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Children nowadays from a young age tend to revolve their lives and everything they do around digital devices, these devices can be things such as an iPad, games console, mobile phone or even an interactive whiteboard/television. These devices have brought a vast debate in schools and households as to whether children benefit from them or not. This source of debate and discussion has been talked about in academic fields for a decade, the debate has increased in popularity since the introduction of the first iPad in 2010. The evolution of digital devices for young children have progressed at a rapid rate and already in less than 10 years, touch screen devices are beginning to be displayed by a shifting focus on newly available internet connected toys. 
Although digital devices can be seen as a distraction to a child’s learning process, digital devices can also be seen as an aid to their learning. Devices such as iPads and mobile phones can get the older generation confused and can also become frustrating, but to children these are a normal part of daily life. iPads and mobile phones are mainly used for their apps, these apps can include social media, messaging, games etc. Some children that have access to these devices can show positive learning from the device, however it is now up for debate whether these devices can become addictive and bad for a child’s health and well-being. 
Children’s wellbeing in the digital environment is of no less importance than their well-being in any other setting. The digital environment has a different outlook when adults look at it from the view of a child and his or her abilities to meet their development goals. Rather than a single environment, it appears as a landscape of opportunity, understanding, risk and misunderstanding, which is unusually absent of parental advice and regulatory protections. Every child has the right to access the digital world creatively, knowledgably and fearlessly. Without access to the internet they are disadvantaged. Access that is predicted on adult maturity can provide a complex environment that often gets in the way of young people meeting their developmental needs. 
Positive aspects of digital devices in the house and classroom could be things such as;
Social Connectivity: digital devices make things easy to stay in touch with friends, family and even work if needed. Children are able to connect via words, video, audio and exchange other media. Websites and apps have now been created to help others socialize, with social media and texting, nobody needs to feel isolated with digital media. 
Learning Opportunities: anyone with access to the internet now also have access to a huge proportion of the world’s knowledge over the web. Communication advances mean that you can now easily communicate with most of the world’s population and learn directly from different sources. Digital technology can also be easier for people with disabilities to use, this often gives them equal access.
Entertainment: Most digital devices such as iPhones, iPads, tablets and games consoles provide entertainment for children of all ages. Children can use these digital devices to play games that are fun, games that can connect to friends and also games that are educational. Many games on digital devices can be good for children and can bring out their memory capacity, develop their hand-eye co-ordination and can bring out fast thinking and problem solving.
Alongside all the beneficial aspects of digital devices come disadvantages of having the devices, these can be aspects such as;
Isolation: a child that is constantly glued to a digital device may lack in social skills with other children at school or at home. (Kupfer, 1995; Stoeltje, 1996) “Technology addiction can lead to social isolation which is characterized by a lack of contact with other people in normal daily living which could be in the workplace, with friends and in social activities”. 
Obesity: Screen media exposure is one of the best-documented causes of obesity in children and, likewise, obesity is one of the best-documented outcomes of screen media exposure. Current evidence suggests that screen media exposure leads to obesity in children and adolescents through increased eating while viewing. 
Cyberbullying: this is a main concern for parents of children that use digital devices regularly. Cyberbullying is a way for someone behind the screen to harm other people in a deliberate, repeated and hostile manner. Most popular cyberbullying tactics can be harassment where someone is sending nasty, mean and insulting messages behind the screen. Another tactic would be impersonation where someone is pretending to be someone they are not and posting certain material to get that person in danger. “Young children are our most precious resource… The use of ICT in the learning environment does, however. Come with some risk.” (Beach, 2010:71). 
Addiction: parents of children that currently use digital devices are concerned about the sheer amount of time spent on them. Getting children to put down the device for dinner, to go outside and play and to engage in different activities seems to be an uphill battle. Parents may feel that they are powerless to stop ‘internet addiction’.
Reliability: the biggest fear to technology integration is what will happen if technology is taken away. Children fear that if they do not have interaction with digital devices daily, they aren’t able to function. Children with too much screen time become reliant on the device and feel they aren’t able to do many things without it. 
