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Within the first part of this portfolio, the provision of ICT will be critically analysed in its use to support and promote children’s development. Children’s use of digital technology has increased rapidly over the past decade and studies show it has a number of positive and negative effects on children’s health, wellbeing and development (Harwood, 2017). Kaye (2016) states that the use of digital devices can enable children to increase their language and communication, whilst their problem solving skills, fine motor skills and creativity are increased. However UNICEF (2017) argues that the regular use of a digital device can cause lack of social experiences, insufficient sleep, decreased physical activity, which all have risks to children’s cognitive, physical, social and emotional development. Professor Donaldson (2015) states in his recent report that digital learning is paramount to children’s learning and should have the same importance through the curriculum as literacy and numeracy. 
As the use of digital devices is on the rise, consequently a growing body of research focuses on how children engage in the digital contexts and how it can have impact on all aspects of their lives (Arnott et al, 2018). Research suggests that young children should not be exposed to screens at all (Palmer, 2015), however whilst used in the correct environment and with an intermixed of physical activities such as reading and exercise, the use of a digital device can somewhat become beneficial for children’s development (SWGfL, no date). According to Donohue (2015) too much time spent on a digital device replaces more traditional forms of play. Whilst human interaction, reading and physical activity play a significant part in children’s development and personal computing devices should not replace or become detrimental to these traditional experiences (Beetham and Sharpe, 2007). However, various forms of digital technology can generate new educational experiences to young children whilst enhancing their skills in order to broaden their horizons (Marsh et al, 2018).
Nikolopoulou and Gialamas (2015) state that children have access to a vast amount of digital technology equipment and observe others using devices on a daily basis. Children will often see friends, parents or other family members using digital technology such as mobile phones, tablets or laptops daily, where they are learning how to use these devices and ways to get around them. This is in correspondence with Bandura’s Social Learning Theory where he believes children learn in social environments by observing and imitating others (Gray and Macblain, 2015). In addition to this, in the interactive world of social media, the approach of Bandura’s Social Learning Theory presents many opportunities to promote higher attainment levels in children’s achievement, as cognitive concepts of attention, memory and motivation are encouraged by the use of digital devices and social media (David, 2019). Likewise, these traits are widely accessible through social media which enables children to increase their cognitive process associated with learning and knowledge acquisition. In Bandura’s Social Learning Theory, symbolisation reflects a person’s ability to create mental images and memories based on temporary sensory experiences (Ponton and Rhea, 2006). These temporary sensory experiences from Bandura’s theory are enhanced in social media context today, as a variety of learning styles are engaged and developed through the use of graphics, animation, videos and charts (Dealon, 2015). 
Recent research states that digital technology is drastically increasing. Ofcom (2019) claim that 45% of children aged between five and fifteen own their own mobile phone which is a 29% increase from 2015. The recent report also states that 43% of children own their own tablet which is a high 59% increase since 2015. The proportion of five to fifteen-year olds who watch videos on demand has nearly doubled in the last four years, with figures rising from 44% to 80%. This is having a huge impact on children’s development in both positive and negative ways. Thomas and Lewis (2016) states that children’s hand-eye coordination and fine motor skills can be developed by accessing different applications through a digital device which can possibly achieve higher capacity visual attention which can support children later in life. However, Berson and Berson (2010) argues that fine motor movements used through an iPad or tablet are just movements and do not require or promote the development of a child’s hand strength. Children experience tapping, pressing and dragging through a digital device which are significantly different to traditional fine motor movements such as cutting, threading and lacing which help with basic life skills.
Digital learning in today’s society is replacing tradition education methods each day (EEF, 2019). Children can be exposed to iPads, computers, interactive whiteboards, bee-bots and many other forms of digital technology throughout their school life. Practitioners engage children through digital technology through various internet platforms like Hwb where children and communicate, get information, and design instructional material. They also acknowledge that many children may be competent users of digital devices outside of educational settings in order to provide the children with the right amount of support (EECERA, 2018). Learning to read and write is considered an essential part for high academic achievement enabling success for adult life. (Beam and Williams, 2015). Recent research in the UK by the National Literacy Trust claimed that just over 75.3% of children aged five to eight enjoyed reading and writing a lot. However, 30% of children will only read or write if they have to. It is reported that only 43.6% of children are engaging in daily writing outside of an educational setting, with a big proportion of children only reading or writing through technology-based devices (National Literacy Trust, 2019). 
iPads appear to be one of the most popular forms of digital devices with around 52% of children aged between six and nine in the United Kingdom owning their own tablet device (O’Dea, 2019).  Hatzigianni and Kalaitzidis (2018) states that the four pillars of learning should be addressed in modern day apps in order for children to achieve positive educational learning. The four pillars of learning are active, engaging, meaningful and good for social learning. These will enable children to develop positive benefits including creativity, perseverance and have the ability to problem solve with the support from an early year’s practitioner (Poore, 2016). In addition to this, Vygotsky believed through his social constructivist theory that knowledge and understanding was constructed through dialogue and interaction with others with people, using language as a tool to construct meaning. He emphasised the importance of adults being educationally active through children’s development allowing interaction to take place in order for them to develop attention, memory and become fully functional (Churcher et al, 2014). This can be seen through today’s society through the use of digital learning where practitioners challenge the children’s learning on the iPad in order for them to progress in various areas of learning. Children’s cognitive abilities will grow when challenged by more knowledgeable others. This can be support by Vygotsky’s view on the Zone of Proximal Development (Aubrey and Riley, 2019). 

