Section 1 – Evaluation of digital technology 
Within the 21st century it has become apparent that becoming digitally literate is a fundamental skill for children to gain to become competent with being able to use the massively growing digital technology that they may come across in their lifetime. (Yellend, 2018, p. 847) The Open Access Government, 2019, has found that children are reaching for digital devices in order to access a range of activities such as; the use of social media, accessing YouTube and the millions of videos it holds, online games, gaming apps and the use of an internet search engine. Opinions on children using digital technology is a world-wide debate often leading parents to be concerned about what their children are doing online and how long they are using their devices for but research has proven that there are positive and negative effects from the use of digital technology. (Ofcom, 2018).
Used efficiently and with appropriate monitoring levels children’s online gaming use can lead children to gain collaborative and social interaction skills. Positively showing that gaming should be seen as a social enterprise rather than a solitary activity. This information was formed from research of children’s use of a tablet to access online gaming sites. Under observation children appeared to be monitoring each other’s online activity and using systematic problem solving, effective communication strategies and creative exploration to help one another further along the game. Collaborative experiences such as these hold insights for how children can learn to deal with problems within social spaces. (Danby, et al, 2018, p. 969). This Concurs with Marsh, et al, 2018, p. 878 who believes their findings show that pre-school children who have access to a tablet on a daily basis engage in a range of activities that promote play and creativity.
As well as online free play gaming there is a whole multitude of educational games available to children to access. On a research papers based on 406 families it was found that two, thirds of the parents included in the survey admit to using digital devices with their children which is a positive outcome for the research as joint media engagement gives more meaning to the purpose and scaffold learning outcomes meaning children gain a greater understanding and are able to build on prior knowledge to create future learning opportunities. (Huber, Highfield and Kaufman, 2018, p. 828). In addition to the previous point the same two, thirds of parents involved in the research expressed that they felt that their children had learned from their education apps. (Huber, Highfield and Kaufman, 2018, p.829). However, the positivity around educational games and apps is not shared by all. Chassiakos, et al, 2016, research has found that based on reviews of hundreds of apps, labelled educational most of the apps studied have shown that their actual educational purpose is low and hardly any to none hold curriculum based activities nor have had any involvement from developmental specialists or educators. 
Although key positives of digital use have been highlighted above digital devices are often used in the wrong ways such as ‘babysitting’ children which can lead to children having access to their devices unattended which is a doorway for children to be able to access content which is often inappropriate for them. 41 families admit to using digital devices to keep children entertained when they have household chores to do or to keep children occupied when out at social gatherings. (Brito, Dias and Oliveira, 2018, p.816). 
It is estimated that Google as a search engine translates 5.6 billion search queries every day. (99Firms, 2020) Fadeev (2019) was a useful source of information in highlighting Vygotsky’s theory about digital media being the more knowledgeable other. Vygotsky initial thoughts were that the more knowledgeable other would be a person who held answers to questions that would be able to scaffolding children’s learning, meaning they gain more knowledge on a subject taking them though the zone of proximal development. However, Vygotsky soon realised that the internet could also provide paramount information to children, often scaffolding their already knowledge, therefor meaning the internet became the more knowledgeable other. 
The Centre for Parenting Education (No date) estimate that children are using between 8 and 28 hours of digital technology a week on average with 23% of children admitting they feel they are addicted to digital media. A question which is often asked to why are children using digital media so much? McLeod 2016 was a useful source of information in explaining Banduras theory on social learning which could shed some incite to children using digital media so much. Bandura 1986 believes that adults act as models for young children, and parents being very influential models for children. These models provide examples of behaviours for children to follow often leading them to imitate what their models are doing. This could be linked to children’s use of digital media if they are imitating what the models in their life are doing around them. 
Excessive use of media has been found to have negative effects on children leading into adulthood often resulting in negative effects on well-being, aggressive behaviour, body image insecurities and low academic achievement. (Coyne, Padilla-Walker, Howard, 2013, p. 126). Be that as it may The Guardian 2019 believes that there is insufficient evidence to claim that digital media is having all these negative effects on us and that more needs to be done for people to update their notion and challenge these negative ideas. 
Other than negative effects on children’s well-being, the use of digital technology may cause children to undertake a range of risky opportunities or choices most of which stem from the use of social media such as; Facebook, Instagram and Twitter. (Linvingstone, 2008, p. 394). The UKCCIS Evidence Group consisting of (Livingstone, et al, 2017) highlights the importance of keeping children safe when using digital media and believes that children’s parents or caregivers and law enforcement are at the fro front of doing this. They suggest that parents need to have up to date knowledge of what their children are accessing through their devices and an understanding of what they are using entails. The NSPCC 2020 provides an excellent resource – Net Aware -  allowing parents to search the type of social media their child is using and will give them details on how to keep them safe by explaining how to report and block negative content but also gives an explanation of the social media and gives an age restriction.  The UKCCOIS also strain the importance of monitoring them regularly and reporting any aggressive and or inappropriate behaviour or content they may come across to CEOP. This concurs with the NSPCC, 2018 report – Ten years since the Byron Review – Are children safer in the digital world?
