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Introduction
The digital world is very much here and children are surrounded by technology both in formal settings such as Schools and informal settings such as the home. Research suggests that children’s lives are already digitally rich and that children have access to a diverse and wide range of media and technology. (Aubrey and Dahl, 2018) suggested that digital devices are already shaping children’s understanding of life and the world around them. A national review undertaken by the European commission however found that the lives of children surveyed age 0-8 years old, were not dominated by technology (Chaudron, 2015) 
However increased debate about the use of digital literacy in children’s learning and development has been held over many decades, with two common themes steering beliefs and views. The first being it presents unmissable opportunities and the second that it can put the child at risk of harm (Kidron, and Rudkin, 2017)
(Kidron, and Rudkin, 2017),further suggests that every child should have the opportunity to access the digital world along with the creativity and knowledge it brings, as the child would otherwise be at a disadvantage in his/her learning experiences. National research undertaken by Chaudron, (2015) recognised that parents saw risk as much more clear than the benefits with other parents being oblivious to risk. (Donhoue, No Date) advises that we should ‘…….push our thinking beyond the dangers’. 
Digital Devices- Opportunities and Risks 
To be able to clearly question the risk and the benefit it is necessary look at what devices are available to children In the Early Years and what opportunities and challenges they bring to supporting children’s learning and development
It is recognised that Children are totally immersed into the digital world from a very young age and the use of media seems to be a seamless transition, with children age 0-8 years demonstrating digital literacy skills with many devices as a ‘competent user’ (Gabriel 2017). These devices are both traditional and non traditional. Newer media devices are replacing more traditional media such as TV, and Radio. Chasiokas (2015). Media come’s in all forms but can generally be categorized under the following headings, print, digital, visual and audio. Printed versions of media include magazines, newspaper, leaflets, public information and advertisement, all of which are now available digitally such as Kindel and online books as a substitute for paper books. Audio devices are particular necessary in supporting those who do not have sight as well as enriching the lives of those children in mainstream education, and include radio, cd players, talking watch\clock, audio books. Without the aid of an audio device as part of a voice synthesiser Stephen Hawking famous physicist, author and cosmologist would not have been able to vocalise his thoughts and his wheel chair and attached computer as digital devices enabled him to not only communicate but to be physically present. The use of an audio devices in mobile phones through Siri and voice command also enable those less able to write through text because of literacy learning disabilities, to communicate and learn on a more equal platform. Digital devices range from iPad too iPod and include tablets, iPhones, smart phones, scanners, calculators, camcorders, and cameras  Visual media would include the use of Skype, Facetime, Youtube, Social Media apps such as Snap Chat, online shopping,  gaming apps, and gaming stations. (Chuadron, 2015) found that tablets were the most popular device amongst children age 0-8years, because of their ease of use, Belshaw, ( 2012).
Education
So does the availability of such a vast range of technology mean that as parents, policy makers, industry and educators we have a responsibility to prepare our children to be digitally connected, and digitally competent citizen in readiness for the requirements of the 21st Century or does it mean there is more risk than benefit? 
Reports have recognised the digital era as a much needed and welcomed component of 21st Century childhood despite the opposing argument of risk. (Kidron, and Rudkin, 2017)
Donaldson’s Successful Futures Report (2015)  links the necessity for children to be digital competent as a future employment skill and as a result the new curriculum\framework in Wales being introduced in 2023 see’s digital competence sit alongside numeracy and literacy as the three cross curricular themes. Digital literacy is to become a skill that underpins and is embedded into all learning in education in the same way. 
NAEYC (2012) also maintained that although there has been much debate about digital conclusion educators are now in a place of consensus and that there is a need for inclusion. Despite the consensus (Lu 2016; Thorpe, Hansen and Danby et al 2015 as cited in Donhoue, No Date) noted that there was very little progress


‘To become fully literate in today’s world, students must become proficient in the new literacies of the 21st –century technologies. As a result, literacy educators have a responsibility to effectively integrate these new technologies into the curriculum, preparing students for the literacy future they deserve.’
Steere 2009

