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Report 

1. Looking at children’s use of tablets, Neumann (2018) states that studies suggest that they 

give children flexibility and freedom to learn and access media. Hepburn (2013) states that this 

freedom boosts children’s autonomy and allows them to become more independent as learners 

and expands their creativity and holistic development. Meredith (2017) also believes that, 

within more recent studies, children viewed learning using a tablet as play rather than learning 

and suggests that its use persuades children to become more motivated and enthused to 

participate in learning, thus developing their digital literacy through its use.  

The aesthetics of a tablet is said to attribute to the support of children’s learning and digital 

literacy development. For example, as they are portable, they can allow for learning outdoors 

which is part of the Foundation Phase Framework (Welsh Government, 2015a). This could, 

therefore, support what Estyn (2011) says about the outdoors not being used enough to develop 

children’s abilities to use ICT. Therefore, suggesting that tablets could be used to support the 

development of ICT outdoors, as they are portable devices. Bedford et al. (2016) agrees, by 

stating that there are no negative relations between developmental milestones such as, gross 

motor skills, and touch screen usage, and suggests that the portability of tablets allows children 

to move around and use them within activities, thus allowing for opportunities to develop ICT 

skills, for example, to take pictures.  

Lin et al. (2017) also suggests that young children’s use of tablets is associated with early fine 

motor development by using their fingers on touchscreens. However, considering physical 

development, Donohue (2015) argues that inactivity is increasing among young children due 

to digital technologies such as tablets, as children tend to sit down to use the devices. This 

being said, the Foundation Phase Framework supports this use of ICT, as it states that ‘children 

should be developing their gross and fine motor skills through their practical activities and use 

of varied tools, equipment and apparatus, including ICT’ (Welsh Government, 2015a: 44).  

Other positive links that tablets can have on children’s learning and development of their digital 

literacy, according to Crescenzi et al. (2014) and Kucirkova et al. (2013), are that the touch 

screen and access to the internet can allow children to interact with digital technology from a 

very young age. Neumann (2018) states that from Vygotsky’s perspective, tablets provide 

children with knowledge through a wealth of interactive media experiences, such as the 

internet, thus somewhat replacing adults as the more knowledgeable other. However, Pintilii 

(2017) argues that this open access to the internet may be harmful and provide children with 
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opportunities to access inappropriate content, such as, information that promotes violence, hate 

or pornography, without adult supervision and scaffolding. 

This being said, Herodotou (2017) states that tablets can support a range of learning areas for 

young children as there are a wealth of educational applications (apps) to help children’s 

development and states that the majority of studies report positive effects on mathematics, 

literacy development, knowledge and understanding of the world, problem solving and self‐

efficacy, which again, has links to the Foundation Phase Framework (Welsh Government, 

2015a). 

Focusing on how tablets can support literacy, as an example, Neumann (2018) states that 

scaffolding of learning from tablets, through features within apps, can provide young children 

with opportunities to develop their understandings of literacy. For example, while playing with 

apps, young children have opportunities to explore print such as symbols, letters and words 

that are displayed on the screen. According to Kim and Hannafin (2011), this could also link 

to Bruner’s cognitive development theory, as through seeing text and options on tablet screens, 

children have opportunities to use their cognitive thinking and problem solving skills, which 

also links to the data and computational thinking strand within the Digital Competency 

Framework (DCF), where it states that children should have opportunities to solve problems 

and achieve goals (Learning Wales, 2016).  

Looking at how tablets can support children with additional learning needs, Walters (2015) 

suggests that interactive screen time on a tablet has been said to develop early digital literacy 

skills and allows for more academic engagement from children with additional needs, such as 

Autism, as it allows for easier access to media content through touchscreens. Bahatheg (2015) 

also states that tablets can be a useful tool in supporting communication, such as for children 

with hearing impairments, as they can use apps to develop their ability to socialise, as well as 

using these apps to make other children aware of hearing impairments. 

Moore and Adair (2015) state that children can explore apps socially and that open-ended apps 

can allow children to scaffold each other through actions and talking about their explorations 

on the digital device, which could link to Bandura’s Social learning theory, as children have 

opportunities to communicate and learn from one another and from the tablets themselves 

(Caldwell and Bird, 2015). Considering this Media theory as well as Cultivation theory, Florea 

(2013) argues that young children do not have the capacity to understand whether something 

should be imitated or not, meaning that if they see, for example, anti-social behaviours, they 
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may imitate it without understanding why. However, Moore and Adair (2015) add that a variety 

of apps for children to choose from can allow them to find apps that fit into their Zone of 

Proximal Development, which links to Vygotsky’s theory (Allen et al., 2011), thus enhancing 

the link between socially gathered actions and problem solving. 

Walters (2015) argues that tablets can divert children’s attention, therefore can be detrimental 

on their social and emotional development. Christakis (2009) adds that the use of tablets can 

impact on children’s communication, as increased screen time puts young children at risk of 

language development delays. Drago (2015) also points out that tablets can have a negative 

impact on face to face communication. For example, if children are more focused on a tablet 

screen, they are not having opportunities to develop emotional skills through face to face 

communication, thus affecting children’s self-esteem, concentration, coping skills and ability 

to empathise (Johnson, 2011). 

However, Herodotou (2017) suggests that the type of app is a factor that influences 

communication and social interaction for young children. For example, apps that have creative 

goals, encourage collaborative learning, whereas apps that are performance and goal orientated, 

encourage individualistic learning, thus hindering social interaction and communication 

development. 

Comparing the use of tablets in promoting learning and development to children’s use of games 

consoles, Miller and Roberson (2011) similarly suggest that game-based learning allows for 

more enthusiasm and eagerness to learn. Galloway (2009) adds that games consoles can also 

motivate reluctant children to participate within learning, practice complex skills and achieve 

more than they might through traditional methods of learning.  

However, Mitchell and Savill-Smith (2004) and Singh (2016) state that frequent use of games 

consoles can become addictive and influence the cultural values and behaviours of young 

children. For example, games that encourage violence are not designed to reward pro-social 

behaviours. Here, there are links to Cultivation theory as Lim and Baba (2016) state that a study 

on games consoles suggested that they have a cultivation effect on children. However, they 

state that this is dependent on the genre of game played. 

Hoffmann (2009) suggests that games consoles have an association to being merely 

entertainment devices. Yet, Hoffmann (2009) argues that with increasing emphasis on learning 

through play and game-based learning, games consoles can be used as a useful resource to 
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support this. Therefore, for learning to take place, consideration needs to be given to what 

games adults allow children to play (Lim and Baba, 2016). 

Similar to what Meredith (2017) said about tablet use, Williamson (2009) describes games 

consoles as constructionist technology for learning that allows children to practise skills and 

enhance their digital literacy. Beavis (2012) states that as children play on games consoles, 

they are provided with a rich range of digital literacy practices. For example, reading 

information in digital and print form, problem solving, considering strategies, negotiating and 

reflecting. Thus, linking to Bruner’s cognitive development theory according to Kim and 

Hannafin (2011), as children have these cognitive development and interactive opportunities 

through its use, which as previously mentioned, links to the DCF (Learning Wales, 2016). 

Beavis (2012) states that games consoles can also provide children with opportunities to 

promote independence by exploring multimodal literacies, such as sounds, words, actions, 

images, colours, numbers and symbols, thus promoting the development of children’s ICT 

skills and digital literacy, as it can allow them to experiment and combine them, as well as 

linking to learning areas within the Foundation Phase such as language, literacy and 

communication, numeracy and creative development (Welsh Government, 2015a). 

The aesthetics of games consoles are considerably different to tablets as most do not have 

touchscreens and are not always portable, depending on the specific console (Robert et al., 

2013). However, Gasperetti et al. (2018) states that they are still interactive and visual for 

children. Robert et al. (2013) states that within a study on how games consoles affect children’s 

physical development, results showed that exercise intensified while playing games.  

Robert et al. (2013) suggests that some games consoles can allow for gross and fine motor 

development. For example, some games on games consoles require children to participate in 

exercise, such as jogging, balancing, and the use of the buttons on a controller (Desloovere et 

al., 2006; Baranowski et al., 2012). This, similarly links to what was said about tablets being 

used within the Foundation Phase Framework, as digital devices can be used to develop 

children’s gross and fine motor skills (Welsh Government, 2015a).  

However, comparing these results to other studies, Graf et al. (2009) and Penko and Barkley 

(2010), suggest that the use of games consoles showed insufficient exercise for young children 

as most games did not involve large amounts of physical movement. Although, both similarly 

suggest to what Robert et al. (2013) says, again, that this is dependent on the specific games 

console chosen. 
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Williams (2018) states that games consoles can be more complex to use than tablets. However, 

Bartoli et al. (2013) suggests that games consoles can be adapted, for example, using games 

that require a sensor rather than requiring a controller, which is said to be a useful tool in 

supporting children with Additional Learning Needs. These types of games can offer children 

more natural interactions and independence by combining physical and cognitive skills (Bartoli 

et al., 2013). Kourakli et al. (2017) adds that games consoles also have positive impacts on 

children’s language, motor, academic skills as it gives them the ability to participate and 

become more confident within their digital literacy skills. 

The use of games consoles is said to be detrimental on children’s social interactions and 

abilities to form relationships with others as they are engrossed within a virtual world (Staker 

et al., 2009). Redmond (2010) adds that data suggests that the face to face communication 

levels of children can drop as they are focused on the games console. Linking games consoles 

to research on the use of tablets, Johnson (2011) emphasises the importance that face to face 

communication has on children’s social and emotional development.  

Razak and Connolly (2013) argue that there is a misconception that the use of games consoles 

is anti-social and isolating. Luyi (2018) states that more recent research has shown that children 

have opportunities to be social using games consoles as they are provided with experiences that 

they may not have in real life. For example, opportunities to make friends through social 

gaming, feeling superior within skills and allowing them to feel part of the interactional gaming 

experience (Luyi, 2018). Kidron and Rudkin (2017) add that within the Digital Childhood 

Report, there are potential benefits to online communication for children who might find face 

to face communication difficult. 

However, Ofcom (2009) and Chassiakos et al. (2016) states that there are major concerns about 

children using games consoles independently to access the internet, including access to 

inappropriate content and having opportunities for socialisation over the internet. Which raises 

some concerns about inappropriate contact and cyberbullying (Nikken and Schols, 2015). 

Pintilii (2017) adds that it can be harmful as it can provide children with access to information 

that promotes, for example, violent behaviour and provides them with opportunities to 

communicate with strangers. However, Fiorini (2010) argues that some evidence of internet 

access for young children concluded that there were pro-active social behaviours from online 

use. Also, children who were exposed to this type of internet access compared to children that 

did not, showed more digital literacy and overall learning development (Fiorini, 2010).  
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2. The activity based on ICT chosen is for a group of four reception aged children of similar 

abilities on the floor within the classroom using two beebots. It involves the four-year olds 

using a picture square mat, which has pictures of different faces showing different emotions. 