CEOP is a law enforcement agency and exists in order to keep children and young people safe online, CEOP is there so children or parents are able to make reports to them if something has happened online that makes children feel scares, worried or unsafe. CEOP work closely with the police and investigate all reports and where necessary can have extreme content taken down and involve the police if they deem it is necessary. (CEOP, 2020). 
The NSPCC 2020 was a useful source of information in providing parents with instructions on how to set up parental controls, explain that the parental controls can allow parents to set screen time limits for their children only being able to use their digital devices when parents are present and create content blockers to block any inappropriate content that children may come across. 
Sally Holland Children’s Commissioner for Wales, echoes the risk in which the internet and media has on children’s lives but also believes that social media can be used as a platform to talk about issues such as cyberbullying, as on social media children feel safe and able to share and communicate more. (BBC Wales News, 2019). However, Gonzale 2014 doesn’t share the same idea and believes that social media is the reason that cyberbullying exists and openly allows people who are trying to gratify themselves abuse others online. Gonzales believes that with social medias real – time updating, widespread dissemination of untrue information, and with no cost to access effectively gives people a worldwide platform to carry out bullying. 
The importance of Digital literacy in schools is fundamental in teaching children to become competent in learning, self-development, being able to participate in society and prepare children for future employment. (Ala-Mutka and Puinie and Redecker, 2008). This Concurs with the Welsh Governments 2015- Foundation Phase Framework. 
Since the introduction of the first IPad in 2010, digital devices have become increasingly accessible for children as a results the evolution of digital devices for children has progressed at a rapid rate. Hence the use of digital technologies is being used to extend and enhance children’s learning but only with opportunity and shared understanding from a practitioner. (Arnott and Palaiologou and Gray, 2018, p. 805). 
It has been found that teachers confidently used digital technology for personal use as it is used every day for assessment and planning but teachers feel that more tailored training is needed for teachers to be able to implements digital activities within the curriculum effectively. (Hatzigianni and kalaitzidis, 2018, p. 892). This concurs with (Gillen and Kucirkova, 2018, p. 834) who’s findings found that practitioners felt they have very little knowledge of young children’s capabilities or their media-relative lives and were unsure on how to support them. To support practitioners in implementing digital use within the curriculum the Welsh Government 2008, implemented the Digital Competence Framework for Wales. Allowing practitioners to effectively plan and access children’s digital competence through the curriculum, through their educational lives. The framework offers a fully inclusive and adaptable approach offering ideas and curriculum link throughout a whole child’s life including it’s a,b,c steps. Donaldson 2015 report – Successful Futures, emphasises the importance of practitioners effective planning of digital competence in order for digital competence to become cross-curricular just like literacy and numeracy. 
Practitioners have commended the use of digital technology within the curriculum making learning more engaging and inclusive with iPad recording of oral videos for additional learning needs children. Practitioners have also welcomed the use of digital technology within the class room as it has been observed that the technology has created more opportunities for literacy and even drawing the attention of reluctant learners. (Dunn and Sweeny, 2018, p. 854.) Done well with organised planning, iPad and tablets can have a place within classrooms benefiting children’s learning needs however it is the job of the practitioner to make sure they are used to their full potential and are not simply bought by settings and placed in front of children, careful consideration to how they are implemented will result in the highest outcomes. (Yellend, 2019, p. 854). 
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As well as digital media being used to enhance children’s learning, many settings are now making the use of social media in order to benefit themselves. Communication, celebration and sharing good practice are all key benefits of a settings use of social media. (Primarysite.net, 2019). The effect use of social media by a setting can allow children within the setting to have an outlook of what appropriate and beneficial use of social media looks like. Practitioners use of their settings social media acts as a positive role model for children who are already or will be soon using social media. (Krutka and Carpenter, 2016, p. 9). The use of social media by educational settings, however does pose risks to the safeguarding of children. Settings must abide by strict policies and procedures when using social media often appointing one member of the setting accountable for the content of the media page. There must be careful consideration taken when using images of children online and parents must have given full permission for the use of photos to be used. Looked after children (LAC) within the setting could be put at danger if a setting posts an image of them giving away their location. (Cramer and Hayes, 2010). 
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Today, before children have learned to read many to most of them can efficiently use and navigate through devices, play games and watch videos. By the time children are 8 years old one in three of them own a smart phone and 55% have their own tablet. (Ofcom, 2017) With the digital world growing daily, the effects of digital media on children is starting to be discussed with growing bodies of research examining aspects effecting children’s lives such as their social, cognitive and emotional wellbeing development. (Arnott, Palaiologou and Gray, 2018, p. 803) Keeping Children Safe Online