The new curriculum has been informed by research into children’s development. The same research over a generation that has directed the travel of policy and parenting. The issue however is that the digital world is progressing at a much quicker rate than research. Kidron and Rudkin (2017) For example PCs introduced in 1975 are almost a thing of the past replaced by lap tops and screen touch ipads and tablets as more versatile device’s. Ipads and tablets were recognised by as easier to use because the menu requiring children to navigate was based on images and touch rather than hand eye.
Barriers and Opportunties
Considering context and content as key factors to supporting and safeguarding children in the digital world, it is a key that researches and educationalist have identified the need for digital learning to align to the child’s age and stage of development
Another issue facing use of digital devices and digital media in Childrens learning is the fact the digital world was built by adults for adults, A digital world of utopian usage. Kidron and Rudkin (2017). I has failed to include the needs of children in its design and is therefore exempt of restrictions, which then necessitates the need for parental/adult guidance and mediation regarding time, context and content. Kidron and Rudkin (2017), however recognises that making children digitally resilient is not enough, it is necessary for industry and policy makers in government to ensure the digital world is a place where children are safe to benefit from the opportunities it presents for developing knowledge, communication, creativity, fine motor skills and technical skills. 

The digital world is fast paced, constant, regularly updating, and responsive and designed to make children and adults alike  want to repeat engagement again and again. Motivated by ‘likes’ as social assurance, rewards in gaming, and a desire to be part of the peer culture. Being online without necessary guidance and mediation is a public unknown platform not one of family and friends, which would ensure interactions are only with those that love the individual. Without necessary restrictions it becomes a dangerous place for children viewing inappropriate content and connecting with the unknown. In relation to young children online (Livingstone et al 2011) suggests that children do not possess the necessary social and critical skills to prevent them from harm. Chaudron (2015) found through his research, children showed little awareness of what online was, even through some of those children were using online apps. These factors bring a number of concerns related to the safety, health and emotional wellbeing of children. The long term effects of which are not fully known due to the rate of development of digital world versus the development of research. We do however know that there have been many incidents of suicide as a result of online bullying through social media. Bullying has always been an issue but digital devices now provide a public stage for the abuse and also enables bullying to come into the home, making it never ending for the victim. Research however does not evaluate the potential positive effects of social media on the ‘Good to Talk Campaign’ and how many life’s may have been saved by sharing information that can support individuals. Chassiakos, (2012), recognises the role of digital media in the provision of support. We are also aware of the sexual predators connecting with vulnerable children. Whilst this is a serious issue there is also the debate that media has enabled more predators to be caught. As an example Operation Yew Tree, a recent police investigation into sexual abuse allegations by media personalities and the online media coverage which enabled other unknown victims the opportunity to come forward
Seeking approval and social affirmation through ‘likes’ is also an issue as it is addictive and can lead to negative outcomes which can have an adverse  effect on the individuals mental health when insufficient likes are received. Research suggests insuffient numbers of likes cause the individual to repeat of cycle to try again. 
Chasiokas (2015); Kildron and Ridkin (2017); Ofcom (2015), has also associated risks of obesity to the overuse of digital media due to children being physically inactive for long periods of time as a result of engaging in long periods of screen time. They have further maintained that excessive screen time then leads to sleep deprivation, poor eating habits, poor concentration, addiction and negative impacts on the child’s temperament. 
Gaming stations are now interactive enabling play with friends in remote locations engaging children in digital worlds. Again the interactive world if not mediated by adults can leave children to connect with unknown adults who may use negative language that children will mirror and copy, due to being unable to make decisions in relation to appropriateness. They are enticed by prizes and reward to keep playing and so it becomes an addictive cycle. On the positive the interactive world of gaming permits friends to connect and work together to create and achieve, further embedding the development of creativity, communication, literacy, technical skills and social development.
Consideration as to whether children are safe also has to be given to the cultivation theory. Gerbner and Gross (1976) The theory highlighted the impact of exposer to violence in TV, on a person’s beliefs and behaviour. The framing theory also recognises how media can determine thoughts behaviour and beliefs. Although the cultivation theory is based on TV the principle of cultivation theory is transferable to the digital media world as whole. Cultivation happens slowly over time as the result of lots of viewing. Grant, A (2014) The effects of this theory should therefore be considered in agreeing length of screen time.
Conclusion
Despite the many challenges highlighted, the digital world offers children a rich environment for learning, particularly if it is linked to the age, stage of development and the individual’s temperament, within an appropriate time context. Engaging in the digital world enables child development linked to Bamndura’s social cognitive learning theory along with Vygotskys ‘cognitive child’ and zone of proximal development encouraging a child led focus to development, which is possible in the more creative environment of digital media
Benefits of the digital world for children are categorised by (Belshaw 2012) in ‘eight essential elements of digital literacy, crucial skills in a children’s development.
An essential key element to successful participation is the safety of children, managed and guided by the adult. Adults and Educators therefore need to be better informed in how to do this. It is necessary to support them to develop essential skills and provide them with relevant knowledge both in terms of risks and benefits. Fear of the digital world prevent some parents from permitting children to participate which sets them at a disadvantage to other learners and contributes to the inequity of access. Aubrey  and Dahl (2014), suggest there gaps ‘between children’s access to and use of ICT at home and in early years settings’.Providing digital access within educational settings bridges the gaps for those children as well as children who do not access digital media because of socio economic factors. It is a fact that children are already accessing digital media and are online.  It is also a fact that the digital world is here to stay and it is the responsibility of educator’s parents industry and policy makers to prepare children for the world and keep them safe. Through analysing risk vs benefit and necessary safety mechanisms children can be connected to the digital world, so that it enables children to engage in a digital life long journey, acquiring the necessary skills and knowledge. Just as children are prepared for adulthood in other key learning areas this is no different provided context, content, time and safety are applied Passive learners can now become creators. If we do not prepare them for the adult world then we will disadvantage them from accessing opportunities and disable there full but safe participation in the digital era. Prepare them ensures they are digitally literate and digitally resilient, failing to do so would otherwise place them at greater risk. Research shares consistent messages in identifying the same risk, opportunities and recommendations for ensuring safe learning for children under a framework linked to child’s age and stage of development