Therefore, the ICT aim is for the children to work in pairs, to navigate and code the beebots 

correctly to the emotion that their peer is feeling, by communicating with them to find out how 

they are feeling. They can then repeat this by taking turns and swapping partners, so they have 

the opportunity to work with others. The role of the adult, skill development, learning outcomes 

and links to the Digital Competence Framework (DCF), will also be outlined within this 

analysis. 

As this activity is a game, it is therefore play-based and independent. Nikolopoulou and 

Gialamas (2015) state that within a study on ICT and play, it was discovered that using ICT as 

a means of play is an effective resource for learning and allows for the development of 

children’s digital competence. Kara and Cagiltay (2017) agrees, stating that playful use of 

digital technology allows children to progress and develop in becoming more digitally literate 

as, through play, they have opportunities to explore the digital devices’ functions and 

capabilities, which can then allow for the progression of a more purposeful and directed use of 

technology. 

However, with this taken into consideration, Kennewell and Morgan (2006) and Nisiforou and 

Zaphiris (2018) state that, although there is a wealth of evidence that play promotes ICT and 

digital literacy development, research findings suggest that play can prove to be problematic 

in practice, such as becoming a distraction for children and having lack of staff awareness on 

the importance of technology use through play. Nisiforou and Zaphiris (2018) suggests that, 

although play is now emphasised within the curriculum, the development of ICT through the 

means of play is not being promoted enough by practitioners. 

Nisiforou and Zaphiris (2018) also highlight that, although play-based ICT activities are an 

effective means of learning for young children, this independent play activity may need some 

adult support and encouragement. Similarly, as this activity is play-based and child-led, Attard 

(2012) adds that beebots can distract children and potentially shift the focus of the planned 

activity, as they are more focused on the device rather than the task itself. Therefore, Nisiforou 

and Zaphiris (2018) believe that there is a need for practitioners to encourage and model the 

appropriate use of digital technologies, such as beebots. Links can be made here to Dewey’s 

theory, as Caldwell and Bird (2015) suggest that Dewey believed that children should be 
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proactive in learning and that adults should facilitate and guide them. This support and 

scaffolding also links to Vygotsky and Bruner’s theories, where they suggest that adults must 

scaffold and take an active role in children’s learning for them to develop (Kim and Hannafin, 

2011). 

As this activity is child-led and play-based, it allows for opportunities for children to make 

their own choices and participate in the activity independently. For example, the children can 

decide which emotion they are feeling and can make decisions regarding the controlling of the 

digital device. For reception aged children, Hodgman (2011) states that adults should allow 

children of this age to make choices, as it is said to provide opportunities to develop children’s 

independence and confidence in their use of ICT. Here, there are also links to the Language, 

Literacy and Communication area within the Foundation Phase Framework, as it states that 

children should have opportunities to make choices through a variety of media (Welsh 

Government, 2015a). 

Considering adults roles in promoting this type of digital media use, The National Strategies 

Early Years (2009) states that to allow for the support of extended learning and stimulation of 

children’s ICT use, adults must interact, scaffold and model play in a skilful way, thus allowing 

for the activity to remain child-led. However, supported by an adult, which links to the activity 

as there is one adult present to support the children. However, Savage and Barnett (2015) states 

that one of the barriers for the cause of ICT not reaching its full potential within the early years, 

is adult’s attitudes towards ICT. Camilleri (2017) states that some adult’s opinions on ICT is 

that it aids learning, whereas others suggest that it hinders learning. Facer (2012) points out 

that some people believe that adults can have a negative attitude towards ICT if they have not 

experienced ICT within their own learning. Therefore, Facer (2012) suggests that there is a 

need for continuous training in regard to digital devices and their use with young children. 

Looking at how this beebot activity can support children’s learning and link to areas of 

development, according to Eteokleous and Ktoridou (2014), beebots provide opportunities to 

develop various skills and knowledge through programming the devices. For example, it gives 

them opportunities for sequencing, estimation and problem-solving through the use of ICT, 

which has links to the problem solving and modelling within the Data and Computational 

Thinking strand within the DCF (Learning Wales, 2016).  

Pila et al. (2019) state that controlling a physical beebot and seeing what can go wrong allows 

children to learn what the devices can and cannot do. Pila et al. (2019) also suggests that it 
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allows them to foster logical thinking skills. For example, whether the beebots need to go left 

or right to reach where they need to go and how to follow and make sequences. Children also 

learn how to use coding skills, which supports ICT development, as according to Bers (2012), 

learning coding skills through play is considered a building block for digital competence. 

Wilson (2016) suggests that for young children, this type of activity using beebots can allow 

for learning foundational programming skills to develop. 

Kazakoff and Bers (2014) argue that coding can be difficult for young children, especially 

when using a computer, for example. Therefore, Kazakoff and Bers (2014) suggest that the use 

of robots, such as beebots, are more tangible as they are specifically designed to support 

children within the Early Years. However, Sullivan et al. (2013) disagrees, by stating that 

coding and sequencing through the use of beebots lacks opportunities to develop skills that 

apply to real-word coding, which is typically developed using a computer, without such 

manipulations. Siegle (2013) adds that tablets have apps that offer opportunities for children to 

develop coding skills that may be more beneficial within their ICT development as they are 

screen-based, which is similar to coding on a computer and are said to be easy to use for young 

children. This being said, research that considers coding and programming devices such as 

beebots suggests that children as young as four have the ability to learn to sequence and code 

robotic devices to perform specific tasks (Bers et al., 2014). 

Linking to the curriculum, Eteokleous et al. (2013) suggest that when robotics are integrated 

into learning areas, it exploits digital devices full potential rather than it being a learning area 

to itself, suggesting that beebots can be used as a tool within specific learning areas to achieve 

learning objectives. Therefore, they can be used as a tool to teach and deliver concepts within 

various learning areas, such as mathematical, language, literacy and communication and, 

linking to the activity, Social and Emotional development. Links can be made here to 

Successful Futures (2018), as it states that ICT must be integrated throughout the curriculum 

rather than it being a separate learning area, suggesting that beebots could be used to support 

children’s Holistic development, as they can be used to support a range of learning areas 

(Digital Technologies Hub, 2016). 

According to Learning Wales (2016), links can be made to the Data and Computational 

Thinking strand within the DCF, as children have opportunities to problem solve as they have 

to code the beebots to the correct emotion of their peer. Therefore, they must consider which 

direction they want their beebots to go and which buttons to press, in order to code the device 
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appropriately. Pila et al. (2019) also states that through children’s interactions with the control 

device, problem solving skills can be developed as it provides them with a tool to allow them 

to represent problems and experiment with possible solutions. According to Galloway (2009), 

this problem-solving process is said to enhance when children have opportunities to work 

collaboratively, which links to the DCF, collaboration and communication strand (Learning 

Wales, 2016a). 

Looking more in-depth at the interacting and collaborating strand, within the collaboration 

element of the DCF, there are links with this activity, as the children have opportunities to work 

with others and communicate through using the beebots (Learning Wales, 2016a). Arnott et al. 

(2018) state that this can have Social and Emotional development benefits, such as allowing 

for communication opportunities. Linking to the activity, this allows them to discuss emotions 

and feelings of themselves, as well as others. Camilleri (2017) states that this can, therefore, 

allow children to form relationships with other children and adults and provides them with 

opportunities to feel a sense of identity and belonging, which links to children’s Personal and 

Social development, within the Foundation Phase Framework, as it states that ‘as children’s 

self-identity develops, children begin to express their feelings and to empathise with others’ 

(Welsh Government, 2015a: 9).  

Repnik and Krasna (2008) argue that consideration needs to be given to children that may find 

communication within this activity challenging, such as children with Additional Learning 

Needs (ALN). However, more research findings suggest that this use of ICT can still be used 

to develop children with ALN’s digital literacy skills and suggest that the activity can be 

differentiated to suite individual children’s learning needs (Soderstorm, 2013). For example, 

children that find it difficult to communicate could move the beebot to the emotion that they 

are feeling to begin with and have the support of an adult.  

Allowing collaboration and communication through the use of ICT can also provide children 

with opportunities to ask task focus questions, draw opinions from others, reach agreements 

and problem-solve (Pila et al., 2019). Considering the activity itself, it has links to Personal 

and Social development within the Foundation Phase Framework, as it states that under 

Personal development, children must have ‘opportunities to express and communicate different 

feelings and emotions- their own and those of others’ (Welsh Government, 2015a:10).  

Therefore, within the activity, it promotes this as children can express how they are feeling and 

understand the emotions of others.  
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This social interaction with peers through playing with the beebots is said to motivate and 

encourage children to explore the digital devices as they learn from one another. This links to 

Vygotsky’s theory on allowing peers to be the more knowledgeable other, so that children who 

have little understanding of the use of beebots can observe and learn from the children that 

have a better understanding (Allen et al., 2011). Here, links can also be made to Bandura’s 

Social Learning Theory, as the children have opportunities to observe their peers using the 

beebots (Caldwell and Bird, 2015). With this being taken into consideration, as well as the 

opinions of Repnik and Krasna (2008) and Soderstorm (2013), they suggest that perhaps 

children would benefit from undertaking this activity within mixed learning ability groups, as 

this could allow children to learn from more knowledgeable others and through observation. 

However, Lam and Tong (2012) argue that allowing children to collaborate and use these types 

of digital devices independently and through play can distract children from the focus and aim 

of the task. Therefore, when considering learning theories, Attard (2012) similarly suggest that 

if children are not focusing on the task, they may not be getting the most out of their 

observations and learning. Suggesting that, again, the role of the adult needs to be taken into 

consideration in supporting and guiding the children within this activity.  
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• Social Media sites specify that they are age-restricted and 

should only be used by users of the minimum age or older 

(Araujo et al., 2017). For example, Net-aware (2019) states 

that YouTube specifies that the minimum age for users is 13 

years of age. However, Ofcom (2018) suggest that children as 

young as 3 years old have access to YouTube. 

 

• Social Media sites, such as YouTube and Google, can provide 

children with access to inappropriate content, including sexual, 

violent, bullying, suicidal, self-harming, drinking, drug, hate 

and crime content (Internet Matters, 2019). This type of 

content is easily accessible for young children, especially 

through touch screen devices, as there is no need for children 

to type information to access it (Nikken and Schols,  2015). 

 

• Children are having greater control over their time overall on 

Social Media, such as YouTube (Net-aware, 2019). For 

example, comparing YouTube to watching Television, 

children can choose what they want to watch and when 

(Ofcom, 2018). Thus, suggesting that there are no restrictions 

on time limits, meaning that it could affect children’s sleep. 

 

• It is a platform for exposure to challenges, including 

advertisements (Araujo, 2017). Young children are curious, 

therefore, are likely to click onto advertisement content, which 

could lead them to other sites that may ask for information, 

such as personal information (Dredge, 2015). 

