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Abstract 
In order to discover the correct path for today’s children, the effects of screen time on their psychological well-being and development need to be analysed. Screen technology can bring wonderous opportunities to education however, there are many risks involved with screen time playing a prominent role in the lives of children. Children today are completely submerged in a technological world and the pressure is on for these children to acquire skills in ICT. This raises the question that is; What effects could this technological submersion have on their psychological well-being? There are arguments for exposing children to more screen time in order to prepare them for the future, one strong believer of this argument is Professor Graham Donaldson who has designed the new Wales curriculum and included a strong focus on digital competence. On the other hand, however, many people believe that it is causing issues with psychological development. In order to depict a critical understanding of this argument surrounding children and screen technology, the advantages and disadvantages need deeper analysis.
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Introduction
The constantly evolving digital age has brought about a colossal increase in the screen time usage of children and technology has claimed an important role in the lives of almost all individuals of western culture (Palmer, 2015). The rate of technological growth and development and the prodigious level at which it is today would have been unimaginable only a few decades ago. Palmer (2015) explains that individuals of western culture are completely submerged in this new technological landscape and it is the case for many that there is no “off switch”. Greenfield (2014) also believes this and states that technology is not being used sensibly or in moderation, she explains how this is apparent from various surveys. This is understandable due to the phenomenal benefits and the wonders of today’s technology. Greenfield (2014) describes this two-dimensional world as a world that is overflowing with facts and opinions, a world that offers opportunity for experiences, instant information and connected identity, she explains that for many, this world can seem more significant than the real world. Palmer (2015) states that the virtual world is very much a more interesting, entertaining, and comfortable place that has potential to be a less prejudiced and divided place through mass communication. This two-dimensional, virtual world is also known to have many great benefits in aiding some aspects of child development and can be used as an effective teaching and learning tool. Beauchamp (2012) states that Information Communication Technology (ICT) is a complex tool which pupils and teachers can use to aid teaching and learning and since the emergence of new technologies classroom learning has extended and deepened in ways which would have been unimaginable previously. Eagleton and Dobler (2007) state that the internet can enhance teaching and learning across all subject areas tremendously.
     Technology as it seems, has benefited societal development and has been extremely influential in the lives of many or most individuals of western society. (Palmer, 2015). Technology also seems to offer great benefits in aiding certain aspects of child development and teaching and learning in the classroom. (Eagleton and Dobler,2007). However, as stated by Berson and Berson (2010) focus on technology in childhood must not be done without caution and a crucial awareness of the potential consequences of technology and technological development on children and their social and emotional well-being. The way in which technology has totally submerged the western world raises great concern regarding psychological wellbeing (Greenfield,2014).  Ellis (2019) explains that much psychological science research concludes that technology has negative consequences and is overwhelmingly problematic in this respect. Beliefs such as this are the initiative behind this dissertation. The focus of this dissertation is to obtain an understanding of how screen time effects the psychological well-being of children. As technology is such a huge and influential part of children’s lives today, studying this in more depth seems to be crucially appropriate. The essay focuses on critical analysis and discussion of the advantages and disadvantages of technology in childhood and the effects on psychological well-being, including reference to educational theories to support points. Also highlighted in this essay is the importance of technology in a modern classroom and the caution which should be involved with this. According to Greenfield (2014) there is currently very little being done in the UK to promote research into the effects of screen-time on children’s minds. This being another reason why it seems appropriate and important to research this topic.
    This dissertation is composed with three chapters. These chapters include Chapter one: Screen time addiction, Chapter two: The Wonders of screen time, Worth the risk? and Chapter three: “Successful futures” Curriculum and Screen Time. Chapter One: Screen time addiction, includes discussion of how screen time effects the way individuals think and feel and the addictiveness of screen time, this chapter highlights the negative effects of screen time on the psychological well-being of children. Chapter Two: The Educational Wonders of Screen Time, Worth the Risk? This chapter critically outlines the many wonderous benefits of technology and of screen time in the classroom, with critical discussion focusing on how children learn and how technology can benefit or hinder children’s learning in many ways. Chapter three: “Successful Futures” Curriculum and Screen Time. This chapter focuses on the new school curriculum in Wales and the strong focus it has on digital competence, the focus of this chapter is to assess and consider the advantages and the disadvantages of screen time which were discussed throughout previous chapters, in order to discover whether or not it is feasible to have such a strong focus on digital competence at such a young age and to determine whether or not this strong focus on digital competence will have any major detrimental effects on psychological well-being and behaviour. Donaldson (2015) states that the new Wales curriculum ‘Successful Futures’ aims to promote the health and well-being of our children however, Donaldson (2015) also states that the curriculum aims to put as much emphasis on digital competence as there is on literacy and numeracy. If there are detrimental effects on psychological well-being involved with the use of screen-time this could present as problematic when also aiming for promotion of health and well-being of children. 
