



Section 1.

There are many different types of digital equipment available today for children to use, whether that be in their family home, whilst socialising with their friends or in school. The focus of this paper is Mobile phones and tablets/IPADS. According to Ofcom (2019), children as young as 2 years old are able to work a smart mobile phone or tablet well enough to be able to access the internet and access apps such as, YouTube to watch videos. Ofcom (2019) also state that some children as young as 5, own their own smart phone however, the most popular age for owning a smart phone is from ages 10 and upwards. From this age, children are able to access anything online and any app they so wish on the app store, unless their parents have put specific restrictions in place to block certain apps. 
Gov.Uk (2003) explains that The Department for Education and Science (2003) believed that the use of mobile phones was unsafe for under 16-year olds, especially in a school environment. Therefore, advised all schools across the UK that children were only to bring in and use a mobile phone in case of an emergency. However, Marsh (2005) believes that mobile phones are a way for children to gain digital experience on the go, rather than sitting behind a desk. Hwb (2020) agrees with this within the new current digital curriculum, as digital competencies have increased dramatically over the years and children are still learning and gaining experience whilst on the go on a mobile device. 
5 rights foundation (2017) disagree, stating that providing young children with a mobile phone can be harmful and dangerous. They believe that young children using digital media on a regular occurrence can cause many different problems such as, depression, low self-esteem, or even paranoia if children are cyber bullied by their peers. For example, Yavuzer (2003, cited in Sarıkaya, 2015) states that depression and low self-esteem tend to go hand in hand for most children and adolescents due to children craving a sense of approval and belonging from their friends. 
Kurtaran (2008) believes that children who suffer with these issues use social media as a type of ‘get away from the real world’, as they can pretend to be whoever they want to be. However, it is all a front and a pretence which can then lead onto cyberbullying when the truth is discovered. Barlett (2020) believes that cyberbullying is a regular occurrence that leads to an array of damaging psychological consequences for its victims. Hinduja and Patchin (2010) states that cyberbullying is where people victimize their peers and cause peer aggression which can result in mental health issues. This is when it can cause the victim to have paranoid thoughts. Hinduja and Patchin (2010) also state that cyberbullying can become a very severe crime, as young children and adolescence sometimes are unable to handle with the pressure, leading to suicide thoughts and even suicide. 
According to Vygotsky (1978) young children’s simple perceptions start from a very young age, where they begin to copy and learn from their parent’s actions. Vygotsky (1978) believes that children learn through the more knowledgeable other, such as, social interactions, parental language, and behaviour. For example, The National Institute of Child Health and Human Development Early Child Care Research Network (2003) believe that parents language and behaviour changes slightly and becomes less effective towards a child, when they are using a digital device as they are more occupied in the device. Kirkorian et al. (2009) agrees with this, stating that this can have a negative effect on the development of a young child and digital devices have become a disruptive influence on a parent and child’s interactive relationship.
According to Vygotsky (1978) the use of a digital device such as a mobile phone would be created under the use of play, under the zone of proximal development by the child. For example, this is where a young child would use their parents mobile phone and use the more knowledgeable other, by copying their parents, pretending they are on the phone or just simply playing around with the buttons or the touch screen before getting used to saying simple statements such as, hello and holding the phone correctly to their ear just as their parents would. 
[bookmark: _Hlk40865079]However, to the child they are using the zone of proximal development by creating this movement though the art of play and role play. Parents and practitioners can also help to promote symbolic play and role play within the Early Years (play and playground encyclopaedia, 2010). They can promote this by encouraging children to play with objects that can be used for more than one purpose. For example, leaving loose toys around such as, building blocks that a child can use as a car, phone, block etc. 
Saltz, & Johnson (1974) and Lawrence (2006) agree with Vygotsky (1978) and play and playground encyclopaedia (2010). However, they suggest that when a child gets slightly older, Early Years practitioners and parents can start to push children’s imaginations into something called fantasy play. This is where, an Early Years practitioner can test a Foundation Phase child’s memory. For example, if a child was using a digital device one day and they were shown something new, then a few days later they were asked to go back onto that same digital device and show the practitioner what they did last time. Can they remember what they did last time? Frobel (cited in Bruce, 2001) agrees and states that play can lift children to their highest potential. 
[bookmark: _Hlk40782137]This is an important part of learning through the Early Years Foundation Phase Curriculum (2018) (Gov.UK, 2018) and has been brought into the curriculum through the Digital Competency Framework (2008) (Hwb.Gov.Wales, 2008).
where they state that Foundation Phase children should be confident and independent enough to complete basic ICT tasks. National Literacy Trust (2016) state that the use of touch screen digital devices, such as tablet or iPads have become an increasing essential part of everyday learning within the Early Years setting. For example, Early Years practitioners are using touch screen devices to teach literacy to Foundation Phase children, as they have found that by using a tablet or IPAD the children are engaging more, as the stories are more interactive and more engaging. 
However, Chou et al. (2012) disagree with this stating that at the rate the growth of digital technology is growing within schools, without the correct pedagogy and careful and thoughtful planning from the practitioner, the use of a digital device to teach Foundation Phase children lessons, such as literacy, is as effective as bringing in a games console for the children’s entertainment. Arnott (2016b) agrees with this, stating that for Early Years practitioners to teach with the use of a digital device within the classroom, they need to undergo the correct training and an extensive amount of time to make it successful. 
However, Arnott (2016b) also believes that digital technology teaching should not replace the pedologic teaching a practitioner does in a classroom environment with Foundation Phase children. However, Stephen & Plowman (2014) believe that Foundation Phase children need a more holistic approach towards digital technology devices to understand more experiences such as social, cultural, and pedagogical factors that make a child’s digital experience within the school. For example, learning about different religions and celebrating them such as, St. David’s Day within Wales, where the pupils are asked to dress up in traditional Welsh costumes. In the run up to the 1st of March, which is St. David’s Day, the pupils in schools can use digital technology to find out research about the background and history of this event.
Whitebread (2012) believes that there are 5 main points of a child’s developmental learning whilst they are still within the Foundation Phase. These consist of, physical playing and learning, learning with objects for example, using Vygotskys (1978) symbolic play theory where a child can use another object such as a banana and pretend it is something else such as a phone. Whitebread’s (2012) other points are, dramatic play, play with rules, for example, a game with a group of children, as the child gets older and starts to understand the concept of rules and boundaries. However, Whitebread’s (2012) more recent point that she finds most relevant to young children, is digital play. Bird and Edwards (2014) agree with this and state that digital play within young children has become more popular over the current years. This type of play includes, video games, internet surfing, watching you tube videos, electronic toys, smart phones, IPADS and tablets. These types of play can be enjoyed by children alone or with their peers, whether that be on a social chat room, through a games console or through sharing a device together in each other’s company.
Erdogan et al. (2018) state that although there are many advantages to digital technology, there are also many disadvantages too. For example, Erdogan et al. (2018) believe that many parents of young children who use digital technology on a regular basis, were found to have health concerns such as, an obsession disorder, eating disorders, or they found that their children were watching inappropriate content online for their age such as,  violent games, sexual images. National Association for the Education of Young Children (2012) and Pacigam et al. (2017) believe that parents and Early Years practitioners require a certain level of understanding of appropriate usage of digital technology and ICT usage within the home and school. Erdogan et al (2018) also agrees with this, stating that the use of digital media within the school is going to increase in the forthcoming years. Parents and Early Years practitioners need to be prepared for this and this is where parents and practitioners need to find a correct balance of play-based learning and digital media so that the children do not lose play-based learning.  Erdogan et al. (2018) also states that Early Years practitioner’s and parents of young children and adolescents also need to be aware of the correct safeguarding tools that they can use to protect children from particular unsafe content online and to keep up to date with it as often as possible as they change frequently.