 

• UK Safer Internet Centre (2015) states that an increasing 

number of children are using Social Media such as YouTube 

and Google, to access true and accurate information, however 

Smith et al. (2018) suggest that some of this information could 

include inaccurate or false information, including fake news.    

POSSIBLE RISKS OF SOCIAL MEDIA KEEPING CHILDREN SAFE WHEN 

USING ICT 
 

As quantitative data shows in the image below from Ofcom 

(2018), a high percentage of young children go online and use 

Social Media, such as YouTube to access media content. 

However, having this open access can potentially expose 

children to harmful content, such as violence, hate and 

pornography (Pintilii, 2017).  Therefore, this leaflet will outline 

some of the risks associated with young children using Social 

Media, with a focus on sites such as YouTube, as an example. It 

will also highlight some of the developmental impacts that this 

type of Social Media has on children’s development.  

However, this leaflet also highlights some of the many benefits 

that ICT and accessing media has for young children and 

provides some suggestions on how to manage risks to allow 

children to get the most out of their ICT experiences, whilst 

maintaining their safety. 

 
 

 
 

Reference picture-page 9. 

(Source: Ofcom, 2018:3) 

Below are some possible developmental impacts 

associated with the risks of young children using 

Social Media such as YouTube and having too much 

screen time- 

Cognitive, language, Social and Emotional Delays-Due to 

viewing inappropriate or adult content (Duch et al., 2013). 

Also, violence within media content has been associated 

with child aggression (American Academy of Paediatrics, 

2016). 

Decreased comprehension- ICT provides children with 

highly stimulating and quick changing features, such as 

YouTube videos (Goodrich et al., 2009), resulting in 

children having lower attention spans and effects on their 

information processing skills (Chassiakos et al., 2016).  

Speech and Language delays- There can be less face-to-

face communication as children are more focused on the 

screen, rather than the real world (Christakis, 2009). 

Johnson (2011) states that this could, therefore impact 

children’s self-esteem, concentration and coping skills. 

Attention Deficits, difficulty focusing and ADHD- As 

digital media provides fast changes in attention, as well as 

fast rewards (Jago et al., 2015). According to Montagoni et 

al. (2015), as children shift their attention from one thing 

to another, they do not pay close attention to anything. 

Anxiety and childhood depression- Increased screen-time 

and access to Media content has been linked to high levels 

of anxiety and depression in children as young as two 

years old. Children have been said to have lower self-

control, less curiosity, less emotional stability and an 

increased incapability to complete tasks (Stiglic and Viner, 

2019; Liu et al., 2015). 

 

IMPACT ON CHILDREN’S DEVELOPEMT 
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Links for more information, advice and support 

Keeping children safe online- (NSPCC, 2019) 

HTTPS://WWW.NSPCC.ORG.UK/PREVENTING-

ABUSE/KEEPING-CHILDREN-SAFE/ONLINE-SAFETY/ 

Parental controls- (NSPCC, 2019a) 

HTTPS://WWW.NSPCC.ORG.UK/PREVENTING-

ABUSE/KEEPING-CHILDREN-SAFE/ONLINE-

SAFETY/PARENTAL-CONTROLS/ 

Advice and resources for parents/carers to help keep 

children safe- (UK Safer Internet Centre, 2019a) 

HTTPS://WWW.SAFERINTERNET.ORG.UK/ADVICE-

CENTRE/PARENTS-AND-CARERS 

E-safety tips- (Internet Matters, 2019a) 

HTTPS://WWW.INTERNETMATTERS.ORG/ADVICE/0-5/ 

 

Some benefits include- 

• Can be used to increase communication and 
collaboration. For example, using devices and the 

internet to communicate long-distance (Arnott et al, 

2018). 
 

• Allows children to be exposed to new ideas and become 

immersed in learning experiences (Savage and Barnett, 

2015). It can allow children to be creative, express 

themselves, and be exposed to different cultures and 

ideas (Orlando, 2017). Walters (2015) also believes that 

it can provide young children with content that can meet 

individual needs and support children with Additional 

Learning Needs, to access learning materials using ICT 

(Walters, 2015).  
 

• Provides access to information that may support 

children’s health needs (Orlando, 2017). For example, 

illness, conditions or disabilities. Also, health and 

wellbeing can be enhanced through Social Media use. 

For example, promoting healthy eating and having a 

balanced diet. 
 

• Enhances children’s digital literacy development 

through using digital devices, including their functions 

and having access to the internet (Kara and Cagiltay, 

2017). However, may need some adult support 

(Nisiforou and Zaphiris, 2018). 
 

• Children have more enthusiasm and want to learn as 

they see the use of ICT and accessing media content as 

play rather than learning (Meredith, 2017). Also, 

information can be more up-to-date and from sources 

other than adults (Tartari, 2015).  

 

Benefits of young children 

accessing the Internet and 

Social Media 

Managing Risks  

 
Some options for Parents/Carers to support children’s safety using ICT 

include-                                                                                                             

Parental controls-                                                                                                        

Some devices provide options for Parents/Carers to control what content children 

have access to. For example, restricting certain internet searches and options for 

purchasing (NSPCC, 2019a). However, if devices do not have this option, Pintilii 

(2017) suggests that parents should support young children using, for example, the 

internet and Social Media.                                                                                                

• Consider using alternative websites and safer search engines. For example, 

YouTube Kids, which allows Parents/Carers to set age levels and time limits, 

which Net-aware (2019) states is a safer option for young children. 

Manage Screen time-                                                                                         

Setting time limits can prevent screen addiction, manage children’s sleep and allow 

children to become aware of time management (Internet Matters, 2019). However, 

Robertson (2018) states that this can be challenging. Therefore, adults must also 

focus on whether children’s activities are having an impact on them, including their 

safety and wellbeing.  

• Decide on time limits together, as this allows children to feel listened to (UK 

Safer Internet Centre, 2019).  

• Technology and apps can be used to manage screen time. Therefore, can deny 

children access to, for example, apps, after a certain amount of time (Internet 

Matters, 2018).  

Consider Policies and Legislation-                                                                    

Araujo et al. (2017) suggest that parents/carers must consider the age of their 

children when using certain websites and Social Media as they do state age 

restrictions as previously mentioned.  

The Data Protection Act 2018 and General Data Protection Regulation (GDPR) - 

Ensures that organisations that collect data from children under the age of 13, have 

parental consent before children can use their services (Internet Matters, 2019b). 

Therefore, Parents/Carers should consider what personal information and data Social 

Media sites are accessing before letting children use them (Livingstone, 2017).                

United Nation Convention on the Rights of the Child (UNCRC)- Suggests that 

children should be protected from harm, have the right to privacy and receive 

reliable information from mass media (Welsh Government, 2015).         

The Children Act 2004- also highlights under Every Child Matters document, the 

importance of e-safety and that using ICT and the internet must be used 

appropriately by young children, whilst allowing them to be protected from harm 

(The Children’s Society, 2018). 

 

Further tips 

Talking to children- Internet Matters (2018) suggests that 
Parents/Carers should encourage communication. For 
example, if they see content that upsets them. Also, by 
helping children understand what risks are, it can help with 
the prevention of them turning into problems (McCarthy, 

2017). 

Promoting safe communication- Discussing with children 
about not providing anyone with personal information, such 
as their full name, address, phone number and only 
speaking to people that they know in real life, is a positive 

way in which children can understand the appropriate use 
of ICT to communicate with others (NSPCC, 2019a).  

Being a positive role model- Mushtaq (2015) states that 
Bandura believes that children learn from the social 
behaviours of others. Therefore, Parents/Carers can model 
the appropriate behaviours regarding the use of ICT. For 

example, spending the appropriate amount of time on 
digital devices and sharing information appropriately 
(Caldwell and Bird, 2015).  

 

https://www.nspcc.org.uk/PREVENTING-ABUSE/KEEPING-CHILDREN-SAFE/ONLINE-SAFETY/
https://www.nspcc.org.uk/PREVENTING-ABUSE/KEEPING-CHILDREN-SAFE/ONLINE-SAFETY/
https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/parental-controls/
https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/parental-controls/
https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/parental-controls/
https://www.saferinternet.org.uk/advice-centre/parents-and-carers
https://www.saferinternet.org.uk/advice-centre/parents-and-carers
https://www.internetmatters.org/advice/0-5/


EAEE6006 1704245 Word Count-5486 

13 

 

Reference list 

 

Allen, J., Potter, J., Sharp, J. and Turvey, K. (2011) Primary ICT. Exeter: Learning Matters 

Ltd. 

American Academy of Paediatrics. (2016) ‘Virtual Violence’, Paediatrics, 138, 2, August, pp. 

2-4. [Online]. Available at: 

http://pediatrics.aappublications.org/content/pediatrics/early/2016/07/14/peds.2016-

1298.full.pdf [Accessed: 19th February 2019]. 

Araujo, C., Magno, G., Meria, W., Almeida, V., Hartung, P. and Doneda, D. (2017) 

‘Characterizing videos, audience and advertising in YouTube channels for kids’, ACM, 978, 1, 

July, pp. 1-11. [Online]. Available at: https://arxiv.org/pdf/1707.00971.pdf [Accessed: 19th 

February 2019]. 

Arnott, L., Palaiologou, I. and Gray, C. (2018) ‘Digital devices, internet-enabled toys and 

digital games: The changing nature of young children’s learning ecologies, experiences and 

pedagogies’, British Journal of Educational Technology, 49, 5, September, pp. 803–806. 

[Online]. Available at: 

https://browzine.com/libraries/1422/journals/4325/issues/178224899?showArticleInContext=

doi:10.1111%2Fbjet.12676&utm_source=api_311 [Accessed: 16th February 2019]. 

Attard, C. (2012) ‘Teaching with Technology: Exploring the use of robotics to teach 

mathematics’, APMC, 17, 2, pp. 31-32. [Online]. Available at: https://web-b-ebscohost-

com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=b7c0eff6-ae2d-41d0-8a91-

71ddb7ecf5c4%40sessionmgr120 [Accessed: 15th February 2019]. 

Bahatheg, R. (2015) ‘IPads Enhance Social Interaction Skills among Hearing-Impaired 

Children of Low-Income Families in Saudi Arabia’, International Education Studies, 8, 12, 

November, pp. 167-175. [Online]. Available at: 

https://files.eric.ed.gov/fulltext/EJ1083901.pdf [Accessed: 6th February 2019]. 

