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Outcome 1 
[bookmark: _Hlk65344042]Since the beginning of the new millennium there has been a rapid increase in the use of digital technology both in homes and in educational settings (UK Council for Internet Safety (2019). The NSPCC, (2021c) state that children are growing up immersed in technology, and it has become part of their culture. Research from Ofcom (2018) highlights that engagement in digital technology is an integral part of family life, with people spending as much as one day per week engaging in technology to access media. (Werling, 2020) highlights that 98% of children under eight have regular access to digital devices at home. Such is the growth in use of digital technology that the Royal College of Paediatrics and Child Health (2019) states that children are growing up as digital natives. (Werling, 2020) explains that the use of digital technology has affected the way children communicate with others, how they spend their free time and how they play. The purpose of this paper is to explore how children are using digital media and how this is impacting on their development. 
Digital Media and Communication 
Unicef (2017) suggest that digital devices such as mobile phones and tablets have provided children with new opportunities for social development. Social media platforms have changed the way that children and young people interact, develop and maintain relationships. The NSPCC (2021c) state that social media has many benefits.  It allows children to stay connected, provides innovative ways for learning and creates endless possibilities for children to express themselves. In addition, Kidron, and Rudkin, (2017) also highlight that social media platforms allow children to explore and develop their self-identity. Furthermore, Chassiakos, et al (2016) suggest that social media platforms provide children with access to support networks so that children, who were previously isolated, are able to connect with like-minded peers. Unicef (2017) describe the ‘social compensation hypothesis’ as the ability to develop relationships online, which is beneficial to those children who are shy or feel awkward in social groups. It has been suggested that online relationships provide the illusion of companionship without the pressures or responsibilities of maintaining friendships (Turkle, 2011). 
Although Unicef (2017) suggests mostly positive outcomes from using social media in terms of children’s social relationships, the NSPCC (2021a) highlight concerns over the negative impact of social media on social development, explaining that social media can impact on how children feel about themselves. Chassiakos et al, 2016 state that children want to fit in and try to present themselves as socially acceptable. The Nursing Times, (2020) and  (Gottschalk, 2019) explain that when a child posts a picture on social media, the number of likes a photo receives is seen as a measure of popularity or acceptance.  Similarly, Sherman et al, (2016) explain that children determine ‘likes’ as quantifiable social endorsement.  Navabi (2012) explains that this is likened to Bandura’s theory of social development which suggests that children’s behaviour is influenced by others being rewarded. Through observation and imitation children can self-regulate their actions. Therefore, if a child sees someone receive affirmation through social media posts, they are more likely to ‘like’ it and want to emulate it (Gottschalk, 2019 and Sherman, et al (2016).   
[bookmark: _Hlk64825797]With increasing time being spent invested in online relationships, children are becoming disconnected from people. Chassiakos, et al (2016) suggest that with the introduction of social media, communication has moved from face to face interactions and is now intertwined with screen time. Instead, Gottschalk, (2019) explains that children are not speaking to others through phones; the preferred method for many children to communicate is through messages. Unicef (2017) suggest that this is impacting on interpersonal skills and nonverbal communication skills, which are important features for effective communication.  Cotrell (2010) explains that 90% of communication happens through non-verbal communication. McMillan, (2018) states that posture, tone of voice and eye contact help us interpret how someone feels.  Furthermore, Kidron, and Rudkin, (2017) highlight a lack of face to face interaction can cause difficulty in interpreting conversations. Situations are often misjudged, and this can impact on children’s emotional wellbeing. Alhadlaq (2016) explains that although technology has bridged a gap and afforded people to stay connected, the ability to connect with people all over the world brings risks. The American Academy of Paediatrics (2011) highlight that due to a limited capacity for self-regulation and susceptibility to peer pressure, children and adolescents are at some risk of engaging with inappropriate people or content. Kidron, and Rudkin, 2017 and Chassiakos, et al 2016) explain that in the digital world children and adults are treated equally and with a click of a button children could be exposed to content which is not developmentally or age appropriate. The NSPCC (2021b) are concerned about the potential of children talking to people online who are not who they say they are. Online grooming can occur when someone develops an online relationship with a child to manipulate exploit or abuse them.  Similarly, Internet matters.org (2021) highlight concerns over risks that children might be subjected to Cyberbullying. Unicef (2017) states that Cyberbullying is the deliberate use of digital media to communicate false embarrassing or hostile information about another person. The NSPCC, (2021b) highlight that through social media, bullying can be anonymous and can be shared quickly across social media platforms which can cause distress and anxiety. It is therefore imperative that parents support children to develop appropriate online behaviours and educate children on how to report inappropriate contact or context (Chassiakos, et al 2016).
Digital Media on Entertainment and Learning 
