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Section1
The development of digital technology has been changing rapidly in recent years, and the time spent on using technology by children can have a positive or negative impact (Turkle, 2012; Bell, Bishop and Przybylski, 2015; Madeleine, George, and Odgers, 2017; Ofcom, 2020 ).
Many sources show that digital technology offers many benefits not only in entertainment, but also helps in educational development or connecting with peers (Gibson 2015; Edwards et al. 2015; Boyd 2014). According to Rogoff (1995) digital technology has become a cultural tool necessary for the development of the. Technology did not originate by itself, it was created by humans, and it became a form of culture and art such as music, literature and multimedia. It also contributed to the development of children's interaction with people around the world regardless of race, ethnicity or language (Rogoff, 2003). According to Aldhafeeri, Palaiologou and Folorunsho (2016), despite the negative reactions of the older generation to new technologies, many parents support the development and views on the development of children's education and their development into digital citizens. Learning and developing such skills will strengthen the child's developmental positions, which will be important in the future (Paino, & Renzulli, 2012). People living in the 21st century belong to a technologically civilized society in which the smallest work is dependent on technology (Verenikina, 2010). Therefore, that technology is developing faster and faster is becoming more and more important in today's world. It is therefore a tool that can provide young children with the opportunity to learn and develop their skills to become competent people of the future (GOV. Wales, 2018). According to Donaldson's (2015) report on a successful future, it is important to promote respect, ethics and the proper use of digital technology not only in education, but it is also important that it is supported by parents (NAEYC Fred Rogers Centrum, 2012).
According to Marsh et al. 2018, digital technology has become an indispensable element of life. Digital skills, the Internet has become an integral part of society because they help to make life easier. People pay bills, book holidays online, buy a new rush, move with the progress of time. With the advancement of digital technology, more and more children from an early age engage in a variety of digital practices. For example, according to the research of McClure et al. (2018), it results that born children observe video calls on the screen and from the first year of life they can manoeuvre the interface by themselves and move the screen with their finger (O'Connor, 2017). Most studies have shown that for older children, computer games, Play Station, iPad, mobile phones, the internet are part of normal everyday life (Carrington, 2005; Downes, 2002). According to an Ofcom 2017 report, computer games have become the most popular aspect when it comes to online gaming. Statistics show that children spend 13 to 48 hours playing computer games during the week. On weekends, older children aged 12-16 can spend up to 16 hours a day.. Children are at home in the virtual world develop and evidence this previous point .Physical games based on computer characters and their narratives are a good stimulus for the development of creative play (Marsh, 2014). Minecraft games take the child into the world of buildings and create the world based on the recognition of the child. This has an impact on creativity and the creative sphere (Microsoft.Nws,2017) According to Vygotsky (2004) such play can be crucial for cognitive development and leads to the acquisition of understanding, knowledge and skills. However, in the research of Csikszentmihalyi (2002), he explained the influence of creative thinking by supporting various applications. For example, children use tablets to take pictures, films or drawing (Harrison and McTavish, 2016; Verenikina & Kervin, 2011)
 Furthermore, The National Advisory Committee on Creativity and Culture Education (Department of Education and Employment and Department of Culture, Media and Sport, 1999) confirms the fact that if a child can create a story, drawing or photo on a tablet that has value for the child, this is perceived as a creative. It is a confirmation of children's creativity, persistence, commitment, and the attempt to create new things is important and closely related to play and learning. Children develop their imaginations, learn constructive thinking and determination. (Hughes, 2002).
Furthermore, access to digital technology in every home may differ (Stephen, 2013), and the practices used can often also be disadvantageous. Frequent lack of appropriate protection programs and  lack of parental controls may cause children to come across inappropriate adult content or play games not adapted to their age. It is important to discuss the rules and properly prepare the use of technology (NSPCC,2020)
Computers and the internet can be fun and entertaining, but they can also cause problems if not used properly. Children who spend many hours in front of the computer may complain of health problems (e.g. burning and watery eyes, pain in the neck and spine, posture defects, sleep disturbances). The computer promotes poor eating habits, and the lack of exercise contributes to weight gain. Computer addiction is a psychological addiction that has several negative consequences in the emotional and social spheres. The child may have problems with concentration, with logical thinking, with the assessment of what is good and what is bad (Education Committee of the Academy of Paediatrics, 2010) The child may avoid contact with peers, narrow the interest only to what is related to the computer and  not be able to spend free time in a constructive way, e.g. outdoors. Family relationships are also suffering. In extreme cases, the child not only gives up friends, but closes himself in his room and virtual world that no one has access to. However, it can sometimes be a tool to keep in touch with friends and families who are overseas via video calls etc. Children are very eager to participate in video calls via Skype. As interactive social media, they connect with loved ones and learn to communicate (Gillen,  et al. 2018). Based on computer addiction, other problems develop, for example: depression, low level of social competences (Cordes and Miller 2000; Ofcom, 2019, Harvard TH Chan School of Public Health, 2016; Chassiakos et al., 2016). According to a healthy Family Media Use Plan (2019), the best solution is to find a balance of hours in front of the screen and other activities and to encourage walks in the open air.
According to the research of the American Academy of Paediatrics (AAP, 2001), despite the many positive aspects of using technology, children under 2 should not spend time in front of the screen, mainly due to the need for interaction with their parents and the effectiveness of verbal and non-verbal learning. This is called the video deficit, which means it is difficult for children to learn from 2D movies. In addition, it is important that young children can develop physical, cognitive and emotional skills as it helps them better understand the world around them. However, another study by Dayanim and Namy (2015) showed that slightly older children learn excellently through television or YouTube programs. Children can learn sign language symbols after just 3 weeks of viewing (Barr, & Wyss, 2008)). It is closely related to the theory of scaffolding in the zone of Vygotsky's proximal development, thus children achieve their goal with small, easy-to-learn steps (Shvarts & Bakker, 2019).
 
