, social and personal learning (John Muir Trust, no date). Garvis and Lemon (2016) reveal that digital cameras give children the opportunity to share their ideas and experiences which is a requirement of the John Muir Award as individuals must create a story book or an e book when recording the findings of the experience (John Muir Trust, no date). This links with the mosaic approach which uses photography for the making of story books and drawings from their experience (Clark, 2007). In addition, this also links to the foundation phase as children should participate in activities that enable them to think about how they can protect the environment (Welsh Government, 2015). Johnston et al. 2018 would acknowledge this since it encourages children to find and research information and children searching for information is part of the digital competence framework (European Union, 2016). Donaldson (2015) supports this since he believes that children are being told what to write before given them any experience of what to write about. Therefore, photography can enable children to gain experience and collect new data which can encourage them to find more information that will contribute to their activity (Katz and Chard, 2001 as cited in Sahimi, 2012).  Such practical activities can complement work inside the classroom as children extended the activity through literacy and research and this led to improvements in academic achievements (John Muir Trust, no date).

This is supported by Garvis and Lemon (2016) where photographs gave children the opportunity to discuss why they captured a particular area through a range of modes such as writing, conversation and mind maps. This also links with Project NOAH where children are required to photograph plants and animals and then upload this data to the website. This links with the DCF Framework as they are sharing data through digital technology and children show excitement to the project since their work can contribute to a scientific study (European Union, 2016). Therefore Labbo et al. 2002 as cited in Baskwill and Harkins (2009) claim that photography plays an important role in developing children’s literacy. The benefits of the use of a camera to record experiences can also be seen in Gooch (2002) as cited in Baskwill and Harkins (2009) where preschool children showed improvements in writing stories, creative thinking and language when required to digitally record their time spent with the classroom teddy. The photographs not only created joy, but they also allowed the children to easily recall their experience. The use of photography can also lead to creativity and Digital competence since Marsh et al.2018 revealed that a child enjoyed presenting slideshows of the images he had taken which supports the claim that photography can motivate children to share narratives of their experiences (Kinnunen and Anna-Maija Puroila, 2016). This links with the DCF framework since children are using digital technology creatively and they are sharing their experiences (European, Union 2016). Similarly, Garvis and Lemon (2015) also believe images are useful in a child sharing their experiences as they found that children were able to share their experiences through stories they created on an iPad and DeMarie and Etheridge (2006) found that conversations were more detailed when photographs were involved. This supports the Welsh Assembly Government (2008) view that Information and Communications Technology should be used to allow children to find and present information. The sharing of experiences to promote literacy is also supported by parents seen in Baskwill and Harkins (2009) as they helped their children share their experiences by asking questions and this brought a positive attitude towards their child since the focus was more on their child’s enthusiasm as opposed to being concerned of how they sat and how quiet they were. However, the beliefs of older generation Practioners might affect the use of technology in settings since they may have a negative opinion towards it (Johnston et al. 2018). In addition, Downes et al. 2001 as cited in Jorgensen (2007) believe teachers may see technology as not important to children’s learning which adds to Marsh et al. 2017 view that education programmes will play an important role in shaping the views of teachers so that they are able to use ICT effectively. 

 According to Reggio Children (2001) as cited in DeMarie and Ethridge (2006) children’s learning is developed by recording their experiences. According to Donaldson (2015) this is because children are able to reflect and identify areas of learning which may need developing. This is supported by Garvis and Lemon (2016) as they believe the ability to revisit photographs taken or videos allows children to further reflect on their experiences which can lead to further information gained and this links with the DCF Framework since children are evaluating their data (European Union, 2016). Pyyry, 2013 as cited in Kinnunen and Anna-Maija Puroila 2016) reveal that photographs in the outdoors enabled children to not only discuss what they saw, but also remind them of what they could hear and smell during the experience which shows that it is not only a visual experience but also a multi-sensory experience. 

McGlynn-Stewart et al 2017 conclude that the use of iPads motivates children to share their creations and findings. Baskwill and Harkins (2009) add that photography is regularly used by children and therefore they see themselves as competent participants as opposed to a participant of little expertise or an empty vessel. Reggio educators also add that children want to explore the world and are capable of going above their potential (Learning Teaching Scotland, 2006). Donaldson (2015) believes that children want more engaging activities that will take place outside the classroom and therefore, McManis and Gennewig (2012) as cited in Kay (2016) believe Practioners should carefully plan how they can use technology in order to aid children’s social development, creativity and play. McGlynn-Stewart et al 2017 agrees and emphasises the need for teachers to be aware of the importance of Digital Technology and how it can be implemented across the curriculum. For example, children’s confidence is promoted through the use of a camera as they are given control of what they want to share and this allows them to learn more and can lead to an increase in their digital competence (Garvis and Lemon, 2016, Eastman Kodak, 1991 as cited in Tarulli, 1998 and Geist, 2012). U.S. Department of Education, 1987 as cited in Tarulli, 1998 agree as they believe this is because children will be more engaged and therefore are more likely to remember details of their experience.
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Safeguarding Children from Inappropriate Content and Cyberbullying.
Cyberbullying
According to the National Children’s Bureau (2016) and Reid et al. 2016 cyberbullying is bullying that occurs through the use of a digital device such as a mobile phone, computer and gaming console. Social media engagement is increasing and the research conducted by the BBC found that ¾ of children aged 10-12 use at least one social media platform. (Internet Matters Team, 2018).