     According to Ellis (2019) to understand the impact technology has on individuals and on society is very important. According to Jürges et al (2019) poor mental health is now a priority of public health and depression has become the biggest cause of illness globally. Jurges et al (2019) also state that half of mental health issues and disorders begin by fourteen years of age and suicide is the third common cause of death among adolescence. With the recent rise in children’s mental health issues, the focus of this dissertation is an important issue in education today. Therefore, this stresses the importance of further analysis on this subject.   

     
  










Chapter One 
Screen Time Addiction 
Technology is not just changing the everyday lifestyles of individuals; it is changing their identities and even their inner thoughts. (Greenfield, 2014). Some argue according to Greenfield (2014) that people are responsible and sensible enough to self-regulate their screen time usage and to ensure that their children do not become obsessed by the screen. Greenfield (2014) argues however, that human nature is not always as automatically rationale as this and this can be proven using smoking as one example, in the twentieth century there were 100 million fatalities due to smoking and there are still hundreds of  millions of people still spending money on this bad habit. Greenfield (2014) also states that even the individuals who believe that they do not act in such irresponsible manners will still often admit that it is easy to waste a lot of time on social media or that they are ‘addicted’ to it. Palmer (2015) also states that the reason that screen time can very easily become a child’s default activity is that it is highly addictive. Throughout this chapter this addictiveness of screen time is discussed and reviewed. The detrimental effects of screen time addiction on the psychological well-being of children are also outlined and discussed throughout.
     Viner (2019) states, doctors recommend that young children spend up to only two hours of screen time per day. Palmer (2015) also states that medical recommendations state that under twos should not have any screen time at all. Hatch (2011) explains that this suggestion, however, is not being adhered to. Hatch (2011) explains that in 2010 The Kaiser Family Foundation conducted a study, this study reported that children between the ages of eight and eighteen spend an average of six hours and nineteen minutes of screen time per day. Viner (2019) also states that in a study, children and young people told the Royal College of Paediatrics and Child Health that they spend on average two and a half hours on a computer or tablet, three hours on their phone and two hours watching TV. Palmer (2015) also states that a study in japan found that many babies as young as four months old watch more than one hour of television per day. 
     
     Hatch (2011) states, many argue that excessive early use of technology may cause children to become socially stunted. Hatch (2011) also states that when screen time begins to become a substitution for human interaction issues will arise as developing infants require personal interaction and if they are deprived of this then the child is likely to exhibit anxiety, depression and agitation in early childhood. John Bowlby’s attachment theory can be used to back this statement and depict how early excessive use of screen time can be detrimental to psychological development and well-being. Keenan and Evans (2009) explain how Bowlby argued that in order for the child to be capable of forming healthy relationships in the future they must build a strong attachment with their mother and other close caregivers in the first two years of their life. Sroufe (1979) states that secure attachments lead to healthy psychological development and infants who form secure attachments should develop into healthy, competent children who are able to form strong relationships with others. According to Rowan (2009) the infant-parent attachment is best facilitated through eye contact and lots of close contact. Excessive screen-time in the crucial years of attachment development, could hinder this important contact between the parent and child, thus leading to failure in building a secure attachment and resulting in poor psychological development. Rowan (2009) states that excessive use of technology by the whole family will disrupt healthy attachment formation and will negatively impact the child’s behavioural and psychological well-being. 