[image: Image result for risks children face online]What risks do children face? 
Although there are many benefits from children using the internet and the digital world, there are also many risks which parents need to be aware of that children might face when accessing the internet and digital resources such as:
· Being exposed to inappropriate content 
· Oversharing personal information with people they do not know
· Violence and extreme ideas
· Overuse of screen time having negative effects on their well-being 
· Cyberbullying 
(Kidscape, 2020) 



(Source: LuciusSecurity, 2013) Seeing Inappropriate Content
As children are becoming more independent using the internet, using innocent searches they can often stumble upon things which are inappropriate for their age such as: Pornography, Terrorist sites, Self-harming Videos and much, much more.  
What can you do to help?
· Talk to them – Talk to your children and inform them that there may be certain things on the internet which will be inappropriate or upsetting to them and explain to them the things that are appropriate for their age. 
· Reassure – Reassure your children that it is okay if they accidentally stumble upon this inappropriate content but it is important to inform a trusted adult. 
· Parental Controls – Parental controls are used to monitor and prevent children accessing things that you may deem inappropriate for them. It allows you to put blocks on certain websites and or key words within your child’s online search. 
· Report – If any inappropriate content is come across you can report it to CEOP. CEOP will then investigate the content and can have it removed. 
(NSPCC, 2020)

Screen Time
ClevelandClinic.org (2019), has found that children having too much screen time are experiencing negative effects on their well-being and development. Professors have found during a research study that children who over use digital devices are at risk of falling behind with developmental outcomes – having a negative effect on their overall learning, emotionally feeling drained, confused and angry and physically not being able to sleep as their mind is in overdrive from the content of which they have been exposed to which is often not age appropriate. 
What can you do?
· Decide as a family what amount of time during the day is expectable and stick to it.
· Create digital free zones were children are not able to use digital devices such as in their bedrooms where you may not be able to monitor how they are using the devices or how long for.
· Using Tech tools and parental control devices can allow parents to set an amount of time that they wish for their child to use a device for. 
· Combine laptop and iPad time with being creative or active. There are many apps and videos that show you how to make things and get active this way children can get the benefit of digital and physical development. 
· Get the whole family to ‘unplug’ so your children can see that it is important that you all spend time together and are all following the same rules. 
(Internetmatters.org, 2020)
Sharing too much information.
While using digital devices and accessing the internet children come across all types of social media and online gaming. While accessing these children may start to talk or share information with what they may think are other children. It is important for children to be aware that they never really know who is on the other end of an online chat/gaming room. 
What can you do to help?
· Inform – It is crucial to inform children of the risk of sharing information about themselves online and the need to realise that everyone online may not be who they seem.
· Recognise – Children need to be aware and recognise what information they are sharing online and what risk they carry. 
· Children should be encouraged not to use their real names on online gaming sites
· Posting a picture of themselves online is dangerous as now everyone knows what they look like. An innocent picture of a child could contain details of which school they attend by their school logo on their clothing or could contain a building or location which may then allow someone to know where they live or enjoying playing with friends.
· Teach – Teach children that once this information is online there is no getting it back. Pieces of simple information shared could allow someone to know their name, where they live, their age and even what school they attend. 
· Peoples intentions – It is important that children realise that people’s intentions online may not be as they appear such as an online ‘friend’ wanting to meet up could be an adult who they do not know. 
· Check – Regularly check your child’s social media and online gaming apps to ensure any conversations are appropriate and within your set guidelines. 
(Internetmatters.org, 2020)






