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Has the introduction of digital technology within the education curriculum and media rich digital environments in which children actively engage, changed the lives of children for the better or worse?
The classroom of today looks and undoubtedly operates differently to the classrooms of twenty, ten and even five years ago. Gone are the days of a solitary desktop computer in the corner, the 21st Century classroom houses various technologies from Interactive Whiteboards, tablets, i-pods, i-pads and laptops, all seamlessly connected by Wi-Fi and supported by a range of software and apps. 
Information and Communication Technology (ICT), means using a computer. It was reported by British Educational Communications and Technology Agency (2004) to assist children’s personal, social and emotional development, communication, language and literacy, mathematical development, knowledge and understanding of the world, and creativity improvement of eye–hand coordination through use of the computer mouse, writing on an interactive whiteboard and using a touch screen monitor and other manipulative actions were highlighted.
Children of the 21st Century are used to handling the latest technology in their personal lives, the current generation of digital-native students have become more independent in the classroom and technology is an expected requirement rather than an added advantage. So just how has technology changed the face of the classroom. One big change is homework, following the arrival of HWB Cymru, a Welsh Government Digital Competency Framework initiative brought in in 2015 to introduce and link digital technology not only in school but also in the home too. All the children need is their username and password and they can access their account from any device. Practitioners can set homework on the app and the pupils complete it online so becoming a paperless activity. This way forward is only acceptable to those children who have access to digital technology at home. Sadly, not all children do have access. Is it right to differentiate children by supplying paper copies to those children who have no digital access? 
Schools are required to provide good quality education about the internet and internet safety. As stated in the Digital Competence Framework (DCF 2008), by year two children should be able to identify advantages and disadvantages of digital media devices on their lives and can talk about them. They should be aware of and be able to discuss their digital footprint and what information they are leaving online. They should be able to communicate with others online and should also be aware of the appropriate behaviour when communicating online and to understand how to treat others the same as they would face to face. Children should be aware of online bullying and the consequences of doing so. By Year 6 children should be able to demonstrate appropriate online behaviour and apply a range of strategies to protect themselves and others from possible online dangers, bullying and inappropriate behaviour, understand the importance of balancing game and screen time with other parts of their lives, identify benefits and risks of mobile devices broadcasting the location of the user/device, identify secure sites, identify the risks of giving out personal information and understand the dangers of online friendships.
There has been a rapid increase in availability of new technologies and an explosion in the range of devices available to access media and communications. The use of smartphones and tablet PCs offering internet access, email and a variety of internet-based applications has transformed the lives of families in which these young children are growing up (Ofcom 2011).
Following a survey by QA Education (2017) practitioners express concerns that teenagers may rely too greatly on digital research tools, neglecting other methods of inquiry. Additionally, the vast majority of teachers have noticed that constant computer and smartphone usage has significantly affected teens’ ability to remain focused on a task, are more tired than usual and have noticed a significant change in their behaviour.
Children today live in an electronic village. They constantly have screens available to them whether they are in school or at home. Has the introduction of ICT and digital screen time into young children’s lives the reason for the decline in behaviour, the increase of conditions such as ADHD (Attention Deficit Hyperactivity Disorder) and the lack of concentration in the classroom. Palmer (2009). Most children now have televisions in their bedrooms. Do parents know what their children are watching? Does what they watch destabilise them? Are they physically or mentally effected by what they watch? Sue Palmer` calls this a ‘Toxic Childhood’. 
According to Siraj-Blatchford (2009) the case against ICT in early childhood has been made in terms of the perceived risks to children's physical, cognitive and emotional and social development. Links were made that children suffered possible repetitive strain injuries, to potential lack of exercise and risks of obesity by using digital media constantly. It was also suggested that the possibility of decreased creativity, poor concentration, social isolation, decreased motivation, and even depression could be the result in the current behaviour issues that some schools are facing.  But further research studies have actually shown many benefits of ICT in the Early Years including the areas of fine motor skills, improved language and communication, reading readiness, enhanced mathematical reasoning, creativity, problem solving, self-esteem and self-confidence, co-operation, motivation, and positive attitudes towards learning. Should the balancing of ICT use in early years be limited to no more than 10-minute bursts and ensuring the children have balanced interaction with their peers both indoors and out? 