     According to Hatch (2011) overusing screen time could have a drastically negative impact on the development of the child. Rowan (2009) states that technology will grossly limit their creativity and imaginations as well as that children now, in the majority of their play rely on technology, which will also limit the necessary challenges their bodies need in order to achieve the optimal outcomes in their development. Palmer (2015) states that research links excessive early screen-time to ADHD, autism, and language delay. Palmer (2015) argues that if small children are always distracted from the social and physical activities which are known to facilitate a healthy development then it is bound to have a detrimental effect. Palmer (2015) also states that many parents complain that children of all ages become unsettled after spending too much time in front of a screen. Rowan (2009) states that technology can overstimulate and overload the visual and auditory sensory systems of children, which can create problems with their neurological development due to alteration and impairment of the brains chemistry, anatomy, and pathways. Rowan (2009) also explains that if young children are exposed to violence through television or video games, they will enter a high state of stress and adrenalin and the child’s body will not know that what they are seeing is not real. Children who use technology excessively, according to Rowan (2009) report persistent body shaking, increased heart rate and breathing, and a feeling of unease. Sigmundova et al (2017) state that excessive television watching, computer gaming and other uses of technology such as this is associated with behaviour such as bullying. Hatch (2011) states that games today are very realistic and allow children to believe that violence is cool and acceptable. 
     Sigmundova et al (2017) explain that excessive use of screen time has brought about a huge increase in the sedentary behaviour of children. Hoare et al (2016) explain that there is much evidence to suggest that too much sedentary behaviour may result in poor psychological well-being, they carried out a systematic review to examine the associations between mental health issues and sedentary behaviour. Hoare et al (2016) explain that the results of their study concluded that excessive sedentary behaviour can be linked to depression, anxiety, low self-esteem, stress, psychological stress, and loneliness. Sigmundova et al (2017) also state that a large amount of sedentary time can cause headaches, irritability, feeling low and feeling nervous. According to Sigmundova et al (2017) if sedentary behaviours are to start in childhood they will proceed into adulthood. 
     Not only are children relying on technology, but the adults around them are too, which could lead to the encouragement of screen time addiction or excessive use in children. According to Rowan (2009) parents and teachers rely heavily on technology to make their lives more efficient and faster. Palmer (2015) describes screen time as the “electronic babysitter”. She states that it is very tempting for busy parents to turn on the television for their child so that they can get a few minutes peace. As well as this Palmer (2015) states that most adults today have a smart phone which they are constantly using, this makes it a deeply interesting object to the infant and is modelling behaviour for the child to learn through observational learning. Keenan and Evans (2009) explain that Bandura recognised observational learning which is also referred to as modelling, this is when children acquire behaviours and skills simply by listening to and watching others around them.
      Palmer (2015) also explains that screen time is often used by adults as a reward. Pritchard (2014) states that operant conditioning is often used by teachers and often seen as the most important type of behaviourist learning. Keenan and Evans (2009) state that Skinners operant conditioning theory involves increasing the likelihood of good behaviour reoccurring by reinforcing the behaviour with a reward and decreasing the likelihood of problem behaviour with a punishment, such as withdrawal of privileges. Pritchard (2014) states that in order for this theory to be effective the rewards need to have value to the children. Palmer (2015) states that screen time is highly valued by many children due to the addictive nature of it. Therefore, it is likely that teachers and parents would use screen time as a reinforcement in this way. Palmer (2015) states however, that if the balance is not right when using screen time as a reward, using screen time in this way can be very dangerous as it could result in the child becoming addicted to the screen, reacting with uncontrollable behaviour and tantrums when the screen is taken away. Bath (2019) states that teachers and parents must stop using screen time as a reward as it is feeding into their lack of social skills. According to Greenfield (2014) rewards trigger the release of dopamine and could become not only rewarding but also compulsive. Pritchard (2014) also states that rewarding children for their learning in this way could result in the child losing interest in learning for its own sake and instead only focus on gaining their reward. Pritchard (2014) also states that studies have suggested that children who are already well motivated may lose interest in the subject if the child only focuses on the reward. Because of the addictive nature of screen time that Palmer (2015) talks about, this loss of interest due to rewards seems likely in the case of the screen being the reward. As Grenfield (2014) suggest the only outcome of using the screen as a reward seems negative and will do little more than feed the addiction to the screen. 