Lack of sleep: there is a growing body of evidence that suggests that media use negatively affects sleep. Increased duration of media exposure and the presence of a TV, computer or mobile device in the bedroom in early childhood has been associated with fewer minutes sleep per night. Bruni et al studied the use of technology in adolescents and preadolescents. Bruni found that preadolescents bad sleep quality was due to greater internet use and later turn off time.
Along with these risks evidence shows limited educational benefits for children younger than 2 years old using digital devices. Earlier American Academy of Paediatrics (AAP) recommendations to discourage media exposure to children younger than 2 years old. Research showed that media exposure to toddlers and infants experience what was referred to as ‘Video Deficit’ this showed difficulty learning from 2-dimensional video representations at younger than 30 months old. The Video Deficit Is thought to be the lack of toddlers symbolic thinking. Before 2 years of age children are still developing cognitive, language, sensorimotor and social-emotional skills which require hands on exploration and social interaction with trusted caregivers. 
The Digital Competence Framework was made available in September 2016, this framework is a set of skills, knowledge and attitudes that enable the confident, creative and critical use of technologies and systems. Digital competence is one of three cross-curricular responsibilities, alongside literacy and numeracy, it focusses on developing digital skills which can be applied to a wide range of subjects. Settings and schools should now have had time to consider it and begin to incorporate it into their provision.
Although children using digital devices can have a negative effect on their learning it can also bring out a positive effect. It Is now at schools a common debate whether digital devices should be used in the classroom. Using laptops and tablets in the classroom can keep pupils engaged as technology is what they know and have grown up around. There are many reasons why a digital device could be useful to pupils and teachers in a classroom environment. A wider access to information can be seen as a positive aspect to having digital devices, or could be seen as a negative aspect, the internet is a big place where children are able to access a lot of information it can be good for children to use the internet to learn languages and gain a wider knowledge, however they may land upon things such as cyberbullying, child predators and inappropriate materials. 
While children using digital devices on a daily basis can be seen as improving and or deteriorating their learning skills, everything you see on digital devices/television is not in fact reality. Children can become addicted to the fact that everything on the internet and television can be perceived as ‘perfect’. Gerbner (1976) suggests that “the more time individuals spend watching television, the more likely it is that their conceptions of social reality will reflect what they see on the television”. This could be things such as child body image, lifestyle, comparing themselves to the people they see on the tv. There is immense competition for young people to look and act a certain way because of what is published on the internet. Not one person on this earth is the exact same so why do we all need to act and look the same way. 
Media such as the news, articles and newspapers have a way of focussing attention on certain events and places them within a field of meaning. Goffman (1974) Framing Theory suggests that how something is presented to the audience (called the ‘frame’) influences the choices people make about how to process that information. The most common use of frames is in terms of the frame the news or media place on the information they convey. They are thought to influence the perception of the news by the audience, in this way it could be construed as a form of second level agenda-setting, they not only tell the audience what to think about but also how to think about that issue. This type of media can show parents how dangerous the internet can be, bad headlines and risks about sexual grooming and child sexual abuse are extreme, and whilst they are absolutely real they have been pushed to the forefront by tragic headlines. The more mundane and more prevalent risks such as insomnia, obesity, low self-esteem, addiction and oversharing are often overlooked. 
Harnessing Technology sets out Government plans for taking a strategic approach to the future development of ICT in education, skills and children’s services, it includes four overarching objectives these are;
· To transform teaching and learning and to help improve outcomes for children/young people through shared ideas and more exiting lessons online
· To engage ‘hard to reach’ learners with special needs support more motivating ways of learning and also more choice about how and where to learn
· To build an open and accessible systems for parents and carers, young people and employers to improve personalised support and choice 
· To achieve greater efficiency and effectiveness with online research, access to shared thinking and lesson plans, improved systems and easier administration. 
While most children are learning how digital devices work and ways and means around the digital device to get it to do what they want, some children are reluctant into doing so. Although it is said that children do in fact learn through play they also learn via observation, imitation and modelling. This links into Bandura’s Social Learning Theory, Bandura spoke about how people learn from observing others behaviour, attitudes and outcomes of those behaviours. Social learning theory explains human behaviour in terms of continuous reciprocal interaction between cognitive, behavioural and environmental influences. Children are most likely to engage in something new and different if their friend or peer is engaging too. The social learning theory has sometimes been called a bridge between behaviourist and cognitive learning theories because it encompasses attention, memory and motivation this theory is also in relation to Vygotsky’s theory of Social Development Theory. 