Children are currently growing up in a digital world, therefore it is important that parents and carers help them learn and understand healthy concepts of digital use. A child’s home is where they begin to play, with the importance of developing physical, social, emotional and cognitive development (Huber et al, 2018). A recent survey carried out in the United Kingdom reported that parents thought the use of a digital device could negatively impact their children’s social development, with possible leads to health issues if lack of exercise in the outdoor environment is insufficient (O’Connor, 2011). Supporting this, Turkle (2011) argues that children in today’s society are interacting more with their phone than with each other, causing them to miss out on important parts of development including socialisation. However, parents surveyed in England, Greece, Malta, Luxembourg and the US did not report technology as a threat to children’s development, but rather as a learning tool to enhance various skills (Palaiologou, 2016). In addition to this, Plowman et al (2012) suggests that the use of digital devices can enhance children’s acquisition of operational skills, extend their knowledge about the world, as well as developing and understanding the role of technology in everyday life (Nevski and Siibak, 2016). Furthermore, research shows that actively involved parents in children’s digital use help to promote positive outcomes by modelling appropriately, prompting actions and having engagement through games and activities (Stephen et al, 2013) By having the right amount of screen time along with the right engagement and support, children are able to educationally develop digitally by improving their numeracy and literacy skills whilst developing their understanding and knowledge of the world (Erdogan et al, 2018).
According to AAP (2016) children are immersed into both traditional and new forms of digital media. However, the evolution of media from tradition to new in the last decade has resulted in different patterns of media use. Research suggests that in 1970 children began to watch television at the age of four, whereas children in today’s society begin interacting with digital devices from around four months old. Garvis and Lemon (2016) state it is important to maintain physical activity, healthy nutrition, a positive sleep routine and a nurturing environment in order to promote a healthy life style for children’s health and wellbeing. Current research claims that most children watch YouTube or Netflix as a source of entertainment and a smaller proportion of children are exposed to educational programs and early learning apps to support literacy and numeracy (Kabali et al, 2015). Brown (2011) suggests that early years practitioners and parents should discourage digital media use for children under two years. Evidence shows that personal and social interactions with parents and adults are more effective to learn new verbal and non-verbal problem solving skills as children are less likely to learn those skills through a digital device. However, Neumann (2016) believes young children who use digital device can enhance their writing and reading in order to support emergent literacy.
Overall, it seems as though digital media and devices have various impacts on children’s development. When comparing, it is evident that digital devices are seen as a positive learning tool, providing children with opportunities to develop motor skills, creativity and offer stimulating learning experiences (DoMC, 2018). When comparing and contrasting, the use of too much digital media can have negative impact on children’s health, wellbeing and development causing possible addiction, obesity and poor attainment levels (Sigman, 2012). However, AAP (2016) state that what children are doing on mobile technology has not be studied through surveys in great detail, therefore the use of mobile devices is relatively recent and the methodologically is difficult to assess. Furthermore, Professor Graham Donaldson (2015) believes that children will become ambitious, capable and independent learners in the digital world, allowing them to succeed in their later life. In addition to this, Piaget believes that children become active learners, which can be shown through the use of digital media and technology (MacBlain, 2018). 
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Keeping Young Children Safe Online
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Information and advice for parents and carers




Cyberbullying
Cyber bullying can prove to be a distressing and worrying time for children and young people. With technology being highly available, cyber bulling can unfortunately happen 24 hours a day, 7 days a week with a continuous cycle (Bullying UK, no date). 
In accordance to the NSPCC (2020) 1 in 8 children have been a victim of online bullying. 
There are various signs to be aware of if you are worried your child might be a victim of cyberbullying:
- Low self-esteem                    - Refusing/making excuses about going to school             - Changes of personality; e.g anger, withdrawn, depression                          - Unexplained physical marks that could indicate self-harm                             - Loss of appetite or sleep       - Become nervous if a family member goes near their digital device (Kidscape, 2020).
Parents and careers can support cyberbullying by encouraging children to:
[image: Image result for facebook snapchat instagram twitter logos]- Share the problem with someone they trust                 - Report and block online through apps                           - Don’t like, share or comment on bullying related posts                       - Ignore any hurtful messages that they receive                    – Inform the police if a serious incident occurs (Childline, 2020). 
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Cyber Safety – Tips and Advice
[image: Image result for sky, talktalk, virgin media and BT logos]Parents and carers can support and protect children in various ways when using the internet. To keep your child safe in the digital world, follow the steps below: 

- Set up parental control          - Set boundaries                      - Use passwords                     - Search safely                        - Explore together through fun and educational games and activities                                  - Manage access.        (Internet Matters, 2020) 