     There is in Wales, much policy in place to support the well-being of children. practitioners and parents should be aware of the negative impact screen time can have on children as it is their responsibility to safeguard and protect children from poor well-being and from anything that may present as detrimental towards their well-being and development. According to Welsh Government (2019) The Well-being of Future Generations (Wales) Act was enacted in 2015, the Act includes seven well-being goals for a prosperous, healthier, resilient more equal and globally responsible Wales. As it is apparent that screen time is detrimental to the development and the well-being of children, it is essential that in order to meet the aims of this act, practitioners should be teaching children healthy screen time habits, encouraging them to limit their screen time and help parents to become aware of the dangers. As Sigmunndova et al (2017) states that excessive screen time can lead to bullying, it is also essential that practitioners are aware of this and aid parents in becoming aware of this in order to meet the requirements and the aims of the 2010 Equality Act. According to Estyn (2014) this act requires all education providers to promote and encourage healthy relations between individuals with any of nine protected characteristics that include, age, disability, marriage and civil partnership, gender reassignment, pregnancy and maternity, race, religion and sexual orientation. 
[bookmark: _Hlk41652198]     This chapter has created a deeper understanding of how screen time can affect the psychological well-being of children. Screen time can be extremely detrimental to the psychological well-being of children if it is not used in a limited and balanced manner as it is highly addictive, children under the age of two should not be exposed to any form of screen time, however this is not adhered to (Palmer, 2015). There is evidence to suggest that screen time can cause children to become socially stunted and can hinder the development of secure attachments between parents and their infant resulting in poor psychological well-being and development (Hatch, 2011). The sedentary behaviour involved in screen time can trigger issues with mental health. It seems that it is easy to allow children to overuse screen-time and risk screen time addiction and this is not only the case for parents but teachers too. In order to meet aims and requirements of policies in Wales regarding safeguarding children it is vital that the detrimental effects of screen time on the psychological well-being of children are considered. Overall, it seems that children should not be exposed to screens without great caution. 





Chapter 2
The Educational Wonders of Screen Time, Worth the Risk?
Gardner (1991) states that the world of technology that we experience today is available instantaneously to all individuals and allows them the power to travel to any spot and have conversations with anyone anywhere, all at the press of a button. This was unthinkable a few centuries ago. There are many wonders to technology and as Hatch (2011) states, there are many educational wonders of technology. Eagleton and Dobler (2007) state that most educators would agree that the internet has a great potential to enhance learning. According to Hatch (2011) several studies have revealed that technology can have a positive educational impact on children and even pre-schoolers. Hatch (2011) also explains technology can enrich basic skills and children can become more engaged in material allowing them to absorb information faster as it is more stimulating and interactive. Higgins (2001) states that technology can be used as a complex tool which can be used by pupils and teachers to aid teaching and learning. Beauchamp (2012) states that technology offers the possibility of deepening and extending classroom learning in ways which were previously unimaginable. Samra (2012) explains that classrooms are being redesigned in order to accommodate technology, with multimedia equipment being installed and new teaching tools being introduced, which according to Samra (2012) many teachers are beginning to question the efficacy of, with regards to teaching quality. This chapter focuses on how technology can enrich and enhance teaching and learning. This chapter includes critical discussion of these benefits to teaching and learning. Also discussed throughout is the impact of screen time in the classroom and discussion about whether the detrimental effects of screen-time on the psychological wellbeing of children can be avoided when using screen-time in the classroom as well as whether the detrimental effects of screen-time on psychological well-being could hinder teaching and learning.
     According to Beuchamp (2012) technology in the classroom can have a positive impact on attainment. Beuchamp (2012) states that a review of research brought about the conclusion that specific uses of Information and Communication Technology (ICT) in almost all subjects can have a positive impact on attainment. Beuchamp (2012) states how ICT can offer many unique features to teaching and learning which would not be available using any other means. These features include making processes happen faster, making otherwise tedious processes happen automatically, storing and retrieving large amounts of material and using a wider range of sources. This depicts how ICT is having a positive impact on the educational world and allows teachers to improve their teaching quality. Caldwell and Bird (2015) also explain that technology in the classroom can offer many benefits such as connectivity, portability, accessibility, and range of media which will present many new opportunities for teaching and learning. According to Berson and Berson (2010) ICT can incite children’s creativity, stimulate them intellectually and enhance their learning experiences.
