


Section 1

The use of digital technology is here to stay in the 21st century, the evolution of digital devices is increasing at an alarming rate and has revolutionized lives. (Arnott, 2018). Children today are accessing digital technologies for a multitude of tasks both in school and out, from watching television to gaming to chatting to researching school projects and more (OECD, 2019). Research has suggested that preschool children are becoming familiar with digital devices before they have even been exposed to books (Hopkins, Brookes and Green 2013). Since the introduction of the first iPad in 2010 digital technology has become increasingly accessible to young children’s capabilities (Arnott, 2018). Toys have progressed to allow even the very young child to investigate digital games (Croner-I, 2021), families are adopting smart toys and integrating them in their daily routines (Brito, et al. 2018).  Young children learn very quickly how to interact with digital devices by observing the behaviour of adults and older children around them (Chaudron, Di Gioia and Gemo, 2018).

A survey to parents recognised 67% of children aged 0-11 years old engaged with a tablet as their preferred choice of digital devices (Auxier, et al. 2020). The portability and its easiness of touchscreen technology makes it accessible to children of all abilities. The multi- functionality and sense of autonomy allows children to follow their own interests, the iPad provides easy interaction on the touch screen and access to many learning applications Chmilliar, 2017). Consequently, the iPad has found a place in the classroom, there is a growing body of research that is beginning to identify some of the affordances of digital technology, and in particular tablet devices, within literacy. For example, in a recent study, it was reported that story making apps enable children to incorporate sounds, images, text and design into their stories which can enhance children’s creativity (Kucirkova & Sakr, 2015). The Digital Competence Framework (2021) has been introduced in schools to develop digital competence. Rudkin (2017) states that it is imperative to a child’s success that they have access to the digital world, without it they would be disadvantaged.

During the first three years of a child’s life a child’s brain can create over 1 million new connections per second, these new connections are essential for developing functions such as hearing, language and cognition (Centre on the Developing Child, 2009). It is believed if this critical period of brain development is missed than this could lead to under development (OECD, 2019).  There is evidence to suggest viewing television and iPads for long periods of times in this critical period can affect a child’s cognitive outcomes (Zimmerman and Christakis, 2005). Young children who are still developing cognitive, language and social-emotional skills benefit more from hands on experiences and social interactions, therefore adult interaction remains crucial for toddlers to learn effectively from digital media (Chassiakos, et al. 2016).

The wellbeing of children within the context of digital media is no less important than their well-being in any other setting (Unicef, 2017).  Rudkin (2017) states it is understood that risk taking plays a part in the success of a child’s development and by exploring digital technology they are experiencing for themselves what they should and shouldn’t do, however, Blum-Ross and Livingstone (2016) suggests it is the adult’s role to monitor and balance the opportunities of risk and benefits offered by the digital age. 

According to Ryan (2018) technology allows children freedom of expression, for example, by using apps they are able to turn thoughts into reality, being able to create 3D animations and print them out they are able to see their ideas take the physical from. The Reggio Emilia philosophy poem ‘The one hundred languages of children’ expresses how children can voice their ideas, thoughts and feelings in a multitude of ways (cited in Nursery World, 2007). This new form of creating and expressing themselves through an iPad can also be seen as new language of learning which can only add to value and opportunities to allow children to express themselves in a different way. However, Moloney (No date) suggests that in various forms of technology there can be a great deal of visual stimuli and a lack of story reading this can consume the child and impact the child’s attention span and imaginary play development. Livingstone (2018) suggest there are many apps available that can support literacy and reading and even pre-school children can benefit as some apps can develop skills such as hand-eye co-ordination, fine motor control and visual attention. Hand eye coordination is the relationship with what you see and how you use your hands, these skills play an essential role in a child’s development. Shapi et al. (2018) state there is an imbalance of hand-eye coordination among autistic children which can cause lower efficiency in daily routines, in some cases interactive online games have been introduced as therapy as it has become evident some autistic children pay additional attention in this setting and are more likely to engage in these methods of therapy compared to conventional ones. 

