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In this day in age, it’s particularly  hard to do anything without technology as it dominates most of the world as we know it. Every year there is new digital devices making it easier and more adaptable for children to access digital devices. Parents often find themselves struggling with the decisions involving technology for their children education and wellbeing. Some reports suggest children under the age of 8 use technology for an average of 2 hours and 19 mins a day and children aged between 5-8 spending almost 3 hours a day with screen-based technologies. In 2011 four percent of children spent much of their time in front of screens or mobile devices and by 2017 that rose to thirty five percent. The American academy of paediatrics recommend that children under 18 months have no time or interactions with screen-based technologies.
There is lots of research taking place in children’s use of technology, and the results are fairly mixed, some experts say that young children should not be exposed to screens at all, whilst others say in the correct environment, and mixed with a range of other activities such as reading play and exercise, it can be beneficial (earp,2017).
Physical activity, reading, and human interaction will always play a particularly important part in child development, and personal computing should not replace or be detrimental to these experiences, but in the right environment it can bring new educational experiences to young children, and help them develop their skills and broaden their horizons
Digital technology can play a supporting role in early communication, language, and literacy. It can give you a range of new learning opportunities, through eBooks, apps, and even video chat or facetime however parenting became has almost become surrounded in debates  about the use of the  digital devices such as screen as a form of child-minding and children's premature exposure to the adult world, as well as concerns about the way that younger children were constructed as objects by commercial interests (Buckingham, 2000)
It’s suggested that just like books, technology is used as a tool for learning and play, rather than as a replacement for adult interaction.

