Task 1.
 Children’s use of technology within the early years remains a focus of discussion for practitioners and parents of young children in today’s society. It is argued that there are strengths and limitations of children using a wide range of technology and the possible impacts each can have on children’s development. For the purpose of this discussion, the exploration of both the positive and negative impacts on the learning and development of children will be undertaken using academic, theoretical, and social perspectives. Four key subject areas will be explored namely Screen time, Safeguarding, Social Interaction and Learning opportunities using an I-Pad as the named digital device.
Today’s children are growing up in a society filled with a vast array of electronic devices. The introduction of the first I-Pad (Apple, 2021) a decade ago has meant parents and practitioners have found themselves managing their children’s media usage against the advances of technology, with a view to minimising the harmful effects over exposure may bring.
 Conflicting guidelines regarding appropriate amounts of screen time children should be exposed to can be confusing for parents and practitioners alike. Organisations including The World Health Organisation (2021) (WHO) have created guidelines regarding appropriate usage based on child’s developmental stages but despite this, a report by Erikson Institute (2018) shared 72% of parents had concerns about technology use, specifically around screen time.
There has been growing discussion surrounding the impact screen time can have on children’s development. Cordes and Miller (2000) believe excessive exposure to technology can lead to sedentary lifestyles, affect mental health and well-being, and impair social communication skills. A report by Public Health Wales (2019) states that over a quarter of children are overweight including 12.4% classed as obese with low levels of physical activity due to interaction with digital devices a contributing factor to the prevalence and increase in number compared to those in 2012. 
Additionally, a report by National Assembly for Wales (2018) showed one in ten 5–16-year-olds in Wales received a diagnosed mental health disorder, again identifying contributing factors including the influence of and the pressures encountered from social media environments and are exacerbated by its accessibility 24 hours a day. 
Psychologists have long observed detrimental effects of excessive exposure to technology on the mental and physical health of children. Findings by Stiglic and Viner (2019) suggested children spending more than three hours a day on social media are twice as likely to suffer from poor mental health. A study published by World Health Organisation (2017) listed Wales as the second highest country out of 42 in terms of the percentage of children using technology for two or more hours per day. Furthermore, the study showed higher levels of screen time was associated with a variety of health harms for children, with evidence strongest for obesity, unhealthy diets, depressive symptoms, and low self-esteem supporting previous statistics discussed regarding obesity and mental health. 
The study by Stiglic and Viner (2019) also identified immersion in a virtual world as potentially damaging to children’s emotional and social development. Screen relationships were viewed as possibly weakening real-life relationships, delaying the development of social skills in children. Theorists such as Bowlby (1998) have described social interaction as critical to developing the skills children need to understand other people’s emotions, thus, it can be considered, children who grow up interacting largely with technology- based devices that offer limited social interaction, may develop non-empathetic tendencies, and become poor at communicating verbally and non-verbally. The quality of attachment has a critical effect on development linking to various aspects of positive functioning, such as psychological well-being. Indeed, Robinson (2011) refers to the “still face” experiment developed by Edward Tronick in 1978, indicating children becoming distressed by failed attempts to evoke a reaction from the mother, showing difficulty in maintaining emotional regulation during the procedure. 
However, studies by Canadian Paediatric Society (2017) identified the positive influences technology can bring to children’s social skills and can indeed increase their ability to effectively interact and collaborate with practitioners and their peers. Children’s social capabilities enable them to engage with those around them and when using an I-Pad can assist with the development of their social and psychological skills. Forming relationships and experiencing peer social interactions can be challenging for some children. However, introducing a technological device such as an I-Pad can remove barriers, making social interactions simpler for children. Furthermore, increased social interaction was also noted within the Dunn and Sweeney (2018) study, specifically amongst mixed ability groups of children who supported one another alongside practitioner input, a skill embedded within the Digital Competence Framework (2016) strand of interacting and collaborating.
 A National Institutes of Health (2021) study suggests technology can have a detrimental effect on children’s learning and can affect outcomes in later life. The study identified children who were spending in excess of two hours a day on electronic devices scored lower on thinking and language tests. Furthermore, for those children who spent in excess of seven hours of screen time experienced thinning of the brain’s cortex, which is crucially associated to critical thinking and reasoning abilities. The potential negative effects are widely recognised and opportunities to minimise risk are enshrined within curriculum and legislation including Children and Young People: Rights to Action (2004). It ensures children are provided with experiences which educate them preparing them for future encounters as a digital citizen, minimising the negative impact technology may have on their future successes in adulthood.