Baranowski, T., Abdelsamod, D., Baranowski, J., O’Connor, T., Thompson, D., Barnett, A., 

Cerin, E. and Chen, T. (2012) ‘Impact of an active video game on healthy children’s physical 

activity’, Pediatrics, 129, 3, March, pp. 636-642. [Online]. Available at: 

https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3289528/ [23rd February 2019]. 

http://pediatrics.aappublications.org/content/pediatrics/early/2016/07/14/peds.2016-1298.full.pdf
http://pediatrics.aappublications.org/content/pediatrics/early/2016/07/14/peds.2016-1298.full.pdf
https://arxiv.org/pdf/1707.00971.pdf
https://browzine.com/libraries/1422/journals/4325/issues/178224899?showArticleInContext=doi:10.1111%2Fbjet.12676&utm_source=api_311
https://browzine.com/libraries/1422/journals/4325/issues/178224899?showArticleInContext=doi:10.1111%2Fbjet.12676&utm_source=api_311
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=b7c0eff6-ae2d-41d0-8a91-71ddb7ecf5c4%40sessionmgr120
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=b7c0eff6-ae2d-41d0-8a91-71ddb7ecf5c4%40sessionmgr120
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=b7c0eff6-ae2d-41d0-8a91-71ddb7ecf5c4%40sessionmgr120
https://files.eric.ed.gov/fulltext/EJ1083901.pdf
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3289528/


EAEE6006 1704245 Word Count-5486 

14 

 

Bartoli, L., Corradi, C., Garzotto, F. and Valoriani, M. (2013) ‘Exploring Motion-based 

Touchless Games for Autistic Children’s Learning’, ICD 2013, 10, pp. 102–111. 

https://www.researchgate.net/profile/Clara_Corradi/publication/262158749_Exploring_Motio

n-

Based_Touchless_Games_for_Autistic_Children's_Learning/links/54f58e070cf2eed5d73808

77.pdf [Accessed: 10th February 2019]. 

Beavis, C. (2012) ‘Video Games in the Classroom: Developing Digital Literacies’, Practically 

Primary, 17, 1, February, pp. 17-20. [Online]. Available at: https://web-b-ebscohost-

com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=49f79978-54ce-4f60-b072-

d4ab2c1044e6%40sessionmgr101 [Accessed: 9th February 2019].  

Bedford, R., Urabain, I., Cheung, C., Karmiloff‐smith, A., Smith, T., Barr, R. and Smith, T. 

(2016) ‘Toddlers' fine motor milestone achievement is associated with early touchscreen 

scrolling’, Frontiers in Psychology, 7, pp.1–8. [Online]. Available at: 

https://doaj.org/article/3f8635381dc54ff6b1d172d81338de29 [Accessed: 7th February 2019]. 

Bers, M. (2012) Designing digital experiences for positive youth development: From playpen 

to playground. New York: Oxford University Press. 

Bers, M., Flannery, L., Kazakoff, E. and Sullivan, A. (2014) ‘Computational thinking and 

tinkering: Exploration of an early childhood robotics curriculum’, Computers & Education, 72, 

pp.145–157. [Online]. Available at: 

https://www.sciencedirect.com/science/article/pii/S0360131513003059?via%3Dihub 

[Accessed: 15th February 2019]. 

Caldwell, H and Bird, J. (2015) Teaching with Tablets. London: SAGE Publications Ltd. 

Camilleri, P. (2017) ‘Minding the Gap. Proposing a Teacher Learning-Training Framework for 

the Integration of Robotics in Primary Schools’, Informatics in Education, 16, 2, pp. 165–179. 

[Online]. Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/2039205178?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 16th February 2019]. 

Chassiakos, Y., Radesky, J., Christakis, D., Moreno, M. and Cross, C. (2016) ‘Children and 

Adolescents and Digital Media’, Pediatrics, 138, 5, November, pp. 1-18. [Online]. Available 

at: http://pediatrics.aappublications.org/content/pediatrics/138/5/e20162593.full.pdf 

[Accessed: 9th February 2019].  

https://www.researchgate.net/profile/Clara_Corradi/publication/262158749_Exploring_Motion-Based_Touchless_Games_for_Autistic_Children's_Learning/links/54f58e070cf2eed5d7380877.pdf
https://www.researchgate.net/profile/Clara_Corradi/publication/262158749_Exploring_Motion-Based_Touchless_Games_for_Autistic_Children's_Learning/links/54f58e070cf2eed5d7380877.pdf
https://www.researchgate.net/profile/Clara_Corradi/publication/262158749_Exploring_Motion-Based_Touchless_Games_for_Autistic_Children's_Learning/links/54f58e070cf2eed5d7380877.pdf
https://www.researchgate.net/profile/Clara_Corradi/publication/262158749_Exploring_Motion-Based_Touchless_Games_for_Autistic_Children's_Learning/links/54f58e070cf2eed5d7380877.pdf
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=49f79978-54ce-4f60-b072-d4ab2c1044e6%40sessionmgr101
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=49f79978-54ce-4f60-b072-d4ab2c1044e6%40sessionmgr101
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=49f79978-54ce-4f60-b072-d4ab2c1044e6%40sessionmgr101
https://doaj.org/article/3f8635381dc54ff6b1d172d81338de29
https://www.sciencedirect.com/science/article/pii/S0360131513003059?via%3Dihub
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/2039205178?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/2039205178?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/2039205178?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
http://pediatrics.aappublications.org/content/pediatrics/138/5/e20162593.full.pdf


EAEE6006 1704245 Word Count-5486 

15 

 

Christakis, D. A. (2009) ‘The effects of infant media usage: what do we know and what should 

we learn? Review Article’, Acta Paediatr, 98, January, pp. 8-16. [Online]. Available at: 

https://www.ncbi.nlm.nih.gov/pubmed/18793294 [Accessed: 6th February 2019]. 

Crescenzi, L., Jewitt, C., and Price, S. (2014) ‘The role of touch in preschool children’s play 

and learning using iPad versus paper interaction’, The Australian Journal of Language and 

Literacy, 2, 37, pp.89-96. [Online]. Available at: 

http://discovery.ucl.ac.uk/1474983/1/Touch%20ipad%2C%20crezie%2C%20jewitt%2C%20

price%20ACCEPTED.pdf [Accessed: 3rd February 2019]. 

Desloovere, K., Molenaers, G., Feys, H., Huenaerts, C., Callewaert, B. and Van de Walle, P. 

(2006) ‘Do dynamic and static clinical measurements correlate with gait analysis parameters 

in children with cerebral palsy?’, Gait & Posture, 24, October, pp. 302–313. [Online]. 

Available at: https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0966636205002274/1-s2.0-

S0966636205002274-main.pdf?_tid=10b95626-d215-4bda-9365-

ec006a69c825&acdnat=1549728643_5bde3bc74947184b1a2f1984c7077173 [Accessed: 9th 

February 2019]. 

Digital Technologies Hub. (2016) ‘Buzzing with Bee-Bots’ 

https://www.digitaltechnologieshub.edu.au/docs/default-source/Lesson-Ideas/buzzing-with-

beebots/bee-bots---background-notes-for-teachers.pdf?sfvrsn=2 [Accessed: 16th February 

2019]. 

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

Drago, E. (2015) ‘The Effect of Technology on Face-to-Face Communication’, Elon Journal 

of Undergraduate Research in Communications, 6, 1, pp.1-2. [Online]. Available at: 

http://www.inquiriesjournal.com/articles/1137/2/the-effect-of-technology-on-face-to-face-

communication [Accessed: 7th February 2019]. 

Dredge, S. (2015) ‘Why YouTube is the new children’s TV... and why it matters’, The 

Guardian, 19 November: pp. 1. [Online]. Available at: 

https://www.theguardian.com/technology/2015/nov/19/youtube-is-the-new-childrens-tv-

heres-why-that-matters [Accessed: 19th February 2019]. 

Duch, H., Fisher, E., Ensari, I., Font, M., Harrington, A., Taromino, C., Yip, J. and Rodriguez, 

C. (2013) ‘Association of screen time use and language development in Hispanic toddlers: a 

cross-sectional and longitudinal study’, Clinical Paediatrics, 52, 9, pp. 857-886. [Online]. 

https://www.ncbi.nlm.nih.gov/pubmed/18793294
http://discovery.ucl.ac.uk/1474983/1/Touch%20ipad%2C%20crezie%2C%20jewitt%2C%20price%20ACCEPTED.pdf
http://discovery.ucl.ac.uk/1474983/1/Touch%20ipad%2C%20crezie%2C%20jewitt%2C%20price%20ACCEPTED.pdf
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0966636205002274/1-s2.0-S0966636205002274-main.pdf?_tid=10b95626-d215-4bda-9365-ec006a69c825&acdnat=1549728643_5bde3bc74947184b1a2f1984c7077173
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0966636205002274/1-s2.0-S0966636205002274-main.pdf?_tid=10b95626-d215-4bda-9365-ec006a69c825&acdnat=1549728643_5bde3bc74947184b1a2f1984c7077173
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0966636205002274/1-s2.0-S0966636205002274-main.pdf?_tid=10b95626-d215-4bda-9365-ec006a69c825&acdnat=1549728643_5bde3bc74947184b1a2f1984c7077173
https://www.digitaltechnologieshub.edu.au/docs/default-source/Lesson-Ideas/buzzing-with-beebots/bee-bots---background-notes-for-teachers.pdf?sfvrsn=2
https://www.digitaltechnologieshub.edu.au/docs/default-source/Lesson-Ideas/buzzing-with-beebots/bee-bots---background-notes-for-teachers.pdf?sfvrsn=2
http://www.inquiriesjournal.com/articles/1137/2/the-effect-of-technology-on-face-to-face-communication
http://www.inquiriesjournal.com/articles/1137/2/the-effect-of-technology-on-face-to-face-communication
https://www.theguardian.com/technology/2015/nov/19/youtube-is-the-new-childrens-tv-heres-why-that-matters
https://www.theguardian.com/technology/2015/nov/19/youtube-is-the-new-childrens-tv-heres-why-that-matters


EAEE6006 1704245 Word Count-5486 

16 

 

Available at: https://journals-sagepub-

com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/0009922813492881 [Accessed: 23rd February 

2019]. 

Estyn. (2011) ‘Outdoor Learning: an evaluation of learning in the outdoors for children under 

five in the Foundation Phase’ 

https://www.estyn.gov.wales/sites/default/files/documents/Outdoor%20learning%3A%20%2

0an%20evaluation%20of%20learning%20in%20the%20outdoors%20for%20children%20un

der%20five%20in%20the%20Foundation%20Phase%20-%20September%202011.pdf 

[Accessed: 3rd February 2019]. 

Eteokleous, N. and Ktoridou, D. (2014) ‘Educational robotics as learning tools within the 

teaching and learning practice’, IEEE Global Engineering Education, 5, June, pp. 1. [Online]. 

Available at: https://ieeexplore.ieee.org/document/6826237 [Accessed: 26th February 2019]. 

Eteokleous, N., Demetriou, G. and Lambrou, A. (2013) ‘The pedagogical framework for 

integrating robotics as an interdisciplinary learning – Cognitive tool’, Information and 

communications technology: New research, April, pp. 141-158). [Online]. Available at: 

https://www.researchgate.net/publication/286498833_The_pedagogical_framework_for_inte

grating_robotics_as_an_interdisciplinary_learning_-_cognitive_tool [Accessed: 23rd February 

2019]. 