Ofcom (2019) suggests that traditional forms of media, such as television and radio, have been replaced since digitisation. Children are now using smart phones and tablets to access the internet, watch videos or to do homework activities Chassiakos et al 2016. Children are using apps, such as Google and Youtube, which connect to the internet and provide children with an endless source of information (March et al, 2016 and Unicef 2017). Vygotsky talked about the importance of the role of the adult as the more knowledgeable other, whereby the adult acts within the zone of proximal development to bridge the gap between what a child already knows and what they are able to achieve with support (Lindon, 2001 and Neaum, 2016).  However, it has been suggested by Donohue (2015) that the ability to access the internet and retrieve the most up to date information replaces the role of the adult as the more knowledgeable other.
Despite the ability to access information through digital media, the work of the early years theorists suggest that children learn best through experiential learning (Neaum, 2016). Piaget’s  constructivist learning theory suggests that children construct knowledge through interactions and experiences in social environments (Donohue, 2015). They pass through stages of cognitive development by testing ideas and approaches based on their prior knowledge and experience, with each stage having limited cognitive load (Aldoobie, 2015). Therefore new ideas must only be presented at a level consistent with the current stage of development; this should be no different with digital learning (Donohue, 2015). Key to appropriate learning experiences with digital technology are adults who co-view with their children and understand how they can scaffold this learning (Chassiakos, 2016).   
NAEYC (2012) highlight the affordance of digital media in providing children with the opportunity to be transported to places they would not experience in person. The ability to explore a rain forest or a jungle provides children with valuable learning experiences that would otherwise be denied. However, Chassiakos, et al, (2016) explains that ‘video deficit’ is a difficulty through learning from 2-dimensional video representations. American Academy of Paediatrics (2011) highlights that children learn through playful interactions with objects using all of their senses. The internet might have the ability to transport to places they might otherwise not experience but this can not be replaced by the real experience. Donhonue, 2015 explains that the internet can teach a child how to spell ‘hug’, but they would need to experience it to fully understand what it is. 
Digital Media on Play. 
There is much evidence to indicate that that play is integral to healthy childhood development (Huber et al, 2018 Neaum, 2016 and Lindon, 2011).  Self- directed or free play is play which is chosen by children, it is not directed by adults. It is something that children do because they enjoy it. Children are often more engrossed in this play because it is developed by themselves, it is shaped by them and they decide on its rules and boundaries (Neaum, 2016). (Donohue, 2015) explains that digital media technology has also created new opportunities for children to explore learn and play. (Arnott, 2016) states that the appearance of children’s play is different since the introduction of technology, and this brings concerns that time spent with screen media is replacing more traditional forms of play. Stephen and Plowden, (2014) explain that such is the interest in playing with digital devices that the phenomenon called ‘Digital Play’ has emerged. 
According to NAEYC, (2012) digital play can provide children with the same learning opportunities that traditional forms of play can. Donohue (2015) explains that digital play can provide children with opportunities to engage in all types of play. Examples of the types of play include exploratory, manipulative, creative and socio-dramatic play, all of which can be accessed from one digital device (March et al, 2018). Donohoue (2015) explains that children enjoy spending time engaging in cause and effect games such as ‘Super Mario’.  The purpose of these games is progression through difficulty levels. Failure at a specific level halts progression for the player. This is likened to Skinners behaviourist theory which explains that negative behaviours are ignored, and positive behaviours reinforced through reward and promotion to the next level (Chassiakos, 2016). Research suggests that this attributes to children spending increased time trying to reach the next level. The NSPCC, (2021c) explain that this is impacting on the time children spend playing with digital media and not undertaking physical exercise. The Royal College of Paediatrics and Child Health (2019) agrees that extended screen time has been linked to sedentary behaviours as the use of digital technology is distracting children from taking part in physical exercise. However, March et al, (2018) argues that with the introduction of systems such as the Wii and the Xbox Kinect, games have become much more than a sedentary activity they encourage children to combine physical activity with digital technology. 
The Royal College of Paediatrics and Child Health (2019) highlights that there are no guidelines to suggest how much screen time children should be exposed to. It is recommended that this should be dependent on the individual child and should not replace social interaction, sleep patterns or physical activity.  
Conclusion 
Digital technology is and will continue to be integral to childhood. As Technology continues to advance, it will present new and exciting ways to use it.  Kidron and Rudkin (2017) explain that excluding children and young people from the digital environment is not an option. It is essential for a 21st century child to access and benefit from the opportunities it offers. Although it presents many risks the benefits are unmeasurable. Parents can ensure that the technology that children are exposed to is age and developmentally appropriate. Like anything, digital media must be used in moderation and cannot replace responsive and reciprocal social interactions from adults. 