The concept of children building on their skills and knowledge to achieve confidence and digital competence is embedded within Successful Futures (2015) curriculum. A review conducted by Professor Donaldson suggested that literacy, numeracy, and digital competence should be the responsibility of all practitioners, further stating skills should be developed and strengthened across the whole curriculum. It recognises today’s children as society’s future adults who will be fully involved in modern society. Today’s workplace already demands increasingly high levels of digital skill and that will only continue in the future, with this in mind the curriculum aims to prepare children for this time, building competence and confidence to enable them to achieve, bringing a valuable contribution to society. 
However, there is a need to distinguish the use of a digital device as a tool and not simply a replacement for human interaction. A study by the University of Sheffield (2015) reported one third of under- fives own an I-Pad, so consideration from an alternative perspective is crucial. When managed correctly children have the possibility to enjoy the affordances it has to offer establishing positive habits in their formative years.
 There is increasing research identifying the benefits of digital technology, particularly in specific learning areas such as Literacy and Numeracy when using an I-Pad to scaffold learning. A two- year study conducted by Gray et al (2017) found the implementation of an I-Pad when teaching compositional writing allowed children a broader choice and improved levels of creativity. Similarly, opportunities for choice and creativity were identified by Dunn and Sweeney (2018) who stated adding images and voice recordings via the I-Pad enabled children to bring a different quality to their work in contrast to the traditional way of putting pen to paper. 
From a Mathematical perspective, affordances were also identified. Findings by Highfield, (2010) and Mousa, Ismail and El Salam (2017) showed the use of an I-Pad as effective in developing mathematical problem solving and understanding of mathematical concepts and provides endless possibilities to extend children’s learning. Educational apps have also provided an opportunity for children of all ages and abilities to improve their rate of learning. They cover a range of topics providing flexibility so they can be accessed on a range of devices to be used in and outside of the classroom. Educational apps have shown to improve children’s ability to use technology, combining education with entertainment, so children can enjoy the learning process. Ten Ten Systems (2017) suggest the implementation of apps has also promoted an increase in communication between practitioners, parents, and children, as they can work together to complete tasks together to improve learning outcomes. Collaboration like this supports Bronfenbrenner's (1974) theory which suggests outcomes for children are improved when members of the different systems involved with the child work together effectively.
 Interacting and collaborating are also crucial skills required when approaching the issue of online safety.  Technology is now an integral part of children’s lives with 95% of children commonly accessing the internet via a tablet/I-Pad. It is for this reason children should be familiarised with safe online practice from a young age, (Cheqdin, 2019) whilst learning how to respond to these risks with confidence and competence. A recent Ofcom (2020) survey stated adults remain increasingly concerned about the potential online harms their children may be exposed to and the impact it may have, as opposed to media usage generally. 
As children explore the world digitally, they may encounter inappropriate material deemed unsuitable for their age which may result in upset or worry. Research by the NSPCC (2021) identified cruelty to humans and animals, violent and distressing scenes, and online porn as a minority of the content described as inappropriate. The same research reported that 1 in 5 children reported seeing sexual content, 1 in 3 children exposed to violent scenes whilst 1 in 3 children reported that they had been victims of online bullying or abuse. These findings also told of the impact exposure to this material had on children with feelings of self-blame, depression, anxiety, and self- harm being described. 
National Federation for Educational Research (2010) state younger children who are below the age of seven are increasingly accessing the internet at home in their own bedrooms without parental supervision, particularly using devices such as an I-Pad which is easily transportable between different rooms potentially resulting in parents or carers being unaware of content being accessed, thus, being unable to manage the risk or respond to any feelings or behaviours the child may exhibit as a result of exposure to content seen.
Ensuring the internet is a safe place for all children is one of the greater challenges of the twenty-first century. With so much of children’s lives now spent online, the Welsh Government recognise the value and responsibility of keeping children safe. The Online Safety Action Plan for Children and Young People in Wales (2019) is one of many initiatives aimed at keeping children safe online- a fundamental right within the UNCRC Article 17. The action plan aims to deliver a positive impact and contribution towards making the articles of the UNCRC a reality for children in Wales, recognising that online environments enable children and young people to experience a broad range of their rights including the right to be safe. However, as Byron (2008) argued in her review of the available evidence, concerns about child safety should be balanced with opportunities for children to feel empowered in using the internet, learn how to navigate it safely and develop strategies to deal with any difficulties with practitioner/ parent support and guidance.
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In conclusion, there have been many strengths and limitations identified in respect of the effectiveness of a digital device in developing digital competence. As a result of changing curriculum, implementation of legislation and government policy the whole approach to developing competency in children will evolve. The new curriculum will have more emphasis on equipping young people for life, building their ability to learn new skills and apply their subject knowledge more positively and creatively. As the world changes, they will be more able to adapt positively and manage the limitations of the digital world with confidence and self-assurance.  
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A guide to keeping your child safe in the Digital world 