According to Calvert, Richards and Kent (2014), they presented how easily children learn and build an emotional bond with personalized fairy-tale characters such as Elmo and Dora. Children like to imitate their characters, but sometimes forget what is real and what is not. However, the media message in fairy tales is positive and contributes to the better development of the child. According to Gerber's cultivation theory (2019), it can be confirmed that children who are regularly exposed to the media perceive social realities as they are shown, which can influence their behaviour and attitudes. The more we watch something, the more we believe it. Many children also have contact with a phone or tablet from an early age. According to statistics from the Ofcom (2019 )report, 97% of children aged 7 to 15 use the phone regularly. Thanks to the carefully designed touch screen, the child can easily touch the appropriate element, which, for example, will allow the child to learn new words in an interesting way. It develops eye-hand motor coordination. (Dunn, et al. 2016 )
With the increase in tech literacy in young children, the Welsh government has suggested some changes to the digital technology curriculum (GOV.WALES, 2019). Introducing ICT in new technologies in schools in classrooms such as whiteboards, TVs with touch screens, computers, I-pads, are to help expand computer skills, increase academic achievement, acquire positive digital habits and accelerate the learning process. UNESCO, 1994; Qiao, 2009) According to the theory of Bronfenbrenner (2009 ) between connected home and school microsystems, the introduction of new techniques in teaching aims to help and connect school and home life. It is about combining digital technologies and the involvement of children, parents and teachers in a new school curriculum (Arnot et al., 2018).
On the other hand, Hassett (2006) disagrees with these new norms because he believes that children should read in the traditional way with books and print as this allows them to interact with the teacher; Labbo (2006), on the other hand, explains how important it is from traditional reading and writing standards and explains the importance of implementing new techniques using, for example, the I pad, because children are more likely to use such forms of learning.
The introduction of tablets in classrooms is intended to encourage children to conduct reading or writing skills. For example, applications using sound, text images allow them to learn through play, and touch applications help in creating images, which allows them to increase creativity in children (Kucirkova and Sakr, 2015). On the other hand, they are a great solution for those children who are not eager to learn to write. This form of writing with the use of technology is much more interesting, it allows you to discuss texts with colleagues. Children share experiences and support each other, which allows increasing contact with peers (Beam and Williams, 2015)
The I Pad has become a tool in the classroom to help with scaffolding. Many groups are mixed, but in this case children can decide for themselves what they want to do and when they themselves can move to a higher level while doing the task. They can choose the person to help and support them (Shvarts & Bakker ,2019)
It is important that you find the balance when you can do something with the I Pad and when you need to write by hand on paper. The I Pad has a function of checking errors in real time, which allows you to better remember the correct vocabulary (Dunn and Sweeney ,2108). Burnett, Davies, Merchant, and Rowsell (2014) warn against using the I Pad too often, as it may result in a loss of desire for traditional writing, but with the help of an adult one can become aware of the importance of traditional teaching.
Another important advantage is the fact that many children have problems with speech and language, so they can record their own voice and listen to it. Teachers support this form of learning often in creating narratives and writing down voice stories. Thanks to this, children practise speech but also learn self-confidence. By recording videos, photos, making collages, drawings, children become creative (Dunn, et al. 2016;  Clark & Teravainen,2017).
Using applications such as Alpha Tots and Monkey Lunch Box Alpha Tots I Write Words, children learn the sounds of words and numbers. Using touch and the direction spelled by the application, children learn to write, which helps to transfer the experience to   paper and pencil. Such applications have become multimedia and interactive and  help develop reading and writing skills (Yelland, 2018) 
In summary, the development and use of digital technologies by children today is one of the basic elements of life and can have both positive or negative effects on the well-being of a child. It all depends on the time spent in front of the monitor and support by adults. Przybylski, and Weinstein, (2017 );  Ferguson (2017) explains the influence of technology on the mental state of a child and explains that social dynamics, family functioning and time spent with the family are more important than  using technology. However, from the point of view of Peter, Valkenburg and Shouten, (2005), the use of technology can break down barriers in interpersonal interactions. Thanks to the Internet, we can talk to people from the other side of the world, meet people and make friends. New digital social and media technologies have become a permanent element in the life of every human being. Even though the effects of using may vary and often depend on the content, information or time of using the media, they are needed in interpersonal communication, especially when the technology is dynamically developing. As children grow up in the new era with highly personalized experience using media is something inevitable, therefore, an appropriate plan for children should be adapted by adults in order to improve their health and promote healthy device use habits.




