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Task 1
In recent years the development of touchscreen technologies has developed, and the popularity of these media have grown rapidly (Ahearne et al., 2015, Holloway, Green and Stenenson 2015). (Hatzigianni et al., 2015).
According to Ofcom (2018) from 2010 to 2018 the number of people starting to use a digital device had continued to increase year after year. Likewise, Hatzigianni et al. (2018, cited in Kabali et al, 2015) states that 96.6 percent of three- to four-year-old children are able to use a mobile device. However, Unicef (2017) suggests that negative impacts outweighed the positive impacts in relation to children spending more than two hours per day on a mobile or smart device, compared to children watching television for four hours per day. These negative impacts occurred once the child had reached and gone over their timed cut off point of either two hours or four hours depending on the device, these negatives included homework being missed or not completed properly and excessive use on the weekends limiting or limiting their socializing. (Unicef.org, 2017) 
Within Huber et al. (2018) research, it is stated that parents of children from UK, England, Greece, Malta, Luxembourg and US, were surveyed. Huber et al, (2018) found that parents within the above countries except the UK, saw technology as a tool for learning, whereas the parents from the UK regarded touch screen technology could have a negative impact on their child’s development socially, cited in Huber et al, 2018. (O’Connor, 2017).
Within the journal article by aappubilcations.org, (2016) states that using digital technology is not the only tool to teach children and transform their lives. It suggests that using technology can aid in the scaffolding to help advance their learning. Ingalls et al, 1997; Lovato and Waxman, 2016; Marsh et al, 2015; Revelle, 2013; Strammen,1993, express that touch screen devices are interactive physically and could use Bruner’s scaffolding theory with the digital device being the continual support until the learner has achieved their goal. Aswell as scaffolding, the Ipad is interactive and can in many situations be the more knowledgeable other. On the other-hand Vygotsky and Piaget saw children as explorers, active in their own world, this would support the child exploring and learning independently whereas Vygotsky’s sociocultural theory is based on the importance of the social environment they learn in not the tools they use. (Crowley, 2014).   
According to Danby et al 2018 states that by integrating digital devices into play, shows evidence that through gaming a solitary activity could potentially create opportunities for increased social interactions and peer learning, as well as sharing strategies and problem solving  This is supported by Banduras social learning theory and his self-efficiency theory, where children who observe positive use of the digital device would use the digital device positively and with respect whereas a child who has seen a role model throw a digital device would continue with the negative learnt behaviour . Chaudron et al (2017) cited in Brito, Dias and Oliveira, 2018 suggests that children using digital toys as well as digital programmes can challenge the child’s capacity to choose, affect their ability to wait their turn by causing disruption and their social skills will be affected. 
Before a child centred approach can be developed (Woods,2017) it is suggested by Gillen and Kucirkova that understanding Bronfenbrenner’s (2009) measystem links between the child’s home and the child’s school they attend, to be able document and follow the digital journey of the child. On the other hand, children’s out of school lives need to be included and thought about to sow signs of their technoliteracy practices the child has participated in within the classroom. Touch screen technology and multimodal writing will be a good way to do this. (Dunn et al, 2018). Children are able to interact with text and digital platforms when they need too. With school still focusing on the traditional written text Lynch and Redpath (2014) suggests that this is putting the children’s learning at risk of becoming a struggle, allowing the use of self-expression, and denying the child to decoding and encoding effectively. (Yelland, 2018)
Many apps that are installed on an iPad is school’s supporting a large range of play activities and enabling creativity. Wider ranges of creative thinking practices and ranges of play are more likely to occur. (Marsh et al, 2018). Teachingwithipad.org (2013) states that I pad’s offer a disengaged children’s platforms to shine. The use of the internet can provide millions of ideas, problem solving solutions and independence. It can also take away the stigma and feeling of learning and placing the child in a different mind zone where they feel more comfortable. Fine motor skills and writing can still occur via these apps allowing children of all ages and abilities the chances to interact and participate. (Teachingwithipads, 2013). However according to 5rightsfoundation (2017), children all over the world are different and not all digital apps are designed the same, they are not designed for each child and their need. This can leave children, more so the older children to sometimes be confrontational and confused. 