     According to Pound (2014) an important aspect of Lev Vygotsky’s educational theory was play. He believed that play gives children the opportunity to develop their understanding of rules and to identify solutions to problems. Pound (2014) also states that Jean Piaget also placed much emphasis on play and believed that children require long periods of play and exploration in order to have control over their own learning. Beauchamp (2012) argues that computer games in education can be used as an effective way to put these play theories into practice and this is especially effective in the early years. Beauchamp (2012) states that technology can offer play through video games and computer games which can be whole class activities or individual activities. Berson and Berson (2010) also argue that the use of video games and computer games would be effective and appropriate today to provide playful experiences in an early years setting. However, as was discussed in the previous chapter screen time in the early years part of a child’s life can negatively impact on their development and can according to Rowan (2009) limit their imagination and their creativity. As well as this, medical recommendations according to Viner (2019) state that young children should spend no more than two hours a day in front of a screen and under twos should have no screen time at all. As it is apparent, according to Palmer (2015) that this is not adhered to at home, it seems that exposing children to more screen time, in the time they spend at school could be problematic. Rahamin (2004) states that it could be argued that due to the nature of technology in everyday life, learning with ICT does take place outside of formal educational environments anyway. Rowan (2009) also states that video games and computer games can overload and overstimulate the auditory and visual sensory systems of children, causing them problems with their neurological development. Therefore, it seems unnecessary for young children to use video and computer games in the classroom to facilitate their play. Samra (2012) states that no matter how glorified and advanced technology can be, it should never replace the creativity and inventiveness of the teacher. 
     The internet is another educational wonder which could be used to bring screen time into the classroom. Eagleton and Dobler (2007) state that the internet has huge potential to enhance teaching and learning. Berson and Berson (2010) state that the internet allows children the opportunity to share their ideas, and interact with other children from all over the world, as well as this websites such as national geographic can allow children to transcend time and place and explore far away locations. Berson and Berson (2010) also state that the internet can give young learners the experiences that will scaffold skills which are needed for civic engagement and community building. However, Coiro (2003) states that the internet can also introduce new cognitive barriers which can cause even competent readers to be overloaded cognitively which will cause them to become emotionally frustrated. Teachers must be aware of the challenges of using the internet otherwise it could result in unnecessary confusion of the competent readers and could overwhelm the struggling readers. According to Samra (2012) if pupils are to use the internet to find information they must be given the skills needed to choose credible and relevant information, this must be addressed before introducing the internet to the classroom in order to avoid any frustrations and confusions. 
      Beauchamp (2012) states that the multimodal capability of ICT is another great benefit of technology in the classroom as it allows teachers to present their ideas in a variety of ways to help children understand, also making work more interesting and motivating. However, if the child becomes addicted to the screen as Grenfield (2014) and Palmer (2015) suggest is likely when it is overused, then the child will undoubtably be motivated in front of the screen but perhaps not so much without the screen. As well as this, Sigmundova et al (2017) state that screen time is linked to sedentary behaviour, Hoare et al (2016) state that too much sedentary behaviour can result in low self-esteem and therefore, again overriding the idea that the multimodal capability of ICT in the classroom is motivating for children. Another point to note is that due to the addictiveness of screen time and its multimodal capability, teachers may become reliant on it as a resource, leaving behind other resources which are proven to be effective by educational theorists such as Maria Montessori. According to Morrow and Asbury (2003) Montessori believed that children learn most effectively through using their senses and therefore need a hands-on approach to learning. Standing (1966) explains that Montessori designed materials which aid child development, these include things such as wooden letters, musical bells and grammar boxes. As well as this, as Montessori believed children learn best using their senses, screen time could hinder this sensory development as Rowan (2009) argues that screen time can overstimulate the sensory systems of children. Palmer (2015) also states that in order to learn, children must interact with objects, they must explore, investigate and interact with the objects both mentally and physically. Palmer (2015) also states that children acquire language skills through interacting with real speakers and not through watching screen-based ones. 
     Another advantage to using the screen in the classroom according to Beuchamp (2012) is mobility. Beuchamp (2012) states that advances in technology such as tablets and mobile phones mean that children have the ability to work using technology outside of the classroom. Caldwell and Bird (2015) also state that tablets can enhance outdoor learning, they argue that in outdoor lessons using the camera on a tablet will allow children to collect photos of their findings and of their outdoor learning experiences. Again, this links to the point made in the previous paragraph about sedentary behaviour. One of the great recognised benefits of outdoor learning is the influence in which it has on the physical development of the child. Wellhousen (2002) states that John Dewey saw physical movement as a very important aspect of learning and therefore had strong beliefs about the outdoors as a learning context being the facilitator of this. If the screen is brought outside, then this could possibly hinder the physical activity of the child. Aubrey and Riley (2016) state that Jean Piaget believed that children should learn outdoors in order to become in touch with their natural environment. Looking at the natural environment through a screen may hinder this concrete experience. 
