ECIE6002 -Moving Away from the Traditional Classroom –
The Silent Digital Revolution in Education
Student ID- 2222034
























Content

Blog 1 Don’t, Can’t, Flabbergasted 						Page 3-6
Blog 1 References								Pages 7
Blog 2 	 									Page 8-11
Blog 2 References 								Page 12-13
Blog 3 										Page 14-15
Blog 3 References								Page 16
Blog 4 										Page 17-19
Blog 4 References 								Page  20




















Don’t! Can’t! Flabbergasted! 
D.C.F

Are you a Digital Native or a Digital Immigrant? Can you handle the new modern world of technology with ease or are you a Don’t, Can’t and Flabbergasted person at the mere mention of modern-day technology and how to use it? Well, school across Wales are tackling this very issue to help the youths of today be digitally competent.
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Digital Competence Framework
Welsh government Digital Competence Framework (DCF) curriculum is set out to maximise knowledge of digital competence in our children to a level of employability for them in the near future, throughout the entire range of subjects (Welsh Government, 2020). With the forever changing times and technical able roles becoming more in demand, it vital that we give our youths today a head start. 
The 4 strands of the Welsh Digital Competence Framework (DCF) are-
· Citizenship
· Interacting and Collaborating
· Producing 
· Data and Computational thinking

Citizenship
Citizenship within the digital terminology, is to be able to understand online safety, rights and every persons responsibility on how they use it and what they use it for (Save the children, 2025). 

Interacting and Collaborating
With the digital era upon us, most forms of communication between people are digitalise, whether that is through phone calls, facetime, emails, text messages or social media. Done are the days where handwritten letters and face to face meetings are the only forms of communication. Welsh schools DCF focuses on teaching children how to communicate using digital tools (Coys camps and classes, 2023). 

Producing 
There is nothing better than a child exploring new things and being creative in the process. A child’s artwork will hang up on the fridge for all to admire, so why not be creative digitally for a wider community to see? DCF teaches children to be creative in presentations, blogs, video and so many more other digital forms, to be presented and viewed by all who wish to see it (Hoff Hagen et al, 2023). 

Data and Computational Thinking
At first glance of a digital spreadsheet and data, you would have to a genius to figure out what it meant, especially if you were a Digital Immigrant. There is nothing worse than looking at numbers upon numbers and being completely flabbergasted. This is where the DCF curriculum comes into place, by teaching students from aged 5 and throughout the schooling years to 16, children develop skills in handling data, coding and to understand algorithms.

Applying
How does the DCF curriculum apply to all subjects, future life professions and personal aspects? 
With the integrated curriculum in Wales, technology is used throughout a wide range of subjects in schools, from Science to Art, History to Geography, English to Maths. Teachers are constantly creating lessons based around the use of technology to further education and experiences. English lessons writing poetry or a story, can then be digitalised by the use of artificial intelligence (AI) to create illustrations of a child’s work. Science, gaining knowledge of vertebrates and invertebrates and then researching online to create fact files on a particular animal. Design Technology, integrating the research of animals, could then use technology to design their own shelter for that’s specific animal. There are no limits to how technology can be used and integrated across the curriculum. But digital intelligence does not stop only in schools but can be applied for future employment too. 
From a generation that had no digital footprint, to now an era where all things important to modern day life, now has some if not completely digitalised. Gaining understanding at a young age is vital to success (UK Government, nd). Any form of employment has an element of digital literacy and even in our own personal lives. Signing into work, banking, shopping, communicating, all of these elements of daily life have now, the majority, moved over to digital technology. The elder generation are completely perplexed on the amount of knowledge and requirement technology has on today’s world. 
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Useful resources
Bitesize Digital Skills KS1		 https://www.bbc.co.uk/bitesize/subjects/z39n6g8
Bitesize Digital Literacy KS2 	https://www.bbc.co.uk/bitesize/topics/zv63d2p