Parents and carers are advised to install anti-virus software on their children’s devices in order to minimise pop ups, threats and scams (Childnet, 2018).
Parents and carers are able to set up filtering systems which prevents children accessing inappropriate content online. This can be supported by internet providers in the UK such as Sky, TalkTalk, Virgin Media and BT where they provide customers with free parental control systems in order to keep children safe (Safer Internet, 2020). 
Statistics
The following statistics can be accessed through the Ofcom report (2019).              
- 45% of children aged 5-15 have their own mobile phone.                                         – 59% of children play games online                                      - 51% of children aged 3-4 watch videos through YouTube                                 - 43% of children aged 5-15 are more likely to watch TV programmes through a tablet device                              - 98% of children aged 5-7 spend 11 hours and 6 minutes per week watching TV programmes through  a range of digital devices (Ofcom, 2019). 
Supporting your child safely on social media
The majority of social media applications have a legal age limit of 13+. However, according to Young Minds (2018) 23% of children aged 8-11 have a profile on social media.          
The most popular social media sites amongst children today are Facebook, Youtube, Instagram and Snapchat. These social media platforms can contain personal information such as names, date of birth, photographs, likes and dislikes which can enable easy access to the public, making children vulnerable (Kidscape, 2020). 
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Parents and carers must communicate effectively with their children to ensure their social media profiles are set to private and their safety features are significantly addressed. 
According to the Digital Childhood Report (2017) children are more exposed to inappropriate content, at risk of cyberbullying and have
increased thoughts and worries about self-image when using social media. 
The Children’s Commissioners Office (2020) has recently implemented a ‘Digital 5 a Day’ Framework which enables children to balance digital activity with their overall wellbeing. The framework is an effective tool used by parents, carers and teachers to support children’s behaviour and needs when using the internet through a digital device. 






School and Organisational Support
There are significant amounts of organisational support that provides information, support
and guidance to children, parents and schools when tackling the importance of internet safety. 
The NSPCC offer school workshops for children which include information and advice for keeping safe when using social media through a digital device. Recently, the NSPCC have teamed up with O2 in order to teach children to keep safe using the internet. The organisation also provides resources, games and leaflets to parents, practitioners and children to ensure the internet is being used in a positive and effective way (NSPCC, 2020). 
[image: C:\Users\Tobin\AppData\Local\Microsoft\Windows\INetCache\Content.MSO\3FD663F4.tmp]



Ofcom (2020) have created interactive and informative worksheets which enables both children and teachers to talk about internet safety and

the effects it has on wellbeing. This is in addition with Safer Internet day which promotes positive use of digital devices whilst raising awareness of inappropriate content that may occur (Safer Internet, 2020). 
A whole school approach to e-safety is paramount in schools throughout the UK to ensure staff, parents and governors are able to support children to stay safe online whilst enabling teachers to develop effective strategies for handling online risks. As well as staff and practitioners providing guidelines to use digital devices safely, they must ensure pupils are aware of how to use the internet in a safe and positive way by receiving the appropriate training to do so (NSPCC, 2020).
ICT policies and procedures are situated and regularly updated throughout schools in the UK which all staff members, volunteers and
Governors are fully aware of and adhere to. Schools should ensure their Online Safeguarding Practice is in line with the statutory requirements in order to deliver the best practice to children (UKCCIS, 2019). 
Children in schools throughout the UK are using online learning portals that require usernames and passwords. In order for this to become safe and effective, school staff should ensure that children are fully aware of the importance of keeping their personal information safe (DFES, 2015). In addition to this, staff members are continuously keeping up to date with the new General Data Protection Regulations (2018) in order to provide a safe and successful environment for children. 
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Useful Websites
The websites listed below are free online resources with easy access for children, parents and carers. They provide helpful strategies that can be utilized to protect your children when using online applications. All websites include information, support, advice and guidance in order to support e-safety. 
www.nspcc.org.uk
www.childnet.com
www.saferinternet.org.uk/
www.internetmatters.org/
www.childline.org.uk/
www. staysafeonline.org/
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Part 3 – Activity 
Within this part, a holistic activity that promotes several aspects of children’s learning and development will be planned and discussed. The main focus of this activity will be to promote digital literacy through the use of a digital device whilst utilizing the space of the outdoor environment. Constable (2019) states that outdoor learning provides opportunities for children to develop resilience, confidence and self-esteem whilst allowing them to reflective and think inquisitive when problem solving in real life situations. 
The activity that will be presented will be a mini beast hunt in the outdoor forest area with the target range of six to seven year olds. Children will be given a mini-beast checklist and will have the opportunity, in groups to explore the outdoor area to find these mini beasts and use an iPad or camera to take photos of them with the support from the practitioner.  This skill is supported under the health and wellbeing strand in the Digital Competence Framework where it states that children should be able to use a variety of digital media to create an image within a controlled environment (Education Wales, 2018). 
An advantage of a digital device is that children are able to take turns and help one another to navigate around the screen (Chmiliar, 2017). This will also provide different fun elements for children to experience. As well as this, at the end of the hunt, children will be given a research task on the iPad or Chromebook. The main aim is for children to research various facts about a mini beast of their choice that they found and create a poster with different facts. The research task will vary due to differentiation. (Cowley, 2018) expresses that differentiation should be seen as providing children with multiple pathways to increase their learning and to encounter appropriate ways to develop and understand concepts in their daily learning experiences. As a result of this activity, digital competence framework outcomes and different skills will be developed.  
This activity will enhance physical development through the use of gross motor skills whilst making big movements such as walking, jumping or running in the forest. It will also adapt and support the progression of fine motor skills whilst taking photos on the iPad and developing their pencil grip and mark making through the checklist and poster. Opportunities to boost literacy skills will be provided by blending or segmenting words throughout the checklist and research. It will also enhance personal, social and emotional development through the use of children’s communication and teamwork, as well as mathematical development when counting and discussing how many mini beasts they found. Opportunities to develop and enhance their DCF skills will be provided with the use of iPad or camera whilst being able to research facts through the internet. 
This activity is significantly holistic whilst making clear links to numerous areas of learning within the Foundation Phase Framework. This activity is highly child led whilst providing opportunities for play based learning. In addition to this the Foundation Phase Framework (2015) states that through play, children practise and consolidate their learning whilst undertaking first hand experiences, risk taking and problem solving. 

