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There is no denying that today’s children are living in an increasingly digital world (Johnston et al. 2018) and the evolution of digital devices for young children has progressed rapidly (Arnott et al. 2018). According to Kabali et al (2015), almost all children can use mobile devices by the time they reach three or four years of age and many even before they are one. Moreover, a study by the Michael Cohen Group found that many children now play with digital devices more than traditional toys (Matyszczyk, 2014).   
Hatzigianni and Kalaitzidis (2018) suggest that the increasing use of touchscreen technologies by young children occurs despite the American Academy of Pediatrics (AAP) recommending that children under one should have no screen time. Additionally, The World Health Organization (WHO) further recommends this as well suggesting that children aged two to four have screen time limited to one hour per day (Reub, 2019). The WHO states their recommendations are evidence-based and suggest that young children should have opportunities for interaction with others, other activities and physical activity and sleep in replace of screen-time (NHS, 2019). However, many UK experts argue that the recommendations are based on poor evidence and fail to recognise the benefits of screen-time for children (Boseley, 2019). 
Consequently, Christakis (2014, cited in Hatzigianni and Kalaitzidis, 2018) proposed to rethink such recommendations, suggesting that tablets and iPads, being interactive and portable, can enhance active participation and joint attention and enable children to make choices and take better control of their learning. Likewise, in reality, it would be difficult to shield young children from any screen exposure should they live in a household with older children or adults who regularly use technology (Boseley, 2019).  
Additionally, very young children are now able to competently use technology such as phones and tablets, due to the simple and intuitive touch-based interface (Neumann and Neumann, 2017), which can enable young children to solve puzzles at an earlier date, as they may not yet have the more complex fine motor skills and dexterity required to manipulate physical puzzle pieces (O’Connor, 2017, pp. 87-98). Furthermore, young children can access photographs and videos; navigate Youtube, and interact with and complete many age appropriate digital games and applications (Harrison & McTavish, 2018). In regard to Bruner’s constructivist theory, children can construct their knowledge and understanding when actively involved in the learning process (Aubrey and Riley, 2019), consequently, supporting them to become competent users of digital media at a very young age (Arnott et al. 2018). 
Nevertheless, there are conflicting views as to whether technology is beneficial or detrimental to children’s wellbeing and development (Kidron et al. 2017). 


Wolfe & Flewitt (2010, cited in Gillen and Kucirkova, 2018) recognise that many practitioners negatively view technology, with some believing it may have adverse effects on children’s learning such as, the continuous stimuli of graphics, light and sounds and the lack of social interactions (Lawrence, 2018). Furthermore, Singer and Singer (2005, cited in Edwards, 2018) suggests that children’s use of technologies and digital media limits their creativity and consequently, their play lacks the imaginative richness and rigour of the past. However, Kidron et al (2017) considers the interaction between a child and the digital environment as an opportunity that supports creativity and participation and furthermore, can promote children’s exploration and imagination, inspiring play that transcends the two-dimensional space (Marsh et al. 2018). Potentially, facilitating creativity, problem-solving and teamwork that are critical life skills (Robinson, 2018) required for their future success (Donaldson, 2015).  
The negative views therefore could potentially be heightened by practitioners’ lack of understanding and the challenges they face in coping with the fast pace change in technology (Gillen and Kucirkova, 2018), and the new opportunities for play that the evolution of technology has created (Edwards, 2018). Therefore, Hatzigianni and Kalaitzidis (2018) recognise the need for practitioners’ professional development, better training and awareness in the use of technology with children, to enable them to confidently integrate technology into their everyday practice.  
Donaldson (2015) recognised that this is essential due to the developments of technology in modern society and the workplace, which is already demanding increasingly high levels of digital competence. Consequently, the expectations of the Welsh Government (2018) are that practitioners and settings should already have developed a clear vision for digital learning and by now, be able to support children to develop digital skills that can be applied to a wide range of subjects and scenarios. Subsequently, creating digitally competent children who can then later confidently transfer those skills to the world of work (Welsh Government, 2018).  