One negative aspect of increased digital technology use is children when playing on a computer will sit for long periods of time at once, they will have a lack of physical exercise and not using their mental ability to its full extent. (Ebbeck et al, 2016). With the increased use of digital technology screen use, concerns have come to light that children’s cognitive ability levels have dropped, their emotional and social skills had declined but the main aspect of concern is the child’s lack of attention and their ability due to sleep deprivation.
Extensive use of digital technology can have big impacts on a person’s health and well-being, low achievements, attention problems and obesity are a few that occur due to the lack of physical exercise they do.
However, according to Neuman,2018; Passig, Tzuriel and Eshel-Kedmi, 2016; Vernadakis, Avgerinos, Tsitskari and Zachopoulou, 2005). Digital technology if designed well will have positive effects on a child’s visual thinking skills, abstract thinking, creative thinking, development of language and literacy, analogical thinking, Logical mathematical thinking, metacognition, and visuo-motor coordination. As well as the educational positives, mental health and well-being benefits people by the ability to have communications with friend and family via apps such as Skype, what’s app and Zoom. These promote positive interactions with children with heightened meaning. A person’s health and well-being are vital in a person’s path to succeed.
 Other positive aspects of digital technology are the availability of mobile data. This enables people to access real time information. This enables children to investigate, and problem solve any given task in any location. The portability and intimacy can cause a few negative aspects, such as a lack of supervision, meaning children can move around with the digital device, often spending a lot of time in their bedrooms alone or other rooms their adult is not in. Their time away from the family circle can lead to breakdowns in relationships with parents and siblings, as they are not spending quality time with them. 
Another negative aspect come in the form of online bullying also known as cyber bullying. This would be harder for parents to spot the signs if their child spent their time away from them. This could start a downhill spiral, where if they were getting bullied, they might withdraw away from friends, family, or schoolwork, next could lead to self-harming, or suffer with depression, anxiety and the lack of exercise can lead to increased chances of getting obesity. All these have huge consequences on a child’s ability to focus on learning. (ACAMH ,2020).
During Covid 19 children have suffered potentially negative long -term effects around the world. (Human Rights Watch, 2020). More than 1.5 billion students have had to stay off school due to the pandemic, this has never happened before. (HRW.Org, 2020). According to HRW (2020), nearly half of the world has no internet access. Whilst all the children are at home keeping safe, attempting to have some sort of education in theses unprecedented times. The lack of learning supplies was distributed to those who needed them the most. (HRW.org, 2020). As each and every person has rights according to the children’s commissioner for Wales (2020) and United Nations convention on the rights of the child. (Unicef, No date.) Article 28 and 29 state that the right to free education which allows for each child to develop their talents, personality, and abilities to their fullest. According to the children’s commissioner for Wales (2020), these rights are in place to ensure the child is doing the best job they can to still participate with online learning. 
Erdogan et al (2018) states that during their research they conducted a parental research programme and asked parents how they felt about digital play and if they preferred it to other types of play. The results show parents overall liked digital play less but with parents who were educated to a higher level, such as college and university, the number of parents although they said it was their least favourite form of play, digital play was rated higher within well-educated parents to those with poor education. (Erdogan et al, 2018). This shows children that digital technology is no better than their physical toys. During covid 19 a lot of parents have had to stay home and work, most parents used some sort of digital device. With children seeing parents interacting so often with digital technologies, that the child could start to see the computer as a good way to communicate as well as being ok to spend many hours online. The negative side to this is, that it’s setting a wrong and bad example to their children as well as spending large amounts of time, the child’s education may be at risk due to the lack of help and support from working parents, almost allowing the computer to become the babysitter whilst the parents work. 
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	                                     Activity Plan for Digital Literacy Skills