Fine motor skills is the ability to make movements with fingers, hands and wrists. The development of fine motor skills is important for completing tasks such as writing and drawing. The fine motor skill necessary for writing is called ‘writing readiness’ these skills are essential for a child to be able to grip a pencil and move it fluently and effectively on paper (Kid Sense, 2020). Canlas, et al. (2017) state the use of iPad apps can improve children’s development of fine motor skills and writing readiness. A study observed 2-3 year old children using an iPad app in a finger painting activity, the results found the speed and continuity of the mark making encouraged further exploration and play, this in turn developed confidence and fine motor skills development (Price, Jewitt and Crescenzi, 2015). A delay in these prior writing skills can cause delays in other skills as well, developing these fine motor skills can be complemented by iPad apps to encourage fine motor skills development (Canlas, et al. 2017).

Developing creativity in this modern world has been defined as one of the basic skills used to succeed in daily life, digital games based on education can enhance children’s creativity and increase their learning. Developing creativity also leads to problem-solving and collaboration (Behnamnia, 2020). Digital games that focus on elements such as curiosity and challenge raise the interest and motivation of children to learn. Vygotskys (1978) theory ‘Zone of Proximal Development’ can be linked to some of these educational games, this is when a child feels encouraged to go beyond their present level of understanding and achieve further progress. The game can typically act here as the more knowledgeable other and scaffold the child’s learning when appropriate, providing just enough support to take the child onto the next level of learning. Welsh Assembly (2008) the Foundation Phase Framework for children’s learning states, learning is most effective when children are following their own interests and given time to play without interruptions. However, there must be a balance between child-initiated activities and a holistic approach to a child’s learning. The ‘Goldilocks Effect” is setting the right amount of time (not too much and not too little) on digital activities for individual children based on their age and requirements (University of Oxford, 2017). Unicef (2017) agree balancing time spent on technology is detrimental to impact on the outcome’s children can gain from their experience.

The relationship between time spent on digital technology and physical activity are raising concerns, as time spent on digital technology increases time spent on physical activities decreases (Rosen, Lim and Rokkum, 2014). Research suggests three factors leading to greater body fat through screen time, one being increased eating while using screens, secondly seeing advertising for high calorie food and drinks can alter children’s preferences and thirdly screen time can disrupt sleep patterns which can also impact eating habits (Children and Screens, 2013). Overweight and obese children are more likely to stay obese as adults developing both short term and long-term health problems in adulthood (World Health Organization, 2020). Finding a balance in screen time is essential for well being and physical fitness (OECD, 2019).

An area which is of agreed concern for many parents and school practitioners is safeguarding children whilst using technology, cyberbullying is something that has increased with the advancement of technology (OECD, 2019). Ross (2017) suggests keeping children safe online requires multiple layers of security technology and training. Although safeguarding is under constant review, schools and parents are challenged with reducing negative use of internet whilst also maintain teaching and learning (OECD, 2019).  It is recognised by the Welsh Government (2018) that digital competence is a vital set of skills for children to learn to be informed and become successful adults, therefore the Welsh Government (2018) Digital Competence Framework encapsulates digital competence skills within the new curriculum at school to support the development digital competence in children. Including online safety in the school curriculum supports children to navigate the online world safely (Department for Education, 2019).
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Teachers and parents play a major role in the way young children use digital technology meaningfully and to their benefit. Meaningful integration of digital technology at school can influence positive perception of parents towards technology at home. The active support of parents in the development of the child’s digital skills can positively impact the progress their child can make with digital technology (Dias, Brito and Ribbens, 2016).  Report findings from a study conducted in 234 families identified young children’s use of digital technology is further influenced by the digital behaviour of their adult family members and siblings (Chaudron, Di Gioia and Gemo 2018).   
This also supports Bronfenbrenner (1979) ecological system which demonstrates the importance of interrelation elements that shape individual’s engagement. Bronfenbrenner believed a child’s surrounding environment and the interactions within it can influence a child’s development, therefore positive views of teachers and parents towards digital technology can have a direct effect on children’s digital experience and relationship to technology. 