Vygotsky’s theory The Zone of Proximal Development (1896-1934) is the distance between a students ability to perform a task under adult guidance and/or with peer collaboration and the students ability solving the problem independently. Vygotsky stated that a child follows and adult’s example and gradually develops the ability to do certain tasks without help or assistance. This theory would link in well for a child with additional learning needs (ALN) which aren’t able to catch onto things as quick as a child with no learning difficulties would. Children with an ALN tend to learn a lot from their peers or teachers as that is what they are comfortable doing. 
Digital Devices in early childhood can be foreseen as fun and educational and has been shown that children do in fact learn from media and digital literacy, learning to communicate better with a wider range of vocabulary, along with finding a wider range of information and entertainment to play with peers. However internet time with children does need to be regulated by parents and teachers at school.
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Although children using digital devices at school is up for debate, iPads, tablets and interactive whiteboards have been proven to incorporate educational learning into a child’s day at school. Children learn best through play but aren’t always comfortable wanting to learn new things that benefit their learning that can also be used to help in future life/jobs. For example, money, children do not understand the value of money at such young ages and have no idea how exactly money works. This ICT based activity will give young children an idea of how money works and initially how much money certain items cost. 
Toy Shop Money Game
This ICT based activity is set out for children ages 3-5 to help gain knowledge and understanding of money and problem solving. The game has two modes, the first mode is for children to make up varying amounts of money to be able to buy the toy they want, and the other mode may be for older children 5+ and this mode is where they will be able to work out change. This ICT based activity also has varying levels of difficulty for different abilities, the easiest level involves working out amounts with coins of the same denomination and then the activities progress from counting out amounts with mixed coins to working out change from up to £10 note. 
The game starts with the child having the interactive whiteboard screen in front of them with for example a toy aeroplane for sale. There are various options of coins to start the game with and it varies from 1p, 2p, 5p, 10p, 20p, 50p then goes to a £1 coin to a £2 coin. Whichever age and ability the child playing this game has depends on the amount of coin you choose. If the child has never seen money before and is not comfortable using big amounts start off with 1p. Once clicking 1p it takes you on to the screen where the aeroplane is for sale and the sale price is asking for 6p, the child then has to drag the coins on the lower screen (there are 10 1p coins to choose from) to the right amount they think they need to pay for the aeroplane. If the child, then gets the amount right he or she will get a score on their scoreboard and the game will carry on with different items for sale for different amounts of money. Once the child playing gets into the swing of it they will be able to jump up into different amounts of money for example the £1 coins and the £2 coins. 
This ICT based activity links closely with the Digital Competence Framework strands. The DCF is a set of skills, knowledge and attitudes that enable the confident, creative and critical use of technologies and systems. The DCF has been developed to be inclusive of all learners ages 3-16 plus. It covers the development of skills from the earliest stages that very young children need to learn. This approach seeks to view the learner holistically and provide several pathways of possible development these can be broken down into small steps and individualised for each learner taking into account individuals specific strengths and needs. The DCF in its current form has been developed to complement the current curriculum, including the Foundation Phase, ensuring that all learners develop the basic skills that will be built up as they progress through their education. 
The DCF is also designed for children all over Wales. For learners with Additional Learning Needs (ALN) this will incorporate routes for learning skills which are the earliest skills that form the foundation for other higher skills to be developed. Routes for learning seek to view the learner holistically and provide several pathways of possible development broken down into small steps and individualised for the learner. 
This ICT based activity will be suitable for children of all ability, children with any Additional Learning Needs will only need to be accompanied by a support teacher just to be there for any additional help or support the child may need.
One of the DCF strands is Data and Computational thinking; this strand links in well with the ICT based activity for children talked about above, computational thinking is a combination of scientific enquiry, problem solving and thinking skills; but is not thinking like or about computers. Computational thinking can have many concepts and approaches some of which do fit in with another strand of the DCF called Producing and Interacting, before children use computers to solve problems, they must first understand the problems and methods of solving them. Among other things, children will learn to consider the following high-level questions;
· Is this the most efficient way to solve the problem?