	
Number of children:8

	
Age of children:3 to 4
	
Number of adults:2

	
Location: School Grounds: in the nature gardens.

	
Preparation time: 5 minutes
(Resources in the investigation resource box.)
	
Activity time: Child Lead
30 minutes or 
Until the child has finished.

	Resources: 

                   Magnifying glasses x 6
                    I Pads x 8 (fully charged)
                   Investigation tools: Spade x2
	Forks x 2
	Paint brushes
                                                        
	
                    Insect ecological cage x 4
                    Bug observation cups x 4
                    Bug jar x 4
                    Telescope x 4
                     Bug tongs x 4 
                     Insect nets x4
                     First aid kit 

	Links to digital literacy/competence outcomes:

Interacting and Collaboration: Working with a partner to create a piece of digital work.

Data and Computational thinking: Save work by clicking icon. 
	Once photo taken put their names or initials on it.
Citizenship: Look after digital devices with care.
                      Treating the insects and the nature garden with respect and care,
                       Ensure each insect is returned to its original home,
Producing: Complete one step instructions and identify next step,
                     Sort objects using set criteria. (Welsh Gov, 2018)
ESDGC: Caring for the environment,
              Enabling the child to realize they can make choices for themselves and what they                      learn about, 
              Understanding that whatever they are learning about is linked to the world and what is important in some way in their lives.                       


	Details of the activity:

During the initial introduction to the activity at the start of the session, ensure that before the children go off on their own to explore the nature gardens, Recap with them:  

1- They remember how to look after the equipment including the I Pad’s. 
2- Ask the children if they remember how to take photos and videos. (Get some answers off the children.) demonstrate while the answers are being given.
3- Ask if anybody remembers how to save the photos/videos if so, how do they label them with their names.
4- Ensure they know to respect the insects and the environment.

Let the children go off and explore the nature gardens emphasizing the use of the digital technology.

The practitioner’s role within this activity is to observe the children using their digital competence, their ability to use the devices and how their ability to navigate through the I pad to gain their required outcomes. (The outcome is up to the child, as the activity is child lead).
The practitioner if asked or shown signs will be able to scaffold the child’s learning. This can be done in many ways such as, if they are scared of the insects-show support, if they are unsure how to use the I pad -model for the child what they have to do, if they are lacking confidence reassure them that its ok and if they make mistakes that is ok too.

Differentiation:
This activity is child lead meaning each child can work to their own ability and at their own pace allowing a holistic experience.
 
Access:
Within the school gardens, the access is through a path that any person is able to access. For the SEN children with physical needs or the use of a wheelchair the path has been risk assessed while doing the activity risk assessment, but please check it before going out as debris from trees may have fallen. 

Wet Weather Clothing:
Please ensure that if the weather is bad in anyway the children wear full wet weather clothing to protect their clothing.
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       Online Safety        
The things you need to know!!
A Parent/Carers guide                  
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As we are all aware the use of digital devices and the internet has erupted over the past 15 years. (Ofcom,2018). As the use in the digital world increase so do the risks to keep children safe. This leaflet is a guide to highlight some of the most common, risky aspects of the Internet. (KidsHealth.Org, 2021).  






Addiction/Sleep Deprivation due to technology and Obesity

Talking/Raising the topic of safety online with your children.


The World Health Organisation states: within the 21st Century, Obesity has become a public health challenge. Obesity is leading to long term health issues which could in turn make life expectancy shorter.
Did You Know? 17% of boys and 15% of girls in the United Kingdom are obese. (Action.org, 2014).
*Technology has a big part to play. Lack of sleep in many children is due to staying up late to play or watch a digital device.
*Using digital devices at bedtime greatly affects a person’s sleep pattern, resulting in lack of sleep continually.
*The lack of sleep will result in children more likely to struggle to concentrate the day after, they are at a higher risk of under achieving at school. (Action.org, 2014)
Some children and parents alike, find approaching the more -risky aspects of the internet with their child uncomfortable, but talking is the best place to start.
*Be Honest and open. Express your likes and dislikes of the games/sites your child uses.
* Reassure you child that you are interested in their lives and you take on board the apps/games and sites they like to use.
*Involve your child to agree to set apps and games that you are both happy with. (nspcc.org, 2021). 
*Talking and explaining the child’s time limitations are crucial. Ensure your child understands that playing the computer is a reward. Give them their limits, or instead of saying a certain time limit, suggest counting in rounds in a game instead as this is visual to them.   (nspcc.org, 2021). 

	                     

	
	Online                   Addiction/ sleep deprivation 
                                                       Grooming           due to overuse 
Paedophilia                                                                                            
                                                                                         Age Restrictions Are your                        children safe online?

                                        	(Films and gaming)	
Low 
Self-Esteem	Exposure to 
	Inappropriate 
	contentChildren’s self esteem

		Personal InformationChildren can develop low self-esteem, especially if they have become addicted to technology. Spending many hours playing a computer for example, could result in the person withdrawing from friends and their social circle. This then could lead to loneliness, depression, withdrawal, or possibly self-harm.