Overall, it is suggested that there are many positives to digital technology if used appropriately. IPad’s can be used to support literacy and learning in the early years and their easiness of touch screen, portability and simple navigation system allows access and inclusion to children of all abilities. Incorporating technology into the learning processes of children can improve retention of information, improve higher engagement and enhance learning.  However, parents and adults need to be aware of the risks of technology with regards to prolonged use as this can reduce physical activity and poor eating habits (Rosen, Lim and Rokkum, 2014) and safeguarding issues need to be monitored by using software control to limit inappropriate content on children’s devices (Becta, 2006). Evidence suggests there are both positive and negative impacts on children using digital technology, however, digital technology is here to stay and is now an integral part of our world. If used moderately and appropriately they can be a vital resource. 






















Safeguarding and Supporting your Child in a ‘Digital World’




This leaflet offers support to parents and guardians concerned about the safety of their child in the growing world of digital media. Today’s children are immersed in both traditional forms of digital media and newer forms of technology such as interactive games, social media and smart phones. Research suggests these newer media offer both benefits and risk to the health of children (Chassiakos, et al. (2016).
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The Negative effects of Technology

· Playing too long on games can disconnect children from the real world (Mental up, 2020)
· Children may be exposed to frighting content (NSPCC, 2021)
· Health problems from overuse of electronics, such as: neck pain, vision problems and obesity (Morin, 2017)
· Cyber-bullying, digital platforms can become an easy place for harassment and offensive comments to circulate (OECD, 2018).
· Grooming, research suggests online grooming is on the increase (Internet matters, 2021)
· Negative effects on sleep and attention span (Chasiakos, et al. (2016).


Policies at school
The development of pupils’ digital competence will be a key part of the New Curriculum, Professor Graham Donaldson highlights the importance of children developing their digital skills to meet digital demands for their future (Successful Futures 2015).

E-safety forms a fundamental part of safeguarding children at school (NSPCC, 2020). The digital competence framework (DCF) gives schools a supportive framework to improve digital competence (Estyn, 2019).

Although there are no laws in school to have social media policies, many schools set out their own guidelines in separately written documents (The school run, 2021). Welsh Government (2018) provide government guidance to schools to protect children from harmful and inappropriate online content.
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Benefits of Digital Media

Despite the many negative’s parents associate with children spending time on electrical devices, there can also be some positives. With the correct guidance and in moderation your child can gain valuable experiences that can broaden their learning success (Internet Matters, 2021).

Benefits identified from the use of digital and social media include early learning, exposure to new ideas and knowledge, increased opportunity for social contact and access to health promotion messages and information (Chassiakos, et al. 2016)

Scientific research suggests the increase of technology in children’s lives consequently increases stimuli which enables children to problem solve more complex problems and therefore increasing IQ levels (Mental Up, 2020).

Media and digital devices are now an integral part of our evolving world. In years to come technical skills will be very important in the workplace, introducing technology skills early can prepare them for a career with a positive outlook (West Bend, 2019). 















It’s not uncommon for parents to feel overwhelmed and unsure how to help their children stay safe on digital media devices. To achieve a holistic approach to a child’s ‘best interests’ depends on managing the balance between participation and safety online. The guidelines below can be a good source of advice to all parents/careers.
How Can you support your child?



USE PARENTAL AND PRIVACY CONTROLS

Parental controls are the names for a group of settings that put you in control of what content your child can see. You can usually find instructions on how to set up these controls on the manufacturers website or you can use the following website for further help
https://www.internetmatters.org/parental-controls/ 

Following prompts from the setting controls can have you set up in seconds. Here are some things you can do to use the effectively:

*Check privacy settings and make sure they are installed on all devices your child uses.
*Check age settings are appropriate to child’s age (NSPCC, 2014).
*Use privacy settings as this will help prevent your child seeing unsuitable advertising.
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TALK TO YOUR CHILD

Children start facing privacy decisions and risks as soon as they enter the digital environment. Their awareness of the consequences for their privacy depends on developing understanding dependent on age. Teaching your child to understand the reasons for your concern and introducing rules and guidelines can support good habits and healthy decision making (Stoilova et al. no date).