Conclusion
The ability for children to experience and access digital devices and learn how to competent in technology, has a positive influence on their future for schooling and employability. Government and local authorities are putting in place free services for all children to have access to technology in schools and libraries to enable inclusion for all to communicate and collaborate and gain skills for future endeavours. Having access to these resources also enables children to have repetition of these skills in order to gain further knowledge and share their knowledge with other and even teach the older community and the digital immigrants skills they need for daily life in this forever changing digital era. 
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Playing or being Played?
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We all love a good conversation and meeting new people in today’s busy world, making connections and finding out new things about them or the world itself. But do we really meet the real person? Especially it is a connection made online. With today’s ever involvement and increasing evolution of digital technology I wonder if communicating a positive or a negative when it comes to our youths of today?

Connecting Communities 
Marshall Mchuhan had a theory that technology is the gateway to a Global Village, bringing together people from all over the world (McLuhan, nd), being able to connect and reach out to each other whenever they possibly wanted to. Yes, we all love a good chat with one another and keeping connections or even forming new ones, gaining information from across the world or even from local places, but is it the right information or safe for that matter? Anyone can post on the internet reporting fake news and information and depending on their audience, some may actually believe the rumours or information that is portrayed. 

The children of today
The amazing capability of children today and how they are able to access a tablet or phone and get straight into a game, site or even call and facetime relatives before they are even able to read is astonishing, it is a clear sign of the digital literacy set into them so early on (UNICEF, nd). Over recent years the age of children is getting lower when being introduced to technology, in the purpose of communicating, learning or even entertainment. 
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(Dreamstime, nd)
Connecting Games
Every child loves to play online with friends and compete against each other, and we’ve all been there when they are constantly asking for money to buy the latest update or to get them past the next level. But do we really know what they are doing online? Or who they are speaking to? 
Yes, gaming is a certain positive for children (UNICEF, 2024), digital literacy and experience giving them such an advantage in later life, for schooling and employment. Problem solving, which again helps in schooling and employment, whilst also increasing their capability to work independently. Investigating, showing signs of willingness to learn and perseverance. Communicating with others and gaining social skills. Managing emotions such as the feeling of enjoyment and accomplishment when doing well, to recognising anger and sadness in the failure.
But, where there’s a positive there is always a negative, children as so naïve and gullible, when it comes to digital technology and chatting online. If children see a shiny pop up giving them a prize, they are more likely to click on it out of curiosity, next minute your device is hacked or obtains a virus, resulting into possible personal data breach, theft or even child exploitation and manipulation. 

Friendly Film
As a parent, handing over your phone or tablet is one of our best parenting hacks to keep a child entertained and quiet when needed. Children would spend hours scrolling, watching video trends, mini movies and cartoons. But have we ever actually monitored what they are watching? 
Watching videos can be extremely educational and can further learning and understanding, whether is may be helping a young child with phonics and numbers, to showing how to fix something, or information on a particular subject of interest. All of this can be found online and is extremely accessible.
With that being said, videos of a more inappropriate nature are just as easily accessible, exposing children to all sorts of exploitation and radicalisation. More children are seeking connections online for a sense of belonging and can be influenced and manipulated into extreme opinions and actions in order to be accepted (Kaspersky, nd). 

The Help
There are many organisations out there that are working towards this exact topic, of protecting our children and youths of such harm through digital technology. However, it is only manageable to keep our children safe, if parents, governments and the private sector companies, as well as the child themselves, work together and identify which sites are child friendly and put in place precautions (UNICEF, n.d.). Online companies have now put into place policies and laws like the Child Online Safety Act, 2025, by putting an age restriction across many platforms and age verification providers performing daily checks across many internet sites Facial recognition has been introduced to verify age instead of entering personal data in order to protect against data protection breech (UK Government, 2025). In contrast to all the legislation put in place there needs to be more child-centred policies of protection on all platforms as threats are constantly growing and to obtain more data on what children are actually viewing online to implement them (OECD,2025).