 


















Part 4 – Evaluation of Activity 
Within this section of the portfolio, the planned activity will be critically evaluated for its use to promote children’s digital literacy skills through a digital device. Specific links will be made to related government documents including the Digital Competence Framework. Professor Donaldson (2015) states in his report that digital competence should be embedded into all six areas of learning in order for children to experiences a wider range of skills which include critical thinking, problem solving, personal effectiveness, creativity and innovation. 
The planned activity is vastly holistic making clear links to various areas of learning. Thomas and Lewis (2016) proclaim that the holistic approach to a child’s development seeks to simultaneously support the physical, intellectual, emotional, social and spiritual aspects of a child’s life. A holistic approach to learning motivates children whilst promoting curiosity in allowing them to naturally learn and become creative (Brodie, 2018). The mini-beast hunt is highly child led which allows children to build up confidence, resilience and learn through first-hand experiences (DfES, 2015). Woods (2017) suggests that learning in the outdoor environment nurtures the minds of children and encourages child-initiated play whilst utilising the open space to develop their imagination and problem-solving skills. 
The first part of the planned activity will take place in the outdoor forest area. Knight (2011) states that learning outside of the classroom promotes healthy and active lifestyles for children by providing them with opportunities for physical activity, movement, freedom and encouraging a sense of well-being. In addition to this, White (2020) expresses that learning outdoors offers children unique experiences, giving them contact with different weather and seasons. Learning outdoors also enables children to develop their confidence allowing them to collaborate effectively with others (Waite, 2017). However, Fiskum (2012) suggests that outdoor learning can be affected by unsettled weather, staff supervision and any possible natural hazards that may occur in the outdoor area. Furthermore, research suggests that the outdoor environment may be ineffective unless adults manage the outdoor learning spcace effectively as well as gaining appropriate access to resources and safety measures (Maynard and Waters, 2007).  

In today’s society there is a vast increase of digital technology within classrooms. Schools and educational workplaces are in high levels of demand with digital skills which will continue to expand in later years (BESA, 2020). This opportunity will provide children with the skills and knowledge enabling them to succeed into adult life allowing them to become lifelong capable, ambitious learners (Professor Graham Donaldson, 2015). In addition to this, Estyn (no date) states that embedding digital technology across the curriculum will enable pupils to successfully achieve high standards in ICT whilst making progress in other learning areas. Ofcom (2017) claims that 39% of eight-eleven-year olds own their own phone, whereas 52% of them own a tablet. Having access to a digital device at home provides further opportunities to become digital competent. However, Dooney (2016) suggests that not all children have access to digital devices at home which could lead to disadvantages at school when using digital programming. 
[bookmark: _GoBack]According to current studies, research suggests that using iPads during classroom learning can have a positive impact on children’s literacy, numeracy and communication skills (Nursery World, 2020). As part of the planned activity, children are required to use the iPad to take pictures of mini beasts that they find, with the support of the practitioner if needed. This is in relation with citizenship strand of the Digital Competence Framework where it states pupils should be able to use digital devices to create an image. The element that it is linked to is health and well-being (Education Wales, 2018). In addition to this, Caldwell and Bird (2015) suggest that a range of digital media in classrooms present new challenges and opportunities for teaching and learning. The ability and use of the iPad will spark the children’s interest, engagement, independence and creativity (Clark and Luckin, 2013). However, according to Greenfield (2015) there is no scientific evidence that iPads improve children’s learning. Whilst children are enthusiastic about the use of iPads, studies show that there is neither positive nor negative effects on academic performance from the use of an iPad. In addition to this, Jarvis (2015) suggest that digital technology such as iPads can be expensive for schools, therefore children may not have access to these devices. In today’s society, children are taught a range of different skills, including digital skills in order to prepare them for adult life. However, Arnott (2017) argues that children are using too much technology which displaces important parts of development which include face to face social interactions, physical activity and spending time outdoors. 
During the same part of the activity, children are required to work in groups to find and take pictures of the mini beasts. Fagan and Coutts (2012) propose that iPads support collaborative learning which promotes sharing and learning effectively with their peers. Through teamwork, children are able to develop their communication, cooperation, listening skills and build upon their self-esteem (DCELLS, 2008). The practitioner’s role is paramount through play-based learning ensuring that the learning environment is appropriate, and children’s individual needs are being supported consistently throughout every activity (MacAlpine, 2018). 
The next part of the activity entails children using the iPads or Chromebook to carry out some research on their favourite minibeast that they found and find up to ten different facts. It is vital for the practitioners to overlook the children when carrying out this part of the activity in order to keep them safe from any possible inappropriate content that may appear on the internet or through apps on the iPad (Pacey, 2020). It is paramount that practitioners make children aware of the importance of staying safe on the internet. In order for this part of the task to be appropriate and effective, practitioners should set children up on Kiddle through the internet. Kiddle is a safe trusted search site which is an alternative to google, allowing children to search the internet safely whilst finding appropriate results (Kiddle 2020). 
At the end of the activity, children are encouraged to create a fun fact poster about the mini beast of their choice. This is in addition to the research task. Children can include up to ten different facts and a picture of their chosen minibeast. This may vary throughout the children due to differentiation. Throughout classrooms in today’s society you will find diverse groups of pupils in mainstream classes which include more able and talent pupils and others with possible learning difficulties. Differentiation of tasks used alongside effective teaching help to minimise learning failures in order for all children to achieve high expectations. Differentiation encourages practitioners to respond to the children’s individual needs whilst ensuring all children understand the information and skills being taught (Sellars, 2017).  Children can create the poster using paper and any form of writing tools such as pens or pencils. This enables children to enhance their fine motor skills which helps continue to develop their small muscle movements. Fine motor skills aid in the growth of children’s intelligence and develops continuously throughout the stages of development (Pathways, 2020).
Blum-Ross et al (2019) state that through the use of digital literacy, children are able to develop their evaluation techniques, question their sources, create effective conclusions and apply higher levels of creativity and imagination. Abreu and Tome (2017) state that in order to improve children’s digital literacy success, it is vital that practitioners emphasise the importance and use of digital literacy as well as how technology devices work. Professor Donaldson (2015) believes that children will become ambitious, capable learners who will use digital technology to communicate and find information. This will be developed and supported through the use of the planned activity. The mini beast hunt activity could be quite time consuming to complete as there are a number of elements to the activity. This could potentially cause children to lose focus, enthusiasm and engagement which could be considered as a disadvantage to the activity. 
An advantage of this activity is that it will provide a positive impact on children’s health and wellbeing through utilising the space of the outdoor environment whilst developing the use of physical activity. According to DCELLS (2008) physical activities enhances children’s spatial awareness, balance, control and coordination and the development of manipulative and motor skills through using the body effectively. Studies show regular physical exercise can improve attention levels and the overall attitudes and performances at school (Change4Life, no date). Physical development is developed in this activity through the use of gross motor skills when jumping, walking or running in the forest, as well as fine motor skills when using the iPad or designing their poster. 
Opportunities to develop other skills such as literacy, numeracy and digital will be supported throughout this activity, which are all skills linked to the Foundation Phase Framework (2015). Children will also have opportunities to enhance their personal, social and emotional development through the use of communication and teamwork with their peers. Atkinson et al (2019) states that the outdoor environment encourages children to exercise and be less restricted to indoor classroom activity. This allows children to improve their health and fitness, self-confidence and social skills. 
A holistic approach to learning is crucial in the development of children as it instills curiosity whilst developing better communication and social skills. Learning becomes natural and encouraging for children whilst it encourages them to learn about a subject through the use of their creative skills (Meggitt, et al.  2016). According to Save the Children (2014) it is vital that practitioners create a safe, stimulating, positive and interactive environment in order to support the holistic development of a child. However, a holistic approach to learning can cause confusion for some children as they are developing several skills from a number of developmental areas which can cause difficulty for some if they struggle in different aspects (Modell et al, 2009). 
