The purpose of this leaflet is to provide practical support to parents on how to ensure children are safe online.
Keeping your child safe in a digital world


In the last decade technology has become a large part of culture. UK Safer internet Centre (2021) state that the internet is an amazing resource which allows children to connect, communicate and be creative through a range of devices. Unicef (2017) explain that the use of technology in homes is increasing rapidly, with children as young as 18 months are using digital technology to access games images and videos. This year in particular there has been an increase in the use of digital technology, due to the global pandemic as children are spending increased time online. Therefore, the NSPCC (2021) highlights the need to educate children how to use the internet safely and promote safe and responsible use of digital technology. A balance between the benefits and negatives through building digital resilience must be found. 

AND
NEGATIVES
BENEFITS

of digital technology

UK Council for Internet Safety (2019) highlights that the internet has transformed the way children communicate. Access to social media sites allow children to communicate with people from all over the world. Children are able talk with friends, make new friends, do homework, and play games online.

However, Internet matters. org (2021) states that the ability to connect with people from all over the world brings risks of connecting with inappropriate people or inappropriate content.  The NSPCC 2021 explain the importance of setting rules and boundaries and explaining the importance of not talking to people who are strangers online.
.






The Royal College of Paediatricians (2019) explains that children are spending longer periods of time online. Healthychildren.org (no date) suggest there must be limits on the time spent online. Internet matters.org (2021) highlight the need to set boundaries and rules around the time spent online to prevent sedentary behaviours. To promote health and wellbeing it is vital that children maintain adequate physical activity. The nice guidelines (2009) recommend 60 minutes of physical exercise per day. 


The NSPCC (2021) understand that the internet is an exciting place for children. Children can spend the majority of their day on social media doing homework or accessing videos and games.





The internet provides current and up to date information which can be activated quickly and easily. It has become a modern-day teacher. UNICEF (2017) states that used correctly the internet can increase learning opportunities and build digital skills. Kidron and Rudkin 2017 highlight that learning how to navigate the digital world in early years will impact on digital competencies in later years.



The NSPCC (2021) explain that sometimes the internet can provide information which is not always reliable. that young children are impressionable they believe what the see and read. Therefore, information needs to be age appropriate to ensure they are not exposed to content which can cause harm (UNICEF, 2017)