Section 2Keep Children Safe in Digital Media



                  Harmful Content on the Internet
Harmful content is material that may have a negative impact on the development and  emotional  wellbeing ‘of children and youth. Children may come across this on purpose or accidentally, for example through incorrect results of searches, spam or advertising.
Harmful content typically includes:
* pornography including violence in relationships sexual violence and unusual and deviant sexual behaviour
* violence and cruelty for example: in movies or  computer games
*  anything that promotes self-destructive behaviour: self-harm or suicide, or behaviour that is harmful to health, such as: debilitating diets, taking drugs or legal highs, bullying, cyber-bullying
* discrimination, material which incites hostility or hatred towards various social, national and religious groups.
(Report Harmful Content,2021; Willoughby, 2018; NSPCC 2021)
The Digital Childhood Report (2017) showed that young people should be supported in terms of creative, competent and safe access to digital technologies. The development of websites should be adapted to each child's age and supported by parents. Therefore, the following information ensures that parents will understand how to support and safeguard the child.


[image: ] It is difficult for young people to imagine today's world without the internet. 
About 30% of teenagers stay online all the time regardless of where they are, and 93.4% use it every day from the internet at home (GOV.UK.2017)
Ofcom's Report (2019) shows:
As with the use of the Internet, the number of hours spent playing online games per week increases with age, from over 6 hours for children aged 3-4, to almost 14 hours for 12-15-year-olds.
Goggle Schollar,2020

Przetłumacz tę stronę
https://pegi.info
Social service and Well-being (Wales) Act 2014 Ensure safety of children in Wales.                                                          Since we consent to the child having access to the internet, we need to establish rules with him that will provide him with security. This is necessary to protect him from contact with inappropriate content. The rules must be adjusted to the age of the child. It is important that the child be aware that we care about his safety. 
Five Safety Rules                                       1. Make rules about your child’s Internet use                                                            2. Only share with the child positive and safe content                                                     3.Talk to your child about his online experiences                                         4.Configure the settings security on the device                                           5.Install the program for parental controls
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In search of positive content, it is worth using popular search engines, for example: Google and enter the appropriate slogans "children's apps", "children's sites" or name a specific game or application that will allow you to read information from distributors and the opinions of other Internet users. If we enter the name of a game, website or application on YouTube, we will most likely see a video presenting their operation. That is why it is worth using You Tube Kids for younger children.
[image: ]        [image: ](Google.Schoolar.2021)                                                        
For parents who want to consciously buy games for their children the PEGI rating system for games is helpful. Within it there are labels on the game boxes indicating minimum age allowed. Information about a given rating PEGI (2021) games can also be found online at website www.pegi.info



