According to Safer Internet (2020) almost half (49 percent) of children aged 8-17 said that what they do and see online contributes to their identity, making up an essential part of who they are offline. 54 percent of children admit they would feel lost, confused, or as if they’d lost a part of themselves if their online accounts were taken away. 38 percent said it was easier to be themselves online than offline, seeing it as a safe space to explore and grow. A quarter (25percent) of 13-17-year old’s say they have been targeted with online hate in the last month because of their gender, sexuality, race, religion, disability or gender identity. It adds new pressures on young people in ways we couldn’t have imagined even a few years ago. 
Evidence by Sigman (2012) suggests that obesity in children and young adults is linked with longer screen time. It also suggests that the link to obesity starts with pre-school children who spend more time online or watching television rather than being active either indoors or out. 
If we look at Bronfenbrenner’s Ecological System Theory (1979) and the Microsystem. Has the immediate support changed with the increase use of digital electronics? Do children still have the backing of their families and communities. If we go back just twenty years, society was very different. Children spent most of the time outdoors and communities were like extended family. Is this the case now? Has the introduction of electronic devices changed society for the better or not? Does society need to go back to a pre-electronics time? A time where families ate together every night, played board games together, watched films together or go out on adventures together. 
Are children losing social skills? Children are using technology to talk to each other instead of face to face interactions. Hiding behind technology also increases the risks of online bullying. (NSPCC 2020). Are children spending more time indoors using digital devices that they are being active? A report by Sigman (2019) with the Association of Play Industries, API (2019) reveals that children’s daily movement and activities have never been so little and subsequent evidence points to increased screen time being the reason. The report shows a strong link between screen time and children’s inactivity, with children choosing to spend hours indoors using devices instead of being outdoors playing with their friends. This then leads to the discussion of increased obesity in children in the last 10 years. Studies by University of Helsinki suggest that the increase in childhood obesity is one of the largest health problems globally. The study investigated links between screen time and overweight children and demonstrated that heavy screen time is associated with both overweight and abdominal obesity. 
According to Healthline (2018) since the introduction of technology children are starting school with poor fine motor skills. This is thought to be because parents and guardians are giving the children i-pads and tablets from a young age instead of giving them muscle building toys for example building blocks, threading beads and cutting and sticking. Because of this, children are not developing the underlying foundation skills that they need to grip and hold a pencil. In the early stages of development this could be detrimental to the child’s overall development.
There are advantages of technology for children, if used correctly. These include having a source of educational entertainment for them using different educational apps available. Apps like Duolingo, which is an app that teaches foreign languages, Dragon box teaches mathematics and Science 360 offers science. Along with these apps there are an array of spelling games and puzzles. Technology can offer children an insight into other countries by watching videos on You Tube of festivals and cultural events around the world, creating a smaller world for the children. Regoli (2018). 
By using technology on a regular basis will encourage further development of hand eye co-ordination and according to research by Policy Insights from the Behaviour and Brain Sciences (PIBBS) children who regularly play video games make faster decisions during critical incidents in their lives. Their decision-making skills are more improved compared to the children who don’t play games. Studies by PIBBS also suggests that if a child spends long periods on a tablet this will impact on their imaginative play which in itself creates a positive impact on the development of the child. Through imaginative play children learn to develop confidence and strategies to cope with anger, fear and frustration. By constantly using technology children are not learning this coping mechanism. Another disadvantage as discussed previously, that must be addressed, is the rise in childhood obesity, as stated by Centre for Disease Control and Prevention. The number of obese children has tripled since the 1970’s as using technology encourages less movement. 
Another worrying aspect is safeguarding issues and how to keep children safe online. This is somewhat easier the younger the child is but as the child matures the more difficult it is to control the safety features of their device with the array of free apps available for them to download. 
As Bandura stated about observations with the bobo doll experiment in 1977, children observe and copy behaviours. Unfortunately, children who spend most of their time using technology are not experiencing this observation of their parents, teachers or peers. Simply Psychology (2016)
In conclusion, taking all the research into consideration, technology is not going to go away. In fact, over time technology will continue to grow, becoming faster and keep evolving. Using technology has both advantages and disadvantages for the development and education of children, if used in moderation. Technology shouldn’t be used as an electronic babysitter but an educational tool to keep children’s learning and development alive
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Activity: Children to identify trees in the school setting by comparing pictures taken on a tablet to trees listed on a laminate.