Cyber Bullying                       Viruses on Email, text?           Safe?	
[image: ]

Personal information online can be classed as you name, age, address, Date of Birth, National Insurance Number, Phone Number, Bank Details.
Once the information is entered into the internet there is not easy way for it to be deleted, BUT it is easy for your personal details to be used and copied. There are things you can do to be safe.
1-Think before you put your information online.
2-Keep your digital device safe! NEVER give out your password & make it hard to remember.



Personal Information Online
Young people and children can be groomed online easily by a stranger or even somebody familiar to you. The groomer can appear online to be somebody different, for example another young child with a different picture acting as a child or come across as somebody who is kind, caring, understanding with offers of gifts and sweets for children. (NSPCC, 2014).
The groomer may appear to be friendly, young and funny, but behind the screen could be a different person, with different plans.
Signs of grooming
*Having an older boyfriend/girlfriend a lot older/younger than the other person.
*Being secretive about how they live their lives and especially biding what they do online.
*Spending more and more time on their devices.
The effects of Grooming
The effects of grooming can have life changing effects either long term or short. (See websites below for a fuller list of effects). 
Effects to look out for!
Anxiety/ depression/ Self harming/ Shame 
Stress
Difficulty with dealing with stressful situations.
Future relationship problems, this could include other family members, partner’s and friends.
For more information please visit:
NSPCC :  https://www.nspcc.org.uk/
Phone: 0808 800 5000
Or Via an online helpline: Stop it now! Available @ https://contactus.stopitnow.org.uk/
The Child Exploitation and online protection centre: http://www.ceop.police.uk 

Cyber Bullying
Grooming

Cyber Bullying occurs online through smartphones or any other form of smart device that connects to the internet. According to Bullying UK and the results of the National Bullying survey, they found that: 
56% Of young people said they had seen online bullying happening to others.
42% of Young people stated while online they have at some point felt unsafe.
Cyber bullying can occur in more than one form and happens across many platforms. 
· Exclusion
· Harassment 
· Impersonation
· Cyber Stalking
Further reading on the types of Cyber bullying can be accessed at: https://www.bullying.co.uk/ 
Threatening behaviour is also a form of bullying and again is seen as a criminal offence, which could be investigated by police under the 1997 Harassment act. This act covers different types of harassment. More information available at: https://www.legislation.gov.uk/ 
What to do if you experience or observe cyber bullying:
*Ensure child is ok and feels safe.
*Talk to the child, listen carefully to every word.
*Collect evidence. (do not delete anything!).
*Determine where the bullying is taking place. If online contact the provider.
* Contact police on 101. They will tell you your nest step.      (Cyberbullying.com, 2018)
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Helpful Links
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*NSPCC- https://www.nspcc.org.uk/
  Phone:   0808 800 5000               
*Bullying UK- https://www.bullying.co.uk/ 
  Phone:  0808 800 2222
*Childline -  https://www.childline.org.uk 
Phone: 0800 11 11
Police: 101
PEGI ratings are a legal requirement on every video game. The PEGI rating is there to inform each player what the age requirements are. It also clearly shows a parent or carer if the game is at the appropriate level for their child.
Another indicator for assessing the suitability is check the colour on the age box. 
Green: ages 3+over and 7+over
Orange: ages 12+ over and 16+over
Red: 18+ Only. 
                                (Parent zone, 2020).