                                                      Install the parental control program.
In order to improve the safety of children using the Internet, it is worth installing on the devices they use, parental control software. Programs of this type enable content filtering, time control and child's online activity, etc. Applications of this type on Tablets and smartphones are available in online stores appropriate for your operating system. Computer users can download such programs from the network or buy them in a store.  The Defamation Act 2013 confirms that all inappropriate public content must be removed from the internet.
PARENTAL CONTROL PROGRAM                            When looking for parental control programs, it is worth doing some research on the Internet and familiarizing yourself with the manufacturers' information software and user feedback. Among the numerous offers it is worth noting, among others on:                                                                    Beniamin (Windows XP/Vista/7/8/10)                        Norton Family (Windows, Android, iOS)      Kaspersky SafeKids (Windows, Android, iOS)              F-Secure SAFE (Windows, Android, iOS)            Mobikid (Android)                                                        Kids Place (Android)
The Best Parental Control Software for 2021 https://www.pcmag.com › picks › the-best-parental-control-software
NSPCC 2021

Talk to your child about their online experiences.
Good contact with the child, time for conversation and an interest in his experiences are extremely important to a child's development. They provide him with a sense of security. If electronic devices and the Internet appear in the world of a child, it is important that they are also a topic of conversation with him. Thanks to this, we will be up to date with experiences the child, we will know his preferences, we will see the effects of his online activity, we will give him a chance to show his achievements  ( it is important to be noticed and appreciated). Online conversations should be monitored as this will be a way of noticing inappropriate content or other dangers.
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hawaipacyfic.heath.org (2018)

Better Information and Education about E-safety
Open Access Government 2019 has taken all possible measures to help and create safety in schools for children. The charity NSPCC 2021 confirmed that with the present Covid 19 pandemic, many children are forced to use the media when dealing with school or their peers.
UKCCIS (2016) have created a program for Child Safety Online: A Practical Guide for Providers of Social Media and Interactive Services improved information and education for parents and young people.
In order to stay safe on the Internet, Ofsted (2018) has introduced annual school inspections of ICT and introduced online courses for teachers as well as for parents to improve safe practices.
The necessary information can be found at:
https://www.gov.uk › government › publications › child-safety-online-a..
https://www.saferinternet.org.uk › advice-centre › parents-and-carers...













Section 3

	Cynllun Gweithgaredd Sgiliau Llythrennedd Digidol
Activity Plan for Digital Literacy Skills

		Nifer o blant:

Number of children:6 children around the IWB, limited by number of chairs
	Oed y plant:

Age of children:5
	Nifer o oedolion:

Number of adults1

	Lleoliad:

Location:class room
	Amser paratoi:

Preparation time10 min
	Amser gweithgaredd:

Activity time:25 min




	Adnoddau:


Resources: I pad, IWB. gallery of clip art around park

	Cysylltiadau â deilliannau llythrenned/cymhwysedd digidol:
Links to digital literacy/competence outcomes: 
Digital Competency of Framework Curriculum for Wales 2008

-get acquainted with the I pad for taking photos or videos
-getting acquainted with the IWB in order to transfer the ability to use photos from previous classes during play in school garden
-learning the literary language by telling stories, recalling past experiences, willingness to listen to others, developing motor skills.
-personal and social development, well-being and cultural diversity,
-experiment with new learning opportunities, including ICT knowledge and understanding the world 
Collaborating, Creativity. Children play together. They interact with technology to produce video. They play with sound, images.
Telling stories and showing language development, filming events and saving photos, providing information and instructions
 Health and well-being. Conversation on the operation and everyday use of digital devices and media in a different environment