· Is this the fastest way?
· Does it require the least amount of resources?
· Does it solve the problem and give it the right answer?
· Can it be used to solve other problems?
Bandura’s social learning theory speaks about how children learn best through play, they learn from other behaviours, attitudes and outcomes. The social learning theory explains human behaviour in terms of continuous reciprocal interaction between cognitive, behavioural and environmental influences. Research proves that play is essential to the educational development of all children, and evidence shows that learning through play is a powerful tool which can help children to develop and extend their language and communication skills. Play allows children to use initiative, take risks and make mistakes without fear or failure all of which is done online. Play is how children make sense of the world.
Many children now have access to computers, consoles, tablets, televisions, DVDs and smart-phones, which provide multi-modal, interactive literacy experiences in a way in which conventional print media is unable to do.  These fresh and emerging forms of literacy, which integrate media and technology, are often referred to as ‘New Media Literacies’ (NMLs) or ‘digital literacies.’ (Wiseman and Taylor, 2015:100)
Under the United Nations Convention on the Rights of the Child (UNCRC) all children and young people must be provided with an education that develops their personality and talents to the full. The UNCRC was made law in 2011 which places a duty on Welsh Government to have due regard to the UNCRC when making decisions. 
Moving on to physical benefits children can gain from this ICT based activity. When using the interactive whiteboard or computer to play this game children are using their fine motor skills. ‘Fine motor’ refers to the movements we make with the small muscles of our hands. While this game requires problem solving and thinking skills it also requires a lot of motor skills, for example moving the money into place and clicking on the mouse with the right finger. Also, when using the interactive whiteboard children will need to be able to use their fingers to point and drag along the screen. These are all examples of fine motor skills. 
Although this ICT based activity seems relatively easy for children ages 3-5. Not all children learn and catch on to something new at the same time. Children with Additional Learning needs and children that may not be too confident learning new things may find this task harder than their peers. Practitioners and teachers first need to understand the whole child before planning for possibilities with technologies or indeed speak of the child centred approach to learning. (Woods, 2017). The recognition of changing childhoods into multimodal realms leads to pressure on changing practices. This poses questions about the role of digital technologies in the educational lives of very young children and the competence of practitioners and teachers to support this. With practitioner confidence and training comes an ability to integrate digital devices in to a play-based pedagogy, which is fundamental to learning in early childhood. 
The Foundation Phase Wales curriculum gives every child the opportunity to be at the centre of their learning. Every child’s interest will be taken into account and will all be encouraged to make choices about their learning. The Foundation Phase curriculum incorporates and thinks about the developmental needs of a child. At the centre of the statutory curriculum framework lies the holistic development of a child and their skills. This builds on their previous learning experiences and knowledge. The Foundation Phase promotes quality of opportunity and values and also celebrates diversity. Children learn through first-hand experiences also known as ‘learning through play’. Through their play children learn to play with ideas, experiment, take risks, solve problems, make decisions individually in small and in large groups. First hand experiences then allow children to develop an understanding of themselves.  
The Foundation Phase curriculum is planned as a progressive framework that spans four years (3-7 years) to meet the diverse needs of all children, including those who are at an earlier stage of development and those who are more able. Throughout these years children’s learning can develop more rapidly than at any other time. However progress is not always even and children can go through periods of rapid development even when they seem to regress. A curriculum set for young children should be appropriate for their stage of learning rather than focussing sorely on their age. Children should be able to move onto the next stage of learning when they feel developmentally ready. 
As well as children being able to learn new digital literacy skills by taking part in this ICT based activity, adults need to be able to have these skills to teach the children what the basics are. Approximately 12.6 million adults in the UK lack digital skills which are essential for full participation in the 21st century. Current education systems are failing to prepare people with the skills they need to thrive in the digital economy. Trying to teach children basic digital literacy skills at school can be pointless if the adult does not have those skills to teach and aid the children. 
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The Education Act 2002, the implementation documentation for The Children’s Act 2004 and Every child matters change for children include the statutory duty for all schools and further education institutions to safeguard and promote the welfare of children. 