Reference List

Abrell, B.  and Tome, V.  (2017) Mobile Learning through Digital Media Literacy.  New York:  Peter Lang Publishing. 

Arnott, L.  (2017) Digital Technologies and Learning in the Early Years.  London:  Sage Publications. 

Arnott, L., Palaiologou, I.  and Gray, C.  (2018) ‘Digital devices, internet-enabled toys and digital game: The changing nature of young children’s learning ecologies, experiences and pedagogies’, British Journal of Educational Technology, Volume 49, Issue 5

Atkinson, C., Bristow, S., Finney, R., Goodhal, N.  and Woods, F.  (2019) ‘Children’s rights to play in schools’, Play for Wales, Issue 52, pp.  14-15. 

Aubrey, K.  and Riley, A.  (2019) Understanding and using Educational Theories.  (2nd ed) London:  Sage Publications Ltd. 

Beam, S., & Williams, C. (2015) Technology-mediated writing instruction in the early literacy program: perils, procedures and possibilities. Computers in the Schools, 32, 260–277.

Beetham, H.  and Sharpe, R.  (2007) Rethinking Pedagogy for a Digital Age.  Oxon:  Routledge. 

Berson, I.  R.  and Berson, M.  J.  (2010) High Tech Tots:  Childhood in a Digital World.  United States of America:  Information Age Publications Inc. 

Blum-Ross, A., Kumpulainen, K.  and Marsh, J.  (2019) Enhancing digital literacy and creativity.  Oxon:  Routledge. 

Brown A; Council on Communications and Media. Media use by children younger than 2 years. Pediatrics. 2011;128(5):1040–1045.

British Educational Suppliers Association (BESA).  (2020) ‘The rise and rise of digital technology in the classroom’ https://www.besa.org.uk/news/rise-rise-digital-technology-classroom/ [Accessed:  22nd February 2020]. 

Brodie, K.  (2018) The Holistic Care and Development of children from birth to three.  Oxon:  Routledge. 

Bullying UK.  (no date) ‘Effects of Cyber Bullying’ https://www.bullying.co.uk/cyberbullying/effects-of-cyberbullying/ [Accessed:  17th February 2020]. 

Caldwell, H.  and Bird, J.  (2015) Teaching with Tablets.  London:  Sage Publications Ltd. 

Change4Life.  (no date) ‘Activities’ https://www.nhs.uk/change4life/activities [Accessed:  22nd February 2020].

