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[bookmark: _Hlk1406928]Children are growing up in a world that is evolving fast and constantly changing. It is a world where technology is becoming used in everyday life and children are surrounded by it. Digital tools are playing an increasingly important role in the classroom and at home for enjoyment, play, communication and learning opportunities for all ages (Donohue, 2015). 
IPads are now frequently used by children not only at home, but in schools as digital technologies are being recognised as learning tools and therefore have been integrated into classroom practices. The iPad is a touch screen tool with a wide variety of different applications available to support a range of children’s learning, problem-solving and communication skills whilst being great fun (Morton, 2017). The Digital Competence Framework (DCF) has been embedded into the curriculum in Wales for children to learn a set of new skills to become confident and creative learners using technologies and systems. Digital competence is now one of three cross-curricular responsibilities along with literacy and numeracy. Teachers and practitioners will focus on developing children’s digital skills which will be applied within a wide range of subjects and activities (Welsh Government, 2018). Within the Foundation Phase curriculum, digital literacy and ICT have been included throughout all areas of learning where children are given opportunities to develop their knowledge and skills using a wide range of equipment and software (Welsh Government, 2015). 
IPads are now a useful learning tool used in schools across all ages. IPads are multi-purpose learning tools that appeal to all types of different learners, therefore supporting all children with different learning abilities. An iPad has applications available for a wide range of different subjects and can be used for information finding and research, providing children with a variety of learning opportunities (Savage and Barnett, 2015). 
According to an article by Vatavu et al. (2015), touch screen devices can also provide unique opportunities to develop children’s fine motor skills by using different apps that support the use of fine motor skills. The more children use these apps, the better increase in improved cognitive and fine motor development. Ipads also help children with dyslexia by improving the process of learning and develop their fine motor skills. Some children have difficulties in writing and speaking skills. The iPad can provide specialist apps to help and support these children in developing these skills and developments (Dyslexia Help, 2016). However, according to The Telegraph (2018) iPads in fact affect children’s fine motor development. From having excessive use of touch screen devices, it is affecting children’s dexterity where they are struggling to use pencils to write. Touch screen devices are preventing children’s finger muscles from developing appropriately to enable them to hold a pencil correctly. An article by Lin et al. (2017) stated in their study that investigated the effects of touch-screen tablet use on fine motor development, that overall, using an iPad extensively is disadvantageous for the fine motor development for early years children. Children within the study that did not use touch screen devices made more significant greater changes in fine motor progression over children who used touch screen devices, therefore showing that iPads do not promote fine motor development. 
Hill (2018) states that the use of digital devices could be replacing traditional skills such as drawing, painting and cutting which promote fine motor skills and coordination. It seems that traditional skills are being replaced by technology skills which is not appropriate as traditional skills give children vital hand-eye coordination and first-hand experiences. However, Steiner schools still comply with traditional styles and skills within their education. The internet and digital media devices are not allowed in the school and it is not part of the Steiner curriculum. They emphasise the importance of understanding how children learn naturally with the use of natural materials and within a natural environment for children to thrive (Manzoor, 2016).    
According to the BBC (2017), iPads improve young children’s maths, English and communication skills when being used on a regular basis. It has shown to have positive impacts on the holistic development of children by developing different skills through different apps on the iPad. According to Ashcroft and Green (2016), iPads motivate and engage children in learning as they are excited to use this source of digital technology. Enjoyment has a huge impact on children’s performance and motivation therefore iPads help children to become more engaged in learning. This agrees with John Locke’s theory in that education should be enjoyable for children, giving them willingness to learn and to explore new things (Androne, 2014). However, according to Ashcroft and Green (2016) iPads can become a distraction for children, as they can easily access games which would detach and distract them from their learning experience. An article by Marsh et al. (2018) also states how children can easily access games that are not age appropriate which therefore then contributes negatively to the child’s play and creativity. 
Children who are enjoying time on the iPad according to an online article by Hatzigianni and Kalaitzidis (2018) are more likely to engage with other children enhancing communication and interaction. Children will talk and share experiences with their friends whilst playing on the iPad. Parents are also encouraged to interact with their children during screen time to enhance learning opportunities through asking questions and building upon their child’s vocabulary. The iPad itself is also interactive where it can talk, say sounds and words that children can imitate and model. This enhances active participation and joint attention where children are able to make choices and be in control of their learning. This links to Vygotsky and his idea of the more knowledgeable other by the iPad being that more knowledgeable other to the child. Interaction with an iPad is teaching and scaffolding learning for children, therefore providing them with that support and guidance they need to progress their learning abilities (Kirova and Jamison, 2018).  
However, other studies have suggested that speech development is in fact affected by the use of iPads and screen time. Audiologists and speech and language therapists have expressed concerns about technology’s influence on children’s social development. These concerns included reduced opportunities for social interaction, impaired social development and delayed speech and language development (American Speech-Language-Hearing Association, 2018). According to the Ofcom report (2015) there has been a fifteen percent increase in ownership of iPads in children aged three to four and a forty percent increase in children five to fifteen. Therefore, there is an increased risk of children developing speech difficulties. It has been suggested that every thirty minutes that children spend on their devices, there is an increased risk of delayed speech by forty-nine per cent (American Speech-Language-Hearing Association, 2018). 