Facer, K. (2012) ‘Taking the 21st century seriously: young, people, education and socio-

technical futures’, Oxford Review of Education, 38, 1, February, pp. 97-113. [Online]. 

Available at: https://www-tandfonline-

com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1080/03054985.2011.577951?needAccess=true 

[Accessed: 16th February 2019]. 

Fiorini, M. (2010) ‘The effect of home computer use on children’s cognitive and non-cognitive 

skills’, Economic of Education Review, 29, pp. 55-72. [Online]. Available at: https://ac-els-

cdn-com.ezproxy.uwtsd.ac.uk/S0272775709000697/1-s2.0-S0272775709000697-

main.pdf?_tid=50b07362-806d-4ceb-b3ad-

7b520fc9a747&acdnat=1549822789_1967aed07d955d94af15b36aa5f8bf2c [Accessed: 10th 

February 2019]. 

Florea, M. (2013) ‘Media Violence and the Cathartic Effect’, Procedia - Social and Behavioral 

Sciences, 92, pp. 349-353. [Online]. Available at: https://ac.els-

https://journals-sagepub-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/0009922813492881
https://journals-sagepub-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/0009922813492881
https://www.estyn.gov.wales/sites/default/files/documents/Outdoor%20learning%3A%20%20an%20evaluation%20of%20learning%20in%20the%20outdoors%20for%20children%20under%20five%20in%20the%20Foundation%20Phase%20-%20September%202011.pdf
https://www.estyn.gov.wales/sites/default/files/documents/Outdoor%20learning%3A%20%20an%20evaluation%20of%20learning%20in%20the%20outdoors%20for%20children%20under%20five%20in%20the%20Foundation%20Phase%20-%20September%202011.pdf
https://www.estyn.gov.wales/sites/default/files/documents/Outdoor%20learning%3A%20%20an%20evaluation%20of%20learning%20in%20the%20outdoors%20for%20children%20under%20five%20in%20the%20Foundation%20Phase%20-%20September%202011.pdf
https://ieeexplore.ieee.org/document/6826237
https://www.researchgate.net/publication/286498833_The_pedagogical_framework_for_integrating_robotics_as_an_interdisciplinary_learning_-_cognitive_tool
https://www.researchgate.net/publication/286498833_The_pedagogical_framework_for_integrating_robotics_as_an_interdisciplinary_learning_-_cognitive_tool
https://www-tandfonline-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1080/03054985.2011.577951?needAccess=true
https://www-tandfonline-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1080/03054985.2011.577951?needAccess=true
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0272775709000697/1-s2.0-S0272775709000697-main.pdf?_tid=50b07362-806d-4ceb-b3ad-7b520fc9a747&acdnat=1549822789_1967aed07d955d94af15b36aa5f8bf2c
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0272775709000697/1-s2.0-S0272775709000697-main.pdf?_tid=50b07362-806d-4ceb-b3ad-7b520fc9a747&acdnat=1549822789_1967aed07d955d94af15b36aa5f8bf2c
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0272775709000697/1-s2.0-S0272775709000697-main.pdf?_tid=50b07362-806d-4ceb-b3ad-7b520fc9a747&acdnat=1549822789_1967aed07d955d94af15b36aa5f8bf2c
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0272775709000697/1-s2.0-S0272775709000697-main.pdf?_tid=50b07362-806d-4ceb-b3ad-7b520fc9a747&acdnat=1549822789_1967aed07d955d94af15b36aa5f8bf2c
https://ac.els-cdn.com/S1877042813028140/1-s2.0-S1877042813028140-main.pdf?_tid=97ae7f9b-eb5e-47ed-8776-cfc580fec7c9&acdnat=1551034362_13cfed638f8e0bb98cfd4003723e6870


EAEE6006 1704245 Word Count-5486 

17 

 

cdn.com/S1877042813028140/1-s2.0-S1877042813028140-main.pdf?_tid=97ae7f9b-eb5e-

47ed-8776-cfc580fec7c9&acdnat=1551034362_13cfed638f8e0bb98cfd4003723e6870 

[Accessed: 24th February 2019]. 

Galloway, J. (2009) Harnessing Technology. Oxon: Routledge. 

Gasperetti, B., Foley, J., Yang, S., Columna, L. and Lieberman, L. (2018) ‘Comparison of three 

interactive video games for youth with visual impairments’, British Journal of Visual 

Impairment, 36, 1, pp. 31 –41. [Online]. Available: https://journals-sagepub-

com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/0264619617735143 [Accessed: 10th February 

2019]. 

Goodrich, S., Pempek, T. and Calvert, S. (2009) ‘Formal production features of infant and 

toddler DVDs’, Arch Paediatric Adolescents Med, 163, 12, pp. 1151–1156. [Online]. Available 

at: https://www.ncbi.nlm.nih.gov/pubmed/19996053 [Accessed: 23rd February 2019]. 

Graf, L., Pratt, V., Hester, C. and Short R. (2009) ‘Playing active video games increases energy 

expenditure in children’, American Academy of Pediatrics, 124, pp. 534–540. [Online]. 

Available at: https://whel-primo.hosted.exlibrisgroup.com/primo-

explore/search?query=any,contains,Playing%20active%20video%20games%20increases%20

energy%20expenditure%20in%20children&tab=tab1&search_scope=CSCOP_EVERYTHIN

G&vid=44WHELF_UWTSD_VU1&lang=en_US&offset=0 [Accessed: 9th February 2019]. 

Hepburn, H. (2013) ‘Technology - Students upwardly mobile with iPads: News’, The Times 

Educational Supplement Scotland, 6, November, pp. 6-7. [Online]. Available at: https://search-

proquest-

com.ezproxy.uwtsd.ac.uk/docview/1470866788?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 3rd February 2019]. 

Herodotou, C. (2017) ‘Young children and tablets: A systematic review of effects on learning 

and development’, Journal of Computer Assisted Learning, 34, November, pp.1-9. [Online]. 

Available at: https://onlinelibrary-wiley-

com.ezproxy.uwtsd.ac.uk/doi/epdf/10.1111/jcal.12220 [Accessed: 7th February 2019]. 

Hodgman, L. (2011) Enabling Environments in the Early Years. London: Practical Pre-School 

Books. [e-book]. Available at: https://www-dawsonera-

com.ezproxy.uwtsd.ac.uk/readonline/9781907241475 [Accessed: 15th February 2019]. 

https://ac.els-cdn.com/S1877042813028140/1-s2.0-S1877042813028140-main.pdf?_tid=97ae7f9b-eb5e-47ed-8776-cfc580fec7c9&acdnat=1551034362_13cfed638f8e0bb98cfd4003723e6870
https://ac.els-cdn.com/S1877042813028140/1-s2.0-S1877042813028140-main.pdf?_tid=97ae7f9b-eb5e-47ed-8776-cfc580fec7c9&acdnat=1551034362_13cfed638f8e0bb98cfd4003723e6870
https://journals-sagepub-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/0264619617735143
https://journals-sagepub-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/0264619617735143
https://www.ncbi.nlm.nih.gov/pubmed/19996053
https://whel-primo.hosted.exlibrisgroup.com/primo-explore/search?query=any,contains,Playing%20active%20video%20games%20increases%20energy%20expenditure%20in%20children&tab=tab1&search_scope=CSCOP_EVERYTHING&vid=44WHELF_UWTSD_VU1&lang=en_US&offset=0
https://whel-primo.hosted.exlibrisgroup.com/primo-explore/search?query=any,contains,Playing%20active%20video%20games%20increases%20energy%20expenditure%20in%20children&tab=tab1&search_scope=CSCOP_EVERYTHING&vid=44WHELF_UWTSD_VU1&lang=en_US&offset=0
https://whel-primo.hosted.exlibrisgroup.com/primo-explore/search?query=any,contains,Playing%20active%20video%20games%20increases%20energy%20expenditure%20in%20children&tab=tab1&search_scope=CSCOP_EVERYTHING&vid=44WHELF_UWTSD_VU1&lang=en_US&offset=0
https://whel-primo.hosted.exlibrisgroup.com/primo-explore/search?query=any,contains,Playing%20active%20video%20games%20increases%20energy%20expenditure%20in%20children&tab=tab1&search_scope=CSCOP_EVERYTHING&vid=44WHELF_UWTSD_VU1&lang=en_US&offset=0
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1470866788?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1470866788?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1470866788?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1470866788?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://onlinelibrary-wiley-com.ezproxy.uwtsd.ac.uk/doi/epdf/10.1111/jcal.12220
https://onlinelibrary-wiley-com.ezproxy.uwtsd.ac.uk/doi/epdf/10.1111/jcal.12220
https://www-dawsonera-com.ezproxy.uwtsd.ac.uk/readonline/9781907241475
https://www-dawsonera-com.ezproxy.uwtsd.ac.uk/readonline/9781907241475


EAEE6006 1704245 Word Count-5486 

18 

 

Hoffmann, L. (2009) ‘Learning Through Games’, Communications of the ACM, 52, 8, August, 

pp. 21-22. [Online]. Available at: https://web-a-ebscohost-

com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=ba80acaf-a1ef-4666-bef5-

b2bbb7fc4d5a%40sdc-v-sessmgr03 [Accessed: 9th February 2019]. 

Internet Matters. (2018) ‘5 top tips to manage children’s screen time’ 

https://www.internetmatters.org/hub/guidance/5-top-tips-to-manage-childrens-screentime/ 

[Accessed: 20th February 2019]. 

Internet Matters. (2019) ‘Learn about it’ https://www.internetmatters.org/issues/inappropriate-

content/learn-about-it/ [Accessed: 19th February 2019]. 

Internet Matters. (2019a) ‘pre-school (0-5)’ https://www.internetmatters.org/ADVICE/0-5/ 

[Accessed: 26th February 2019].  

Internet Matters. (2019b) ‘Social media tips’ https://www.internetmatters.org/advice/social-

media/#1544092813393-411c9261-0e58 [Accessed: 20th February 2019]. 

Johnson, G. (2011) ‘Self-Esteem and Use of the Internet among Young School-Age Children’, 

International Journal of Psychological Studies, 3, 2; December, pp. 48-53. [Online]. Available 

at: 

https://espace.curtin.edu.au/bitstream/handle/20.500.11937/32131/180925_180925.pdf?seque

nce=2&isAllowed=y [Accessed: 10th February 2019]. 

Kara, N. and Cagiltay, K. (2017) ‘In-service Preschool Teachers’ Thoughts about Technology 

and Technology Use in Early Educational Settings’, Contemporary Educational Technology, 

8, 2, pp.119-141. [Online]. Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/1913346809?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 5th February 2019]. 

Kazakoff, E. and Bers, M. (2014) ‘Put your robot in, put your robot out: Sequencing through 

programming robots in early childhood’, Journal of Educational Computing Research, 50, 4, 

pp. 553–573. [Online]. Available at: https://journals.sagepub.com/doi/10.2190/EC.50.4.f 

[Accessed: 15th February 2019]. 