     ICT in the classroom can, according to Beauchamp (2012) be a great facilitator to moving from integration to inclusion. According to Rahamin (2004) ICT has been for many years, supporting children with Additional Learning Needs (ALN) in the mainstream classroom. Rahamin (2004) explains that technology allows children with ALN to achieve things that would otherwise be very difficult or even impossible. This is undoubtably a wonder of technology in the classroom. Farrell and Ainscow (2002) state that the Salamanca statement was introduced in 1994 to address the discrepancy between the right to an education and human rights. CSIE (2020) state that the Salamanca statement includes much recognition for inclusive education and states that children with ALN must have access to mainstream schools and all mainstream schools must be equipped to have an inclusive ethos. Rahamin (2004) explains how technology can play a strong role in mainstream schools to facilitate this. 
      Kulman (2014) argues that children with Attention Deficit Hyperactivity Disorder (ADHD) can benefit from screen time. He states that he discovered through working closely with many children who have ADHD that they all seemed to really enjoy screen time and playing video games even more than most children. He argues that due to the nature of ADHD, screen time can be beneficial as it involves cognitive engagement, is multimodal, gives immediate feedback and involves trial and error learning. He suggests that it could be possible to use screen time in this way to engage pupils with ADHD in the learning environment. However, Hatch (2011) states that children should not hide behind screens in emotionally challenging situations, they need to face the situation in order to develop. Another crucial point to consider is that Palmer (2015) states that studies have linked excessive use of screen time to ADHD and if the child is addicted to the screen then there is no wonder that he or she enjoys playing video games.
[bookmark: _Hlk41652238]     Technology can provide many educational opportunities for children and can provide many opportunities to improve teaching quality. ICT has been proven to positively impact attainment and the internet can bring some wonderous educational experiences to children if used in the correct manner. ICT can be a great facilitator of inclusion and provides children with ALN the opportunity to be included in mainstream schools. Technologies are here to stay and are a vital part of our children’s lives. Viner (2019) states that technology is now a vital part of modern life and therefore a necessary part of education. The screen is however, not to be used without caution and consideration to negative effects it can have on the psychological well being of children. Children are statistically already subjected to too much screen time in the time that they spend at home and therefore, school should be a place to learn away from the screen. At primary school age many learning theories point towards outdoor education, hands on, learning by doing and learning through play. Discussion throughout this chapter has led to the conclusion that these aspects of education are better off without the screen. Samra (2012) states that the main purpose of education is the learner, whatever the tools used towards the learning process. Samra (2012) also states that screens can not replace the inventiveness and creativity of teachers. There are many more traditional teaching approaches that seem just as effective, if not more effective as some of the ICT teaching approaches and therefore, it seems an unnecessary risk to overexpose young children to the screen in the classroom environment. Teachers must be aware of the effects screen time can have on the child and on their learning and therefore when introducing it to their lessons they must do this in a carefully considered way, steering away from watching or playing video games and ensuing not to hinder any vital aspects of development such as physical development in order to avoid any detrimental effects on psychological wellbeing.













Chapter 3 
“Successful Futures” Curriculum and Screen Time.
Hatch (2011) explains that there is an argument that technology is preparing children for their future and for the world of technology that they will eventually enter. According to Hatch (2011) sixty percent of jobs are technology related. Gardner (1991) states that technology is constantly, rapidly changing and evolving. Viner (2019) explains technology is now a major part of life and therefore now needs to be a major part of education. Beetham and Sharpe (2013) state that the education currently offered to children may not be effective enough to help them thrive in the twenty first century. Newton (2018) explains that a new national curriculum for Wales is currently being developed and is set to be fully implemented by 2022. The curriculum ‘Successful Futures’ is designed by Professor Graham Donaldson and places a strong focus on digital competence. Donaldson (2015) explains that digital competence is to have as much focus in the new curriculum as numeracy and literacy. This chapter includes critical discussion, to assess whether or not it is appropriate to have such a strong focus on digital competence when teaching young children. As previous chapters have discovered screen time if not limited and used with great caution, could cause issues with psychological well-being especially with younger children. Therefore, having such a strong focus on digital competence from such a young age could prove to be problematic. This chapter also aims to discover whether or not the strong focus on digital competence is allowing for children to obtain a richer education that will allow them to thrive in the twenty first century. 