However, Alhajeri and Anderson (2017) suggests that iPads are playing an increasing role in helping children with autism and other additional learning needs to communicate using specialist communication apps that are available. It was discovered that touch screen devices encouraged children to develop speaking skills and words over any other interventions. It provides an effective communication and educational tool for teaching children with autism and promotes active engagement. Bouvat et al. (2014) also says that the iPad is used to help those with communication, fine motor skills, gross motor skills, coordination and cognitive difficulties to support their developmental needs and include them in activities. 
Television (TV) is another digital media device that children use and watch on a daily basis, from watching TV shows to playing computer games. It is an easily accessible device that most children enjoy. It can be a great way for families to spend time together and provides fun and visual stimulation to children. TVs can teach children new things and give them opportunities to see things they would not normally see such as animals from other countries. Some TV shows can teach children literacy, mathematics, science and problem-solving skills and can be a valuable tool for supporting children’s development (Bus and Neuman, 2009).  According to the BBC (2011) some parents use TV as a baby sitter for their children. In a survey eight out of ten children watch TV by themselves for more than two hours a day. This is said to affect children’s language development and cause speech delays as they are not having interaction with others. As stated by Vygotsky’s social learning theory, children learn through having engagement and interactions with others which therefore indicates that children staring at a screen does not provide them with that active engagement that they require to learn (Verenikina, 2010). However, according to Vickers (2018) Piaget’s social learning theory and nature look on language development suggests that children construct an understanding of the world around them, then discover discrepancies between what they already know and what they have learnt within their environment therefore suggesting that children can learn from technology around them. He defined children as ‘lone scientists’ who have all the cognitive mechanisms to learn on their own through their environment, not needing support from others in the language development process. 
According to Sigman (2012) children’s TV viewing has had a major increase over the years with children spending hours watching TV shows. This is increasing the chance of health risks in young children, with TV viewing being one of the main causes of childhood obesity. Each extra hour children spend watching TV associates with an extra one kg of body fat. This is from lack of physical activity with children choosing to watch TV in their leisure time rather than playing outdoors. Another reason is children snacking and eating unhealthy foods when watching TV. Another developmental risk according to Chassiakos et al. (2016) is sleep. There is evidence that suggests that watching screen devices before bedtime impacts negatively on sleep. The increased duration of media exposure at bedtime in early childhood has been associated with fewer minutes of sleep duration per night. The Ofcom report (2015) states that TVs in children’s bedrooms has increased by twenty-three percent in four to five-year olds. According to the NHS (2016), electronic media increases physiological and mental arousal which makes it difficult for children to fall asleep. This has an overall impact on brain development and effects children’s ability to learn and thrive the next day. This, when looking at Maslow’s hierarchy of needs theory, where sleep is within the most important stage of physiological and basic needs, shows how children whose sleep is affected by electronic media cannot progress up the pyramid to the next level. Overall, these children will not be ready for a day of learning and will not have the motivation to socialise and progress with their day (Cherry, 2018). 
Children’s behaviours can also be affected from watching TV and playing video games the Digital Childhood report (2017) states. This is by children viewing adult-designed content and not age appropriate media. This is seen to increase aggression in children where they will play and imitate these behaviours seen on screen. Children as young as three to four years are playing video games and are watching parents playing video games (Ofcom, 2015). According to Huesmann (2007) children who view violent media are more likely to grow up as aggressive adults. Therefore, any media that promotes aggressive behaviour in young children is statistically a risk factor for violent behaviour in the present and future. Children are seen to mimic and imitate these behaviours as they think that it is the appropriate way to behave. In a more recent article by Milani et al. (2015) their data also confirmed that the role of violent video games and media do serve as a potential risk for problems of aggressive behaviour in children but it did also suggest that it is a combination of multiple risk factors that increase aggression. Other mitigating variables could include the child’s personality traits, general attitude towards aggressiveness, family environment and background. Banduras theory was that people learn through observing others. Observing others forms an idea to children of how new behaviours are performed and then later on, this information serves as a guide for action. This therefore suggests that violent media through films, video games or TV shows will have an impact on children’s behaviour (Cherry, 2018).  This also links to the Cultivation Theory which states that heavy TV viewers are exposed to more violence and can be affected by Mean World Syndrome where, it is believed that the world is a far dangerous place that it actually is. The world created by television is seen to be an accurate depiction of the real world and influences attitudes and beliefs. This has an overall impact on children who will become fearful about society and the world around them therefore, resulting in possible negative behaviour outcomes (Mudassar and Rahman, 2017).
Educational shows for children are seen as highly beneficial and a good teaching tool that is engaging. TVs are used in schools to promote learning and are used as a good teaching tool and for occasional fun. Wet playtimes are an occasion where TVs are used to entertain children by watching a film or programme. Children in the UK spend an increasing amount of time indoors and when it comes to wet playtimes children are kept indoors in their classrooms in front of a screen (Play cubed, 2019). However, there are forest schools around the UK that allow children to play outdoors whatever the weather. In Britain forest schools are on the rise. They provide an education outdoors for children and only play with toys they have made themselves from natural resources. They believe that children are more engaged with learning outdoors and it has a positive impact on behaviour. Some schools however are seeing the benefits of outdoor play and are sending children out at playtimes in the rain (Denyer, 2017). 
Overall, according to Donohue (2015) it is important to balance screen time for children. The world of technology is growing rapidly and it is important for children to learn how to use technology for their future progression as technology will be a great part of their futures. However, the quality and quantity of technology children use must be managed to ensure it does not replace active play, time outdoors and hands-on activities. 
[bookmark: _Toc2174488]Critical analysis of activity 