Childline.  (2020) ‘Bullying and Cyberbullying’ https://www.childline.org.uk/info-advice/bullying-abuse-safety/types-bullying/bullying-cyberbullying/ [Accessed:  17th February 2020].

Childline.  (2020) ‘Bullying on Social Media’ https://www.childline.org.uk/info-advice/bullying-abuse-safety/types-bullying/bullying-social-media/#Blockingandreporting [Accessed:  17th February 2020]. 

Childnet International.  (2018) ‘Parents and Carers’ https://www.childnet.com/parents-and-carers [Accessed:  17th February 2020].

Children’s Commissioner’s Office. (2020) ‘Digital 5 a Day’  https://www.childrenscommissioner.gov.uk/2017/08/06/digital-5-a-day/?utm_content=bufferdcd69&utm_medium=social&utm_source=twitter.com&utm_campaign=buffer [Accessed:  17th February 2020]. 

Chmiliar, L.  (2017) ‘Improving Learning Outcomes. The iPad with Preschool Children’, Frontiers in Psychology, Volume 8, Issue 660. 

Churcher, K.  Downs, E.  and Tewksbury, D.  (2014) ‘Friending Vygotsky: A social constructivist pedagogy of knowledge building through classroom social media use’, The Journal of Effective Teaching, Volume 14, Issue 1, pp.  33-50. 

Clarke, W.  and Luckin, R.  (2013) What the Research says: iPads in the Classroom.  London:  London Knowledge Lab, IoE.  

Constable, K.  (2019) The Outdoor Classroom in Practice, ages 3-7.  (2nd ed) Oxon:  Routledge. 

Cowley, S.  (2018) The Ultimate Guide to Differentiation.  London: Bloomsbury Publishing. Plc.  

David, L.  (2019) ‘Social Learning Theory (Bandura)’ https://www.learning-theories.com/social-learning-theory-bandura.html [Accessed:  24th February 2020].

Dealon, S.  (2015) ‘Social Learning Theory in the age of Social Media: Implications for Educational Practitioners’, Journal of Educational Technology, Volume 12, Issue 1. 

Department for Children, Education, Lifelong Learning and Skills (2008) Physical Education in the Curriculum for Wales. Welsh Government: Cardiff. 

Department for Children, Education, Lifelong Learning and Skills.  (2008) Play/Active Learning.  Cardiff:  Welsh Assembly Government. 

Department for Children, Education, Lifelong Learning and Skills.  (2015) Foundation Phase Framework:  Cardiff:  Welsh Assembly Government. 


Department of Education and Skills.  (2015) Keeping Learners Safe.  Cardiff:  Welsh Assembly Government. 

Department of Media and Communicators (DoMC).  (2018) ‘Young Children and the use of Digital Technology across Europe’ https://blogs.lse.ac.uk/parenting4digitalfuture/2018/10/24/young-children-and-the-use-of-digital-technology-across-europe/ [Accessed:  25th February 2020].


Digital Childhood report.  (2020) [online] Available at:  https://5rightsfoundation.com/static/Digital_Childhood_report_-_EMBARGOED.pdf [Accessed:  17th February 2020].


Donaldson, G. (2015) Successful Futures: Independent Review of Curriculum and Assessment Arrangements in Wales. Cardiff: Welsh Government.

Donohue, C.  (2015) Technology and Digital Media in the Early Years.  Oxon:  Routledge. 

Dooney, L.  (2016) ‘Survey shows not all students have access to digital devices’ https://www.stuff.co.nz/national/education/80112526/survey-shows-not-all-students-have-access-to-digital-devices [Accessed:  22nd February 2020].

Education Endowment Foundation.  (2019) ‘Using digital technology to improve learning’ https://educationendowmentfoundation.org.uk/tools/guidance-reports/using-digital-technology-to-improve-learning/ [Accessed:  24th February 2020].

Education Wales.  (2020) ‘Digital Competence Framework’ https://hwb.gov.wales/curriculum-for-wales-2008/digital-competence-framework-curriculum-for-wales-2008-version/ [Accessed:  8th February 2020].
Erdogan, N.  I., Johnson, J.  E., Dong, Pool.  I.  and Qui, Z.  (2018) ‘Do parents prefer digital play?’, Early Childhood Education Journal, Volume 47, pp.  131-142.

Estyn.  (no date) ‘Digital Technology in primary school life’ https://www.estyn.gov.wales/effective-practice/digital-technology-primary-school-life [Accessed:  22nd February 2020].

European Early Childhood Education Research Association (EECERA).  (2018) ‘Digital Literacy and Young Children: Towards Better Understandings of the Benefits and Challenges of Digital Technologies in Homes and Early Years Settings’ http://digilitey.eu/wp-content/uploads/2018/08/DigiLitEY-and-EECERA-Digital-Childhoods-Policy-Brief.pdf [Accessed:  25th February 2020].

Fagan, T.  and Coutts, T.  (2012) To iPad or not to iPad.  Available at:  https://core-ed.org/assets/PDFs/fagan-Coutts-iPad-research.pdf [Accessed:  21st February 2020].

Fiskum, TA.  (2012) ‘Individual Differences and Possible Effects from Outdoor Education: Long Time and Short Time Benefits’, World Journal of Education, Volume 2, Issue 4. 