     According to Donaldson (2015) digital competence plays an increasingly influential role in the lives of young people and children, for networking, information, communication, entertainment, and leisure. Donaldson (2015) argues that skills in ICT are increasingly, becoming common employability skills. He states that the new curriculum should develop and reinforce digital competence across the curriculum as a whole, as it is so fundamental to thinking, learning and life. Donaldson (2015) argues that participation in the workplace and in society already involves increasingly high levels of digital competence. This does seem to be a vital skill to learn in order to thrive in the twenty first century. However, Donaldson (2015) states the strong focus on digital competence in the new curriculum is to be applied from ages three to sixteen. As previous chapters have discovered, the younger the child the more susceptible they are to experiencing negative effects from screen time on their psychological well-being (Palmer, 2015). According to Donaldson (2015) one of the aims of the new curriculum is also to promote the health and well-being of children. However, if children are already overusing screen time at home as Hatch (2011) explains, then introducing more screen time in school may negatively affect the psychological well being of children, thus contradicting this aim of the new curriculum. 
     OECD (2006) state that all young people will need to use ICT in various ways in their adult lives in order to fully participate in a modern society. OECD (2006) also explain that ICT plays a central role in the development of societies and economies. Lewis (2015) (Minister of Education and Skills) also states that by introducing this strong focus on digital competence in schools, children will be given the opportunity to gain the skills that the economy needs to thrive. Could it be that education systems want a strong focus on digital competence from such a young age to better the economy of the country rather than to better the holistic development of the child? House (2012) States that in a study conducted concerning the introduction of more ICT in the classroom, practitioners agreed that technology is central to the futures of children, however they were also concerned that technology may be damaging to children’s development. OECD (2015) state that PISA results, depicting the health and wellbeing of children in participating countries, revealed that in most participating countries screen time has a negative relationship with the life satisfaction of students. Across OECD countries students who use the internet excessively reported themselves as 0.4 point lower on the life satisfaction scale than those who have less frequent use of the internet. PISA also revealed that both ‘high’ and ‘extreme’ internet users are at a higher risk of disengagement from school. 
     The strong focus on digital competence in the new curriculum seems from the evidence in previous paragraphs to be a crucial part of education. However, as this must be implemented with caution and consideration to the detrimental effects it may have on the psychological well-being of children. It seems inappropriate and unnecessary for this strong focus to start at the age of three and perhaps should be more of a concern for the older children in the primary school. House (2012) explains that introducing screen technology in the early years of a child’s life increasingly conflicts with evidence that it could have harmful effects on development and learning. As well as this, House (2012) also states that the premature introduction of screen based technologies (which may later be used as tools) may undermine the academic and cognitive skills they need in order to use these tools in the future, therefore the timing of screen exposure is vital. According to House (2012) The American Academy of Paediatrics have conducted a growing number of studies which have concluded that drastic reductions should be made in the screen time exposure of children aged over the age of two. House (2012) also suggests that the use of screens in the early years must be viewed in the context of political and financial interests persuading society to view screens in the early years as a supposedly beneficial component of child development. House (2012) makes an interesting point, stating that government departments involved in education, liaise with suppliers of technology which may affect policymaking concerning the introduction of screen technology in early years education. 
    Pound (2014) explains that Practitioners of Steiner Waldorf education reject the use of technology which most children are exposed to in their education setting and at home. The children in a Steiner education setting make use of what is named ‘warm’ technology which includes hand driven devices such as spinning wheels and apple presses, children then have the opportunity to discover how these machines work in order to develop their ability to work with technology. Nicol and Taplin (2018) also state that Steiner believed that sensory experiences which are prepared or that occur in the prepared early years environment, will deeply affect the physical and emotional development of the child. Steiner believed that all the developing child’s senses are active, thus meaning that the practitioner must carefully consider the learning environment as everything the child sees, hears or touches will have a lifelong influence on the child. Nicol and Taplin (2018) also explain that due to this, the learning environment of an early years setting must not be visually or aurally overstimulating and must appeal to the sense of touch. This supports the notion that screen technology in the early years learning environment would not be appropriate. Oldfield (2001) states that young children are being ‘hyped up’ by the technological bombardment and then being told to ‘hype down’. Oldfield (2001) believes that children of this age are expected of too much too soon and they should be given the time and space to be children rather than being hurried towards the adult world.