Useful Websites
Parental Controls - https://www.internetmatters.org/parental-controls/
Tips for online safety - https://www.nspcc.org.uk/keeping-children-safe/online-safety/
Reporting negative digital use or inappropriate content - www.ofcom.org.uk
Cyberbullying 
Cyberbullying is when someone uses technology to threaten, harass or target another child or person. Cyberbullying includes threats, messages or videos containing rude content or pages linked to children’s’ religion, gender or sexuality. (Kidshealth.org, 2018) 
What can you do?
· Highlight to your children the need to be kind online so children are aware of how their actions could cause others to feel.
· Talk about bullying and how it makes people feel and the very unfortunate consequences it could cause. 
· Tell children that they can speak to you at any time and it is vital that if they know of this going on to themselves or anyone that they must say. 
· Teach children how to report threatening content and messages and how to block the people who are sending them.
· Make yourselves aware of your child’s school policy on cyberbullying in and out of the school. 
(Safetynetkids.org, No date)






	Activity Plan

	
Activity: Children to independently research digitally a well know story to re-familiarize the story order then to re-enact and film each other using iPads then upload to their personal Hwb account to peer assess as part of the plenary.  


	
Number of children: 6

	
Age of children: 6-7
	
Number of adults: Independent child led activity.

	
Location: Outdoor – stage learning area. 

	
Preparation time: 20 Minutes
	
Activity time: 45 Minutes.

	
Resources: Challenge Card providing appropriate story recourses, iPads, Appropriate outdoor clothing, Prop for popular well know stories. Differentiated Story mountains provided for children to use if they wish. 


	
Aim/s of activity: To develop their digital competency and literacy skills.  


	Links to outcomes:
 DCF

· Citizenship > Health and Well-being: - begin to identify the advantages and disadvantages of digital media and devices on their lives, e.g. on their physical and mental well-being
· Interacting and Collaborating > Storing and Sharing: - save work using an appropriate file name, e.g. child's name and simple title
· Producing> Planning, Sourcing and searching: - plan how to complete a task in relation to identified success criteria - use keywords to search for specific information to solve a problem, e.g. type keywords into a search engine and explain how their choice of website helps to solve the problem.
· Producing> Creating: - create and edit multimedia components in order to develop text, image, sound, animation and video for a range of tasks.

LNF

· Oracy across the curriculum> Developing and presenting information and ideas> Speaking 
· Speak clearly to a range of audiences
· Adopt a specific role, using appropriate language in structured situations
· 
· Oracy across the curriculum> Developing and presenting information and ideas> Listening
· Retell narratives or information they have heard, sequencing events correctly
· Oracy across the curriculum> Developing and presenting information and ideas>Collaboration and discussion – Share activities and information to complete a task. 


	Differentiation: Children will be provided with differentiated story maps and a challenge card for the higher ability group.
 


	Health and safety:
· Outdoor area has been checked thoroughly in case of any hazards
· Children to wear appropriate clothing such as coats if the weather is cold and wet.
· Ensure that correct staff: child ratio is being met within the learning area. 
· Remind children to use the outdoors and recourses safely and efficiently. 