Garvis, S.  and Lemon, N.  (2016) Understanding Digital Technologies and Young Children: An International Perspective.  Oxon: Routledge. 

Gray, C.  and Macblain, S.  (2015) Learning Theories in Childhood.  London: Sage Publications Ltd. 

Greenfield, S.  (2015) ‘Five reasons iPads should not be in classrooms’ https://www.psychologytoday.com/gb/blog/mind-change/201510/five-reasons-ipads-should-not-be-in-classrooms [Accessed:  22nd February 2020].

Harwood, D.  (2017) Crayons and iPads: Learning and Teaching of Young Children in the Digital World.  London:  Sage Publications Ltd. 

Hatzigianni, M.  and Kalaitzidia, I.  (2018) ‘Early childhood educators’ attitudes and beliefs around the use of touchscreen technologies by children under three years of age’, British Journal of Educational Technology, Volume 49, Issue 5, pp.  883-895.

Huber, B., Highfield, K.  and Kaufman, J.  (2018) ‘Detailing the digital experience: parent reports of children’s media use in the home learning environment’, British Journal of Educational Technology, Volume 49, Issue 5, pp.  821-833. 

Internet Matters.  (2020) ‘Online safety advice’ https://www.internetmatters.org/advice/ [Accessed:  17th February 2020]. 


Jarvis, M.  (2015) Brilliant Ideas for using ICT in the Classroom.  Oxon:  Routledge. 


Kabali HK, Irigoyen MM, Nunez-Davis R, et al. Exposure and use of mobile media devices by young children. Pediatrics. 2015;136(6):1044–1050


Kaye, L.  (2016) Young children in a digital age: Teaching and learning with technology in the early years.  Oxon:  Routledge. 



Kiddle.  (2020) ‘How is kiddle designed specifically for kids?’ https://www.kiddle.co/about.php [Accessed:  21st February 2020].


Kidscape.  (2020) ‘Online safety settings ‘https://www.kidscape.org.uk/advice/advice-for-young-people/dealing-with-cyberbullying/online-safety-settings/’ [Accessed:  17th February 2020]. 


Kidscape.  (2020) ‘Supporting your child through bullying’ https://www.kidscape.org.uk/advice/advice-for-parents-and-carers/supporting-your-child-through-bullying/ [Accessed:  17th February 2020].


Knight, S.  (2011) Risk and Adventure In Early Years Outdoor play.  London:  Sage Publications Ltd. 


MacAlpine, R.  (2018) ‘School Readiness and the Characteristics of Effective Learning. The Essential Guide to Early Years Practitioners’, Canadian Journal of Education, Volume 41, Issue 2, pp.  1-208. 


MacBlain, S.  (2018) Learning theories for Early Years Practice.  London:  Sage Publications Ltd. 


Marsh, J., Plowman, L., Yamada-Rice, D., Bishop, J., Lahmar, J.  and Scott, F.  (2018) ‘Play and Creativity in Young Children’s use of apps’, British Journal of Educational Technology, Volume 49, Issue 1, pp.  870-882. 


Maynard, T.  and Waters, J.  (2007) ‘Learning in the outdoor environment: a missed opportunity’, The Early Years Journal, Volume 27, Issue 3, pp.  255-265.


Meggitt, C., Manning-Morton, J.  and Bruce, T.  (2016) ChildCare and Education.  (6th ed) London:  Hodder Education. 


Modell, HI., DeMiero, F.  and Rose, L.  (2009) ‘In pursuit of a holistic learning environment’, Physiology Educational Research Consortium, Volume 33, pp.  37-45. 


National Literacy Trust.  (2019) ‘Annual Literacy Survey 2019 aged 5 to 8: Setting the baseline’ https://literacytrust.org.uk/research-services/research-reports/annual-literacy-survey-2019-aged-5-8-setting-baseline/ [Accessed:  25th February 2020].


Nevski, E., & Siibak, A. (2016). The role of parents and parental mediation on 0–3-year olds’ digital play with smart devices: Estonian parents’ attitudes and practices. Early Years, 36 (3) 227–241.


Nikolopoulou, K., & Gialamas, V. (2015). Barriers to the integration of computers in early childhood settings: Teachers’ perceptions. Education and Information Technologies, Volume 20, Issue 2, pp.  285–301.


NSPCC.  (2020) ‘Bullying and Cyberbullying’ https://www.nspcc.org.uk/what-is-child-abuse/types-of-abuse/bullying-and-cyberbullying/ [Accessed:  17th February 2020]. 


NSPCC.  (2020) ‘E-Safety for Schools’ https://learning.nspcc.org.uk/research-resources/schools/e-safety-for-schools/ [Accessed:  18th February 2020].


NSPCC.  (2020) ‘NSPCC and O2’ https://www.nspcc.org.uk/what-we-do/about-us/partners/nspcc-o2-online-safety-partnership/ [Accessed:  17th February 2020].


Nursery World.  (2020) ‘Study finds iPads benefit children’s learning’ https://www.nurseryworld.co.uk/news/article/study-finds-ipads-benefit-children-s-learning [Accessed:  19th February 2020].

Nuemann, M.  M.  (2016) ‘Young children's use of touch screen tablets for writing and reading at home: Relationships with emergent literacy’, Computers and Education, Volume 97, pp.  61-68. 


O’Connor, J. (2017). Under 3s and Technology. In L. Arnott (Ed.), Digital technologies and learning in the early years (pp. 87–98). London: SAGE Publications Ltd.