How to keep your child safe online 
Internet matters.org (2021) explain that everyone is at risk of encountering problems online. However, young children are more vulnerable due to their age and stage of development. (UNICEF, 2017) highlights that effective online safety practice will empower children to acquire skills and knowledge to keep themselves safe without limiting the opportunities access to the digital world presents. 
Internet matters .org (2021) suggests that 47% of parents whose children use social media to communicate worry about who their child might be talking to. The NSPCC (2021) suggests that an understanding and confidence in what your child is doing is better than restricting exposure. Ask about sites and apps that they regularly use. Take an interest and spend time with your child when they are online so that they feel comfortable talking to you and not feel intimidated. 
Children can be influenced by and coerced into purchasing apps and games. In a report written by Kidron and Rudkin (2017) it is recommend using family email addresses to complete online forms and for purchasing apps this way parents can monitor what their child buys online. 
Kidron and Rudkin, 2017 explain that children and adults are treated equally in the digital world. parents must ensure children are not accessing games and apps which are not developmentally appropriate. Parental controls are vital to help minimise inappropriate content. Saferinternet.org.uk (2021) explain that the top internet providers offer free parental controls that can be activated on any device. 
NSPCC (2021) states that it is important to have ongoing conversations with your child about staying safe online. Using the Following SMART rules can help parents to educate their children about staying safe online. 
                                               S- Keep personal information safe 
                                               M – Do not meet with anyone you have met online
                                               A – Do not accept, open or click links sent from strangers online
                                               R – Not everything online is reliable or real
                                               T – Tell an adult if you are worried or concerned 

NSPCC (2021) highlights that parents are the most influential role models to children. Therefore, as a parent it is essential to be mindful of your own digital habits. You can do this by limiting your own screen time, managing the impact that your online time has on the family and ensuring that family time is an opportunity for screen free time so that children see the value of face to face social interaction (Pacey, 2016).   
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www.saferinternet.org.uk 

Useful links for keeping children safe online.

www.ceop.police.uk – concerns over if your child has been subject to inappropriate content. 

www.thinkuknow.co.uk – To report if your child has received requests to meet someone online

on how to keep your child safe online 

– Advice 

NSPCC (2021) state that safeguarding is everyone’s business and ensuring the safety and wellbeing of children is paramount. Online safeguarding is no different. Open access government (2019) state that parents must not underestimate their role in educating, supporting and safeguarding children when using digital technology to ensure they develop healthy and responsible attitudes to digital technology.
The Welsh government introduced an Online Safety Action plan for children to keep safe online. (Welsh Gov, 2019) It aims to protect children from illegal content and promote safe and responsible behaviour online. More information can be found at https://gov.wales/online-safety-action-plan-children-and-young-people 







Outcome 3 
	Cynllun Gweithgaredd Sgiliau Llythrennedd Digidol
Activity Plan for Digital Literacy Skills

	
Number of children: 8 

	
Age of children: 2- 3 years
	
Number of adults: 2


	
Location: Woodland Area

	
Preparation time: 10 minutes 
	
Activity time: 30 minutes 

	

Resources:
· Wellies and Wet Suits. 
· Two I -pads 
· Pre prepared checklist of natural resources for each group. 
· Interactive board inside setting to share photographs. 




	
Links to digital literacy/competence outcomes:
Observations gathered during this activity can inform the Foundation Phase Profile Development tracker and the following Strands and Elements of the Digital Competency Framework might be observed during the activity (Welsh Government, 2015 and Welsh Government, 2016). 

Strand – Citizenship 
Element - Identify image and reputation 
 B steps – Children can recognize friends in photographs. 
 C steps – Can identify own photograph and show recognition that the piece of work is their own.                 Children will need to understand the device needs to be activated with swipe. 
Nursery - Distinguish between someone they know in photographs. 

Element - Health and Wellbeing 
B steps – Use digital media by using an iPad to take photographs. 
Nursery – Use digital devices with care. 

Element - Digital Rights licensing and Ownership
B steps – Accept or decline activity offered by adult. 

Strand - Communication 
Element - Interacting and collaborating 
B steps- Communicate choices.  
C steps – Engage in simple conversation about own photograph. 
Nursery- Work with partners on a piece of digital work. 

Strand - Producing 
Element - Creating 
A steps – Children will interact with technology 
B steps – Children can select an image from a choice of four photographs. 
Nursey – Respond to questions about photographs. 

Element - Evaluating and Improving 
B steps – Show pleasure /displeasure when viewing own work 
C steps – Comment on own work. 

Strand – Data and Computational Thinking 
Element - Data and Information Literacy 
B steps- Children can match picture on card to photograph taken. 
Nursey- Gather data using objects. 