	Role of adult/adults:
The role of the adult prior to the activity is to prepare the recourses and activity plan also to check ahead of time that the story videos that are being provided for the children to use have been checked and are appropriate for the children. The activity will be an independent learning opportunity for the children although the adults within the setting can encourage children to stay on task. 

	The activity:
Children will have a very brief introduction to the activity, explaining the challenge card that they have to follow and that they will be using the recourses and iPads given to complete the activity. The activity will be an independent activity as the class teacher and teaching assistant will have separate focus groups within the class. 
The children will take their recourses and iPads to the outdoor learning are where there is a stage. They will decide as a group which well-known story they would like to look up and re-enact. (E.g. The Three Little Pigs Appropriate websites and apps will be provided on their challenge cards and would have been checked by staff prior to the activity. Children are to watch or listen the story they have chosen and then practice re-enacting the story using the correct sequence. 
Once the children have practiced they will re-enact the story using the recourses provided on the outdoor stage, while one of their peers will film them. The children then need to log into their Hwb accounts and upload the video to their files and rename the file, which they would have done before. 

Plenary. 

Children will watch back each other videos accessing the good points and points to develop.






















Critical evaluation of planned activity
When planning the activity being evaluated today there was much consideration and thought taken when creating it to ensure strong and effecting links to the Digital Competence Framework and Donaldson’s new framework to ensure maximum digital competence development was reached. 
The ICT steering group’s report in 2013 highlighted to the Welsh government that the development of ICT skills and a digital framework were long overdue. This concurs with the recommendations of Donaldson’s (2015) Successful Futures review which introduced the DCF as an overarching element within the new curriculum framework. This discusses the need for young children to develop competent digital skills to become an efficient digital citizen within the world, thus agreeing with The Education act 2002 which specifies the need for a balanced and broadly based curriculum which enables children at school to gain the skills needed for the opportunities, responsibilities and experiences they may face in later life. 
It is clear that Donaldson portrays the findings of The ICT Steering Group’s thought and as a result a stronger Digital competence framework was developed in 2018. However even with all the promotion and emphasise of children becoming more digitally competent and the importance of it, Chassiakos et al 2016 believes that their research has identified concerns with the increase of digital use with children and has found that increasing the digital and media use with over 350 children lead to 70% of them all developing a lower self-esteem as a result. This concurs with Louv who suggests that that the use of digital technology on the rise the risk of ‘Nature Deficit Disorder’ is greater meaning that children are not accessing the outdoor environment enough which could lead to diminished use of the senses, attention difficulties, conditions of obesity, and higher rates of emotional and physical illnesses. (Louv, 2019). 
The activity in question encourages children to independently develop their digital competence skills in a number of ways. The children are to use digital recourses to research well known stories to re-familiarise themselves with the story, then to re-enact the story while being filmed with a digital device by peers and then to independently upload their video to their personal Hwb accounts. Hwb is a digital platform for children and practitioners in Wales to develop their learning and teaching skills. With a range of bilingual recourses and digital tools it allows children and practitioners to access and deliver the curriculum for Wales 2008 and is a big milestone and recourse for the upcoming Curriculum for Wales 2022. (Welsh Government, 2020). 
Within the activity there are many ways in which the activity could be adapted in order for it to become more inclusive for children with additional needs using the guidance of the Digital Competence Framework 2008 and it’s inclusive a,b,c steps.
By the children having use of the digital devices and recourses it links to the Citizenship strand of the DCF covering their health and wellbeing, it is enabling the children to identify the advantages and disadvantages of using digital media and devices and the effects of which they may have on their mental well-being. Kardefelt-Winther 2017 findings were that a moderate amount of digital technology use tended to be beneficial for children’s mental well-being. However too much use can have a negative impact and it it’s the job of the practitioner and or parent to regularly monitor the amount of time children use digital technology. This concurs with Estyn 2018 who believe that by effective planning of activities with strong links to the DCF practitioners will enable children to understand appropriate and suitable usage of digital equipment. The element to begin to identify the advantages and disadvantages that digital media and technology has on their life, could be adapted to become inclusive to all children by using the iPads to take images of other children showing different emotions still strongly linking with the citizenship strand of the DCF. 