 The National Children’s Bureau (2016) believe cyberbullying can have a negative impact to a child’s well-being if it goes untreated and this could lead to further bullying in environments such as school (Reid et al. 2016). Therefore, parents should encourage children to reveal any incident of cyberbullying



According to Graafland (2018), today, children use the internet more than adults and are less aware of the risks and this has led to an increased awareness of how to keep children safe (Garvis and Lemon, 2016). Research from Ofcom (2015) found that 1/8 parents of children aged 12-15 believed that they were not competent enough in managing the risks of the internet and therefore, this leaflet is aimed to educate parents on how they can safeguard their children whilst supporting their internet use as Reid et al. 2016 suggests that parents should educate their children at an early age regarding the dangers of the internet and how they can be managed.



[image: ]· PopJam – Children can create their own page using images and tools. Safety features: Content is monitored and messages can only be sent by friends (Internet Matters Team, 2018).
· For more alternative networks visit https://www.internetmatters.org/hub/news-blogs/social-media-networks-made-for-kids/#kidzworld
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Inappropriate Content and the Internet

According to Grey (2011) as cited in Garvis and Lemon (2016) children are unware of the dangers that exist through using the internet and children are less concerned about who they interact with online (Wood et al. 2016 as cited in Graafland 2018).

So, what are the dangers?
	
· Pop-up advertisments may appear on some websites and these may contain content such as pornographic images (Graafland, 2018).
· Unreliable websites - Anyone can upload information to the internet and therefore, the information may not be reliable so children will be accessing information that they do not know is fact or fiction (Graafland, 2018). Therefore, parents must educate their children of how to use the internet safely so that they can evaluate the information they find 


and be aware of how they can support their child if he/she informs them that they have been bullied online (National Children’s Bureau, 2016).

How can you support your child?

Support is provided from the Department for Education cited in National Children’s Bureau (2016) which advises that parents must: -
· Be aware of websites the child visits and what the reporting procedures are. NSPCC also provide charts of the safety risks of networking sites (NSPCC, no date).
· Identify the signs of cyber bullying. For example, negative emotion when using a digital device, not socialising and a sudden attitude of not wanting to attend school.
· Educate children how to use the internet and how to behave on there to reduce cyber bullying (National Children’s Bureau, 2016).

However, if you are concerned that your child is using these social networks then there are a variety of child-friendly networks that offer similar experiences:
· Kidzworld (11-13 years) – Children can share artwork, read articles and play games. Safety features: Content is monitored to avoid negative comments and filters can be enabled.




	· Age-related websites/applications - To identify age ratings as these will provide information on whether the application is age related to the child (Ofcom, no date). However, it must be noted that some applications may not display accurate age ratings (The Times, no date cited in The Christian Institute, 2018).
· Support your childs internet use- Rudkin (2017) suggests educating children of online safety as opposed to stopping children using devices. Graafland (2018) reports that children’s well-being is impacted when they are restricted from using the internet as they are reported to feel sad. In addition, Hatzigianni and Kalaitzidis (2018) and Early Education (no date) adds that parents can use the internet with children to support their learning experience by asking questions and Coyle (2017) and Raisingchildren.net.au (no date) advises that parents should allow their children to show them what they are doing on the internet in order for them to feel empowered and protected.

What are the benefits of internet use?
· Promotes Critical thinkers – Educational games allow for children to have fun whilst learning and teach children to problem solve (Goessl, 2013 and Earp, 2017).
· Promotes social development – Graafland (2018) reveals that it enables children to share knowledge with others and learn social skills by interacting with different people (Boyd, 2014). 
· Provides children with information – The internet allows children to access information from all over the world (Graafland, 2018) and can increase their knowledge through new sources of material (Earp, 2017).



(Hatlevik and Hatlevik, 2018 as cited in Graafland (2018).
· Content that is not age related - A child can imitate behaviour and this can be a problem if the content they are viewing is inappropriate (Rudkin, 2017). Reid et al. 2016 reveals that viewing of violent content is linked to aggressive behaviour and therefore parents should introduce controls to manage the content.

So, what can parents do to avoid their children viewing inappropriate content?

· Educate - Grey, 2011 as cited in Kelly et al. believes that as soon as a child begins to use the internet, cyber-safety education should occur. Chaudron (2015) found that educating children about dangers of the internet reduced their exposure to such risks without restricting their use from the internet.
· Filters - Filters can be used to reduce the risk of children facing these dangers such as cyber bullying and inappropriate content (Garvis and Lemon, 2016 and Lupton and Williamson, 2017 as cited in Graafland, 2018). However, research conducted by Ofcom (2015) found that 5% of parents revealed that their child knew how to access content that was filtered so Garvis and Lemon 2016 suggest the use of Rules to prevent this. UK Safer Internet Centre (no date) reveals that internet providers can help set up parental controls on websites.




· Provides children with information – The internet allows children to access information from all over the world (Graafland, 2018) and can increase their knowledge through new sources of material (Earp, 2017).


For more useful information to safeguard and support your child please visit:-
· https://www.nspcc.org.uk
· https://www.internetmatters.org
· https://www.childnet.com
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