Our research shows that, when used appropriately, technology can be an important route in to reading for certain groups of children, particularly those from disadvantaged backgrounds and boys. Unicef (2018) states that one in three internet users are children and too little is being done to protect them from the digital world.
All schools will be required by law to have strengthened measures in place to protect children from any online dangers such as cyberbullying, pornography or racial abuse. The government put internet safety a compulsory part of the new curriculum in 2014. (Gov.uk,2020)
Health research funding (2020) states there are many pros and cons to digital media, some being
1. Children Have Better Motor Skills.
when toddlers use digital devices they become familiar and are able to navigate and touch their way to learning where it will take them. most toddlers have chubby little hands. It is natural. But have an effective workout when kids play around with computers, keyboards, mouse, or touchpads. Even if they are playing a game on a tablet, their fingers and hands get a workout. Such exercise is extremely healthy. The buttons on modern keyboards or keypads, the touchscreen functions and the mice of the day are very convenient to handle. Kids have no risk or threat when they use such devices. In essence, toddlers get better control of their fine motor functions and skills.
2. Improved Cognitive Functions.
For some time, parents had concerns that watching cartoons would have an adverse impact on the child’s brain, but many studies have proved that it is Quite to the contrary, technology helps in faster and better development of cognitive skills. There are interactive apps, video games, different kinds of challenges and educative programs available on various kinds of devices. Such products would always improve a child’s cognitive skills.
3. Preoccupies Children. Children can spend hours on digital devices. This is not unsafe, the children are not at any risk of getting injured or harmed and they would from playing outdoors there is no crying, no mess of paints on the walls or any such conventional chaos that parents have to deal with when they have young kids. Technology has changed all that.
4. More Fun for Kids.
Children take great enjoyment when they are involved with digital devices and the perks they come with. Children become aware whether it is a puzzle game or a race, children have fun, and they understand simple aspects of cause and effect, action and reaction.
5. Technology Exists Everywhere.
 technology is hard to get away from in a child’s development. Children using technology at school, home and everywhere else they would learn a lot more. A child with access to internet can learn more about facts and thing that interest them far more quickly than they would in a school environment. That not to say there is no need for schooling its just technology does make things more assessable and easier for children. Audio visual presentations, interactive educational programs, 3D presentations and audio books  has revolutionized education. Children using technology and state of the art methods are likely to learn more. They also list 10 cons of digital media and technology such as
1. Sedentary Lifestyle.
Technology can be used to stimulate a child’s brain and can help with cognitive development but what about the physical effects on a child’s body. Children who are too engrossed and fixated with technology will stay away from the playgrounds, parks and all other forms of outdoor activities in general. Such children then may never develop a passion for sports or athletics. This can then lead to being unfit, unhealthy and their normal physical development could be affected. Digital technology seems to be swaying children from the natural outdoors and the exercise that comes from playing in the outdoors.
2. Simulated Satisfaction.
Another incredibly significant impact of children using digital technology is simulated satisfaction. A child that could excels at a virtual archery is not actually a great archer. This sense of virtual accomplishment could possibly satiate a child and he or she may not want to venture out and accomplish something.
3. Less Sociable.
Children would have less time for friends and family and could cause a problem with relationships making it difficult to develop and they could have a limited number of friends as the don’t socialize out of the digital world they have created for themselves.
4. Developmental Disabilities.
Today, more children seem to have development disability. More children are becoming obese than ever before. More children are being diagnosed with psychiatric disorders. ADHD, coordination disorder, anxiety, sensory processing disorder and depression among children is on the rise and digital media gives children a window to continue with cyber bullying.
5. Not the Most Cost Efficient.
digital technology can be costly. When children using technology begin to ask for more, it can become quite costly and often difficult and stressful for parents. Children tend to want the latest technological devices for their birthdays, even if they are for educational purposes, can be very inconvenient for parents.
6. Less Connected.
Technology can easily make a child isolated. At the early stages or during the formative years, the child would enjoy this isolation but sooner or later, this affinity for technology and the resulting isolation will become difficult.
As practitioners we will play an essential role in helping children learn the foundation and importance of safe online behaviour. Online safety is also highlighted in the early years foundation stage (EYFS) and early years inspection handbook. Early years settings are increasingly using digital devices with children which can be a great way of displaying positive ways to use digital technology, however if the activity is not planned properly it can potentially cause problems. If there are any concerns regarding digital media its important to share these concerns and follow the settings child protection policies in place and report any concerns to the DSL so appropriate actions can be taken (Govuk,2019)
Some studies give important insights into the different ways of play but tell us less about what the essence of digital play might be. Theoretically, a historical conception of digital play would strive to understand what it would involve, not the elements of a play continuum where a bridge between two elements is foregrounded. That is, a cultural-historical analysis would look for the smallest ways that contains the characteristics of the whole (Vygotsky, 1994), where digital play and traditional play are conceptualized together.
NSPCC (2020) recognises that using digital media safely has many benefits for children such as innovative ways of learning and it enables children to have new ways to express themselves with live streaming activities and creating online communities, however one must be aware of the risks involved as children can easily be exposed to inappropriate content and on many platforms children can be contacted anywhere and at anytime so in order to protect children  measures must be put in place such as passwords and age appropriate locks such as parent locks at home. 
Becta (2019) want practitioners and parents to take a considered approach to develop an e-safety strategy and have been helping guide and support schools and education authorities on all aspects of digital safety through the superhighway safely website since 1998. 
Children’s Act (2014) under section 11 says we have a duty to ensure that we have a service that children are safe and accessible, a key consideration would be to ensure children are safe while using services with appropriate supervision by trained practitioners.
Unicef (2018) states that 1 in 3 internet users are children and too little is being done to protect them from the digital world.















Keeping our children safe when using digital media.This leaflet is aimed to try and help parents understand and be aware of the online dangers and how we can safeguard our children when using online services in digital media. Online communities have been in place for a while where they need to access what content and behaviours are appropriate on their platforms and what is not appropriate. Content moderation is a form of trust and safety work where professionals decide and implement rules for the audience using their platform. These will include child safety and will define guidelines concerning cyber bullying and deciding what should be age restricted. The policies are not the same through out however as different companies will have their own varied policies (parent info,2020) 






Screen time

How much screen time is ok??