	Activity Plan

	Activity: Exploring  Nature and Creating Images 


	Number of children:
8
	Age of children:
5- Year 1
	Number of adults:
1

	Location:
School Grounds

	Preparation time:
15 minutes

	Activity time:
Open

	Resources:
iPadsx 4
HWB
Photocopier/Printer
Paper
Pens
Glue
Glue pots x 4-8
Canvas x 8
Recycled Cardboard Squaresx8
Paint Brushx8
Coats and waterproof clothing




	Aim/s of activity:
Child led play using digital devices as an integrated method of learning, encompassing art and the outdoors. Requiring children to make choices and think about why they made those choses. Communicating reasons for decisions with peers. The activity promotes the child as the creator integrating digital devices with traditional resources such as glue paper and brushes. The activity requires the children to work together and explore the outdoors. Communication skills as well as creativity and digital literacy underpin the overall aim of the activity. As the child leads the learning in the outdoors they will naturally align their choices to interest which encourages intrinsic learning





	Links to outcomes:
 Digital competence, communication, creativity, enhancing cognitive skills through developing knowledge of the world around them. Principles of cause and effect. Evaluating their own work.Social skills gross motor skills, fine motor skills. Social development and collaboration., problem solving, and sequencing




	Differentiation:
Ensure provision is adjusted to the needs of the children as individuals. Assign roles within pairs to support each other in accordance to need. Offer additional guidance and support based on need. Ensure differentiation enables participation


	Health and safety:
Outdoor risk assessment
Outdoor clothing.
Adult supervision
Ensuring individual needs are met so that activity is inclusive of all abilities 



	Role of adult/adults:
To ensure collaboration, safeguarding, guidance in line with the needs, praise, encouragement, role modeling, open questioning, differentiation, observation and extending learning.



	The activity:
Eight children will work in pairs and explore the outdoor environment of the School and the nature within, supervised by an adult. 
Children will be asked to work in pairs to take photos of what they want to present onto a canvas in order to create Photo Canvas. Children will be given iPads and will be encouraged to explore the outdoor environment taking multiple photos of what they like. Each child will need to take turns using the shared iPad allocated to each pair.
Upon returning to class each child will then decide which their favorite photo  and discuss why they have chosen the image, with group
Children will then be asked to upload the photos to HWB and follow the necessary sequence to navigate to save the image and then print the chosen picture.

Each child will then create their own photo canvas from their chosen image. This will require individual children to place their printed photos on to a canvas they have covered in glue. The photo will be placed on reverse and smoothed down to ensure no bubbles using a piece of cardboard. Once fixed to the canvas children will be asked to peel back the paper which will have left the print of the photo on the canvas therefore creating a canvas of their image














Parent Guide to Online Saftey Tips 
for Pre- School Children -0-5years


[image: Image result for child on phone cartoon image]Children are living in a digitally rich environment confidently accessing and navigating online. Peer pressure is influencing their participation along with the addictive nature of the digital world. Children as young as 7 years old already having their own social media sites with their own personal profiles. The online world connects children with the unknown, sharing private information to the public mass. As passive consumer of the digital world they are an easy target for predators and media marketing along with negative peer pressure. The digital world is here to stay and offers children a creative platform to learn and grow so that they can become digitally literature children in the 21st Century. 
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Did you Know? 
· 8/10 3-4 year olds use YouTube
· 8/10 3-4 year olds use YouTube
· 69 % of children age 0-5 year olds have tablets
· 0-5year olds spend an average 71 minutes on Screens every day












Screen Time Research.
Research suggests that excessive screen time is addictive and has negative effects on a child temperaments as well as causing sleep deprivation, obesity, and bad eating’s. Excessive screen time can also prevent a child engaging in family activities or homework because of its addictive nature. Excessive use in theory advise that too much screen time allows children to develop beliefs and behaviours cultivated purely by media habits along with cultivated views and beliefs of the online world. Balance together with safety is necessary to ensure children develop as healthy, resilient children, learning and developing through the digital world.
How do we keep children safe online?
Safety Checklist.