The digital literacy activity that has been chosen is a bee-bot based activity and is aimed at five-year-old children who are in year one. It includes the floor robot bee-bots and a large treasure map floor grid. The children can work in pairs sharing one bee-bot between them to navigate the bee-bot to the X marks the spot on the grid. The X marks the spot square will be movable so that after each turn the partner can move the X spot square around the grid to another place. This activity is built on a pirate theme and is a game for the children to play. There will also be bee-bot directional picture cards available for the children for a visual aid and to use to help them direct and sequence where the bee-bot will move to. The aim of this activity is for the children to navigate the bee-bot using the buttons and counting the grids to get to the buried treasure. They can work together to help one another and take turns to have a turn. The activity is aimed to introduce directional language and to promote the use of control technology through a play-based activity. 
This activity allows children opportunities to improve their digital literacy and to develop a range of skills and knowledge. Firstly, the children will have to learn what the buttons do on the bee-bot to know how to move around the treasure map. Once the children have worked out how to move the bee-bot they can start the game. Using these buttons to plan and give instructions to the bee-bot is the first stages of programming. It teaches children the first stages of programming where they are creating a set of instructions that tell a device how to perform a task (Glezou, 2017). They are also learning control technology where they are learning how to use the bee-bot and understand how it works. The directional buttons on the bee-bot will help them develop navigational skills as they have to look and compute which button will get them to where they want to go by using forward, backward and rotational buttons. This links to problem solving within the data and computational strand of the Digital Competence Framework (DCF) (2018) by giving children opportunities for scientific enquiry and thinking skills with digital technology. Children will have to learn the concept of the bee-bot and figure out the method of moving it which promotes computational thinking. Computational thinking will also be used when the children have to break down the problem into smaller parts (Tts, 2018). When tackling bee-bot challenges it can help children to break the steps down, for example to move the bee-bot forward two places before they have to rotate it to go in another direction which is stated in the DCF (2018) element of problem solving and modelling for children in year one. Also, within the same DCF (2018) element, it states that children in year one should have experiences of following sequence steps to solve a problem and to predict and explain what actions are needed for something to happen. This can also be known as algorithm where the children sort out the sequence picture directions cards in the correct order to solve the problem to find out the correct steps to get to the treasure (Glezou, 2017). Before children can use computers to solve problems, they must firstly understand the problem and the methods of solving them which the bee-bots help to do through introducing computational thinking (DCF, 2018). This could also link into another strand of the DCF (2018) which is the producing strand where children have to evaluate and improve their practice. This would be used when they are learning to use the bee-bot as they will have to evaluate how to use the device and then improve their thinking if the bee-bot goes the wrong way. This supports and develops their computing skills with children having to design, create and debug programs. They will have to learn how to design and create a method and then work out how to debug the device in order to start again (Glezou, 2017). Bee-bots also help develop children’s fine motor skills, as they have to press the different buttons to move the bee-bot with their fingers. This helps to strengthen muscles in children’s fingers which will help when children have to use other digital devices that require fine motor skills such as a keyboard for a computer or using a touch screen iPad (Bruce, 2014).  Children are discovering new abilities and using critical thinking skills when problem-solving with technology through active learning which Piaget believed was the best way to get children involved in learning. He called children little scientists who experiment, make observations and learn about the world around them to build upon new existing knowledge (Cherry, 2018).
The bee-bots are a cross curricular resource that meet mathematical, literacy and digital competence outcomes. According to Donohue (2015) bee-bots have the potential to promote mathematical thinking and development of number concepts, investigation and problem-solving. Mathematics is used in the activity when the children have to use their counting skills to count the squares on the treasure map to work out how many places they need to move. Children in year one, according to the Foundation Phase (2015), should be able to count reliably up to 20 objects and therefore be able to independently use their counting skills to work out this problem. They will then have to press the buttons on the bee-bot the same amount of times they wish to move. Children will develop their use and understanding of mathematical language by communicating to their partner about where the bee-bot is moving to. Language such as forwards, backwards, left, right and rotational language can use used such as clockwise and anti-clockwise. According to the Foundation Phase (2015) children in year one should have opportunities to describe position, direction and movement. The bee-bots are great way to get children talking about position, especially in groups or paired activities where they can ask and respond to questions and explore alternative ideas. 
This activity also introduces children to directional language where they have to work out which way they want their bee-bot to move. Their partner will support them and they can use the direction picture cards to plan out their route before using the bee-bot. Language such as forwards, backwards, turn and rotate will be used by the children. This would involve the children working together to solve the problem and communicating to one another to sequence and put the cards in the correct order. This involves collaborative working which links to the interacting and collaborating strand of the DCF (2018) which develops their skills to successfully work together within digital literacy. Collaborative working is also present within the Foundation Phase (2015) curriculum where children have opportunities throughout all areas of learning to work in groups, pairs and work as a team which involves different ICT situations. Collaborative working also links to Vygotsky’s social learning theory according to Holzman (2017) where children learn from others to enhance learning which is seen to attain higher-level thinking and preserve information for longer. Children having opportunities to communicate during digital technology activities enhances collaborative and problem-based learning as the children engage with each other to solve the problem and help one another. Technology devices such as bee-bots have the potential to further collaborative working and create engaging activities through digital technology (Donohue, 2015). Collaborative working also links into literacy outcomes by firstly allowing children to talk and communicate with others. According to the Foundation Phase (2015), children develop skills through talking, communicating and listening. Within this activity, the children are given opportunities to do so through paired working. It encourages turn taking and sharing skills where they can explain the process of moving the bee-bot. Within the collaboration strand, the DCF (2018) states that children in year one should have opportunities to work in pairs on a piece of digital work. 
This activity with the bee-bots is a play based and child-led activity. The bee-bot is a child friendly digital device that is clear and easy to use thus promoting independent play. The simple interface of the bee-bot allows children to explore these toys through play without the need to understand numerals or complex instructions and can be used by children of all ages. The bee-bots are appealing and a fun way for children to learn and enhance their skills and knowledge through technology (Donohue, 2015). The activity is a game for the children to problem-solve and play together whilst taking turns and sharing the device. The activity is based on a pirate theme and is a fun way for the children to become pirates trying to find the buried treasure. This is promoting imaginative play and role play if the children are pretending to be pirates. The activity mat is a great visual tool that promotes their imaginations by being a colourful treasure map that children can explore (Glezou, 2017). Susan Issacs theory also emphasised the importance of play and allowing children to develop their imaginations. She believed that children develop positive social interactions and experiment with the world around them when left to discover for themselves (Mickelburgh, 2018). This is an activity where children learn through play and where they can practice, experiment and make decisions independently through first-hand experiences which coincides with the Foundation Phase framework (2015). This can improve children’s confidence in using technology devices more independently by allowing them to problem solve through a discovery-based activity. This complies with the DCF (2018) which states that activities should apply a set of skills, knowledge and attitudes that enable confident and creative learners when using digital technologies. 
The role of the adult within this activity is to firstly explain to the children how to use the bee-bots and how to play the game. The adult will allow the children time to practice pressing the buttons before they start to play so that they can feel confident in using the device. Once the activity has been explained the adult should take a step back and allow the children to play together independently. The adult should then monitor and observe the children to ensure they are playing the game appropriately and to provide support if needed. This links to the Frobel approach to learning by allowing children freedom to play but also offering guidance when needed. He believed that children should be given space to learn independently but he also highlights the importance of the role the adult plays in children’s learning. Children do benefit from talking to adults to build upon existing knowledge, which also links to Vygotsky’s more knowledgeable other theory (Early Education, No Date). The Foundation Phase (2015) also states that activities should balance being structured and child-initiated to provide different learning opportunities for children. However, practitioners should acknowledge when children need support and to adapt the activity if needed. Some children who are of lower ability may struggle to work the bee-bot or struggle to count so many squares. Therefore, the adult would have to play a more active role in supporting these children. This could be done by ensuring the X marks the spot card is placed in more achievable places nearer to the child. However, this would then not be a child-led learning experience. The Foundation Phase (2015) states that practitioners must understand children’s developmental stages and plan and develop activities that suit all developmental needs of all children so that they can require skills to become confident learners. 