Kennewell, S. and Morgan, A. (2006) ‘Factors influencing learning through play in ICT 

settings’, Computers & Education, November, pp. 265-279. [Online]. Available at:  https://ac-

els-cdn-com.ezproxy.uwtsd.ac.uk/S0360131505001612/1-s2.0-S0360131505001612-

https://web-a-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=ba80acaf-a1ef-4666-bef5-b2bbb7fc4d5a%40sdc-v-sessmgr03
https://web-a-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=ba80acaf-a1ef-4666-bef5-b2bbb7fc4d5a%40sdc-v-sessmgr03
https://web-a-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=ba80acaf-a1ef-4666-bef5-b2bbb7fc4d5a%40sdc-v-sessmgr03
https://www.internetmatters.org/hub/guidance/5-top-tips-to-manage-childrens-screentime/
https://www.internetmatters.org/issues/inappropriate-content/learn-about-it/
https://www.internetmatters.org/issues/inappropriate-content/learn-about-it/
https://www.internetmatters.org/ADVICE/0-5/
https://www.internetmatters.org/advice/social-media/#1544092813393-411c9261-0e58
https://www.internetmatters.org/advice/social-media/#1544092813393-411c9261-0e58
https://espace.curtin.edu.au/bitstream/handle/20.500.11937/32131/180925_180925.pdf?sequence=2&isAllowed=y
https://espace.curtin.edu.au/bitstream/handle/20.500.11937/32131/180925_180925.pdf?sequence=2&isAllowed=y
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1913346809?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1913346809?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1913346809?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://journals.sagepub.com/doi/10.2190/EC.50.4.f
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0360131505001612/1-s2.0-S0360131505001612-main.pdf?_tid=6db0ac60-2065-46a9-984a-86b8a68553fe&acdnat=1549397940_ecc484f8bed4d610e866f4b906e5f3a9
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0360131505001612/1-s2.0-S0360131505001612-main.pdf?_tid=6db0ac60-2065-46a9-984a-86b8a68553fe&acdnat=1549397940_ecc484f8bed4d610e866f4b906e5f3a9


EAEE6006 1704245 Word Count-5486 

19 

 

main.pdf?_tid=6db0ac60-2065-46a9-984a-

86b8a68553fe&acdnat=1549397940_ecc484f8bed4d610e866f4b906e5f3a9 [Accessed: 5th 

February 2019]. 

Kidron, B and Rudkin, A. (2017) ‘Digital Childhood – Addressing Childhood Development 

Milestones in the Digital Environment’ 

https://5rightsfoundation.com/static/Digital_Childhood_report_-_EMBARGOED.pdf 

REPORT [Accessed: 31st January 2019]. 

Kidron, B. and Rudkin, A. (2017) ‘Digital Childhood’ 

https://5rightsfoundation.com/static/Digital_Childhood_report_-_EMBARGOED.pdf 

[Accessed: 10th February 2019].  

Kim, M. and Hannafin, M. (2011) ‘Scaffolding problem solving in technology-enhanced 

learning environments (TELEs): Bridging research and theory with practice’, Computers & 

Education, 56, 2, February, pp. 403-417. [Online]. Available at: 

https://www.sciencedirect.com/science/article/pii/S0360131510002526 [Accessed: 15th 

February 2019]. 

Kourakli, M., Altanis, I., Retalis, S., Boloudakis, M., Zbainos, D. and Antonopoulou, K. (2017) 

‘Towards the improvement of the cognitive, motoric and academic skills of students with 

special educational needs using Kinect learning games’, International Journal of Child-

Computer Interaction, 11, January, pp. 28-39. [Online]. Available at: https://www-

sciencedirect-com.ezproxy.uwtsd.ac.uk/science/article/pii/S2212868916300186 [Accessed: 

10th February 2019]. 

Kucirkova, N., Messer, D., Sheehy, K. and Flewitt, R. (2013) ‘Sharing personalised stories on 

iPads: a close look at one parent–child interaction’, Literacy, 47, 3, November, pp. 115-122. 

[Online]. Available at: https://onlinelibrary-wiley-

com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1111/lit.12003 [Accessed: 3rd February 2019]. 

Lam, P. and Tong, A. (2012) ‘Digital Devices in Classroom – Hesitations of Teachers-to-be’, 

Electronic Journal of e-Learning, 10, 4, pp. 387-395. [Online]. Available at: 

file:///C:/Users/fwtal/AppData/Local/Packages/Microsoft.MicrosoftEdge_8wekyb3d8bbwe/T

empState/Downloads/Digital_Devices_in_Classroom_-.pdf [Accessed: 13th February 2019]. 

Learning Wales. (2016) ‘Digital Competence Framework’ 

https://learning.gov.wales/resources/browse-all/digital-competence-

https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0360131505001612/1-s2.0-S0360131505001612-main.pdf?_tid=6db0ac60-2065-46a9-984a-86b8a68553fe&acdnat=1549397940_ecc484f8bed4d610e866f4b906e5f3a9
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0360131505001612/1-s2.0-S0360131505001612-main.pdf?_tid=6db0ac60-2065-46a9-984a-86b8a68553fe&acdnat=1549397940_ecc484f8bed4d610e866f4b906e5f3a9
https://5rightsfoundation.com/static/Digital_Childhood_report_-_EMBARGOED.pdf
https://5rightsfoundation.com/static/Digital_Childhood_report_-_EMBARGOED.pdf
https://www.sciencedirect.com/science/article/pii/S0360131510002526
https://www-sciencedirect-com.ezproxy.uwtsd.ac.uk/science/article/pii/S2212868916300186
https://www-sciencedirect-com.ezproxy.uwtsd.ac.uk/science/article/pii/S2212868916300186
https://onlinelibrary-wiley-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1111/lit.12003
https://onlinelibrary-wiley-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1111/lit.12003
file:///C:/Users/fwtal/AppData/Local/Packages/Microsoft.MicrosoftEdge_8wekyb3d8bbwe/TempState/Downloads/Digital_Devices_in_Classroom_-.pdf
file:///C:/Users/fwtal/AppData/Local/Packages/Microsoft.MicrosoftEdge_8wekyb3d8bbwe/TempState/Downloads/Digital_Devices_in_Classroom_-.pdf
https://learning.gov.wales/resources/browse-all/digital-competence-framework/framework?lang=en&year=reception&dcf_element=data_and_computational_thinking___problem_solving_and_modelling&selectedYear=col_6&lang=en


EAEE6006 1704245 Word Count-5486 

20 

 

framework/framework?lang=en&year=reception&dcf_element=data_and_computational_thi

nking___problem_solving_and_modelling&selectedYear=col_6&lang=en [Accessed: 7th 

February 2019].  

Learning Wales. (2016a) ‘Digital Competence Framework’ 

https://learning.gov.wales/resources/browse-all/digital-competence-

framework/framework?lang=en&dcf_element=interacting_and_collaborating___collaboratio

n&dcf_element=data_and_computational_thinking___problem_solving_and_modelling&sele

ctedYear=col_6&lang=en [Accessed: 23rd February 2019].  

Lim, J. and Baba, A. (2016) ‘Content Analysis of Digital Games: From Cultivation Theory 

Perspective’, Symposium on Service-Oriented System Engineering, May, pp. 1-2. [Online]. 

Available at: https://ieeexplore-ieee-org.ezproxy.uwtsd.ac.uk/document/7473033 [Accessed: 

8th February 2019]. 

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 Pediatrics, 37, 5, 

January, pp. 457-467. [Online]. Available at: 

https://www.tandfonline.com/doi/abs/10.1080/01942638.2016.1255290?journalCode=ipop20 

[Accessed: 7th February 2019]. 

Livingstone, S., Davidson, A., Bryce, J. and Batool, S. (2017) ‘Children’s online activities, 

risks and safety’ 

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data

/file/650933/Literature_Review_Final_October_2017.pdf [Accessed: 20th February 2019]. 

Luyi, X. (2018) ‘Exploiting Psychology and Social Behaviour for Game Stickiness’, 

Psychology, 61, 11, November, pp. 52-53. [Online]. Available at: https://web-a-ebscohost-

com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=134feb4e-25ef-4a3c-8937-

862d978611cb%40sessionmgr4008 [Accessed: 10th February 2019]. 

McCarthy, C. (2017) ‘Talking to Children About Social Media’, Harvard Commentaries on 

Health, July, pp. 1. [Online]. Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/1993141949?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 20th February 2019]. 

https://learning.gov.wales/resources/browse-all/digital-competence-framework/framework?lang=en&year=reception&dcf_element=data_and_computational_thinking___problem_solving_and_modelling&selectedYear=col_6&lang=en
https://learning.gov.wales/resources/browse-all/digital-competence-framework/framework?lang=en&year=reception&dcf_element=data_and_computational_thinking___problem_solving_and_modelling&selectedYear=col_6&lang=en
https://learning.gov.wales/resources/browse-all/digital-competence-framework/framework?lang=en&dcf_element=interacting_and_collaborating___collaboration&dcf_element=data_and_computational_thinking___problem_solving_and_modelling&selectedYear=col_6&lang=en
https://learning.gov.wales/resources/browse-all/digital-competence-framework/framework?lang=en&dcf_element=interacting_and_collaborating___collaboration&dcf_element=data_and_computational_thinking___problem_solving_and_modelling&selectedYear=col_6&lang=en
https://learning.gov.wales/resources/browse-all/digital-competence-framework/framework?lang=en&dcf_element=interacting_and_collaborating___collaboration&dcf_element=data_and_computational_thinking___problem_solving_and_modelling&selectedYear=col_6&lang=en
https://learning.gov.wales/resources/browse-all/digital-competence-framework/framework?lang=en&dcf_element=interacting_and_collaborating___collaboration&dcf_element=data_and_computational_thinking___problem_solving_and_modelling&selectedYear=col_6&lang=en
https://ieeexplore-ieee-org.ezproxy.uwtsd.ac.uk/document/7473033
https://www.tandfonline.com/doi/abs/10.1080/01942638.2016.1255290?journalCode=ipop20
https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/650933/Literature_Review_Final_October_2017.pdf
https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/650933/Literature_Review_Final_October_2017.pdf
https://web-a-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=134feb4e-25ef-4a3c-8937-862d978611cb%40sessionmgr4008
https://web-a-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=134feb4e-25ef-4a3c-8937-862d978611cb%40sessionmgr4008
https://web-a-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=134feb4e-25ef-4a3c-8937-862d978611cb%40sessionmgr4008
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1993141949?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1993141949?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1993141949?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo


EAEE6006 1704245 Word Count-5486 

21 

 

Meredith, R. (2017) ‘IPads’ help improve young pupils' skills’, BBC News, 24 May: 1. 

[Online]. Available at: https://www.bbc.co.uk/news/uk-northern-ireland-40021187 [Accessed: 

3rd February 2019].  