Section 2.


	Information Leaflet on cyber safety for parents.
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The theorist Gerber (1976) wrote a journal article believing that there is a great risk to children being influenced by television, social media and digital media, as they will slowly begin to copy what they see on reality television and be influenced by peer pressure. TV violence and computer games can play a huge impact on teenagers and children’s lives and the way in which they are influenced. According to Gerbner and Cross (1976) this can also cause children to see the world as a dark, scary and violent place to live in. Martins et al. (2018) who are reliable journalists agree with this, stating that children who grow up around violent digital content can be known to show more aggressive behaviour than those who have had less violent digital content in their upbringing.


	                                               (Ofcom, 2019)
	                                                  (Ofcom, 2019)
	                                            (Ofcom, 2019)



For more information of these statistics within these pictures please access the OFCOM (2019) report website that can be accessed here at: https://www.ofcom.org.uk/__data/assets/pdf_file/0023/190616/children-media-use-attitudes-2019-report.pdf

	
[image: 10 Digital Citizenship and Internet Safety tips for Parents Poster Kathleen Morris | Primary Tech | Cyber safety tips for parents and children]Another issue that has been found with the increase of digital media within children is the concept of young children, especially girls from as young as 6 years old copying celebrities for the perfect ‘body image’. Dohnt and Tiggerman (2006) state that to achieve this, young girls have been dieting and starving themselves or get bullied due to their weight, which is more intense online.