I am going to take a group of 6 children to the school garden, which has plenty of space. Children can freely spend time with nature, playing and learning. While playing, children are tasked with photographing and filming the most interesting plants, flowers and shrubs, and everything that they associate with nature. General safety rules will be provided before starting the experiment and it will be explained exactly how to use the I pad. After returning from a short trip, photos of the children will be sent to the teacher’s computer. The next lesson plan will be detailing impressions and interesting findings from the expedition, showing photos from the gallery in the IWB software as well as the basics of its use. The next task will be to show the children how we can add a template to make a background for a garden photo. Children will be able to choose the items they want to add from the gallery. It is important to encourage them to tell stories or describe events. I will show them several times how to save the photo correctly and start over. I will also show them how to save the captured photos in a folder on the desktop so that they can recover and restore them. I will ask the children to show their work to others. Playing and experimenting during these activities with the use of digital technology is a new challenge, teaching the children the skills of management, planning, preparation and organization. It is a scientific process in which children learn self-confidence, but also learn to interact with others by collaborating with others and asking questions.
Thanks to these activities, children also develop hand-eye coordination. By using hands or a special pen, children can add, delete or send photos which will provide them with a lot of fun, and many positive experiences in learning with new technology.
Using the same technology, the children could, in a subsequent lesson match animal sounds with the animal for instance in the context of a farmyard, hens with clucking etc. This could also be employed to improve hand eye coordination and motor skills when moving the words across the board to the appropriate animal. 