Useful Resources 
Bitesize online safety   https://www.bbc.co.uk/bitesize/articles/zfmhfdm#zdmpywx
NSPCC children online   https://www.nspcc.org.uk/keeping-children-safe/online-safety/

Conclusion 
 To conclude on how to keep the youths of today safe online, we need to monitor closely what sites are being accessed by our children and if they are age appropriate and are used for appropriate purposes. Use parental controls on devices within our homes and schools and limiting the amount of screen time to avoid addiction, cyberbullying issues and to maintain a healthy face-to-face social life and skills. Educate children on how to stay safe online, teach them about data security and that not all social connections online are real and that not all things you see and read are true.
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Teacher’s assistant or Teacher’s burden?

The role of a teaching assistant can be rewarding and daunting all at the same time, watching children achieve their potential and watching them grow is a pleasure, but what is it that we teach them? Especially when it comes to technology. If you are technology trained or just a wiz when it comes to all things digital in your setting, it’s a breeze showing children how and what to do, but if you are the type to be slightly old school with a good old fashion pen and paper, you may find it challenging.
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								(AI Art Prompt Analyse, nd) 
The involvement
Technology is all around us, especially in schools. Government now has policies that it is our duty to teach the younger generation digital literacy skills all throughout their school time in order to keep up to date with the demands of digital competency in employment. The role of a teaching assistant is definitely one of those jobs that require digital competency. Schools today, require laptops and iPad’s for all subject learning and interventions (Welsh Government, nd), that can aid those who struggle in certain areas of education. Being capable of accessing the internet is easy for the likes of anyone whose grown up in the digital era, but the struggle can come when sharing work and collaborating with others. Where do you search? What platform do we use? There are so many things to consider, and this is exactly what we are meant to be teaching the youths of today.

Challenges
The challenges of digital technology usage within schools are making sure that all staff are trained and are capable of collaborating with other staff members and able to reteach this to the pupils (GMB, 2025), being able to show young children how to log on, using their own personal username and password and find the appropriate platform to part take in the lesson (Sarikas, nd). This can be extremely costly and time-consuming ensuring that everyone is at the same standard, if this is not the case it can take a member of staff away from their own classroom to guide and help others or hiring someone who works fully as a technician to solve problems throughout the setting. another costly matter, is all the subscriptions that schools need to have to access vital and valuable resources to aid in children’s learning, with school budgets being extreme tight.

The Benefits
Apart from the costly matters, the digital resources are vital to the youths of today as we are in the era of all things digital, from schooling to employment, to banking, and even shopping, which is all current for future life and future skills (Welsh Government, 2025). Another benefit of having resources digitally is the time saving and the leniency of where you can complete it. Being able to complete lesson resources after hours or even at home and then simply linking them up to a board to be able to show the pupils, rather than the time-consuming task of writing it up on the board and potentially losing it after every session (Jotform Editorial Team, 2025). Not only does it make it easier to continue a lesson at any point. Furthermore, being able to share work with other staff members in the event of absence, it makes a teacher and their assistants, work life balance much more manageable, contributing to staff members well-being (Education Support, nd). 

Conclusion
Yes, technology within schools has its benefits and challenges for all staff and pupils, but the experiences children are gaining for being able to access these resources at crucial for them in this forever developing world. Digital technology surrounds our daily lives and children being able to manage and access is definitely a key part in school priority. Staff need to be comfortable and understand the importance of managing technology to be able to teach children the fundamentals of computers, tablets and any of form of technology available to them. Whilst also teaching and keeping the children safe whilst online and what dangers there could be online. Giving them a chance to develop the skills to further their knowledge, understanding, communication and collaborating with other, will not only give them skills for future life, but a sense of equality amongst their peers regardless of their background. It is therefore connecting to pupil mental health and well-being, that all children are given equal opportunities and experiences in an inclusive educational setting. 
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The Nessy Need
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(The Dyslexia Association of London,nd)

Nessy is a digital learning resource mainly dedicated to those who have dyslexia and learning difficulties, aiding primary school aged children with their reading, spelling and core mathematic concepts (Nessy, nd). Through fun packed adventure games, children can game whilst gaining understanding of letter sounds, placement, sentence structure and mathematical equations. 