Too much- One of the signs that your child may be spending to much time in digital screens or platforms is when they seem to be anxious or upset when they are cut off from the devices. Lack of sleep or exercise and not wanting to interact or socialise with friends may be a sign they need a break from the screen’s computers or devices also. (internet matters,2020),
Recommended-World Health Organisation (WHO,2019) recommends under 18months avoid use of digital media apart from maybe interaction with video chat or face time. 18-2 years should be introduced gradually but to choose quality programmes or apps and to sit and watch it with them so you can help your child understand what they are watching by interacting and explaining thing to them as you go along.
2-5 years- Limit screen time to one hour per day and again watch alongside with your child to help them understand what they are watching and how they may apply this in their environment and surroundings.
6 and over- Limits should be in place on how long they should be using digital devices or screens and to monitor the types of digital media they want to use and interact with and try and ensure digital activities do not replace their sleep, outdoor physical activities or any other aspects that are important to their overall health. (NHSGGC,2019)

















Social Media







Half of ten-year-olds are now owning a smart phone and have use of smart speakers such as ‘Alexa’ and then doubling in numbers with children 5-15year olds over the last year. More children watch videos online and on demand other than broadcast television.
YOU TUBE- A firm favourite with among smaller children and they are more likely to pick you tube as their choice of platform over other online services such as Netflix or other digital television channels.
CHILDRENS SOCIAL MEDIA- WhatsApp is quickly becoming a favourite with children in the last year joining the likes of Facebook, snapchat and Instagram as a popular platform in the social media so it’s important to ensure the right settings are in place on the apps to protect your children from unwanted communication outside of their friend’s groups. 
NEW ONES- New platforms of social or digital media are coming out every day such as ticktock and Twitch which are becoming increasing popular with younger children so again it’s important to be aware of the privacy settings you have in place for your children’s safety (Ofcom,2019)












Safeguarding 

Keeping your child safe













Some helpful ways to minimise the risks your children could face on digital media.
Its good practice for apps and various online or digital sites to have safety advice and features that will make a big difference to how safe your child will be while using them. A good safeguarding measure could be to go through the safety and privacy features on the apps or social platforms your child id interested in. Sit with you children and go through this with them explaining why these features are in place and why its so important to use them. 
Ask them what their favourite Apps are and why they would like them, find out why they like them and what they like about them. 
Explain the function of the privacy setting and why its important to only share information with friends that they know personally.
Ensure ‘Geo-locations` are off and explain why its important these are off to stop strangers knowing where they live.
Show them what they need to do if they receive unwanted or hurtful comments or messages from someone and show them how to block people who upset or make them feel uncomfortable.
Check tagging settings so your child can not be tagged to protect their identity from the public domain.
Motivate your child to tell you if they see something that upsets them or makes them feel uncomfortable. (Gov.uk2016)












	















Curriculum based action plan
	Action
	Specifics
	Resource Needed
	Assessment
	Timetable
	Role and responsibility

	Review Digital Competency Framework
	· Ensure understanding of Framework criteria is met within the proposed activity
	Digital Competency Framework/ administrative time
	Revising the document to ensure activity meets framework structure for relevant age group
	1 week
	Practitioner

	Meet with students to develop activity
	· Meet with students to develop and contextualise the activity its aims and objectives
· Work with students to develop ideas and how it can be embedded into a digital format
	Classroom time/assistance/student engagement
	Revise concept to formulate a concept the students have engaged in and provided ideas for.
Devise the concept based on student feedback
	3 days of small sessions
	Practitioner/assistant/students

	Outline the final concept to students
	· Define the project/activity based on student feedback
	Classroom time
	Assess motivation and student perception of activity
	1 short classroom session
	Practitioner

	Develop the activity to include short literacy based activities Like a story incorporating students finalised concept
	· Set out clear short instructions for written based activity
	Administrative time
	Review activity to ensure it capture areas such as punctuation and use of digital technology
	2 days
	Practitioner

	Further to the written activity develop an activity that can be created in a digital platform 
	· Ensure that all have access to the educational platform chosen for the activity
	Digital platform downloaded for student access
	Ensure activity is transferable to the digital platform or software
	1 week (dependant on access to digital platform or software/
Ensure all licences are valid within educational purpose and use (not commercial)
	Practitioner