Screen Time -Balance screen time and the purpose for the screen time. Screen time can mean a number of things including use of digital devices to complete homework or play educational games. One the other hand it can used to access social media sites and non educational online games. It is therefore necessary to consider purpose as well as time.
Talk to Children-Talk to your children and ensure they understand how to stay safe. Agree safety rules with them. Encourage them to talk to you when they are concerned by something that happens, whether it is ‘stranger danger’ or peer pressure.
Content- Check and view the content of your child’s screen time ensuring it is age appropriate content for the age and stage of the child’s development. Be mindful that if you let them use your phones they will not have the same filters and restrictions you have applied to the children’s devices
Parent –Parent controls including Google Filters are in place, and that parental controls are in place on all devices including TV smart phones iPads, tablets and iPhones. Use a pin code that children cannot easily guess. Parental controls enable blocking or filter of inappropriate content, and purchasing of apps within apps.  Parent control software can be installed on all devices. Parebatl controls also include setting boundaries including what time of day, where and how much time
Environment – Where possible ensure digital devices are in communal family areas and are not placed in bedrooms

Privacy –Ensure necessary privacy settings and restrictions are accessed on all devices and personal information cannot be accessed by the unknown
 


Look Out-Monitor changes to your child’s behaviour. Changes in a child’s behaviour need to be explored and opportunities for your child to talk should be provided. Children will not always come and tell you.
Online Risks


It is important to recognise that risks and benefits closely collerate, however to ensure children benefit from  digital access we need to keep children safe and empower them to keep themselves safe just like we do when we hold their hands to cross the road, until one day they are old enough to cross the road safely by themselves. The checklist takes into consideration key concerns relating to inappropriate content and contact. Stranger danger is as much a concern if not more in the digital world as it is in the real world. Cyberbullying is also an increasing issue in an open public platform where children are exposed to hurtful and harmful behaviours. Also there are issues relating to the commercial content and contact. Research suggests that children alter their moral code when online as a result of the anonymity the internet provides and the pure lack of gate keeping.  Visual cues from others can change our behaviours and attitudes whilst and line. This can also be a response to peer pressure and the need to conform
The digital world was built for adults and is not naturally filtered to suit the needs of children. Educators, industry, parents and government must recognise this fact and protect children from harm.
Useful links below will enable parents to further research issues effecting children and online. The links will also enable parents to feel more empowered in safeguarding their children whilst .onlineUseful Links 
Ofcom https://www.ofcom.org.uk/__data/assets/pdf_file/0024/134907/children-and-parents-media-use-and-attitudes-2018.pdf 
Review of the Byron Report https://www.iwf.org.uk/sites/default/files/inline-files/Safer%20Children%20in%20a%20Digital%20World%20report.pdf 
Internet Matters.org https://www.internetmatters.org/resources/esafety-leaflets-resources/ 
NSPCC https://www.nspcc.org.uk/keeping-children-safe/online-safety/ 
CEOP https://www.ceop.police.uk/safety-centre
 Safety Net Kids http://www.safetynetkids.org.uk/personal-safety/staying-safe-online/
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Criteria 3 Activity Reflection