Engaging with technology yourself can also keep you up to date with new information and model good behaviour.

Keep communicating with your child, it may seem obvious but by making sure your child knows that they can ask questions and you are open to discuss any issues that may arise can nip any niggles in bud early and stop things escalating.(NSPCC, 2021)
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REMEMBER SMART

Childnet International (No date) advice using SMART as a reminder of how to teach your child stay safe online.
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TELL If something makes you feel worried make sure t
RELIABLE Do not trust everything you see online.
ACCEPTING Think before you click.
MEET Never meet up with someone you’ve met only online.
SAFE Keep your personal information safe.
A
M
T
R
S

For further advice please see following websites: 

https://primarysite-prod-sorted.s3.amazonaws.com/redwood-primary/UploadedDocument/50452c94bede4aa2acbe94541e567489/keeping-kids-safe-online-nspcc.pdf 

https://www.nspcc.org.uk/keeping-children-safe/online-safety/ 


https://www.internetmatters.org/resources/social-media-networks-made-for-kids/ 


Social Media Networks

 If you feel your child is too young to start using social media                                       networks, there are a number of alternative apps made for children that offer a safer environment (Internet matters, 2021). Some of these features include:

 *Parental consent for new friends to be added to account

* Images will not share your child’s location

*Photos are monitored to make sure no inappropriate images are shown

*Advert free
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Coronavirus and Online Safety

We have all been affected by coronavirus pandemic. With most schools closed for long periods of time remote learning has become an integral part of education. While the internet is a great way for children to stay in touch with friends and keep busy during lockdown, it can bring a greater risk of online bullying and abuse.

It is important to know what your child is doing online and what sites they are accessing. Think U Know (No Date) have animated videos and interactive games that teach children about online safety and the risks they may encounter when online. To access these videos please follow the links below

 https://www.thinkuknow.co.uk/parents/Support-tools/
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Section 3

	Cynllun Gweithgaredd Sgiliau Llythrennedd Digidol
Activity Plan for Digital Literacy Skills
Mini beast Hunt with Ipads

	Nifer o blant:

Number of children: 4-6

	Oed y plant:

Age of children: 5/6 year olds
	Nifer o oedolion:

Number of adults: 1

	Lleoliad:

Location: Woodland area within school grounds

	Amser paratoi:

Preparation time: 10 minutes
	Amser gweithgaredd:

Activity time: 45 minutes

	Adnoddau: Resources:

 Outdoor space with some woodland to explore
 3 iPads 
 Clean container
 Magnifying glass
 Hand wash gel





	Cysylltiadau â deilliannau llythrenned/cymhwysedd digidol:

Links to digital literacy/competence outcomes: 

· Develop digital knowledge on how to take pictures/delete/record on iPads
· Develop digital confidence
· Child centered holistic approach to digital understanding
· Children introduced to concept of having ownership over creative work
· Children to use photos and videos as a language to communicate and to understand photos can be manipulated to show point of view
· Digital learning – understanding how technology can extend learning


	Manylion y weithgaredd:
Details of the activity:

Carpet area structured learning – approx. 10 mins
· To start session practitioner to explain we are going to explore the woodland area for mini beasts in their habitats. The children will evidencing what they have found by using iPads to take pictures. A demonstration will be given on how to use camera and practitioner to discuss:


1. How to switch iPad on and check battery charged
2. Where to find camera app
3. How to focus the camera 
4. The importance of holding camera still so pictures are not blurred
5. How to zoom in and out if the children choose to do so.
6. How to delete unwanted pictures
7. What is a habitat and where could we look for mini beasts






Explorative time in woodland area – 25 mins
· Working in pairs the children can explore the natural environment looking for minibeasts.
· Practitioner to explain children are to work as a team to use iPad and reminded of rules of sharing
· Practitioner to observe digital literacy skills and make notes of any areas of concern
· Children to be reminded to be gentle with any animals they pick up and to replace any rocks or logs moved
· 
Structured Carpet Session – 10 mins
· To demonstrate how we can scroll through camera roll to find our favorite picture
· Children to each have the opportunity to communicate to group which is their favorite picture and why
· Practitioner to support uploading pictures and videos onto interactive white board
· Practitioner to observe and record children literacy skills 

To further challenge some children, they will be asked to record minibeast in slow motion and to make observations about the way it moves.