	Undertake the transfer of first activity with students onto the digital platform
	· Ensure a fun environment for learning and how practical activity can be transferred to digital bringing their story to life
	Classroom time
	Ensure appropriate time given to allow students to develop their activity into digital format
	3 short sessions also dependant on resource of students can be worked on in a homework setting
	Students

	Create the third activity based on student presenting and recording using recording software allowing them to combine their own voice with that of their story/adventure
	· Actively promote the learning in a fun and engaged way 
	Classroom time
	Ensure appropriate time given to allow students to develop their activity into the necessary tools for recording on the platform
	2 weeks
	Students/practitioner

	Student presentation of activity based exercise 
	· Student present final piece
	Classroom time
	Ensure appropriate time given to allow students to overcome nerves and present in an equal based opportunity
	Over a 2 week period
	Practitioner/student

	Develop a feedback wall via digital resource for students to give feedback on students presentations
	· Student participation on critical feedback
	Classroom Time
	Ensure software such as Padlet is available through education licence
	Over a week period
	Practitioner

	Evaluate activity undertaken
	· Set up an evaluation form for student to complete on what they had learned through the activity and process
	Administrative time/classroom time
	Ensure questions are set to enable students to assess themselves with learning and achievements
	Over 3 days period
	Practitioner

	Analyse data and report on statistics
	· Undertake an evaluation data report for publication
	Administrative time
	Ensure data is disseminated and conveyed outlining success/ objectives met
	Over 3 days
	Practitioner