Miller, D. and Roberson, D. (2011) ‘Educational benefits of using game consoles in a primary 

classroom: A randomised controlled trial’, British Journal of Educational Technology, 42, 5, 

pp. 850–864. [Online]. Available at: https://web-b-ebscohost-

com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=b562a96f-74d5-4632-acb2-

0bb662f84729%40sessionmgr120 [Accessed: 8th February 2019]. 

Mitchell, A. and Savill-Smith, C. (2004) The use of computer and video games for learning. 

London: Learning and Skills Development Agency. [e-book]. Available at: 

https://dera.ioe.ac.uk/5270/7/041529_Redacted.pdf [Accessed: 8th February 2019].  

Montagoni, I., Guichard, E. and Kurth, T. (2015) ‘Association of screen time with self-

perceived attention problems and hyperactivity levels in French students: a cross-sectional 

study’, BMJ Open, 6, 2, November, pp. 1-8. [Online]. Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/1860823080?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 17th February 2019]. 

Moore, H. and Adair, J. (2015) ‘“I’m Just Playing iPad”: Comparing Pre-kindergarteners’ and 

Preservice Teachers’ Social Interactions While Using Tablets for Learning’, Journal of Early 

Childhood Teacher Education, 36, March, pp. 362–378. [Online]. Available at: https://web-b-

ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=832f3e49-e915-

4866-8d10-7be022212eef%40pdc-v-sessmgr06 [Accessed: 6th February 2019]. 

Mushtaq, M. (2015) Bandura’s Symbolic Learning through ICT and its impact on students 

learning at university level in Pakistan. Thesis (Ph.D.). International Islamic University. 

[Online]. Available at: 

http://prr.hec.gov.pk/jspui/bitstream/123456789/6863/1/Muhammad_Mushtaq_Education_20

15_IIU_ISD.pdf [Accessed: 20th February 2019]. 

Net-aware. (2019) ‘YouTube’ https://www.net-aware.org.uk/networks/youtube/ [Accessed: 

19th February 2019]. 

Neumann, M. (2018) ‘Using tablets and apps to enhance emergent literacy skills in young 

children’, Early Childhood Research Quarterly, 42, October, pp. 239-246. [Online]. Available 

at: https://www-sciencedirect-

https://www.bbc.co.uk/news/uk-northern-ireland-40021187
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=b562a96f-74d5-4632-acb2-0bb662f84729%40sessionmgr120
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=b562a96f-74d5-4632-acb2-0bb662f84729%40sessionmgr120
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=b562a96f-74d5-4632-acb2-0bb662f84729%40sessionmgr120
https://dera.ioe.ac.uk/5270/7/041529_Redacted.pdf
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1860823080?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1860823080?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1860823080?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=832f3e49-e915-4866-8d10-7be022212eef%40pdc-v-sessmgr06
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=832f3e49-e915-4866-8d10-7be022212eef%40pdc-v-sessmgr06
https://web-b-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=832f3e49-e915-4866-8d10-7be022212eef%40pdc-v-sessmgr06
http://prr.hec.gov.pk/jspui/bitstream/123456789/6863/1/Muhammad_Mushtaq_Education_2015_IIU_ISD.pdf
http://prr.hec.gov.pk/jspui/bitstream/123456789/6863/1/Muhammad_Mushtaq_Education_2015_IIU_ISD.pdf
https://www.net-aware.org.uk/networks/youtube/
https://www-sciencedirect-com.ezproxy.uwtsd.ac.uk/science/article/pii/S0885200616301405


EAEE6006 1704245 Word Count-5486 

22 

 

com.ezproxy.uwtsd.ac.uk/science/article/pii/S0885200616301405 [Accessed: 1st February 

2019]. 

Nikken, P. and Schols, M. (2015) ‘How and Why Parents Guide the Media Use of Young 

Children’, Journal of Child and Family Studies, 24, 11, pp. 3423–3435. [Online]. Available at: 

https://www.ncbi.nlm.nih.gov/pmc/articles/PMC4598347/ [Accessed: 19th February 2019]. 

Nikolopoulou, K. and Gialamas, V. (2015) ‘Barriers to the integration of computers in early 

childhood settings: Teachers’ perceptions’, Education Information Technology, 20, September, 

pp.285–301. [Online]. Available at: https://link-springer-

com.ezproxy.uwtsd.ac.uk/content/pdf/10.1007/s10639-013-9281-9.pdf [Accessed: 5th 

February 2019]. 

Nisiforou, E. and Zaphiris, P. (2018) ‘Let me play: unfolding the research landscape on ICT 

as a play-based tool for children with disabilities’, Universal Access in the Information Society, 

July, pp. 1-10. [Online]. Available at: https://link-springer-

com.ezproxy.uwtsd.ac.uk/content/pdf/10.1007/s10209-018-0627-3.pdf [Accessed: 5th 

February 2019]. 

NSPCC. (2019) ‘Online safety’ https://www.nspcc.org.uk/PREVENTING-

ABUSE/KEEPING-CHILDREN-SAFE/ONLINE-SAFETY/ [Accessed: 26th February 2019].  

NSPCC. (2019a) ‘Parental controls’ https://www.nspcc.org.uk/preventing-abuse/keeping-

children-safe/online-safety/parental-controls/ [Accessed: 18th February 2019]. 

Ofcom. (2009) ‘Children’s and young people’s access to online content on mobile devices, 

games consoles and portable media players’ 

https://www.ofcom.org.uk/__data/assets/pdf_file/0022/31936/online_access.pdf [Accessed: 

9th February 2019].  

Ofcom. (2018) ‘Children and parents: Media use and attitudes report 2018’ 

https://www.ofcom.org.uk/__data/assets/pdf_file/0024/134907/Children-and-Parents-Media-

Use-and-Attitudes-2018.pdf [Accessed: 23rd February 2019]. 

Orlando, J. (2017) ‘When it comes to kids and social media, it’s not all bad news’ The 

Conversation, 19 July: pp. 1. [Online]. Available at: https://theconversation.com/when-it-

comes-to-kids-and-social-media-its-not-all-bad-news-80547 [Accessed: 20th February 2019]. 

https://www-sciencedirect-com.ezproxy.uwtsd.ac.uk/science/article/pii/S0885200616301405
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC4598347/
https://link-springer-com.ezproxy.uwtsd.ac.uk/content/pdf/10.1007/s10639-013-9281-9.pdf
https://link-springer-com.ezproxy.uwtsd.ac.uk/content/pdf/10.1007/s10639-013-9281-9.pdf
https://link-springer-com.ezproxy.uwtsd.ac.uk/content/pdf/10.1007/s10209-018-0627-3.pdf
https://link-springer-com.ezproxy.uwtsd.ac.uk/content/pdf/10.1007/s10209-018-0627-3.pdf
https://www.nspcc.org.uk/PREVENTING-ABUSE/KEEPING-CHILDREN-SAFE/ONLINE-SAFETY/
https://www.nspcc.org.uk/PREVENTING-ABUSE/KEEPING-CHILDREN-SAFE/ONLINE-SAFETY/
https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/parental-controls/
https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/parental-controls/
https://www.ofcom.org.uk/__data/assets/pdf_file/0022/31936/online_access.pdf
https://www.ofcom.org.uk/__data/assets/pdf_file/0024/134907/Children-and-Parents-Media-Use-and-Attitudes-2018.pdf
https://www.ofcom.org.uk/__data/assets/pdf_file/0024/134907/Children-and-Parents-Media-Use-and-Attitudes-2018.pdf
https://theconversation.com/when-it-comes-to-kids-and-social-media-its-not-all-bad-news-80547
https://theconversation.com/when-it-comes-to-kids-and-social-media-its-not-all-bad-news-80547


EAEE6006 1704245 Word Count-5486 

23 

 

Penko, A. and Barkley, J. (2010) ‘Motivation and Physiologic Responses of Playing a 

Physically Interactive Video Game Relative to a Sedentary Alternative in Children’, Annals of 

Behavioral Medicine, 39, 2, May, pp. 162-169. [Online]. Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/347856419?accountid=130472&rfr_id=info%3Axri%2Fsi

d%3Aprimo [Accessed: 9th February 2019]. 

Pila, S., Aladéa, F., Sheehanb, K., Lauricellab, A. and Wartellab, E. (2019) ‘Learning to code 

via tablet applications: An evaluation of Daisy the Dinosaur and Kodable as learning tools for 

young children’, Computers & Education, 128, September, pp. 52-62. [Online]. Available at: 

https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0360131518302422/1-s2.0-

S0360131518302422-main.pdf?_tid=b69374a1-0528-4d7f-a63c-

5cd49dffb467&acdnat=1550252736_84b27063f79c5c6f73c6bd03434396c2 [Accessed: 15th 

February 2019]. 

Pintilii, L. (2017) ‘Pleading against excess of internet utilization in children and young ones’, 

International Journal of Communication Research, 7, 2, June, pp. 84-87. [Online]. Available 

at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/1924497519?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 7th February 2019]. 

Razak, A. and Connolly, M. (2013) ‘Using Games-Based Learning:  How it Influences the 

Learning Experience and Outcomes of Primary School Children’, IEEE Global Engineering 

Education Conference, March, pp. 1076-1083. [Online]. Available at: https://web-a-ebscohost-

com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=7fd45481-6414-46ff-97af-

8df5444e0dd1%40sessionmgr4010 [Accessed: 10th February 2019]. 

Redmond, D. (2010) The effect of video games on family communication and interaction. 

Thesis (MSc). Iowa State University. [Online]. Available at: 

https://lib.dr.iastate.edu/cgi/viewcontent.cgi?article=2651&context=etd [Accessed: 10th 

February 2019]. 

Repnik, R. and Krasna, M. (2008) ‘ICT in the education of children with special needs’, 

Central European Conference on Information and Intelligent Systems, pp.1-3. [Online]. 

Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/1314945384?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 16th February 2019]. 

https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/347856419?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/347856419?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/347856419?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0360131518302422/1-s2.0-S0360131518302422-main.pdf?_tid=b69374a1-0528-4d7f-a63c-5cd49dffb467&acdnat=1550252736_84b27063f79c5c6f73c6bd03434396c2
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0360131518302422/1-s2.0-S0360131518302422-main.pdf?_tid=b69374a1-0528-4d7f-a63c-5cd49dffb467&acdnat=1550252736_84b27063f79c5c6f73c6bd03434396c2
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S0360131518302422/1-s2.0-S0360131518302422-main.pdf?_tid=b69374a1-0528-4d7f-a63c-5cd49dffb467&acdnat=1550252736_84b27063f79c5c6f73c6bd03434396c2
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1924497519?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1924497519?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1924497519?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://web-a-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=7fd45481-6414-46ff-97af-8df5444e0dd1%40sessionmgr4010
https://web-a-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=7fd45481-6414-46ff-97af-8df5444e0dd1%40sessionmgr4010
https://web-a-ebscohost-com.ezproxy.uwtsd.ac.uk/ehost/pdfviewer/pdfviewer?vid=1&sid=7fd45481-6414-46ff-97af-8df5444e0dd1%40sessionmgr4010
https://lib.dr.iastate.edu/cgi/viewcontent.cgi?article=2651&context=etd
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1314945384?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1314945384?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1314945384?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo


EAEE6006 1704245 Word Count-5486 

24 

 

Robert, M., Ballaz, L., Hart, R. and Lemay, M. (2013) ‘Exercise Intensity Levels in Children 

with Cerebral Palsy While Playing with an Active Video Game Console’, Physical Therapy, 

93, 8, August, pp. 1084-91. [Online]. Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/1444018367?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 9th February 2019]. 