The NSPCC (2020) work alongside parents online, running a campaign trying to reason with parents or guardians to sit down and talk to their children face to face and discuss their ‘online-lives’. More often than not, using this share aware method of SMART is for children to feel more confident speaking to their parents or guardians and that they do not feel like they have to hide anything if they get targeted through cyber bullying or targeted in a sexual chat room.



                                                     (Morris, 2019)
	

	

























Parental controls

There are some parental control settings that parents/guardians can set in place to help protect their children online, whether their child is using a family computer, a gaming console, a smart phone or an IPAD or tablet to access the internet according to the NSPCC (2020). There is a parental control setting for each individual device. Here are some of those listed below:


	[image: Snapchat, Skype and Whatsapp are all used by parents and grandparents]
	[image:  Kids in France are now to be taught about living without their phones, if only for a few hours a day]
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	    (Telegraph, (2013)

Home family computer:

NSPCC (2020) state that you can use a control filter from your home broadband provider to control the content that your whole family access. However, this will only stay active while you are connected to Wi-Fi broadband and not mobile internet such as 3G or 4G as the parental controls will then cut out and will then need to be reset.

	                                         (The Sun, 2018)

Mobile phones, IPAD/ tablet: 

NSPCC (2020) state that these devices come with some particular settings to help parents monitor which apps and websites a child has been viewing online such as, location settings. Also, there is an app available called ‘app aware’ which allows parents to set up more parental controls on popular networking sites and apps that a child would have on their phone or IPAD.

	       (Mirror, 2018)

Games consoles:

According to NSPCC (2020) there are many different ways to use parental guidance with games consoles. For example, games consoles use a lot of internet, so one option could be to turn the internet connection of the console off, as many games do not require the connection to play them. Another option may be to turn off the chat room function ,so children cannot talk to other players while playing as there is no way of knowing who they are talking to within the chat room facilities on the console.




To find out some more information on this please visit the NSPCC (2020) website which is a leading UK children’s charity whose full name is the National Society for the Prevention of Cruelty to Children. The website can be accessed here at: https://www.nspcc.org.uk/keeping-children-safe/online-safety/parental-controls/


The Byron Review also introduced the kitemarked parental control software. Which means that you can focus on the running of every device within the household which are connected to the same internet provider. This filters down the specific content that the individual is accesses and ensuring that it is safe to view. This is done every time a new device is set up to the internet connection.



Social media

There are many different social media sites that young children use, such as Facebook, Instagram, Twitter, Snapchat, Tic Tok. Many of these social networking sites state an age restricting age according to Ofcom (2018), with the minimum age restriction for most of these sites at age 13. However, only a small minority of parents know about this young age restriction and are also unaware that their children are on social media sites from such a young age. Ofcom (2018) have found that many parents trust their children with online activity, as they believe that they have been taught online safety in school. However, statistics show that children as young as 9 years old are found to hold a social networking site, such as Facebook or Snapchat. It is also found that parents of ages 3-4 years olds are more likely to discuss online safety with their child and put parental controls in place, more so than parents of 10-15 year olds as they are seen as more trustworthy and more reliable.

UK safer internet centre (2020) believe in a system that children and parents should follow called:




· S – SAFE. This is an abbreviation of keeping safe whilst online and teaching young children not to put in personal information on socail networking sites such as Facebook, Twitter, Instagram, as they have been found to have many unsafe loop holes of data protection within the sites where the sites sell on peoples information to the highest bidder.


· M – MEET. This means meeting up with someone that you only know through a digital device. Whether a child has been talking to this person for a short period of time or a long period of time they are still classed as a stranger, and going to meet them is very dangerous so it is very important to talk to a child about the implications of this.


· A – ACCEPTING. This means accepting untrustworthy emails, text messages or pictures that you are unsure who they are from or are unsure of the content. This can lead to unnecessary virus’s being caused on digital devices.


· R – RELIABLE. This means checking that who children are talking to online are who they say they are or that they are even a real person. For example, some cyber hackers can set up robots to talk to and groom children. It is a good idea to talk to your child about this and check out any reliable resources with the local police stations. 


· T – TELL. This one is the most important one according to UK safer internet centre (2020) where they believe that it is of utmost importance that a child always has someone that they feel comfortable enough to talk to. For example, a parent, guardian, close family friend. If they ever feel worried or uncomfortable online. For example, if they are being bullied or being groomed. 