Section4
The experience presented in the third part of the portfolio was to enable children aged 5 years to learn freely using new digital technologies, and thus become familiar with the operation of the first pad, take photos and videos and experiment with new learning opportunities using the IWB board.
In recent years, the development of students' digital competences has become a key element of the education system. With the development of literacy and numeracy skills, the development of ICT skills has become a priority for many schools (Ilomäki, Kantosalo and Lakkala, 2011). Professor Donaldson 2015 highlighted the importance of developing digital skills among students in order to become qualified, competent global citizens. It is important to help each student develop and promote talent in line with the United Nations Convention on the Rights of the Child (UNCRC) and the Overarching Strategy Paper by the Government of Wales Children and Youth: Rights to Action (2004), where it should be considered developing education in the use of digital technology (NHS WALES, 2004) to ensure the best possible start for students in the future.
The action plan covered learning and improving digital skills and keeping children healthy (GOV.UK.2015). According to experts in the field of technology development, it is important to care for personal and social development and well-being established in accordance with the National Council for Information and Health Education England's Technology Enhanced Learning (GOV.UK 2011). Development of teaching from an early age should become a priority according to Digital Competency of Framework Curriculum for Wales (2008) to ensure the best possible future for each child. Study by the Erikson Institute
Technology at the Small Child Centre (2020) has shown why learning digital technology is important. The report shows that 85% of parents contribute and are in favour of enabling access to technology at a young age. Using technology outside of parents or teachers can promote fun, but also learning. It can build important relationships with the teacher or peers, help to model healthy and positive habits. Anything under supervision can bring a lot of positive effects. Other sources say that many parents have discussed the impact of technology at an early age with their child's paediatrician who is a reliable person promote such habits (Huang, 2011). The most important thing to use technology in a healthy way is to maintain a balance. This will allow you to foster joy, learning and commitment and inspiration (Sisson et al. ,2010).
In the first part, the lesson plan was to take the children to the school garden, where they could play freely and commune with nature. The children also had the opportunity to take photos and film during the lessons. Not only videos related to nature, but also their own discussions, impressions and opinions about what they like and what they like. 
Several articles highlight the benefits of playing outdoors, which affect the physical and mental development of children (Bilton,2010; Wilson, 2012). According to Knight (2012), free outdoor play is not only good for health, but also gives children the opportunity to experience holistic learning and support in communing with nature. Play promotes physical, social and emotional well-being. Thanks to play, children can experiment, think creatively and develop science. Being outdoors can lead to further discussion of the environment, fostering greater understanding and appreciation of its value and making a significant contribution to sustainable development and global citizenship in Wales (GOV.WALES, 2008).By using I Pad children are able to revisit the experience later.
Children also discover, learn self-confidence and educate their literary language Supporting health and well-being (UNCRC, 2010 ,GOV WALES,2008) can interact with the possibility of introducing new tools, making learning seem more interesting and supports teaching by the Curriculum of Wales (GOV.WALES,2017; Emily Marchant, et al. ,2019) Experimenting with new tools, in this case I Pad can be used not only for fun but also to help gather new information (Piage ....) Frobel showed how important the aspect of learning through communing with nature which is like a laboratory for experience and learning at once, however according to Montessori children learn through first hand experience (Bruce,2012). Moreover, according to research from What to Expect (2019), sometimes children during outdoor lessons are not interested in the lesson itself and its message, so the introduction of technology in this case I Pad stimulates curiosity and the willingness to do something new. Shooting a video, taking photos is creative and at the same time teaches how to effectively use this type of tool  ( Hwb.GOV.WALES ,2008).
During the course, the children got acquainted with the operation of the I Pad and could take pictures, record videos and discuss what they see around them. Combining biology lessons with technology can be more interesting and fascinating. According to the Foundation Phase in Wales (2015, 2019) efforts should be made to implement and provide the best conditions to support children's learning outside. According to White (2014) this type of education will be the best because it supports the cognitive and physical development of children (Rodger, 2016) and the socio-emotional development of children. (Ernst, 2014).
During the classes, children learn to cooperate and exchange views. They learn to use sound, make films. It is one of the ways to learn about new digital technology (GOV.WALES, 2008). Futurmore, according to Petko (2012), skills development and collaboration are two parallel levels that connect with each other. By having fun and discussing ideas with friends, they become a tool for developing education.
Labbo, Eakle and Montero (2002) encourage children to act based on their experiences with digital photography. It is mainly about interaction not only with peers, but directly through the form of taking photos. It is not only a discussion about the actions taken and thus practicing the literary language, but also learning how to act independently. Thanks to the photo taken, children will be able to see their ideas and experiences and use them as a stimulus to describe or tell stories. Digital storytelling has the potential to engage learners in integrated approaches to learning with digital media (Clarke, Adam; 2012). It also supports the writing process and the opportunity to experiment and learn about new technologies. Using new technologies is good because we live in a digital world According to Donaldson, preparing children for the digital world should become a priority which comes down to training digital skills necessary for future life (Gov. Wales,2018).In this lesson, children can not only discover and observe the environment, living things and objects, but also learn and develop their experiences to discuss, observe, predict, and make their own decisions. Supporting children in their ideas, exchanging views with educators helps not only in the development of the literary language, but also shows that although the I pad is often associated only with fun, it can also play the role of learning and writing down important things (Hopkins,2008).
In the second part of the lesson, children will be able to share their experiences in the garden with other children and discuss them during the lesson using the IWB board. Since the photos and videos were saved on the teacher's computer and linked directly to the IWB board, the return to the experience was interesting, and even more so encouraging new experiments. 
The IWB board is large and sensitive to touch, has many functions, markers are easy to handle so you can write on the board with your fingers (Smith et al., 2005). It can be useful when teaching maths because it has the function of drawing simple lines, triangles, of squares and other geometric figures, it is connected to the Internet, which enables quick access to messages (Gage, 2002). Some touch screens have many functions giving endless possibilities, including colouring, writing, painting, pasting photos (Marsh et al., 2015,). Some screens encourage multi-modal play that blurs the line between digital and traditional games (O'Mara & Laidlaw, 2011; Yelland & Gilbert, 2017). Children learn through play, which gives them a lot of fun. Most often, students worked in pairs or in small groups, using the IWB board in class. Each of the children was successful and quickly absorbed the new information. Many children worked together in mixed groups, selecting the person they wanted to help or show. According to Vygotsky / Bruner, the theoretical help of ZPD will give the student a sufficient “impetus” to complete the appropriate task (Dastous, 2004). Practitioners must ensure that the learning environment offers spontaneous and creative opportunities to better understanding of the lessons.
Since the new IWB boards have many functions, for example, because placing new information requires only a touch by hand or with the use of a suitable pen it is much easier because you can maintain eye contact with the whole class for longer. In the case of old black boards it was impossible because writing in chalk was time-consuming where the teacher's back was towards the students (Beauchamp, 2007). Many articles show the importance of interactive learning with the help of an IWB board. According to Edwards, Hartnell and Martin (2002) explain that using the blackboard increases students' learning satisfaction and gives them the opportunity to better remember messages. In another study, Marzano (2009) showed a 16% increase in student learning achievement due to frequent use of blackboard. Another Solvie (2007) found that the use of IWB helps with literacy tasks, however Preston and Mowbray (2008) show improvement in science education in preschool age.
However, in some respects, the IWB is not perfect. For many children, their work was visible to everyone, which could cause resentment and embarrassment. In addition, the large size of the board meant that some parts of the tool access were unattainable. In addition, be sure to save your work while you are doing it, as you may risk losing it. Computers are faulty and may freeze, which may cause the lesson to stop (Weimer, 2001).
Next time when planning a lesson, the possibility of teaching the safe use of the tablet and the IWB board will be included. The class plan will be expanded with mathematical issues to cover more topics and be compatible with the Digital Competency Framework (HWB.GOV.WALES,2008).
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