The chosen activity encouraged a chid led focused, outdoor play activity, as the initial part of the learning, embedding integrated learning and collaboration using digital devices. The activity encompassed the six of the seven areas of the learning in the Foundation Phase (2008), Unfortunately it did not however incorporate the Welsh language which would be a future development for the activity, especially given the ‘Active Offer Wales’ and the associated target to have over a million speakers of the Welsh Language by 2050. The Foundation Phase recognises the importance for children to learn through play without fear of failure
It is well documented that children learn through play and the importance of play in children’s learning is further recognised in Wales-A Play Friendly Country (2014).
Play is essential to the development of a child’s cognitive skills, social skills, emotional skills and physical skills. Learning through play is the principle on which the Foundation Phase has been built. Welsh Government (2008)
The focus of the activity also sought to develop the child as the creator.  Both the craft  and the use of digital devices provided children with experiences to further develop fine motor skills and hand eye coordination. As they explored the outdoor children embraced the opportunities to develop gross motor skills and explore and make sense of the world around them. For children with ALN the outdoor is a free and therapeutic learning space. Particularly children who have ADHD or who have experienced Trauma. Although children were free to explore the supervision of the adult from a distance was necessary to keep children safe. It was all necessary as an enabler for the adult to monitor the abilities of the children and identify when children may need guidance. Use of Vygotsky’s ZPD is applicable throughout the activity as the adult evaluates when a child needs support, using the ZPD questioning- when the child can achieve alone; when something is beyond the child’s reach and when a child needs support. Identifying something is beyond a child’s reach requires differentiation so that the activity is inclusive and offers opportunities for participation to all children. The theory of scaffolding also recognises children should be given the right support when needed, but only when needed so that children learn independently. Although the theory of scaffolding is associated with Vygotsky it is suggested that the term scaffolding originated from Bruner, Wood and Ross in 1976 while they were reviewing Vygotsky ZPD theory. 
‘The goal of the educator is for the student to become an independent learner and problem solver’
(Hartman, 2002, as cited in HelpfulProfessor.com 2020)
The role of the adult in the activity is also to ensure children are motivated, encouraged and praised alongside extending learning through open questioning. Interestingly Bruner felt that eventually teachers will become more important than a formal curriculum enabling of focus on the interactions and the activities in the classroom. Takaya (2008). It could be argued that evidence of this is the Donaldson Successful Fortress Framework (2015)
Child led focus in the outdoor activity encouraged children to use initiative, communicate, work together and build confidence in their own ability. Asking children to make choices enables the child to feel a ‘sense of self’. Bruner placed importance on creating a sense of self and he believed that to enable a sense of self children have to experience initiating and carrying out tasks on their own (Takaya 2008). Children are also more likely to embrace learning where they are able to link their interests to the aims. Naturally children would take photos of nature that interested them, giving an intrinsic factor to learning. Bruner (2004) however also suggests that the role of the adult is required to prevent children diverting from the aims.
From a digital literacy perspective the activity incorporated skills identified by the Digital Framework Wales (2018) under the headings of Storing, Producing and Creating, Evaluating and Data and Computational Thinking. Storing required children at this age to be able to save work to a named file. Producing and creating was undertaken as children used iPads to take images of nature while evaluation was integrated as children made choices and were required to assess why those choices had been taken. As children were required to follow sequencing both to save and print images they were able to achieve computational thinking.


Embedding learning is achieved through repeating experiences so as to consolidate the learning derived from the experience. It is therefore necessary to repeat the use of digital devices throughout activities under the guidance of the Digital Framework so that children are given the opportunity to achieve digital literacy at the required level.
Bruner’s Spiral Curriculum Theory involves repeating experiences regularly providing learners with embedded knowledge. Helpful Proessor.com (No Date)
It is however suggested that the problem with the Spiral Curriculum was that required ‘chunking’ of topic blocks (Takaya 2008). This very different to the cross curricular perspective of Donaldson’s Successful Futures Framework (2015). What is transferable from the theory to the new curriculum is the fact the Bruner recognises the need to repeat activities to embed the learning process. The new curriculum Donaldson (2015) has incorporated Digital Literacy as one of the three cross curricular themes, ensuring activities and integrated and consistently repeated. 
When considering adaptions to the activity to meet a range of needs one would consider the needs of the individual of the children. There was no written requirement to the activity so suitable for those who struggle to learn at a desk and or who have  literacy difficulties. The activity also benefits children who struggle with the closed space of a classroom. For children who enjoy sensory experiences the craft activity and uses lots of glue which would be beneficial, however for children with sensory difficulties the craft activity could be changed requiring children to create a frame to go around the image using the ipad. Again using the ZPD approach there may be a requirement for more adult led guidance in activities. As the activity has used iPads rather than camera the activity as already considered a device that is easier to use because of the touch screen mechanism.
The activity was a fun filled and covered six of the seven learning areas within the curriculum but it is unclear whether it integrated sufficient digital skills from the Digital Competence Framework (2008). It is difficult to incorporate the digital skills without possessing relevant digital skills as a practitioner. Research identifies the need to develop digital skills in educational facilitators especially given the new framework. Research has identified this as a barrier to the new framework especially as the effectiveness of activities lays firmly with educators. Now that digital literacy is cross curricular theme it is fundamental educators possess digital literacy at a greater level than the children they are teaching.
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