This information was sourced online from a reliable website named, UK safer internet center (2020) who are widely known and recommended around the UK especially across schools according to the Welsh Government (2020) this website can be accessed here at: https://www.saferinternet.org.uk/advice-centre/young-people/resources-3-11s 
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	Activity Plan

	Activity:  The activity planned with the children is a nature walk.


	Number of children: 6

	Age of children:  4-5-year-old
	Number of adults: 2

	Location: This activity can be undertaken anywhere outdoors, for example, a woodland, a field, a forest.

	Preparation time: The time can vary depending on the ICT knowledge of the students taking part in the nature train. However, preparation time usually takes between 30-60 minutes.
	Activity time: The activity can last for however long the practitioner and the children wishes it to last. Preferably 1-2 hours.

	Resources: The resources that would be needed to carry out this activity are, a suitable outdoor area, for example a woodland, iPad, protective coverings for the iPad, outdoor clothing, outdoor footwear, yellow vests.




	Aim/s of activity: The aim of the activity is for the children to confidently and independently use the ICT equipment to take photos of nature that they find interesting along their nature walk and then use their ICT knowledge to be able to research what specific nature they have found and tell their fellow peers about it when they get back to their classroom later on.



	Links to outcomes:
These link to the digital competency framework Hwb (2008) where they state that Foundation Phase children should be able to collaborate together in a team or a partnership to create a piece of work involving ICT. Foundation Phase children can also find a variety of information using the internet and make a document on a digital device using a program such as Microsoft word and save that document correctly and accordingly.



	Differentiation:
Ensuring that there are enough early years practitioners to foundation phase children to adhere to the school’s ratio policy. Practitioners also need to take into careful consideration of children with disabilities wanting to take part and ensuring that the activity is suitable for them or can be adapted easily and quickly for them to take part and enjoy with the rest of their fellow peers. However, Early Years practitioners also need to take into consideration the ability of ‘more able and talented’ children that would feel this task to be tedious and ‘boring’, so measures would need to be set in place to test those particular children’s abilities.


	Health and safety:
Ensuring that the woodlands is a safe place for the children to explore and that there are no known dangers. Also ensuring that all safety features have been put in place on the internet feature of the IPAD so that the children cannot access any unwanted images or content. For example, sexual images, drugs, violence. This would all be covered by a risk assessment that would take place before the activity was undergone.


	Role of adult/practitioner:
The role of the adult/practitioner is to ensure that the children are safe under all aspects of cyber safety and within the outdoors. To ensure that the children can access the correct data and information that they need, by using the technology they have be provided with and offering them the correct support if needed. Most of all, a practitioner’s job is to ensure that the foundation phase children enjoy the activity set out Infront of them and understand it to the best of their knowledge.


	The activity:
This activity is for 2 Early Year practitioners to take 6 Foundation Phase children out on a nature trail walk with the use of the schools IPADS. Each child would have been shown before going on the nature walk how to use the ICT equipment properly and how to access the camera and the internet. They then would have been buddied up with a partner and had an iPad between 2 people. Whilst on the walk, it is the child’s job to take photographs of anything that interested them or something that they wanted to find more information about. For example, bugs, plants, leaves, trees, anything that intrigued the child’s mind. Whilst out on the walk and with the help of the Early Years practitioners, they would then use the internet on the iPad to research that piece of nature to find out exactly what it is and go back and tell their fellow peers about it later on in class. Some children managed to print some of their pictures along with information and post it onto the board.









Section 4.