[bookmark: _Hlk41652261]    
    If technology were to end up being a threat to the intellect which produced it, this would be a big shame. Technology is preparing children for the world they will enter eventually, and skills in ICT are increasingly becoming vital employability skills. It does seem a like a crucial skill for children to acquire in order to thrive in the twenty first century. Palmer (2014) states the upcoming generation is going to need a lot of self-discipline in order to get a good balance between their virtual activity and real life. Therefore, if there is to be a stronger focus on digital competence in the new Wales curriculum then it is important that schools teach children how to balance their lives and their use of technology. There also seems to be a need for more caution and consideration for the detrimental effect’s technology can have on young children’s psychological well-being. The new Wales curriculum puts a strong focus on digital competence, starting from age three. This seems inappropriate and unnecessary. House (2012) states that screen technology in an early years setting conflicts with evidence that it could be harmful on the development of the early years child and if the timing of screen exposure is not correct then this could hinder the cognitive and academic skills children need in the future in order to use the technology as a tool effectively. As the ‘Successful Futures’ curriculum has failed to consider the detrimental effects of screen time on children’s wellbeing it is contradicting its own aim that is to promote the health and well-being of children. There is the possibility that the curriculum is designed in this way with the best interest being with economy development rather than with the holistic development of the child. 






Conclusion 
Overall, there is much evidence to suggest that screen time can have a detrimental effect on the psychological well-being of children and is highly addictive therefore, must be used sensibly and proportionately (Palmer, 2015). Children most vulnerable to the detrimental effects of screen time are younger children and infants (Rowan, 2009). These detrimental effects include hindering the development of secure attachments which will result in poor psychological development and becoming socially stunted (Hatch, 2011). Sedentary behaviours involved with screen time can cause issues with mental health (Sigmundova et al, 2017). Younger children can experience visual and auditory sensory overload during exposure to screen time which can stunt their neurological development (Rowan, 2009).  The highly addictive nature of screen time is a worrying topic as it is not just the children who become addicted but also the adults in their lives too making it even more difficult to overcome for the child and again instigating problems with their psychological development (Rowan, 2009). In order to meet the requirements of The Future Generations (Wales) Act adults must teach children healthy screen time habits and encourage them to limit their screen time. 
      Technology does provide many opportunities for teachers and for children and does have an important role in the classroom. Technology is a great tool for teachers to improve their teaching quality as well as this ICT is an effective facilitator of inclusion. Therefore, technology used by the teacher for improving lessons is vital for development. The screen in the hands of the child however, should be used in a carefully considered and limited way in the classroom, if not used in this cautious way it can have detrimental effects on the psychological well-being of children. It seems unnecessary to allow children to use the screen in an early years setting the opportunities it provides for younger children are no more effective than other traditional teaching methods (Samra, 2012).  As children are statistically already overusing screen time at home, to introduce more screen time in the classroom unnecessarily could be problematic. Many learning theories for primary school aged children focus on outdoor education and experiential learning, it seems that technology, if not used in the correct manner in the classroom could hinder putting these crucial learning theories into practice. Although screen time in the classroom can provide many benefits it seems that the age of the child learning through technology is a crucial factor for practitioners to consider. As well as this, practitioners should consider the way in which they introduce screen time to their lessons as it seems that computer games and using screen time as a reward could be problematic 
   ICT is preparing children for their future and allowing them to gain the necessary digital competence skills which will allow them to thrive in the twenty first century. It is vital that children learn these skills for these reasons. The strong focus on digital competence in the ‘Successful Futures’ curriculum is crucial in order for children to gain these skills. However, children must also learn the self-discipline that they are going to need in order to use these skills effectively and in order for them to avoid the negative effects screen time can have on their psychological well-being. The focus on digital competence in the curriculum however seems not so necessary and vital for the younger children of the primary school and perhaps should be introduced at a later age than three. Young children are the most vulnerable when it comes to being affected negatively by screen time. If screen time is introduced to the child to soon then it could hinder their development of skills in digital competence in the future as their cognitive and academic skills may be effected due to early exposure of the screen (House, 2012). Overall, it seems that in order to allow for the wonders of technology to develop and enhance learning, there seems to be a need for more consideration of the effects it can have on the psychological well-being of young children, as well as this, children need to be taught how to balance their technology usage with the real world. If these factors are considered, then overall screens can enhance the lives of children. 
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