A leaflet aimed at parents and carers of children aged 4-7 years to increase understanding, provide information and advice on how to effectively safeguard their child in the evolving digital world.

‘…  children are immersed in experiences with digital technologies before their formal schooling years, and they come to school equipped with an already developing range of skills and experiences.’ (Arnott et al, 2017). 
The use of digital devices and technology is controversial among Early Years Practitioners and parents. While technology can be viewed as an advantage in early education, (Farrow,2014: Day Nurseries, 2016) state there is growing concern for the implications of introducing children to technology in their early years and associated risks with frequent use. The advantages and disadvantages of digital use on children’s learning and development will be explored within this leaflet, additionally providing useful ways to effectively safeguard children when online. 
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Advantages and Disadvantages of online use in Early Years



Children today are immersed in a combination of both traditional and new forms of digital media. Research by Chassiakos (2016) identified advantages and disadvantages and the potential impact it may have on their learning, health, and well-being. Contrasting perspectives will be explored below:


Did you know????
Nine in ten children had access to the internet in the home in 2018. (Ofcom, 2019)

Advantages:
· supports early communication.
· beneficial to children’s cognitive development (Dockett and Fleer, 1999, Schiller, 2010).
·  intrinsically motivating for children.
· exposure to new ideas and learning experiences (Moreno, 2013).
· Promotes teamwork: Technology not only allows children to work independently, but it also offers the opportunity for group work and collaboration. 
· Learning from home: Using apps in teaching means that children can keep learning when they go home. As of 2017, the average amount of time children aged 0–8 spend on mobile devices has tripled since 2011, from five minutes to 48 minutes, according to research by (Common Sense Media, 2017).

Disadvantages:
· Excessive use could lead to attention and behavioural difficulties. 
· Early introduction to technology could mean some developmental needs are overlooked (Wardle, 2008).
· Practitioners attitudes towards technology (Aldhafeeri et al, 2016).
· Physical inactivity: will have adverse effects on children’s health and well-being.
· Exposure to inappropriate content: less than one in five parents whose child has a device use tools that restrict app
installation (Ofcom, 2015). 






Did you know????
79% of children aged 5-7 are online for an average of 9 hours per week 
(Ofcom, 2017)




How can I keep my child safe online?
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What are the Educational links to Digital citizenship for my child????


 Championing children to responsibly participate in a digital filled world has become a priority for practitioners. The perception of digital citizenship has evolved to encompass a range of competences and attributes that enable the confident, creative, and critical use of technology.
Despite Foundation Phase (2015) stating ICT should be integral across the curriculum with children’s skills and understanding developing through a range of experiences and equipment, an independent review by Professor Donaldson (Successful Futures, 2015) highlighted areas of improvement. It recognised digital competence as part of a set of skills, knowledge and attitudes that enables confident and critical use of technology. He emphasised digital literacy to be just as important as Literacy and Numeracy and suggested it be embedded within curriculum for learners to be successful in today’s society.
As a result, The Digital Competence Framework (DCF) (2018) was created becoming the first element of the new curriculum in Wales made available to schools in 2016. Commitment to improving competencies was re-iterated in Education in Wales: Our national mission, Action Plan (2017) refining the original 2016 action plan.
The DCF encapsulates a range of skills within four high-level strands, equipping learners to thrive in an increasingly digital-led world, focusing on the development of skills which can be applied and transferred in later life. 
Empowering your child in their education enables them to develop skills that are needed to positively contribute and critically evaluate their place within the digital world. An increase of knowledge, experience and expertise gained between home and school environments will prepare them for positive and negative aspects of being a digital citizen with the additional confidence and self-assurance they are equipped with strategies to keep themselves safe.