When we undertook the research to identify an activity that met the criteria of the Digital Competency Framework Wales and its recommendations for age 8 years.
The strand section Producing recognises digital content components such as images, audio video and multimedia and how they can be combined across a variety of purposes. Also how the resources available through the Welsh Governments Hwb services can also support any activity before outlaying any resource cost. Welsh Government in partnership with Digital Pioneer Schools has also developed a professional learning needs tool which is also available through the tool and could be useful to the author in developing the activity and was developed for practitioners to identify where they lacked in confidence or needed further development dysgu.hwb.gov.wales/menus/be6397f8-d093-424f-96a7-d72bdd26861e. We felt it appropriate to look at this tool to support her knowledge in building the classroom activity. However, although identified in the Digital Competence Framework the link does not function which on reflection, we felt was inappropriate to be included in the document with no reference or link to a more updated page.
Identifying with the Production strand of the Digital Competence Framework and its recommendation of components we continued to review the expectations of the framework in designing developing and planning the activity. With clear guidelines set out in the Digital Competence Framework on classroom ideas such as review of hardware and software requirements, having established staff responsibilities and have a clear vision of delivering digital competence in the classroom, sharing good practice within and outside the school. “The DCF also recognises the importance of creating original content as well as redesigning or repurposing existing content either individually or collaboratively” (Gov.uk,2018)
We proceeded on this basis to evaluate some of the good practice models that have been identified within the HWB and identified a model developed by Ysgol Bro Banw based on Superheroes. (Key Stage 2 learners) (Gov.uk,2020)
Immediately we recognised the word Superheroes in a different context. Over 2020 there had been considerable use of the word superheroes in relation to key workers due to the Covid Pandemic. Key workers such as Nurses, doctors, police, carers as well as that of teachers had all been at some stage recognised for their outstanding contribution to public wellbeing. We immediately felt this best practice model could be adapted to current times. There would be a number of children who would have parents, guardians or family members that would be working or delivering a service in this field. Recognising these as their Superheroes. For ourselves we felt we were able to personalise an activity that learners could relate to was also a way of influencing, motivating and enthusing the students to take a proactive part in the activity. (gov.uk,2020)
We felt there was a need to adapt the identified model to suit the children in particular as this would be through a remote working session such as zoom or Microsoft teams. We identified elements of the delivery model that was reflecting of the learners within her class. Identifying key areas that would support digital literacy, oral literacy and also gaining a greater digital competence.
Set with four key areas in mind:-
Development of a personalised Superhero story (based on current Covid context)
Developing the story into a production using Minecraft Edu
Presenting the story to other within the class  
Review and evaluation by classmates
We set out to create a curriculum action plan that would identify the aim, resource, responsibility, and outcome of the elements to create a rounded activity that would meet the criteria of the Digital Competence Framework and also developing the learners in the areas of literacy, oracy and digital competence.
It was essential that we reviewed the Digital Competence Framework to ensure the activity met the criteria and that they had a comprehensive understanding of contextualising this within the activity.
In developing the action plan we were also conscious of the circumstances and changes in the way as a practitioner their teaching had been adapted to being remotely. Taking this into account, we tried to ensure that components to create the overall activity was delivered in small quantities. Conscious of learners’ concentration span, home culture and the availability of technology to complete the outlined tasks. 
During the current times, the learners were in various culture setting not all had access to the software or technology to complete all elements of the task.  We worked closely with the school and their IT department as well as the local authority to identify those who needed the afore mentioned technology. We were aware that the Welsh Minister for Education Kirsty Williams had announced funding that could support all learners having access to the necessary technology. In two part this created an opportunity for learners to compete their tasks but also to ensure that even those who did not have access to technology were able to receive the equipment to support all other areas of their learning. It was also vitally important for student mental health and wellbeing that they could communicate with others and not feel alone or different to their peers as this could have an adverse effect with student falling back on their education and becoming withdrawn from others. (Gov.uk,2019)
Undertaking the action plan we needed to ensure she had as a practitioner set the relevant time for herself to complete the development elements of the activity, including in this contingency and flexibility due to the constant change in dynamics of in-house delivery and remote delivery.
We, on reflection had set a timetable that would invariably need to be flexible and set it with the mind set of fluctuation within the timetable. We recognised the need for support from a learning assistant for some of the students, these could be accommodated by 1:1 session after the short sessions of task delivery by the practitioner. This was due to the uncertainty of the way in which the activity would be delivered. With Welsh Government continuously reviewing the lockdown situation and education being a key service, there was a continuous change to in classroom learning and remote working.
An NHS publication states “rates of probable mental disorders have increased since 2017. In 202, one in six (16.0%) children aged 5 – 16 years were identified as having a probable mental disorder, increasing from one in nine (10.8%) in 2017. The increase was evident in both boys and girls” (July 2020) (NHS,2020)
With the actions set against the four key areas to encompass the activity in its entirety, We also felt being broken down into four areas would create sub task that could regardless of circumstances or direction from Welsh Government be completed as short individual tasks.
We then, in developing the action plan, felt it necessary to involve the students with the concept as it created a “buy in” to the activity. Formulating the context and understanding their perception of Superheroes. In the context of current times what does it mean to them. All that they could combine to create their stories and personalise them. We ensured that this was deemed as an action within the planning and set aside time to discuss and for students to share their viewpoint.
We also set within the action plan the resources needed for learners as well as the software and educational licenses. Having worked with the local authority to enable all students to have access to the relevant technology and the appropriate software. We took into account the practitioner’s role and resources /assistance needed for tasks to be completed. 
With every action We related an assessment criterion allowing opportunity to review this following the task and relating it to the action as an aim and assessment as objective.
Setting timelines within each of the planned activities created a time management tools for the practitioner. Appropriate to give not only the practitioner but learner to reflect on the completed activity. This will participate in formulating and evaluation and feedback session of the overall activity.

On reflection of the action plan and the acidity itself, we anticipate the model could be evolved to other age groups reflecting changing concepts for key areas such as employability such as construction, plumber, and bricklayer. Write your story, what would your work environment look like design it in Minecraft Edu, present what you would do. In conclusion in its entirety we feel she has completed a comprehensive time bound action plan, undertaking within a risk analysis of resources and eventualities timeframe within the set deadlines.
Furthermore, we have accomplished an activity utilising current technology that interests, motivates, and enthuses students but developing it as a current economic state in which all can relate to.  We also feel this model could be used to benchmark progress of the students and that the theme can be adapted to other concepts students could relate to at different ages and also different educational subjects.
As a practitioner the development of this tool to benchmark from early year and the student’s digital literacy and oracy would be a tool that could be disseminated across all faculty areas.
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