Staff that work in these establishments do play an important part in safeguarding children and young people from abuse and neglect through early identification of those who may be vulnerable or at risk and by educating them and improving their resilience through the curriculum.

Supporting and Safeguarding Children on the Internet
By Bethan Jones
The Child Exploitation and Online Protection Centre- (CEOP) will work to protect children, families and society from paedophiles and se offenders; in particular those who seek to exploit children sexually online. The centre achieves this by providing additional support to law enforcements and child protection systems. 
Ofcom
Ofcom Report– Around three in ten parents 5-15s are concerned about companies collecting information about what their child is doing online. 
32% of parents are concerned about their child giving out details to innapropriate people.
28% cyberbullying .
25% a pressure on their child to spend money online.
23% their child seeing content online that encourages them to harm themselves.
20% sharing photos of themselves online.
Every parent in the world worries about their children using digital devices to access the internet, risks can be recognised but not always stopped. 
 


Some points and ideas on how to keep your child safe on the internet;
 If your child is playing games online find out who they play with, knowing who they are playing with will ease your mind and decrease the risk of your child being groomed by a stranger.
 Change the settings on their iPad/Tablet to aeroplane mode (especially for younger children) this then prevents your child from going online and connecting with inappropriate people. 
 Agree on a time your child can play on their device for, once the time is up the device goes away
 Teach your child to protect themselves– not sharing personal information and only playing with people they know.
 Read the games advice before letting your child play it.
day or night. While a young person may not be in physical danger they may receive email, chat or text messages to make them feel embarrassed, upset, depressed or afraid. 
 
ICT can offer many positive educational and social benefits to young people, but unfortunately with that becomes risks. As in any other part of life children and young people are vulnerable and many do expose themselves to danger, knowingly and unknowingly. 
Child Protection Strategies 
The Children’s Act 2004 provides a legislative framework for wider strategies for improving children’s lives. The overall aim is to encourage integrated planning, commissioning and delivery of services to children and to improve multidisciplinary working. The act provides underpinning to Every Child Matters: change for children. 
In ‘Every Child Matters’ the government sets out its aims for every child and young person (from birth to age 19) to have the support they need to achieve five key outcomes;
 Be healthy
 Stay safe
 Enjoy and achieve 
 Make a positive contribution 
 Achieve economic well-being
 
 
 

[image: dad-son-ios]Inappropriate Material -One of the key risks of young people using the internet would be getting exposed to inappropriate materials. This material could be pornographic, hateful or violent in nature. One of the key benefits of the internet is that it is so open to all but unfortunately means those with extreme political, racist or sexual views are able to share their distorted version of the world.
Physical Danger-The treat of physical danger is probably the most extreme risk associated with the use of the internet and is probably the risk that is most reported by the media. A criminal minority make use of the internet for example chat rooms to make contact with young people. Pedophiles will often target specific individuals posing as a younger person with similar interests. The forms of contact can be used over text messaging, phone calls as a prelude to meeting in person. 
Bullying– whether by internet, mobile phones or any other method bullies can torment their victims any time of 
The Children’s Act 2004 provides a legislative framework for wider strategies for improving children’s lives. The overall aim is to encourage integrated planning, commissioning and delivery of services to children and to improve multidisciplinary working. The act provides underpinning to Every Child Matters: change for children. 
In ‘Every Child Matters’ the government sets out its aims for every child and young person (from birth to age 19) to have the support they need to achieve five key outcomes;
 Be healthy
 Stay safe
 Enjoy and achieve 
 Make a positive contribution 
 Achieve economic well-being
 
 
 
day or night. While a young person may not be in physical danger, they may receive email, chat or text messages to make them feel embarrassed, upset, depressed or afraid. 
 
Possible Risks 
Child Protection Strategies 
Children ages 3-16 tend to revolve their lives around a digital device, these devices can be things such as an iPad, mobile phone, games console or tablet. Although there are positive aspects of young children using digital devices in their daily life, it also comes with worrying risks that parents can become concerned over. 
Safeguarding children on digital devices 
ICT can offer many positive educational and social benefits to young people, but unfortunately with that becomes risks. As in any other part of life children and young people are vulnerable and many do expose themselves to danger, knowingly and unknowingly. 
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