Robertson, A. (2018) ‘Moving beyond screen-time limits is essential parenting’ 

https://www.internetmatters.org/hub/news-blogs/moving-beyond-screen-time-limits-is-

essential-parenting/ [Accessed: 20th February 2019]. 

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

Publishing Ltd.  

Seigle, D. (2013) ‘iPads: Intuitive Technology for 21st-Century Students’, Gifted Child Today, 

36, 2, pp. 146-150. [Online]. Available at: https://journals-sagepub-

com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/1076217512474983 [Accessed: 15th February 

2019]. 

Singh, P., Mujawar, N., Moharkar, R. and Kaur, H. (2016) ‘Effect of video and mobile games 

on children's behaviour’, Indian Journal of Health and Wellbeing, 7, 5, pp. 488-492. [Online]. 

Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/1792354706?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 10th February 2019]. 

Smith, A., Toor, S. and Kessel, P. (2018) ‘Many Turn to YouTube for Children’s Content, 

News, How-To Lessons’ http://www.pewinternet.org/2018/11/07/many-turn-to-youtube-for-

childrens-content-news-how-to-lessons/ [Accessed: 19th February 2019]. 

Soderstorm, S. (2013) ‘Digital Differentiation in Young People’s Internet Use—Eliminating 

or Reproducing Disability Stereotypes’, Future Internet, 5, 2, May, pp. 190-204. [Online]. 

Available at: https://www.mdpi.com/1999-5903/5/2/190 [Accessed: 16th February 2019]. 

Staker, L., Abbott, R., Piek, J., Pollock, C., Davies, P. and Smith, A. (2009) ‘Rationale, design 

and methods for a randomised and controlled trial to investigate whether home access to 

electronic games decreases children’s physical activity’, BMC Public Health, 9, pp. 1-10. 

[Online]. Available at: 

https://bmcpublichealth.biomedcentral.com/track/pdf/10.1186%2F1471-2458-9-212 

[Accessed: 10th February 2019]. 

https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1444018367?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1444018367?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1444018367?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://www.internetmatters.org/hub/news-blogs/moving-beyond-screen-time-limits-is-essential-parenting/
https://www.internetmatters.org/hub/news-blogs/moving-beyond-screen-time-limits-is-essential-parenting/
https://journals-sagepub-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/1076217512474983
https://journals-sagepub-com.ezproxy.uwtsd.ac.uk/doi/pdf/10.1177/1076217512474983
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1792354706?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1792354706?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1792354706?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
http://www.pewinternet.org/2018/11/07/many-turn-to-youtube-for-childrens-content-news-how-to-lessons/
http://www.pewinternet.org/2018/11/07/many-turn-to-youtube-for-childrens-content-news-how-to-lessons/
https://www.mdpi.com/1999-5903/5/2/190
https://bmcpublichealth.biomedcentral.com/track/pdf/10.1186%2F1471-2458-9-212


EAEE6006 1704245 Word Count-5486 

25 

 

Stiglic, N. and Viner, R. (2019) ‘Effects of screen time on the health and well-being of children 

and adolescents: a systematic review of reviews’, BMJ Open, 9, 1, November, pp. 1-15. 

[Online]. Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/2164525756?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 17th February 2019]. 

Successful Futures. (2018) ‘Successful Futures: Looking at the Curriculum and Assessment 

Arrangements in Wales’ https://beta.gov.wales/sites/default/files/publications/2018-

03/succesful-futures-a-summary-of-professor-graham-donaldsons-report.pdf [Accessed: 23rd 

February 2019]. 

Sullivan, A., Kazakoff, E. and Bers, M. (2013) ‘The wheels on the bot go round and round: 

Robotics curriculum in pre-kindergarten’, Journal of Information Technology Education: 

Innovations in Practice, 12, pp. 203–219. [Online]. Available at: 

https://doaj.org/article/359dc842321346c08687185537ee9b50 [Accessed: 15th February 

2019]. 

Tartari, A. (2015) ‘Benefits and Risks of children and adolescents using Social Media’, 

European Scientific Journal, 11, 13, pp.1. [Online]. Available at: 

http://eujournal.org/index.php/esj/article/view/5654 [Accessed: 20th February 2019]. 

The Children’s Society. (2018) ‘Safeguarding Children and Young People Policy, procedure 

and guidance’ https://www.childrenssociety.org.uk/sites/default/files/safeguarding-children-

and-young-people.pdf [Accessed: 20th February 2019]. 

The National Strategies Early Years. (2009) ‘Learning, Playing and Interacting’ 

https://www.keap.org.uk/documents/LearningPlayingInteracting.pdf [Accessed: 26th February 

2019]. 

UK Safer Internet Centre. (2015) ‘More young people are turning to YouTube for true and 

accurate information – Ofcom report reveals’ https://www.saferinternet.org.uk/blog/more-

young-people-are-turning-youtube-true-and-accurate-information-–-ofcom-report-reveals 

[Accessed: 19th February 2019]. 

UK Safer Internet Centre. (2019) ‘Tablets’ https://www.saferinternet.org.uk/advice-

centre/parents-and-carers/parents-guide-technology/tablets [Accessed: 18th February 2019]. 

https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/2164525756?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/2164525756?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/2164525756?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://beta.gov.wales/sites/default/files/publications/2018-03/succesful-futures-a-summary-of-professor-graham-donaldsons-report.pdf
https://beta.gov.wales/sites/default/files/publications/2018-03/succesful-futures-a-summary-of-professor-graham-donaldsons-report.pdf
https://doaj.org/article/359dc842321346c08687185537ee9b50
http://eujournal.org/index.php/esj/article/view/5654
https://www.childrenssociety.org.uk/sites/default/files/safeguarding-children-and-young-people.pdf
https://www.childrenssociety.org.uk/sites/default/files/safeguarding-children-and-young-people.pdf
https://www.keap.org.uk/documents/LearningPlayingInteracting.pdf
https://www.saferinternet.org.uk/blog/more-young-people-are-turning-youtube-true-and-accurate-information-–-ofcom-report-reveals
https://www.saferinternet.org.uk/blog/more-young-people-are-turning-youtube-true-and-accurate-information-–-ofcom-report-reveals
https://www.saferinternet.org.uk/advice-centre/parents-and-carers/parents-guide-technology/tablets
https://www.saferinternet.org.uk/advice-centre/parents-and-carers/parents-guide-technology/tablets


EAEE6006 1704245 Word Count-5486 

26 

 

UK Safer Internet Centre. (2019a) ‘Tips, advice, guides and resources to help keep your child 

safe online’ https://www.saferinternet.org.uk/advice-centre/parents-and-carers [Accessed: 26th 

February 2019].  

Walters, J. (2015) ‘Tablets and smartphones may affect social and emotional development, 

scientists speculate’, The Guardian (UK edition), 2 February: 1. [Online]. Available at: 

https://www.theguardian.com/technology/2015/feb/01/toddler-brains-research-smartphones-

damage-social-development [Accessed: 6th February 2019].  

Welsh Government. (2015) ‘A summary of the United Nation Convention on the Rights of the 

Child’ http://www.childrensrights.wales/index.php/right/file [Accessed: 20th February 2019]. 

Welsh Government. (2015a) ‘Foundation Phase Framework’ 

https://beta.gov.wales/sites/default/files/publications/2018-02/foundation-phase-framework-

revised-2015.pdf [Accessed: 3rd February 2019]. 

Williams, R. (2018) ‘Conceptual models and mental models in operation: Frustration, 

performance and flow with two different video game controllers’, Entertainment Computing, 

28, July, pp. 2-10. [Online]. Available at: https://ac-els-cdn-

com.ezproxy.uwtsd.ac.uk/S1875952116300398/1-s2.0-S1875952116300398-

main.pdf?_tid=9015f0cc-2d4e-41d5-998d-

22322f431d2f&acdnat=1549815419_ea920433918857cd13907b7a07bdafe0 [Accessed: 10th 

February 2019]. 

Williamson, B. (2009) ‘Computer games, schools, and young people’ 

https://www.nfer.ac.uk/publications/FUTL27/FUTL27.pdf [Accessed: 8th February 2019]. 

Wilson, R. (2016) ‘Are Your Children Coding Yet? --- With plastic Osmo Coding blocks, 

children can move a character on iPad screen’, Wall Street Journal, 8, June, pp. 8. [Online]. 

Available at: https://search-proquest-

com.ezproxy.uwtsd.ac.uk/docview/1794277323?accountid=130472&rfr_id=info%3Axri%2F

sid%3Aprimo [Accessed: 26th February 2019]. 

https://www.saferinternet.org.uk/advice-centre/parents-and-carers
https://www.theguardian.com/technology/2015/feb/01/toddler-brains-research-smartphones-damage-social-development
https://www.theguardian.com/technology/2015/feb/01/toddler-brains-research-smartphones-damage-social-development
http://www.childrensrights.wales/index.php/right/file
https://beta.gov.wales/sites/default/files/publications/2018-02/foundation-phase-framework-revised-2015.pdf
https://beta.gov.wales/sites/default/files/publications/2018-02/foundation-phase-framework-revised-2015.pdf
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S1875952116300398/1-s2.0-S1875952116300398-main.pdf?_tid=9015f0cc-2d4e-41d5-998d-22322f431d2f&acdnat=1549815419_ea920433918857cd13907b7a07bdafe0
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S1875952116300398/1-s2.0-S1875952116300398-main.pdf?_tid=9015f0cc-2d4e-41d5-998d-22322f431d2f&acdnat=1549815419_ea920433918857cd13907b7a07bdafe0
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S1875952116300398/1-s2.0-S1875952116300398-main.pdf?_tid=9015f0cc-2d4e-41d5-998d-22322f431d2f&acdnat=1549815419_ea920433918857cd13907b7a07bdafe0
https://ac-els-cdn-com.ezproxy.uwtsd.ac.uk/S1875952116300398/1-s2.0-S1875952116300398-main.pdf?_tid=9015f0cc-2d4e-41d5-998d-22322f431d2f&acdnat=1549815419_ea920433918857cd13907b7a07bdafe0
https://www.nfer.ac.uk/publications/FUTL27/FUTL27.pdf
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1794277323?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1794277323?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo
https://search-proquest-com.ezproxy.uwtsd.ac.uk/docview/1794277323?accountid=130472&rfr_id=info%3Axri%2Fsid%3Aprimo