	Details of the activity:
· Each member of staff will be responsible for a group of 4 key children
· Each group will have a pre prepared check list of natural materials and resources that can be found in the woodland area. 
· The children will be encouraged to find the resources on the card and use the iPad to take photographs of the resources found. 
· Each child within the group will be encouraged to independently use the iPad to open it and to take a photograph of their chosen resource. 
· Upon return to the setting the children can share their photograph with the other children on the interactive screen. 
· They will be encouraged to retrieve and demonstrate their own photograph and if possible, use words to describe what they found.
· Staff will need to model this first to support children to do this. Some children might require support to share the pictures and videos on the interactive board. 
















Outcome 4 
The purpose of the planned activity in section 3 was to provide a group of Flying Start children aged 2- 3 years with opportunities to explore in a woodland area and develop their digital technology skills whilst playing in the outdoor environment. The activity was planned to respond to the children’s enjoyment of exploring and finding natural resources within the woodland area. Research by Bento and Dias (2017) and Knight, (2011) highlight the importance of providing children with opportunities to play in nature and the benefits these experiences have on the holistic development of children. It was observed in a previous outdoor experience that the children enjoyed finding natural resources such as leaves and flowers and showing them to staff members. Staff felt this activity could be extended and shared with parents if the children used I-pads to take photographs of the resources found. Moorehouse (2018) explains that photography provides a vehicle for children to express themselves and make ideas visible. 
As highlighted in the plan, staff are able to assess children during the activity and observations gathered can be used to inform the Digital Competency Framework and the Foundation Phase Curriculum Framework (Welsh Gov. 2016 and Welsh Gov, 2015). In a report written by Professor Donaldson it was highlighted that there were shortcomings in the Foundation Phase curriculum. Disappointing PISA results and reports from Estyn suggest that achievements were not as high as they should be (ESTYN, 2016). There was a concern the curriculum was out of date with respect to digital competence (Donaldson, 2015). The Welsh Government sets out to introduce a new curriculum in 2022 based upon the recommendations of Donaldson. It highlights that children will need to leave school with higher levels of literacy, numeracy and digital competencies if they are to become ambitious, capable individuals, creative contributors, and ethical citizens (Welsh Government 2016). The digital competency framework was introduced in 2016 as the first strand of the new curriculum and was developed to complement the current curriculum used to assess and monitor children in primary schools in Wales (Welsh Government, 2016). Digital competence is described as a set of skills, knowledge and attitudes that enable the confident, creative and critical use of technologies and systems. It is essential for learners if they are to be informed, capable and have the potential to be successful in an evolving world. Donaldson highlighted that if we are to prepare children for the twenty first century, where the workforce demands high levels of digital competencies, then this must be developed in the early years (Donaldson, 2015). 
The Digital competency framework introduces high level skill statements grouped into four strands which focus on developing skills which can be applied to a wide range of subjects and scenarios that are transferrable into the workplace (Welsh Government, 2016). The plan for the activity clearly highlights the digital competency strands and how practitioners can observe and assess children’s skills throughout the activity. The activity plan makes reference to progression steps for each element of the framework. HWB. Gov (no date) states the progression steps are required to allow for a greater depth of learning. These steps also allow for teaching to be differentiated for each child (Welsh Gov, 2016). Although the curriculum was developed for children from aged three, routes to learning allow assessment of younger children, and those with additional needs, to build on the foundational skills required to meet the progression steps (Hwb.gov, no date). Staff should therefore be mindful of the prior technological experiences of the children. According to the NSPCC (2019), children are using iPads and mobile phones for entertainment and games from as young as 18 months. The activity allows for a range of observations to be made. However consideration has not been given for those children who have had previous experience with technology at home and will meet the Nursery progression steps (Marsh, et al 2018).  It is therefore of paramount importance that staff understand the framework to be able to support each child. Practitioners need to understand the whole child before we can plan for possibilities with technologies (Werling, 2020). 