	

Number of children:  
6 to 8

	

Age of children:  6 – 7 years
	

Number of adults:  1 adult and 1 x 1:1 (if SEN children present)

	

Location:  School    
                  grounds

	

Preparation time:  30 mins to print tree list, tally charts and laminate.
	

Activity time: 60-minute activity in total
5 minutes activity explanation, 
35 minutes outside and 20 minutes back in classroom on laptop


	


Resources:  I-pad or Tablet.
                      Laminate showing different trees and leaves.
                      Clip board and pencil.
                      A4 sheet of paper per pair
                      Pre-printed tally chart for children with additional needs.
                      10-minute timer
                      Map of the designated areas
                      Laptop for use back in the classroom




	


Aim/s of activity:    To work well in pairs.
                                 To identify different trees.
                                 Correct use of a tablet or i-pad.
                                 To use a tally chart to keep count of trees.
                                 To transfer the data collected onto a graph of choice.
                                 To have the skills and knowledge to print the finished chart.
                                 



	

Links to outcomes: Mathematical Development: 
       Using Data Skills      
      gather and record data from:
      lists and tables, diagrams, block graphs, pictograms where the symbol     
      represents one unit
extract and interpret information from lists, tables, diagrams and graphs (Welsh Gov Foundation Phase 2015) page 37
Knowledge and Understanding of the World
exploring and experimenting
making observations and measurements and keeping records
making comparisons and identifying similarities and differences
sorting and grouping information using ICT
communicating observations (Welsh Gov Foundation Phase 2015) page 43
To be Ethical, informed citizens and show their commitment to the sustainability of the planet. (Donaldson Report (2015) page 30)
To be Ambitious, capable learners by who undertake research and evaluate critically what they find, can explain the ideas and concepts they are learning about and use digital technologies creatively to communicate, find and analyse information (Donaldson Report page 29 (2015) page 29 
To be enterprising, creative contributors who can connect and apply their knowledge and skills to create ideas and products. Donaldson Report (2015) page 29



	


Differentiation:       SEN pupils will have a simplified laminate.
                                 A pre-printed tally chart will be available for SEN children.
                                 SEN pupils will have extra 1:1 support, if needed.



	


Health and safety:    To ensure that children understand the importance of taking 
                                   a tablet outdoors. 
                                   Too not run with it or argue over it
                                   To work sensibly with a partner.
                                   To stay on task
 


	


Role of adult/adults: To ensure the children meet the learning objective.
                                    This activity is child led. 
                                    Once the children have been shown the instructions it’s 
                                    their task and the adult will just be there to observe for 
                                    Health & Safety reasons.
                                    To ensure the children meet the learning objective.              
                                    This is a child led activity where they will need to identify by  
                                    comparison, the different trees in our setting.