[bookmark: _Toc2174489]Information Leaflet                                 Safeguarding Our Children Online  
[bookmark: _Hlk1576021]This is an information leaflet for all parents and carers about some of the risks and challenges children face online and the key role that we play in maintaining children’s safety and promoting their awareness. Children are now growing up in a fast and constantly changing digital world where technology is becoming a big part of their everyday lives (Donohue, 2015). 
The internet is an amazing resource for children to use which enables them to connect, communicate, create and learn in a number of different ways. Children can access the internet through all different kinds of technologies such as iPads, computers, phones and gaming consoles. However, the internet is constantly changing and being able to keep up to date with children’s use of technology can be a challenge. Children need to be advised and protected as they themselves may not be aware of the risks that are on the internet (UK Safer Internet Centre, 2019).
Risks 
Age-inappropriate content
As children become more independent on digital devices it is more likely they will come across things that are inappropriate for their age and stage of development. It is very easy for children to click on a pop-up advert on a free game or video that reveals inappropriate content or images. An innocent search can expose children to content that can make them feel confused or upset (Internet Matters, 2019). According to the Digital Childhood report (2017) children as young as 3 will have this risk as they have access to phones and other devices to independently play apps and games.  
 Inappropriate content could include: 
· Content with swearing 
· Pictures or videos containing violence 
· Gambling sites 
· Pornographic sites (Simpson and Toyn, 2011). 
This also involves adults watching age-inappropriate sources around their children. This could be from TV shows or gaming (Internet Matters, 2019). It is stated that children under the age of two are more likely to view background media that featured age-inappropriate content than older children. In an Ofcom report (2015) it stated that overall, children dislike seeing things online that are inappropriate and too old for them as it makes them feel sad, frightened and embarrassed.
According to Turner (2018) young children are playing games that are twelve plus and are seeing disturbing images and violent behaviours. Parents do not take age ratings seriously and therefore are exposing their children to violent media. This, according to Ray and Jat (2010), is seen to have negative impacts on children’s behaviour, resulting in children thinking this sort of behaviour is acceptable. Children are more likely to imitate and model these aggressive behaviours and may become violent in current and future real-life situations. 
Sharing information 
Children are not aware of some of the risks that being an active part of digital media can bring. It is easy to feel anonymous online, therefore children using different social media sites may not know fully what the risks are. It is important that children are aware of who is able to view and share their information that they have posted online. Children who openly share their personal information could be at risk of strangers knowing where they are, open to being groomed and bullied (UK Safer Internet Centre, 2019). 