O’Dea, S.  (2019) ‘Tablets and Smartphone ownership among children in the UK’ https://www.statista.com/statistics/805397/children-ownership-of-tablets-smartphones-by-age-uk/ [Accessed:  25th February 2020].


Ofcom.  (2017) ‘Children and Parents.  Media use and attitudes report 2017’ https://www.ofcom.org.uk/__data/assets/pdf_file/0020/108182/children-parents-media-use-attitudes-2017.pdf [Accessed:  22nd February 2020].


Ofcom.  (2019) ‘Children and Parents.  Media use and attitudes report 2019’ https://www.ofcom.org.uk/__data/assets/pdf_file/0023/190616/children-media-use-attitudes-2019-report.pdf [Accessed:  17th February 2020]. 


Pacey.  (2020) ‘Online Safety’ https://www.pacey.org.uk/working-in-childcare/spotlight-on/online-safety/ [Accessed:  21st February 2020].


Palaiologou, I. (2016). Children under five and digital technologies: implications for early years pedagogy. European Early Childhood Education Research Journal, 24(1), 5–24.


Palmer, S.  (2015) Toxic childhood: How the modern world is damaging our children and what we can do about it.  London:  Orion


Pathways.  (2020) ‘Motor Skills’ https://pathways.org/topics-of-development/motor-skills/ [Accessed:  21st February 2020].


Plowman, L., Stevenson, O., Stephen, C., & McPake, J. (2012). Preschool children’s learning with technology at home. Computers & Education, 59(1), 30–37.


Ponton, M. K.,  and Rhea, N. E. (2006) ‘Autonomous learning from a social cognitive perspective’ New Horizons in Adult Education & Human Resource Development, Volume 20, Issue 2, pp.  38-49. 


Poore, M.  (2016) Using social media in the classroom.  (2nd ed) London:  Sage Publications Ltd. 


Reid Chassiakos Y, Radesky J, Christakis D, et al., AAP COUNCIL ON COMMUNICATIONS AND MEDIA. Children and Adolescents and Digital Media. Pediatrics. 2016;138(5)

Safer Internet.  (2020) ‘Parental controls offered by your home internet provider’ https://www.saferinternet.org.uk/advice-centre/parents-and-carers/parental-controls-offered-your-home-internet-provider [Accessed: 17th February 2020]. 

Safer Internet.  (2020) ‘Safer Internet Day’ https://www.saferinternet.org.uk/safer-internet-day/2020 [Accessed:  17th February 2020]. 



Save the Children.  (2014) ‘Role of Teachers in support of individual holistic development’ https://resourcecentre.savethechildren.net/node/10443/pdf/9_ieeccd_alb_role_of_teachers_to_support_individual_holisic_development_english.pdf [Accessed:  22nd February 2020].

Sellars, M.  (2017) Reflective Practice for Teachers.  London:  Sage Publications Ltd. 

Sigman, A.  (2012) ‘Time for a view on screen time’, Archives of Disease in Childhood’, Volume 97, Issue 11, pp.  935.

Stephen, C., Stevenson, O., & Adey, C. (2013). Young children engaging with technologies at home: The influence of family context. Journal of Early Childhood Research., 11(2), 149–164.

SWGfL.  (no date) ‘Parenting in a Digital Age: What are the benefits for my child of using technology?’ https://swgfl.org.uk/magazine/what-are-the-benefits-for-my-child-of-using-techno/ [Accessed:  23rd February 2020].

Thomas, A., and Lewis, A. (2016) An Introduction to The Foundation Phase Early Years Curriculum in Wales. Bloomsbury Publishing Plc: London. 

Turkle, S.  (2011) Alone Together: Why we expect more from technology and less from each other.  New York:  Basic Books.



UK Council for Internet Safety. (2019) ‘Safeguarding Children and Protecting Professionals in Early Years Settings’ https://www.gov.uk/government/publications/safeguarding-children-and-protecting-professionals-in-early-years-settings-online-safety-considerations/safeguarding-children-and-protecting-professionals-in-early-years-settings-online-safety-considerations-for-managers [Accessed: 18th February 2020]. 


UNICEF.  (2017) ‘How does the time children spend using digital technology impact their mental well-being, social relationships and physical activity?’ https://www.unicef-irc.org/publications/pdf/Children-digital-technology-wellbeing.pdf [Accessed:  23rd February 2020].



Waite, S.  (2017) Children Learning Outside the Classroom.  London:  Sage Publications Ltd. 


Welsh Government. (2016) Digital Competence Framework. Welsh Government: Cardiff. 

White, J.  (2020) Playing and Learning Outdoors.  (3rd ed) Oxon:  Routledge.

Wood, A.  (2017) Child Initiated Play and Learning.  (2nd ed) Oxon:  Routledge. 
 
Young Minds.  (2018) ‘Safety Net: Cyberbullying’s impact on young people’s mental health’ https://youngminds.org.uk/media/2189/pcr144b_social_media_cyberbullying_inquiry_full_report.pdf [Accessed:  17th February 2020].
image4.jpeg




image5.jpeg




image6.png
Be

Mindful [

Give to
others





image7.png
wads

NSPCC

Safe,

oy, 5




image8.jpeg




image9.jpeg
Stay Safe





image1.jpeg
-




image2.jpeg
2Iv]o] £




image3.jpeg