Task 4
This task requires me to critically evaluate the activity plan for digital literacy that I planned as part of task 3.
The activity was designed for children aged three to four years old in the nursery class. It was designed for a group of eight children and two teaching assistants. It took place within the school grounds in the small nature gardens located within the school playground. Each group had approximately 30 minutes session outside, the activity was child lead and followed the children’s pace until they had finished or when the session ended. The equipment that was used to investigate and explore was already resources that was within our classroom such as ipads, bug jars, telescopes etc. The teaching assistants had five minutes to collect the resources within the investigation resource box that was stored in the investigation area. The weather had been a little bit cloudy with a few showers, so the teaching assistants helped the children to put on the on the wet weather clothing. 
Once the children were ready, they were asked to sit in a circle, so that they could recap how to use the ipad’s, they were then asked if they remembered the way in which they took photos or videos on the ipad’s. Some children did not know as they had not long joined the nursery class and had not used the ipad’s before. A demonstration was shown to the children by the teaching assistant, who reassured the children that if they got stuck or needed help, they were there to help them. As for the welfare of the insects and nature, the children were made aware about the safety of the insects and their homes within the nature garden. The children were then allowed outside and let to go off independently to explore. Some children went off in groups and other children went individually.
The practitioner’s role was to assess the children’s digital competence and ability to use the ipads through observations. Recordings of the child’s outcomes were recorded and documented in their Foundation phase profiles, most of them under the Digital competency section and the ESDGC sections. They were also there to scaffold their learning if needed.
The differentiation in this activity was wide as it was child lead. This means some children were able to use the ipad with confidence and no problems using it at all, on the other hand some children struggled to navigate the ipad due to lack of fine motor skills or simple as they did not know how to take the pictures. 
Within the Successful futures document, it states that a child should be able to fore fill their potential to their fullest. To do this Successful Futures (2018) document state that they have to be able to complete the four areas, these are: ambitious, capable learners, healthy and confident individuals, enterprising, creative contributors and ethically informed citizens. Within these areas other skills are stated, this is where the child’s digital technological skills will be put to the test to find and analyse information and be able to communicate creatively through digital technology. (Welsh Gov, 2018)
Within the digital competency framework there are strands that each year group should aim towards. Within the activity plan in task 3, I had linked the activity to the four strands of the Digital Competence Framework (2018). The strands of the Digital Competence Framework (2018) are citizenship, producing, interacting, and collaborating and data computational thinking. (Welsh Gov, 2018).
The activity in task three links to these four strands as follows: Citizenship: Looking after the digital device with care. Producing: complete one step instructions and be able to identify the next step. Interacting and collaborating working with a partner to create a piece of digital work. Data computational thinking: save work by clicking the save icon and once a photo had been taken, use their ability to put their name or initials on it. 
With these areas in mind, I think I would revise my plan in three sections. Firstly, I would take a smaller group, this would be, so the children get the support they need, at the time they need it. A few of the children struggled to save a picture and two children could not use the ipad to take a photograph, so I would possibly group the children in their ability level so they could, for the more confident capable ones, they could help each other promoting better group interaction and working in groups. For the children needing more help with the groups being smaller they could get more time to get help and be shown again and supported while they try again. (scaffolding their learning). Another aspect I think I would change to the activity would be to the area I chose. The nature garden is a lovely garden but is only a small area. To allow the children to really enjoy the Reggio approach, then I would possibly look as to going into the junior quad, where they have a larger enclosed garden. This would allow the children of all abilities to enter the garden as it is flat.
Another aspect I would add to improve the lesson would be to video the children finding the insects, this then could possibly be show on the interactive white board where the other children in the class could see what each other had found. This then could turn into a carpet session which could see the children sorting and matching. Another way in which the children can display their findings would be to print their findings out and stick them into a scrap book. This book could be left out so the children can freely look at it when they feel they want to and it’s a good way of recapping on activity done before. This would also link to the new curriculum where the wellbeing of the insects would be considered, it can also enable a conversation between two the children about many aspects, such as I took that picture, or my butterfly was on the biggest leaf. This gives the child a voice. 
To conclude this over all assignment on digital literacy I found that over time children have developed their abilities to use a digital device, but within the last 15 years the age of the children have got younger and younger. Babies are starting to hold digital devices and watch cartoons or play games on them more frequently, this enables children to start developing technology devices at an early age and sometimes becoming the babysitter, entertainer, and the most common device of the 21st century.
With digital technology becoming more popular and being used more, it is helping to turn our children’s futures into digital technical world resulting in the changes of the curriculum to ensure the children are ready to be capable ambitious learners. With the use of the internet increasing more younger children who do not totally know how to use the internet properly can get into trouble or be the receiving child/adult that suffers cyberbullying or grooming. With these types of situations developing and becoming more increased the law has had to change too. This is to help, prevent and possibly stop these horrible situations happening.
During the Covid 19 pandemic digital technology has had both positive and negative uses. The use to be able to communicate with school to continue learning has had an impact to try and help keep some normality for the children. Online learning through Teams and zoom have become well known to children. Keeping the children connected with each other through digital devices has helped bridge children’s worry and stress with online meeting to help each other. 
On the other hand the negative side to digital technology during covid 19, is the amount of time children and adults spend on their digital devices. From children doing online learning and then going on their computers to play games is having an impact on children’s sleep patterns and mental health. It is also hindering children’s abilities to communicate and socialize properly.  
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