The audience 
Dyslexia is a common learning difficulty amongst not only children but adults too, on average 1 in 5 people have a dyslexia diagnosis, which can affect their skills in reading, writing, spelling and even memory (Nessy,nd). With early intervention and the right teaching and support dyslexics have every capability to succeed. Dyslexia is a difficulty of phonological processing, which is the basics of letters and sounds which enables them to read and write. It does not mean that the child or adult is unintelligent, but it is a genetic trait that can be passed down by a birth parent or parents.

The Need for Nessy 
 With Nessy, many of the needs of a dyslexic can be met, with constant repetition of sounds, letters, phonic rule combinations and sentence structures, a child can reinforce their education in phonics and phonological processing along with memory strategies which are all combined into a motivating game, that will capture the child’s needs and wants. 
Nessy has fun learning chapters throughout the resource in the form of games, stories and videos, that builds on a child’s phonemic awareness, it is an individual catered, independent, inclusive tool which is fun, motivating and stress-free for all to use. Children of all abilities and ages can access Nessy, to reinforce their learning at school or in the comfort of their own home. 
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Advantages 
· Catered to individual’s need 
· Recorded data of progression
· Accessible anywhere 
· Fun element 
· Success rates 
The advantages of Nessy Learning are that it is catered specifically to the child’s ability in present time and will often challenge them to see if they have progressed or have maintained their knowledge. Nessy will generate data for teacher and parents to follow their child’s progress and show areas in which they are particularly struggling in. 
Nessy is accessible on any device in any locations, whether that is by phone, tablet or computer and can be played on the go for any child that has a busy home life schedule. 
A keynote to make is that Nessy is enjoyable, with the generation of wanting to play games and especially digital games (BBC, nd), it is packed with adventure and levels which children are wanting to complete. It is also report that Nessy users have a 14.4% higher success rate than non-Nessy users in single word reading (James, Snowdon, Billingsly, nd). 

Disadvantages
· Screen time 
· Social skills (independent learning/play)
· Accessing technology
Disadvantages of Nessy, is the parents hate of their children having too much screen time, even if it is educational. Many children of this generation are constantly glued to their screens for a significant amount of the time throughout their day (McClain et al, 2025).
 Even though Nessy is inclusive and is accessible for everyone, it is a resource for them to play as an individual and does not allow guidance or help in anyway, as it can affect the child’s learning and progress if done by someone else or with someone else, which can affect the data and results shown in their testing and ability. Furthermore, leading to the lack of social skills they will unobtained because of their screentime usage and independent study instead of collaborating with others (Ma, 2026). 
Another point to add, some families do not have the resource at home for their child to access Nessy, whether that being internet connection or the tools to access the internet like a tablet or phone (Ofcom, 2025). 

Further skills 
Along with its effectiveness to aid children’s struggle with dyslexia, children obtain many more skills that are inline with the national curriculum and framework that is required of them (Welsh Government, 2025). Children develop their digital competency skills and literacy skills while playing Nessy. They gain the confidence to access technology safely, which can be integrated into other subject across their schooling years. 

Conclusion
After all, considered, Nessy is a vital tool for all children that are or may be suffering from dyslexia. The results that this particular resource has produced is key to help children succeed in their learning. Nessy can be accessed, whether that is at school and or at home, any access, no matter how small to the resource will aid a child’s learning and to gain the skills required to read and spell, as well as obtain the digital skills needed to access technology for future learning and employment. With regards to the la ck of collaboration within the game, Nessy has the ability to be spoken amongst peers, with its gaming element to it. 
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