[bookmark: _Hlk1576077][bookmark: _Hlk1576078][bookmark: _Hlk1576079][bookmark: _Hlk1576080][bookmark: _Hlk2252886][bookmark: _Hlk2252887][bookmark: _Hlk1586485]Article 16 of the United Nations Convention on the Rights of the Child (UNCRC) states that ‘Children have a right to privacy’ (Welsh Government, 2016).
Effects of cyber bulling on mental health.
Becoming withdrawn or upset. 
Being afraid to go to school or go out. 
Suddenly stopped using phone or technology device. 
Excessive use of device. 
[bookmark: _Hlk1576049][bookmark: _Hlk2252839]However, it is not just children that need to be careful about sharing to much information, but parents and carers too! Firstly, what information and images of children are being shared and viewed by strangers or anonymous people? By sharing information of children’s lives on social media, it is revealing aspects of their life they have not agreed to, which can lead to serious consequences. This could include strangers online looking at photos of children and knowing personal information about them. Children may be too young to fully understand about the risks of social media and have not given consent, therefore taking away their right to privacy! (Couch, 2012).  We as parents and carers want to protect our children from harm and therefore must consider what is being posted online and some of the risks that come with it (HM Government, 2018).  



[bookmark: _Hlk2252903]Cyber Bullying 
Cyber bullying is bullying that can happen online through the internet, email, online games or any digital technology where someone can send hurtful and upsetting messages to children. Children can be exposed to this when using social media or sharing information online (Childline, No Date). This has a huge impact on children’s mental health and well-being and is therefore important that we recognise the signs. Signs to look out for include:  







      
                                                                                                                 (Young Minds, 2018).


[bookmark: _Hlk1588691][bookmark: _Hlk1588692][bookmark: _Hlk1588693][bookmark: _Hlk1588694][bookmark: _Hlk2252934][bookmark: _Hlk2252935][bookmark: _Hlk2252936][bookmark: _Hlk2252937]What we can do to keep our children safe
[bookmark: _Hlk1579252]Talking to our children on an ongoing basis about how to stay safe online is vitally important. It is our role as parents and carers to keep our children safe and to inform them about online safety. As soon as children start using the internet, internet safety needs to be explained (Internet Matters, 2019).  The UNCRC (2016), article 17 states it is everyone’s responsibility to protect children from media materials that can harm children. The Children Act 1989 further states how we must care and protect children to safeguard the welfare of children (Legislation, No Date).   

[bookmark: _Hlk1581032]How to protect children from internet risks:  
· Telling adults they trust if they have seen or clicked on inappropriate content or imaging online. Children should be reassured that they can always talk about anything that makes them feel upset or uncomfortable online (NSPCC, 2019).
· Showing children how to report and block sites and apps they feel are harmful and upsetting for them so they themselves know how to deal with this content appropriately (NSPCC, 2019).
· Putting parental controls on technology devices to prevent children seeing harmful and age inappropriate content. This is a helpful tool to reduce the chances of children coming across upsetting imaging, websites or information (UK Safer Internet Centre, 2019).  
· Showing children how to keep their information private on social media sites and online. Talk to them about online privacy and the risks of sharing personal information with people they do not know (Childline, No Date). 
· Always check the age restrictions and ratings on games and films before allowing children to watch or play. Games that are not age appropriate have the risk of containing harmful viewing for children (Ask About Games, 2017).  
· Some parents may feel removing technologies from their children is the best way to stop them from using the internet, however the Digital Childhood Report (2017) states that it is a far less effective way of protecting our children. Children should be given a broad framework of knowledge and understanding about the risks of the internet and will therefore come to less harm.   
· Introducing children to the SMART approach to online safety. It is a simple and effective message to highlight what children need to remember when using the internet. It ensures that children remember to stay SMART when going online (Kidsmart, 2009). 
[image: Image result for smart approach to online safety]
(Source: Grange Primary School, 2018). 