The DCF strand of interacting and collaborating is evident within the activity plan through the section of storing and sharing. Children to build on their already knowledge to save their work to their personal Hwb accounts providing their upload with their name and a title. This DCF outcome concurs with the Foundation Phase Framework 2015 which indicates that children should acquire, develop, practise, apply and refine their skills through individual and group tasks in a wide variety of contexts across the curriculum. However, there are challenges to children developing these skills, as a result of lack of teacher knowledge and experience it is leaving practitioners with an unclear vision and confidence on when to apply these skills through their planning to cover the curriculum and as a result are often left out. (Crompton, Gregory and Burke, 2018, p. 925). The ability to save and name the children’s own work on their Hwb account could be adapted to a child simply being able to recognising a piece of work that they completed at a previous date possibly with the help of their LSA.
The skill of problem solving is crucial within the early years to prepare children for problems they may face in their lives when there is not always someone there to guide them, for practitioners to effectively teach the problem solving skill children must be provided with recourses and opportunity to allow children to problem solve and gain skills to become more independent. (Diamond, 2018, p. 223). This concurs with PlayWales 2019 who believe that children that are exposed to free play and problem solving opportunities are able to develop the skills needed to be able to cope with stress and challenges throughout life. There are strong links to problem solving within the activity plan through the stand of Producing – Planning, sourcing and searching. By the children being provided with challenge cards explaining what they need to do, the children have to then problem solve using the digital recourses provided to access the appropriate websites for storytelling and use search engines with key words effectively. While children in the class would have been using search engines to use key vocabulary an inclusive adaptation for a child with additional needs could be for them to simply recognise the app such as Safari Internet explorer or a story telling app then would receive support to use.
Through the Producing- creating strand of the DCF the children in the activity plan where able to use their knowledge and digital technology to create a video of themselves acting out a well know story being creative and using the props already provided by the practitioner. There are extraordinary opportunities to use the creative use of digital technology and recourses to bridge the gap between indigenous and non-indigenous literacy and numeracy standards. (McDonald, and Howell, 2012, p. 649). However, Davies and Hamilton, 2016, p. 1, do not share the same opinions of McDonald and Howell as they believe that the key to creative development is the use of the outdoors and that these results are so significant that it almost makes any other learning insufficient to fully educate children. For the producing- creating stand of the DCF where the activity planned for children to use digital technology to create a video of themselves acting out the story, this could be adapted for all children by allowing the children to draw the main characters of the story whether it is represented by lines and dots or whatever their capability is, it would allow them to express themselves and to be creative, linking strongly to the strand within the DCF.
The activity being evaluated today could be enhanced by linking to more of the DCF strands such as through the stand of Citizenship and the element Online behaviour and cyberbullying. The children could use their digital video they have created and possibly share with other year groups within the same setting or possibly to the same year group of another setting. This would mean that the children would gain further skills in communicating with other locally and globally. This would allow other children at other settings or classes to peer access and critique the children’s work allow them to be able to gain knowledge on how to further develop their work in the future. By repeating the activity and sharing their work again the children would show that they have taken into consideration their peers assessment and critique and would have positively developed their work and also gain skills such as collaborative learning. Research has discovered that peer assessment is beneficial to children and leads to positive impacts on the children’s overall quality of their work. However, while the outcome is beneficial children’s opinions on sharing their work with peers are mixed. Some feeling that sharing their work would benefit them and will allow them to effectively develop their skills and others nervous of sharing work with others as they lack in self-confidence and are nervous of their errors being highlighted. (Zou, et al, 2018, p. 801). 
The Digital Competence Framework offers many positive elements, a big one beings its adaptability and inclusivity to all types of children’s needs. By opening opportunities in the curriculum for children with additional needs is crucial for not only their development but also for children without a disability to be able to understand inclusion and diversity. By showcasing a range of differentiated accesses into the curriculum it allows all change to gain social imperatives and understanding of the wider world and often results an improved teaching and learning for all students. (Petrescu, 2013, p. 150). 
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