This particular activity plan, put in place between the Foundation Phase children and the Early Years practitioners was aimed at children of around the age of 4 to 5 year old with some basic ICT knowledge, shown to them through the school using the Digital Competency Framework Hwb (2008), also potentially learning though their home backgrounds.  DCF (2008) state that Foundation Phase children of a nursery age level, should be able to use a digital device correctly and be aware of different forms of communications and software that are available on a digital device. DCF (2008) also state that by reception level, children should be able to access and use the internet resources effectively with support if required. This is also backed by Foundation Phase Curriculum (2018). 
Although this activity plan was aimed at children gaining knowledge over ICT and digital media, Early Years practitioners also used learning though play based activities to their advantage. Donaldson (2018) would agree with this technique being used, as it has been incorporated into the new Foundation Phase Curriculum (2018). For example, using this activity as a play-based activity to help children with their digital media skills and knowledge by gaining access to the internet through their tablets and finding out information on their walk, which can encourage curiosity and interest in digital media. 
Drews (2007) also believes that using resources in a Foundation Phase Framework (2015) such as ICT equipment, iPads or tablets are now an essential part of teaching and learning for Early Years children. Laffey et al. (2003) disagrees with this, stating that schools are taken over too much by technology and that Foundation Phase children should be learning more from the natural environment and the play-based curriculum. 
   Adhering to the Foundation Phase Curriculum (2015) and the DFC (2008),  the Foundation Phase children were put into small groups of 6 children with 2 practitioners and were given an iPad to share between 2 people, using what the children know as the buddy scheme. They were then tasked with going out into the woodland using their technology to take pictures of real-life objects they found interesting, that they could later research using their ICT knowledge. Using the internet to write up a short sentence about the flower/plant or bug they had found, to share with the rest of the class. 
The strengths of this type of learning is promoted by Vygotsky’s (1978) zone of proximal development, believing that progression and scaffolding learning is about taking a child from what they already know and are comfortable with, into new depths, where they are not so sure and comfortable with but where practitioners know that the child will succeed. For example, a child might be comfortable with taking pictures on an iPad but is unsure of how to research the data they have found on the internet. Therefore, they might need extra help and support in this field, by the practitioners until they are confident enough to do it alone. 
This is backed by the Foundation Phase Framework (2015) who believe in giving children the ability to learn through their own learning techniques, for example, by using the internet and making decisions whether to use the white board in class to discuss it with their fellow peers, talk about it or print the information they have found. Foundation Phase Framework (2015) believe that this has be found to thrive personal confidence and help a child’s personal self-esteem to grow within the education sector. 
Rogers (1994) supports this approach, believing there are many positives to a child having screen time by using a digital device. For example, they can find out things quicker than searching through books, as it is believed that children have a very short attention span so are likely to get ‘bored’ more quickly. They are also using their cognitive abilities by using their hand muscles to work the technology. 
Rogers (1994) approach has also found that using digital media such as a computer can cause a child to interact with their feelings more. For example, if an Early Years practitioner finds that a child is particularly upset or missing their parent or guardian, they can encourage the child to send an email which can give comfort to the child and their parent or guardian, knowing that the child is well looked after and safe. This encourages the child’s literature side of ICT and lets the parent or guardian know that they are thinking of them, reassuring the child at the same time. 
   However, there are some negatives to this activity plan such as, using ICT takes away the physical feeling of a particular object, such as a book. This can also discourage children from feeling they are allowed to get dirty or can pick up any outdoor wildlife. However, ESDGC states that the impact this has on holistic approach to education can be quite detrimental. Stating that Foundation Phase children should be taught outdoors to learn about the wider range of challenges that could be experienced within the outdoors in the future and also taught about climate change. 
Sterling (2016) also agrees with this, stating that sustainable development and global citizenship within the Early Year’s education, should be fully embraced and Early Years teachers should take full responsibility to teaching these young children about the outdoors and the sustainability within the environment. This can be all be taught without the use of digital media. However, OFCOM (2018) state that in line with the Communications Act (2003) ICT is the better way forward to teach children particularly to promote media literacy. 
Vygotsky (1978) believes that teaching pedagogical learning within the outdoors from a very early age, creates a good knowledge and understanding, where children can learn to use their imagination freely within the outdoors and not have to rely on ICT, digital media and imagination and role play. Vygotsky (1978) also claims that imagination plays a vital role in learning about their lives and experiences, as children will find it an easier way to embrace and remember their life experiences if they have actually lived them. 
          Prekinders.com (2020) believe that using digital media as a way to teach children is the direction of teaching Foundation Phase children and is in line with Donaldson’s current curriculum (2018) who states that ICT should be used more within schools and brought into everyday learning. Prekinders.com (2020) have adopted different teaching methods in regard to using technology. For example, if on a nature walk, they have found many different apps that the schools iPads can download. The children can find the information about wildlife and nature much easier, such as, leaf snap HD or trees Pro HD which allow children to take pictures of particular leaves or trees. This particular app processes the pictures and provides the children with a field guide of information of what they could be looking for. 
Pacey (2011) believes that the role of the Early Years practitioner is to work closely with the Foundation Phase children observing and encouraging them to explore and enjoy the activity as much as they possibly can, whilst learning at the same time. Learning on a digital device can be a new experience for some Foundation Phase children and Pacey (2011) believes that it is especially important to ensure that these children fully understand what they are doing, enjoying what they are being asked to do with the help of an Early Years practitioner. 
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