Children learn best through exploration and natural curiosity, and as Get Safe Online (2021) states this should be encouraged. However, as children grow, develop, discovering new experiences in the Digital world steps should be taken to ensure their safety. Statistics from internetmatters.org (2021), Ofcom (2017) suggest there has been a rise in concern with fewer parents agreeing that ‘the benefits of the internet outweigh the risks’.  Exposure to inappropriate content and risk of being abused online by people they may/may not know are scenarios Gov.uk (2019) feel children must be protected from. It is never too early to educate your child on keeping themselves safe and what to do if anything they encounter online makes them feel worried. So, what can you do to provide your child with a safe digital experience?
· Set clear boundaries and balance screen time with non- digital activities.
· Take an interest in your child’s digital interests, allowing opportunities for co-viewing.
· Work with your child to navigate digital dilemmas encouraging open communication.
· Help your child to become a critical thinker enabling them to distinguish fact from fiction.







As a parent you play a key role in facilitating online safety. There are a multitude of resources to assist in supporting your child to use the internet safely, responsibly, and positively. UK Safer Internet Centre (2021) offer a range of online safety advice and support from key organisations offering practical tips on different aspects of keeping your child safe online. The Family agreement is described as a great way to start positive family conversations promoting safe and responsible internet use states Childnet International (2018). In addition, being a positive role model will reinforce good habits. Bandura (1977) social learning theory explains that children adopt behaviours of adults around them. Being mindful of their own technology habits, modelling healthy habits and positive ways to interact with others online will increase probabilities of them adopting the same behaviour.

Further links………
NSPCC: Talking to your child about online safety- https://www.nspcc.org.uk/keeping-children-safe/online-safety/talking-child-online-safety/ 
Jessie & Friends: online safety education for 4-7s- https://www.thinkuknow.co.uk/parents/jessie-and-friends/ 
What can I do to promote positive online habits?


Task 3.
	
Activity Plan for Digital Literacy Skills.


	Number of children: 4

	Age of children: 3-4 years (Nursery)
	Number of adults: 1

	Location: Indoor area of Foundation Phase Classroom.

	Preparation time: 10 minutes.
	Activity time: 45 minutes. 

	Resources:
· Playdough of varying primary colours.
· Playdough cutters: square, triangle, rectangle, and circle shaped.
· Rolling pins and cutting utensils.
· 4 x I-Pads.
· QR Codes which are representative of 2d shapes: square, triangle, rectangle, and circle.




	Links to digital literacy/competence outcomes:
Foundation Phase Curriculum (2015)
Mathematical Development: recognise and use the names for 2d shapes within play activities and the environment.
Use and build with 2d shapes within play- based activities.
Language, Literacy and Communication skills: use newly learned vocabulary in and through play activities.
Take part in activities alongside others.
Physical Development: developing their gross and fine motor skills through practical activities and use of varied tools, equipment, and apparatus, including ICT.
Creative development: develop and use their understanding of colour, line, tone, texture, pattern, shape, and form.



Digital Competence Framework (2019)
Citizenship: use digital devices and media with care.
Interacting and collaborating: work together with a partner/partners on a piece of digital work.
Producing: explore and use different multimedia components to capture and use text, image, sound, animation, and video.
Describe in response to questions some of what has been done in the digital task.