To support ALN child the practitioner to reinforce instructions and give guidance when needed.






	

	




































Section 4

The activity planned for mini beast hunting with 5–6 year olds with iPad supports digital literacy learning in line with the Digital Competence Framework (Welsh Government, 2021). Schools are increasingly being asked to combine the development of subject knowledge with ability to use digital technology (Hague and Williamson, 2009).  Digital literacy requires critical thinking skills and an awareness of the necessary standards of behaviour required on digital devices. According to ResourcEd (2017) a report teaching children how to survive and thrive in our tech savvy world is now as important as reading and writing. Whilst the planned activity is primarily aimed at enhancing digital skills it is also incorporates other areas of learning, given holistic development outcomes. Research suggests there are five elements to holistic development these being creative, social, cognitive, physical and emotional (The Lego Foundation, 2018). These skills are interconnected within the activity planned, promoting an effective and balanced opportunity for children of all abilities to gain learning outcomes. 

Integrating the iPad within the mini beast hunt expanded opportunities to interact with literacy learning and transform understandings into a creation using digital practices. Donaldson (2015) review suggests digital literacy is a fundamental skill to be developed and should be reinforced across the whole curriculum. The importance of digital competence is increasingly being seen as essential as literacy and numeracy skills.  The planned activity promoted digital literacy by using photographs as the language to communicate to interpret their discoveries. Literacy is the ability to communicate, understand, create and compute using printed and written materials (Yelland, 2018), Literacy has evolved with the 21st century and encapsulates the process of interpreting messages, communication and computing in order to participate successfully in everyday life (Fowler, 2017). Advancements in technology allow children to use iPad to improve literacy skills beyond just text, now they are able to interact with images, music, text and animations (Hutchison, et al. 2012).  Research suggests those children with lower reading attainment are more likely to engage with literacy materials on screen (National Literacy Trust, 2019).

The activity session begins with a small group of children sitting in the carpet area. The children should feel comfortable and secure and the practitioner will introduce the topic of mini beasts and their habitats. It was chosen to tackle this task in small groups for two reasons, one to give each child a voice as in smaller groups shy children can feel more confident to ask questions and secondly to make more in depth observations of each child’s digital literacy abilities (Welsh Government, 2021: Unicef, No Date). The practitioner’s role within this part of the activity is to scaffold the child’s learning, as suggested by Bruners theory, he believed when children start to learn new concepts they need structured support (1976, cited in Wheeler, No Date).  Throughout the introduction the practitioner will ask open ended questions to the children, allowing time and giving gentle nudges to support children to explore concepts and build on prior knowledge, open ended questions can support children’s confidence as there is no right or wrong answer and therefore increases engagement (Meantoir, 2021).  

Once the carpet session is over and practitioner has finished giving guidance the children will be paired up and given an iPad to share. Pairing the children can be a learning strategy as this can facilitate social and personal development, they begin to understand they will need to communicate with one and other to work effectively together and gain an appreciation from co-operative efforts (Primary Professional Development Service, No Date).  Through communication they will need to discuss which area they want to explore? who will take the picture?  who will lift up rocks? they will be negotiating and compromising, these are vital skills children need to learn to play cooperatively with friends and to understand how to share. Giving the children opportunity to learn and practice these skills is also important.  This activity supports the children to strengthen these skills whilst still being watched from a distance by practitioner. Whilst children are exploring the role of practitioner here will be to take a step back from leading the activity and to observe and make assessments of digital competency skills. Support should only be giving when asked a direct question from a child or when practitioner can see guidance is needed for higher level of understanding, this approach is Vygotsky (1978) theory, he believed the zone of proximal development is the stage of where the child is close to mastering the next level of competence with support from a more knowledgeable other. 