[bookmark: _Hlk2252994]For any further advice or support for parents, carers or children on these matters please look at:
NSPCC (2019)- https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/ 
Childline (No Date)- https://www.childline.org.uk/info-advice/bullying-abuse-safety/online-mobile-safety/online-grooming/ 

               



[bookmark: _Toc2174490]Reference List 

[bookmark: _Hlk385495]Alhajeri, O. and Anderson, J. (2017) ‘Effectiveness of the Use of iPads to Enhance Communication and Learning for Students with Autism: A Systematic Review’ International Journal of Technology and Inclusive Education. Volume 6, Issue 1, pp. 1041-1055. [On-Line]. Available at: https://infonomics-society.org/wp-content/uploads/ijtie/published-papers/volume-6-2017/Effectiveness-of-the-Use-of-iPads-to-Enhance-Communication-and-Learning-for-Students-with-Autism.pdf [Accessed Date: 6th February 2019]. 
[bookmark: _Hlk296784]
American Speech-Language-Hearing Association. (2018) ‘Concerns That Screen Time May Affect Children's Communication Development’ Volume 23, Issue 7, pp. 26. [On-Line]. Available at: https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/2058267707/fulltext/543B878D142340E2PQ/1?accountid=130472 [Accessed Date: 5th February 2019]. 

Androne, M. (2014) ‘Notes on John Locke’s view on education’ Volume 137, Issue 9, pp. 74-79. [On-Line]. Available at: https://www.sciencedirect.com/science/article/pii/S1877042814036878 [Accessed Date: 10th February 2019]. 

Ask About Games. (2017) ‘What are PEGI age Ratings?’ http://www.askaboutgames.com/pegi-rating/ [Accessed Date: 20th February 2019]. 

BBC. (2017) ‘IPads help improve young pupils skills' https://www.bbc.co.uk/news/uk-northern-ireland-40021187 [Accessed Date: 3rd February 2019]. 

BBC. (2011) ‘Parents admit to 'using TV as babysitter’ https://www.bbc.co.uk/news/education-13308737 [Accessed Date: 8th February 2019].

Bouvat, L., Kangas, A. and Moser, C. (2014) ‘iPad Apps in Early Intervention and School-Based Practice’ Journal of Occupational Therapy, Schools, & Early Intervention. Volume 7, Issue 1, pp. 1-15. [On-Line]. Available at: https://www.tandfonline.com/doi/abs/10.1080/19411243.2014.903762?journalCode=wjot20 Accessed Date: 6th February 2019]. 

Bunce, P. (2014) ‘The importance of fine motor skill development’ http://penfieldbuildingblocks.org/2014/11/importance-fine-motor-skill-development/ [Accessed Date: 13th February 2019]. 

Bus, A. and Neuman, B. (2009) Multimedia and Literacy Development. Oxon: Routledge. 

[bookmark: _Hlk600581]Chassiakos, Y., Radesky, J. Christakis, D. and Moreno, M. (2016) ‘Children and Adolescents and Digital Media’ American Academy of Paediatrics. Volume 138, Issue 5, pp. 1-18. [On-Line]. Available at: http://pediatrics.aappublications.org/content/pediatrics/138/5/e20162593.full.pdf [Accessed Date: 9th February 2019]. 
  
Cherry, K. (2018) ‘The 4 Stages of Cognitive Development’ https://www.verywellmind.com/piagets-stages-of-cognitive-development-2795457 [Accessed Date: 5th February 2019]. 

Cherry, K. (2018) ‘The Five Levels of Maslow's Hierarchy of Needs’ https://www.verywellmind.com/what-is-maslows-hierarchy-of-needs-4136760 [Accessed Date: 9th February 2019].  

Cherry, K. (2018) ‘How Social Learning Theory Works’ https://www.verywellmind.com/social-learning-theory-2795074 [Accessed Date: 10th February 2019]. 

Children’s Rights Wales. (2016) ‘Rights’ http://www.childrensrights.wales/ [Accessed Date: 19th February 2019].

Childline. (No Date) ‘Online Grooming’ https://www.childline.org.uk/info-advice/bullying-abuse-safety/online-mobile-safety/online-grooming/ [Accessed Date: 20th February 2019]. 

Childline. (No Date) ‘Staying Safe Online’ https://www.childline.org.uk/info-advice/bullying-abuse-safety/online-mobile-safety/staying-safe-online/[Accessed Date: 20th February 2019]. 

Childline. (No Date) ‘CYBERBULLYING (ONLINE BULLYING)’ https://www.childline.org.uk/info-advice/bullying-abuse-safety/types-bullying/online-bullying/?utm_source=google&utm_medium=cpc&utm_campaign=UK_GO_S_E_GEN_New_Grant_ChildLine_Cyber_Bullying&utm_term=cyber_bullying&gclsrc=aw.ds&&gclid=EAIaIQobChMI1eW50fzI4AIV6LftCh2ILwmZEAAYASAAEgJ2QvD_BwE&gclsrc=aw.ds [Accessed Date: 19th February 2019]. 

Couch, A. (2012) ‘Online Privacy: Do You Share Too Much Information?’ https://www.makeuseof.com/tag/online-privacy-share-information/ [Accessed Date: 19th February 2019]. 

Denyer, L. (2017) ‘Can the return of 'wet play' stop our kids obsession with screens?’ https://www.telegraph.co.uk/family/schooling/can-return-wet-play-stop-kids-obsession-screens/ [Accessed Date: 10th February 2019]. 