	
The activity:
Working in pairs the children will need to identify and record the trees that we have on the school grounds by taking photos of the trees using a tablet. They will have a pre-printed chart with a list of different trees and different leaves on it. The object of the task is to discover how many different trees we have on the school grounds and try to identify the names of the trees. They will then use a tally chart of the trees to use later. For SEN pupils a simplified chart and pre-printed tally chart will be available for them. 
They will then be going back into the classroom to enter the data they have found onto a chart of their choice (bar graph, line graph, pie chart etc) using a laptop and their HWB (2015) accounts and showing further knowledge and understanding in downloading the photos from the tablet to the laptop and saving them. They will then need to have the skills to print off a hard copy for evidence.
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This activity was planned for and aimed at children aged 6 – 7 years. It was planned it two parts. The first part was an outdoor research activity and the second part was a data transfer and printing task.
In our setting we are extremely lucky to have huge grounds with a wealth of outdoor space including an orchard, a forest school and two school yards with both concrete and grassy areas all of which have numerous trees and shrubs. This particular activity was planned to raise awareness of all the different species of trees and the importance of trees for our well-being and to incorporate the use of digital media in accordance with Curriculum for Wales (2018) digital competence strand and Donaldson’s (2015) four purposes. I wanted to use the Ethical, informed citizen strand to see if the children could find, evaluate and use evidence and show their commitment to the sustainability of the planet. I also wanted to incorporate the Ambitious, capable learners strand who undertake research and evaluate critically what they find, can explain the ideas and concepts they are learning about and use digital technologies creatively to communicate, find and analyse information and the Enterprising, creative contributors who are able to connect and apply their knowledge and skills to create ideas and products.
For this activity, because the children were in small groups, only one adult was needed. It was decided that groups of six to eight children was a fair number as they would be working independently but could still have a good amount of support from the adult if needed. For the children with additional learning needs or the children who have 1:1 support then an additional adult would be available to accompany the group. As we are an inclusive school with a healthy STF department the chances of having a child with additional needs was comparatively high. Inclusion, importantly, means ‘benefiting all learners. (UNESCO 2005).
The children were all given an i-pad for further research and to take pictures of the trees, a list of different trees, leaves and shrubs that had been laminated. They also had a map of the designated areas that had been saved onto the i-pad, a plain sheet of A4 paper, a clipboard and a pencil. The object of the task was to try and identify the trees in our setting from the list that had been generated or by using a search engine online and to make a tally chart to use later. A pre-printed tally chart was made available for the children with any additional learning needs. The children were put into pairs and had to learn to work effectively with others, valuing the different contributions they and others made. The children had to identify the different trees and shrubs and had to start a tally chart as they identified them to use back in the classroom by creating a data chart on their HWB accounts. This would be the second part of the activity.
Before we left the classroom, the children were shown the map of the designated areas and the laminate of different trees and shrubs. They were informed that both the map and the list were also available on the i-pad. They were talked through the object of the activity. Our current topic is ‘Our Planet’ so they were already well informed about the importance of trees for our survival. They were told of the boundaries and the time we had in each area. I had a 10-minute timer for each of these areas, but the children were able to use a timer on the device if they choose to do so. 
Considering the age of the children doing this activity and Piaget’s theory of cognitive development would place them on the ‘concrete operational stage’ in which children will gain a better understanding by thinking logically. They learn more with hands on experiences like this outdoor tree activity than they would being classroom based. 
Also by pairing the children together beforehand and following Bandura’s (1977) child development theory I wanted to see if by observing the actions of their peers the behaviour of the lower ability children would show through and these children would then develop and acquire new skills based on the behaviour of their partners. What I found with these partnerships was the more abled child was able to keep the less abled/worse behaved child on task most of the time.
The initial result of the activity was positive. The children seemed to enjoy the task and had a good understanding of what it entailed. The timer was a huge success as without it, it would have been difficult to move the whole group onto the next designated area in a timely manner. The timings weren’t consistent as there were less trees in some areas and more in others meaning that the group were finished on time in one zone and rushing in another zone. It was when they had finished that it became difficult to keep them on task, keep the behaviour at an expected level and to keep them in the correct area. This was where Bandura’s theory failed with this activity as the more abled/better behaved children became bored, so their behaviour altered. They copied the behaviour of their peers and started to run around and chase each other. They also started to use the camera on the i-pad taking photos of each other. It was at this point that I decided to remove the timer and adopt a ‘go with the flow’ attitude, making the activity more relaxed instead of making the children anxious that they were working against the clock. That wasn’t the purpose of this activity. 
The activity itself was quite straightforward although the children with additional learning needs did struggle to grasp the concept of the task especially the two STF pupils who had visual and hearing impairment, although they did have an additional member of staff with them who tried to simplify the activity.  I simplified this activity further for them and asked them to identify their favourite tree and attempt to draw it using J2E on the i-pad instead. J2E is an app on HWB. This took the pressure off them somewhat.
After the outdoor activity it was time to return to the classroom to enter the data collected onto a laptop. In line with the Foundation Phase (2015) mathematical development strand to collect and record data and analyse data results, the children had to use a laptop and sign in independently onto their own personal HWB (Cymru) account. They then had to choose a graph of their choice and enter the data they had collected outside correctly. They had to name the graph and print a hard copy for evidence.
Overall, I think the activity was a success although I did feel that the children couldn’t really enjoy the activity because we were constantly racing around the school against the clock. 
The most difficult part for the children was signing into their HWB accounts independently back in the classroom. This proved to be too challenging for most of the children, especially the SEN children, so took a little bit longer to complete. Once they were eventually logged in, they followed the instructions step by step and were able to navigate their way to the J2 Data tile on HWB and choose their graph. Most of the children completed a bar graph as this seemed to be the most straightforward graph and the one they were most familiar with.  After completion of the graph they were then required to choose a printer from a list of designated printers and to send their finished work off, to be printed. 
Next time, to improve this activity I would just choose one area of the school grounds, the most populated area, and reduce the number of different species of trees and shrubs on the laminate and i-pad so that the children would not feel pressured to race against the clock to complete the current area before moving on, thus making the activity more achievable, a more enjoyable experience for them but also would reduce the amount of time where the children would have the time to misuse the i-pad by taking unnecessary photos of each other. I would also shorten the length of time outdoors to reduce the stress back in the classroom, for the children, when trying to sign into their accounts against the clock. It was at this point that the children became irritated and tempers frayed thus spoiling the overall enjoyment of the activity. The children also enjoyed going down to the computer room to collect their finished graphs and going back into the classroom to stick them in their books for evidence.