As highlighted in the plan the Citizenship strand of the digital competence framework is used to demonstrate how children can develop skills that enable them to contribute in the digital world. This strand prepares children about the positive and negative aspects of being a digital citizen and helps to develop strategies and tools to aid children to become independent consumers and users of technology (Welsh Government, 2016). Due to the age of the children an understanding of the risks of keeping themselves safe might be hard to comprehend (Pacey, 2016). However, allowing the children a choice of whether they take part in the activity promotes their digital rights. Moorhouse (2018) states that there might be a risk giving an iPad to young children, but adults can support the wellbeing strand by encouraging children to take care of the iPad by being positive role models and providing appropriate instructions (Bailey and Blagojevic 2015).  
The Interacting and Collaborating strand of the framework encourages children to communicate with others through the use of technology. This will be demonstrated through the children taking photographs using an iPad then presenting their photographs to the rest of the children through an interactive whiteboard.  If developmentally possible, the children can engage in simple conversations about their own work. Due to the age range and developmental stage of the children, each child will play a different role within the activity. Photography builds on intrinsic motivation and curiosity. It is therefore an ideal introduction to the world of digital technology and suitable for those children who are at the earliest stages (Moorehouse, 2018). Nutbrown, (2006) explains that the use of photography has been used by the Italian pre-schools of Reggio for many years. They refer to this tool as the language and dialogue of photography, highlighting that photography provides children with a vehicle to express themselves without words. It is a language of its own and is accessible for all children regardless of ability, gender or culture. Gillen and Kucirkova, (2018), explains that photographs provide a narrative for those children who are nonverbal. Photographs stimulate an exchange of information between two parties. Furthermore, Moorehouse (2018) adds that photography is an excellent tool for encouraging children’s voices. It gives children a sense of empowerment and makes ideas visible.  Many of the children involved in this activity are at a preverbal stage of development, therefore, being able to show pictures of the resources found allows them to communicate through nonverbal communication (Elks and McLachlan, 2009). 
Collaboration or working within a team is vital for successful relationships and communication (Hallet, 2013).  Donaldson states that the ability to function in a team is necessary in the workplace (Donaldson, 2015). The children in this activity will work together in teams to find the resources and photograph them. Peer learning will be evident where the more knowledgeable other might be the more confident child. There is much evidence to suggest that children learn from experiential opportunities. Piaget likened children to ‘little scientists’ as he suggested that children construct knowledge and understanding of the world through repeated experiences (Pound, 2012 and Lindon, 2012). Having to share one iPad per group could potentially impact on competency skills as the children might not have opportunity to repeat and practice the skills. Therefore, it is imperative the iPads are available regularly for the children to use in different ways. Allowing children to access the iPads within a variety of play experiences will ensure that technology is used in a cross curricular way (Welsh Government, 2016). The National Literacy Trust (2016) suggests the digital devices must be made as available as books and other materials. 
The Data and computational thinking strand highlights how children can gather data and display it for others to view (Welsh Government , 2016). Despite the children showing their peers their photographs, this is an area that could be further developed. This could be achieved by allowing the children to print off their photographs and to group them into sets. This is a skill within the mathematical development outcomes of the foundation phase curriculum so would allow the activity to be cross curricular (Welsh Government, 2015). Displaying the photographs for the children to see allows children to revisit and consolidate learning (Moorehouse, 2018). In addition, Plowman and Stephan, (2014) highlight the importance of a two-way relationship with parents to support the use of digital technology in early years. It would be beneficial to create a home school link by allowing the children to take their photographs home to share with their parents. 
[bookmark: _Hlk29744226]The producing element of the framework allows children to be creative. This activity will allow children to have some choice over which resource they photograph and present to the group via the whiteboard. However, having a pre-determined checklist from which the children need to select resources to be found might limit creativity. According to (Tassoni and Hucker, (2000) children are often more engrossed in this play because it is developed by themselves. It is shaped by them and they decide on its rules and boundaries. If children are to be motivated then children must be encouraged to enquire and explore for themselves (Leather, 2016).  Moorhouse (2018) highlights how photography is accessible to all children regardless of ability gender or background. It encourages children to be curious and experimental.  If this activity was to be repeated, then children must be able to select their own resources. Donaldson suggests this must be encouraged as society needs enquiring minds. If we are to prepare children for the future, they must be encouraged to be creative and enterprising (Welsh Government, 2016). 
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