Donohue, C. (2015) Technology and Digital Media in the Early Years. London: Routledge. 

Digital Childhood Report. (2017) ‘Digital Childhood Addressing Childhood Development: Milestones in the Digital Environment’ https://5rightsfoundation.com/static/Digital_Childhood_report_-_EMBARGOED.pdf [Accessed Date: 10th February 2019]. 

Dyslexia Help. (2016) ‘6 iPad Apps to Help Students with Dyslexia’ http://dyslexiahelp.umich.edu/latest/6-ipad-apps-help-students-dyslexia [Accessed Date: 6th February 2019]. 

Early Education. (No Date) ‘About Frobel’ https://www.early-education.org.uk/about-froebel [Accessed Date: 17th February 2019]. 

Glezou, K. (2017) ‘Playing and learning with floor robots’ http://www.etwinning.gr/images/ms2017/20171122_Bee-Bots_Glezou.pdf [Accessed Date: 13th February 2019]. 

[bookmark: _Hlk1581827]Grange Primary School. (2018) ‘E-Safety’ http://www.grange-school.co.uk/e-safety/ [Accessed Date: 20th February 2019]. 

[bookmark: _Hlk283208]Hatzigianni, M. and Kalaitzidis, I. (2018) ‘Early childhood educators’ attitudes and beliefs around the use of touchscreen technologies by children under three years of age’, British Journal of Educational Technology. Volume 49, Issue 5, pp. 883-895. [On-Line]. Available at: file:///C:/Users/Laura_Ellen/Downloads/Hatzigianni_et_al-2018-British_Journal_of_Educational_Technology.pdf [Accessed Date: 5th February 2019]. 

Hill, A. (2018) ‘Children struggle to hold pencils due to too much tech, doctors say’ https://www.theguardian.com/society/2018/feb/25/children-struggle-to-hold-pencils-due-to-too-much-tech-doctors-say [Accessed Date: 6th February 2019]. 

Holzman, L. (2017) Vygotsky at work and play. Oxon: Routledge. [e-book]. Available at: file:///C:/Users/Laura_Ellen/Downloads/9781315676081_preview.pdf [Accessed Date: 15th February 2019]. 

Huesmann, L. (2007) ‘The Impact of Electronic Media Violence: Scientific Theory and Research’ US National Library of Medicine National Institutes of Health. Volume 41, Issue 6, pp. 6-13. [On-Line]. Available at: https://www.ncbi.nlm.nih.gov/pmc/articles/PMC2704015/ [Accessed Date: 10th February 2019]. 

HM Government. (2018) ‘Working Together to Safeguard Children’ https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/778224/Working_Together_to_Safeguard_Children_2018.pdf [Accessed Date: 19th February]. 

Internet Matters. (2019) ‘Learn about it’ https://www.internetmatters.org/issues/inappropriate-content/learn-about-it/ [Accessed Date: 19th February 2019]. 

Kidsmart. (2009) ‘Being SMART Rules’ http://www.kidsmart.org.uk/beingsmart/ [Accessed Date: 20th February 2019]. 

[bookmark: _Hlk286783]Kirova, A. and Jamison, N. (2018) ‘Peer scaffolding techniques and approaches in preschool children’s multiliteracy practices with iPads’, Journal of Early Childhood Research. Volume 16, Issue 3, pp. 245-257. [On-Line]. Available at: https://journals-sagepub-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/1476718X18775762 [Accessed Date: 5th February 2019]. 

Legislation. (No Date) ‘Children Act 1989’ https://www.legislation.gov.uk/ukpga/1989/41/contents [Accessed Date: 20th February]. 

Lin, L., Cherng, R. and Chen, Y. (2017) ‘Effect of Touch Screen Tablet Use on Fine Motor Development of Young Children’, Physical & Occupational Therapy In Paediatrics Journal. Volume 37, Issue 5, pp. 457-467. [On-Line]. Available at: https://www.tandfonline.com/doi/full/10.1080/01942638.2016.1255290?needAccess=true [Accessed Date: 6th February 2019]. 

Marsh, J., Plowman, L. Yamada-Rice, D. Bishop, J. Lahmar, J. and Scott, F. (2018) ‘Play and creativity in young children’s use of apps’, British Journal of Educational Technology. Volume 49, Issue 5, pp. 870-882. [On-Line]. Available at: file:///C:/Users/Laura_Ellen/Downloads/Marsh_et_al-2018-British_Journal_of_Educational_Technology.pdf [Accessed Date: 5th February 2019]. 

Manzoor, S. (2016) ‘Could Steiner schools have a point on children, tablets and tech?’ https://www.theguardian.com/education/2016/jun/14/steiner-schools-children-tablets-tech [Accessed Date: 6th February 2019]. 

[bookmark: _Hlk1312639]Mickelburgh, J. (2018) ‘Educational Pioneers: Susan Isaacs, 1885-1948’ https://eyfs.info/articles.html/teaching-and-learning/educational-pioneers-susan-isaacs-1885-1948-r40/ [Accessed Date: 17th February 2019]. 