Essential Guide of e-safety for Parents
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                                                     Do you know the age limits? 
                                                   Pan European Game Information Do you know who your child is talking to online?
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     Did You Know?
According to NSPCC (2016)According to internetmatters.org 63% of 5-7 years old play games online for over 8 hours a week

90% of 5-15-year old are online                                                 
40% of 5-15-year old’s own their own tablet
76% of 5-15-year old’s hold a social media account
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Do you know who is making friends with your child online?

DO NOT 
allow webcams in bedrooms!
Keep them covered

Keep them covered

6 top tips for safe screen time 

Set rules on the use of screens in and out of the home
· Create a family agreement together to manage expectations of how screens and online platforms should be used and why. 
· Set rules to meet the needs of each child based on their use, interest and engagement of screens and consider how screen time can complement what they do offline.
Think about who your children are talking to online
· There are lots of ways that people try to trick children into trusting them online. Instill in them that even if they like and trust someone they’ve met online, never share personal information with them like address, full name, or where they go to school. 
· Popularity today means having more friends than others. Children can feel pressured to accept friendships even if they don’t know the person.
Take the lead when choosing what they see and do on screens 
· Together find age-appropriate apps, websites and games that will give your child a way to explore their passions, enhance their skills while building their confidence in navigating the online world. Be sure to make use of free tech tools on the apps and devices they use to create a safer space for them to explore online. Tools like Apple’s Screen time and Google’s Digital Wellbeing dashboard can give you an overview of what they are spending their time on which you can use as a starting point to talk about ways to improve their screen use and protect their digital wellbeing. 
Be Careful which websites and social media children are using
· There are lots of websites that will try to trick them or pretend to be something else.
· Make sure any website they’re using has “https” at the start of the address so that you know it’s secure. Only enter your log in details when you’re sure it’s the right website, that the address is correct and it’s using https (at the front of the link in the browser bar).
· Check the age of the apps / social media they are using. Is it age appropriate?                                        

Use tech tools to manage their time & access to media 
· Whatever device your child uses, be sure to make use of free and premium tools available to manage their access to age-appropriate
·  content and review the time they spend on specific online activities.
Help the child to understand or apply the complicated privacy and security settings
· Opt out of photo tagging, face recognition, 
· Opt out of location. Some apps allow the used to ‘check in’., showing others their exact location
Is the child too young for the site and its content and conduct and online behavior?
· Check the minimum age of the app. Ensure it has age appropriate content.
· Check the setting to ensure they are private
Being Careless and Disrespectful
· Teach your child to respect other users.
· To be mindful of what they post online.
· Not to tag friends without their permission.
· Not to ‘check in’ with a friend without their permission because of invading their privacy.
Being unkind online
· Cyberbullying is using technology to deliberately hurt, upset or embarrass others online.
· Encourage your child to respect others.
· Make sure your child is aware that online bullying leaves a trace and can be detected easily.Although UK does not have set guidelines on screen time, it is advised that children aged 5- 7 should have no more than 2 hours screen time


‘Children are being groomed online in under 45 minutes’
NSPCC 2019




Ensure the password is secure.
As advised by Childline use a mix of capital and lowercase letters with symbols. Never share your password with anyone.
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