	Details of the activity:
Objective: to develop and extend knowledge of 2d shapes and colour.
Introduction – 5 minutes 
The children will watch a short YouTube video of a song that the children can join in with, explaining the different 2D shapes. This introduction, prior to the activity is adult led and will include basic instructions on using and handling the I-Pad.
Main Activity – 35 minutes
The main activity provides opportunity for a group of 4 children to develop their understanding of 2d shapes. This activity enables children to lead their own learning as they will be selecting and scanning QR codes within the classroom using an iPad. Further exploration around the concepts of shape and colour will be undertaken through creative play using playdough, where children will build the shape they have captured. Fine motor skills will be encouraged through manipulation of dough and handling of tools and digital devices. Children will also become familiar with basic technology skills such as locking/unlocking the iPad and opening the camera app.
Digital devices will be used to document their creations through taking photographs and printing them out as evidence to document children’s achievements. 
Plenary – 5 minutes 
The children will have an opportunity to show their findings to the class, counting how many of each shape is found. Questions will also be asked to assess learning.
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Outlined in Section 3 represents a learning experience aiming to develop children’s digital competence. The experience intends to produce a motivating play-based, child-led learning experience within a Foundation Phase classroom, holistically promoting children’s cross curricula development. In this piece of writing the learning experience will be analysed and evaluated using research and theoretical perspectives.
Digital competence is the most recent notion describing technology-related skills. Ilomäki (2011) explains it has become a key concept in the discussion of what skills and understanding children should acquire. 
Developing skills needed for digital competence is embedded within the Foundation Phase Framework (2015) and is a key part of curriculum delivery. However, the Successful Futures (2015) review highlighted that many elements of the curriculum were outdated in relation to developing children’s digital competence and sought to create a curriculum that encouraged competence at a higher level, developing the confidence young people require to engage confidently with challenges they may face in their future lives. In addition, as a result of the review, The Digital Competence Framework (2018) (DCF) was created and implemented as the first element of the new curriculum to be made available to schools. It was designed with a commitment to ensuring higher standards of literacy and numeracy for children to become digitally competent and evolving into enterprising, creative, critical thinkers.
 The Digital Childhood Report (2017) state that digital habits start young for children and the way in which children are educated about how they should be used can impact their journey to adulthood. With this in mind, the activity is aimed at children within Nursery (three to four age range), promoting positive use of devices in the early years as an element included in plan. Research by Chaudron (2015) suggests today’s generation of young children are surrounded by and are accessing a wide range of technology as an everyday resource. Furthermore, Hatzigianni (2018) state children today are in daily contact with a wide range of digital devices with 96.6% of three- and four-year-olds using mobile devices to engage in digital activities. The activity offers children to benefit from the opportunity to use a digital device whilst actively learning skills on how to handle them with care. This supports development of a skill embedded within the citizenship strand of the DCF, empowering children to take responsibility and ownership of their learning.
 