Milani, L., Camisasca, E. Caravita, S. Ionio, C. Miragoli, S. and Blasio, P. (2015) ‘Violent Video Games and Children’s Aggressive Behaviors: An Italian Study’ Volume 5, Issue 3, pp. 1-9. [On-Line]. Available at: https://journals.sagepub.com/doi/pdf/10.1177/2158244015599428 [Accessed Date: 10th February 2019]. 

Morton, K. (2017) ‘Study finds iPads benefit children's learning’  https://www.nurseryworld.co.uk/nursery-world/news/1161267/study-finds-ipads-benefit-childrens-learning [Accessed Date: 3rd February 2019]. 

[bookmark: _Hlk2187942]Mudassar, A. and Rahman, N. (2017) ‘Effects of TV Crime Shows on Behavioural Development of Children’ Volume 33, pp, 2-6. [On-Line]. Available at: https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/2058741275?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo [Accessed Date: 27th February 2019]. 

NHS. (2016) ‘Lack of sleep may disrupt development of a child's brain’ https://www.nhs.uk/news/neurology/lack-of-sleep-may-disrupt-development-of-a-childs-brain/ [Accessed Date: 9th February 2019]. 

NSPCC. (2019) ‘Talking to your child about staying safe online’ https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/talking-your-child-staying-safe-online/ [Accessed Date: 20th February 2019]. 

Ofcom. (2015) ‘Children and Parents: Media Use and Attitudes Report’  https://moodle.uwtsd.ac.uk/pluginfile.php/145933/mod_resource/content/1/Ofcom%202015%20children%20and%20parents%20media.pdf [Accessed Date: 6th February 2019]. 

Play cubed. (2019) ‘Wet Play!’ https://www.playcubed.co.uk/it-s-wet-play [Accessed Date: 10th February 2019]. 

Ray, M. and Jat, K. (2010) ‘Effect of electronic media on children’ Volume 47, Issue 7, pp. 561-568. [On-Line]. Available at: https://link.springer.com/article/10.1007/s13312-010-0128-9 [Accessed Date: 19th February 2019]. 

Savage, M. and Barnett, A. (2015) Digital Literacy for Primary Teachers. Northwich: Critical Publishing. 

Sigman, A. (2012) ‘Time for a view on screen time’ Volume 97, Issue 11, pp. 935-942. [On-Line]. Available at: file:///C:/Users/Laura_Ellen/Downloads/Time_for_a_view_on_screen_time.pdf [Accessed Date: 9th February 2019]. 

Simpson, D. and Toyn, M. (2011) Primary ICT Across the Curriculum. Glasgow: Learning Matters.  

The Telegraph. (2018) Children struggle to hold pens because of excessive use of iPads, claim experts’ ‘https://www.telegraph.co.uk/science/2018/02/25/children-struggle-hold-pens-excessive-use-ipads-claim-experts/ [Accessed Date: 6th February 2019]. 

Tts. (2018) ‘Bee-bot- A teachers guide’ https://www.tts-group.co.uk/blog/2018/07/18/bee-bot-a-teachers-guide.html [Accessed Date: 14th February 2019]. 

Turner, C. (2018) ‘Children are exposed to video game violence because parents do not take age ratings seriously, survey finds’ https://www.telegraph.co.uk/education/2018/07/12/children-exposed-video-game-violence-parents-do-not-take-age/ [Accessed Date: 19th February 2019]. 

[bookmark: _Hlk1409770]UK Safer Internet Centre. (2019) ‘Tips, advice, guides and resources to help keep your child safe online’ https://www.saferinternet.org.uk/advice-centre/parents-and-carers [Accessed Date: 18th February 2019]. 

Vatavu, R., Cramariuc, G. Schipor, D. (2015) ‘Touch interaction for children aged 3 to 6 years: Experimental findings and relationship to motor skills’, International Journal Of Human-Computer Studies. Volume 74, pp. 54-76. [On-Line]. Available at: https://www-sciencedirect-com.ezproxy.uwtsd.ac.uk/science/article/pii/S1071581914001426 [Accessed Date: 6th February 2019]. 

[bookmark: _Hlk556211]Verenikina, I. (2010) ‘Vygotsky in Twenty-First-Century research’ https://ro.uow.edu.au/cgi/viewcontent.cgi?referer=https://www.google.com/&httpsredir=1&article=2337&context=edupapers [Accessed Date: 8th February 2019]. 

Vickers, J. (2018) ‘Jean Piaget's Theory on Child Language Development’ ‘https://www.theclassroom.com/jean-theory-child-language-development-6587239.html [Accessed Date: 8th February 2019]. 

Welsh Government. (2015) Curriculum for Wales: Foundation Phase Framework. Cardiff: Welsh Government. 

Welsh Government. (2018) Digital Competence Framework guidance. Cardiff: Welsh Government. 

Young Minds. (2018) ‘Safety Net: Cyberbullying’s impact on young people’s mental health’ https://youngminds.org.uk/media/2189/pcr144b_social_media_cyberbullying_inquiry_full_report.pdf [Accessed Date: 19th February 2019]. 
6

image1.jpeg
Safe | Meet Up

(S el