It is also essential that the role of the practitioner within the activity is enthusiastic and positive, McKenna (2012) states practitioners with positive attitudes towards the use of iPads within a classroom extended their positiveness onto the children promoting further engagement. Bronfenbrenner (1979) theory also suggests when a child’s environment is rich with positive attitudes toward digital technology these attitudes will also develop within the child. A similar conclusion was also made by Blackwell et al. (2014) from their study of 1,200 early years teachers, their findings were that attitude played the most significant factor when it came to belief in the value of teaching technology within classroom. Demonstrating at the start of the lesson how to use the iPad and take photos the children will have the opportunity to repeat the process many times in the woodland area, repetition allows children to practice a skill and master it. Learning requires electrical energy to create neural connections, the less ’automatic’ something is the more energy is required to create the connection, repetition helps to strengthen the brains neural processors for learning (Montessori Academy, 2017).

The freedom of exploring the outdoors with the iPad to record their findings gives the children flexibility to explore areas of their own choice, taking multiple pictures with the option of deleting and repeating the task until they are happy with their result. Piaget (1952) theory refers to children being little scientists where they need to explore and discover the world around them, with the use of technology children are being given the opportunity to explore and record their curiosity.

The planned activity allowed the children to explore in the outdoors, this allowed the children a hands-on experience, stimulating the children’s senses. Welsh Assembly (2009) guidance on playing in the outdoors suggests children being in the outdoors can enhance all aspects of a child’s development such as social, physical, creative, cultural and personal.  The activity planned could be seen as play-based learning to the children as it enabled children to take an active role in the outdoors and ownership of the experience. Promoting hands on learning is at the core of effective pre-primary programmes (The Lego Foundation, 2018).  Through play children become strongly motivated, they become engaged in their activity and that is when a deeper level of learning can take place (The National Strategies, 2009).

Once the children have had time to take pictures of mini beasts outside, they will be asked again to gather back on the carpet to share what they have found and consolidate learning. The children will be asked to present their favourite picture of a mini beast and talk about and what they like or dislike about their picture. Here the children’s digital literacy skills will be put to work where they will need to show knowledge on how to search for the images they have recently taken and move through the sequence of pictures in order to find their favourite one. This would be an opportunity for the practitioner to touch on online safety, talking to the children about digital citizenship as part of digital literacy, this would include online etiquette and privacy when using digital devices (OECD, 2019).  The Digital Competency Framework Guidelines (2018) suggest children should be digital conscientious citizens who can contribute positively in the digital world. 

The activity planned is mixed with structured learning from practitioner through to child-initiated learning, this supports guidelines within the Foundation Phase Framework (Welsh Government, 2015). The task gives a great amount of flexibility so can be accessed and tailored to all abilities, a child with additional learning needs could be paired with a child who could also support Vygotsky (1978) theory by acting as ‘the more knowledge other’ or for a child that needs further challenge could be asked to record the movement of a mini beast they have found in slow motion. Practitioners who are able to adapt and respond to each child’s development stages are also supporting the Foundation Phase Framework (2015).

A follow-on lesson from this would be to teach children to add a text box to their favourite picture where they will write their name and date. Adding their name to their work gives the children a sense of ownership and pride to what they have achieved. Luke, Tracy and Bricker (2015) also conclude using digital tools such as cameras, video recording and writing captions on their work can represent the child’s thoughts, observations and understandings.  They will then learn how to print their picture taking their picture from their device to the physical form, these images could be put into the childs book with a sentence written along side to say why they like this image. Children enjoy seeing their images in print and make meaningful reflections about their work (Moorhouse, 2018: Ryan, 2018) as well as developing another strand of the Digital Competency Framework (2021).

By promoting digital literacy development through a whole school approach practitioner are contributing to enhancing children’s ability to strengthen skills and knowledge that can heighten their capacities for social, cultural and economic participation in everyday life (Hague and Williamson, 2009).
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