As can be seen in plan there are several learning outcomes linked to the Foundation Phase (2015) Curriculum. Although these outcomes are age and stage specific to the “norm” of nursery children, the activity may be viewed as generic, offering no challenge for more able children or indeed support for those children who are not at this stage of digital competency. From both perspectives, this may place the child at a disadvantage in achieving their potential and developing competency so effective pedagogy is required to minimise risk.
The crucial role of the practitioner to support children effectively in their learning is emphasised within the Curriculum for Wales (2020), The Foundation Phase (2015) and The Digital Competence Framework (2018). Furthermore, The Digital Childhood Report (2017) emphasises the importance of adult participation stating children up to the age of 5 depend on carers for security and guidance. Consequently, the inclusion of one practitioner to lead the activity with four developing children may be insufficient to observe, assess and scaffold individual needs of each child. Assessment of learning is viewed as intrinsic to curriculum, playing a fundamental role in ensuring learners are supported and challenged accordingly. An important aspect to note here is Vygotsky’s (1896) theory of scaffolding is compared to learning independently, children learn more when collaborating with others who have a broader range of skills and knowledge, known as a more knowledgeable other (MKO). The theory is part of the educational concept "zone of proximal development" or ZPD. The ZPD is the set of skills or knowledge a child cannot do independently but can achieve with the help or guidance of someone else. Without this guidance and support within the activity, children may be at a disadvantage of achieving outcomes or challenging themselves as one practitioner may be unable to meet the diverse learning needs of each child. 
However, in this instance, children involved in activity may utilise peers or the I-PAD as their MKO. Indeed, evidence by Lovato and Waxman (2016) identified touchscreen devices as capable to scaffold children’s learning and when in the absence of a social partner can provide immediate feedback.
It cannot be denied that practitioner participation is crucial for improving outcomes, however the way in which curriculum can be adapted to meet learners needs has been considered and enshrined within curriculum guidance and legislation. To ensure high levels of competence Routes for Learning (2019) were created, including a set of expectations for all children in Wales. Materials support practitioners in assessing the early communication and cognitive skills of learners with profound and multiple learning difficulties (PMLD). It promotes the view of the learner being observed holistically, providing pathways of development, as in A/B/C steps. 
The role of the practitioner in supporting digital competency has been discussed. However, the ability to do this effectively depends on the confidence, knowledge, and skills they have in the world of digital technology themselves. Despite recommendations within the Byron Review (2008) which identified developing digital competence as a priority for continuous professional development in practitioners, research by National Literacy Trust (2014) stated the majority of practitioners still described a lack of confidence in utilising technology themselves, lacking pedagogical knowledge on effectively integrating technology into practice, (Fenty and McKendry Anderson, 2014). As a result of this research Helping Early Language and Literacy Outcomes (HELLO) (2017) programme was created. It’s commitment to support and improve confidence of practitioners in using technology, enabling them to promote and enhance children’s digital skills, improving early communication, language, and literacy. Initiatives like this could benefit the practitioner leading the activity bringing valuable skills and knowledge to scaffold and extend children’s learning opportunities. However, despite initiatives and programmes alike The Digital Childhood Report (2017) identified risks to developing children’s digital skills when under the care of incompetent practitioners resulting in The Byron Review (2018) again identifying the need for professional development with 51% of primary school practitioners still identifying as requiring additional training to raise standards of teaching and learning.
The confidence and competence of the sole practitioner involved in the activity must be considered in how they can achieve development of competence in children. Hypothetically, if their attitudes and knowledge regarding technology are negative it may have the potential to compromise child digital competence. Bandura (1977) social learning theory states that children adopt behaviours of those modelled in their environment, so the risk is present here to create a negative perception surrounding technology from the child’s perspective. 
However, with this in mind there are opportunities for children and practitioners to engage in periods of sustained shared thinking within the planned activity. This will allow problem solving, clarifying concepts, the chance to evaluate activities where both parties have contributed to developing and extending concepts within the activity (REPEY, 2002). This additionally supports a key principle in the Curriculum for Wales (2020) where engagement between learner and practitioner is considered essential for learner progression.

That being said, (Rinaldi, 1993, Piaget, 1896) described children as active learners who have the unique ability to construct their own learning with competence and confidence. The activity aims to develop children’s cross curricula skills using an I-Pad as a tool to consolidate learning. The use of touchscreen devices in education has grown considerably in recent years. Research by Kabali et al (2015) and Overton (2011) suggest providing children with access to technology- based learning makes the task more exciting and can enhance cognitive skills abilities. I-Pads are also identified to enhance motivation and independence, particularly for children who are reluctant learners suggests Gray, Dunn, Moffett, and Mitchell (2017). Furthermore, I-Pad use in the Early Years is described as beneficial by Flewitt, Messer and Kucirkova (2014) due to their user- friendly design that offers fewer technical challenges for young children who are enthusiastic in developing digital competence.
The use of the I-Pad within the activity ensures participation of every child regardless of age, stage of development or ability. Effective practitioner participation, scaffolding of learning and implementation of sustained shared thinking will allow opportunity for children to develop their learning and digital competence with growing confidence. 
 However, the limited choice of device within activity provides limited autonomy on how they wish to learn. Children’s perspectives are as crucial as digital technology, and their views are essential believes (DENI, 2016) to ensure access to an education which develops their abilities to the highest potential. The activity may benefit from a wider range of devices that children can choose to utilise within activity. This is an element which could be altered if the activity were to be revisited and would promote children’s voice. Moreover, tools within education are meant to complement other high quality learning resources and experiences and not a replacement for adult interaction.
 To conclude the activity offers many positive elements in supporting and developing children’s digital competence. However, if the limitations discussed within the activity were to be addressed for future implementation it would ensure the activity would be accessible to the individual needs of children involved.
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