It is important to add however that this does not simply mean purchasing or adding technology to the classroom but to recognise and understand ways that technology such as interactive whiteboards or iPads for example, can be incorporated into existing activities to complement and enhance children’s learning further (Yelland, 2018).  
Consequently, Garvis and Lemon (2015) affirm that digital devices can allow children to explore, manipulate, discover, play and interact with real and imaginative worlds. Thus, according to Piaget (1969, cited in Garvis and Lemon, 2015) this is where children, as active and intrinsically motivated learners, can develop new cognitive structures as a result of their interactions with their environment. Moreover, with the Vygotskian perspective in mind, the shared and independent interactions with socio cultural tools (Vygotsky, 1978 cited in Neumann and Neumann, 2017) such as iPads and tablets can support children to problem solve and potentially foster emergent literacy. Consequently, enabling children to develop a range of technical and operational skills when using different touch gestures such as, tapping, dragging and swiping to select and navigate through interfaces (Neumann and Neumann, 2017). ‘Therefore, suggesting that these very devices concur with what Donaldson (2015) recognises as new technology-based skills, essential for creating learners who can become confident future members of a technologically competent workforce. 
Additionally, Huber et al (2018) highlight that digital devices such as touchscreens can potentially scaffold children’s learning as they are physically interactive and can offer children feedback. Likewise, Chen et al (2011 cited Brito et al. 2018) agrees that smart toys, devices and television, with their human-like interaction can mediate affective relationships and connection, to foster children’s learning. However, Willumsen (no date, cited in Boseley, 2019) believes that social and cognitive skills are undoubtedly better developed when interacting with others compared to a screen and such interactive play with peers and adults is fundamental to children’s development, particularly in these early years. 
Hence, Arnott (2017) suggests that high quality experiences with technologies do not happen by chance but require pedagogic planning and carefully framed, scaffolded and supported experiences, through open ended play and fun (Huber et al. 2018). Consequently, supporting children to understand the content and build on it, to develop their learning opportunities and experience enriched technological journeys (Huber et al. 2018). This is particularly important for the children who may not have access to digital technologies and the internet at home, due to reasons such as, poverty, culture or geographic isolation for example. To ensure that all children and young people are not at a disadvantage (Unicef, 2017).  
However, (Garvis and Lemon, 2015) suggest that most children have access to a range of digital technologies in their home environments. For some children, the use of digital media has impacted on the time they spend outdoors or socialising with friends and family (Brito et al. 2018). This, according to McDowall Clark (2016) could be due to parents wanting to keep children safely at home, in response to the perceived, media informed dangers in the outside world. Contrary to the fact however that we now live in “an historically unheard-of level of safety” (Unicef, 2007, p15 cited in McDowall Clark, 2016). Hoechsmann and Poyntz (2012) recognise this as Cultivation theory, where repeated exposure to media over time can influence one’s perception of social reality. 
According to Livingstone (2015), in the early years, television is still the most widely accessed device, although tablets and iPads are becoming increasingly important in young children’s digital lives. While sometimes used for educational purposes, much of children’s use of technologies however was focused on fun and entertainment (Livingstone, 2015). Moreover, Palaiologou (2016) suggests that more children are competently able to play computer games and navigate technology than swim or ride a bike for example.  

Online games and apps can allow children to interact with virtual ‘real-world’ environments (Kidron et al. 2017) in an exciting and attractive way, watch stories, be part of multi-player competitions and be motivated to reach goals (Reid Chassiakos, 2016). This, however, does not come without its own risks, which at worst, according to Unicef (2017) can include cyberbullying, exposure to unsuitable materials and online abuse. Consequently, digital technology and interactivity has the potential to jeopardize children’s safety, privacy and well-being, particularly when children are already vulnerable (Unicef, 2017).  
Furthermore, Louv (2010 cited in Sandry, 2013) suggests that some children due to spending large amounts of time in digital and scheduled activities are spending far less time in nature, recognised as nature-deficit disorder. Likewise, further consequences of modern sedentary, digitally focused and time-controlled lives could relate to issues of childhood obesity, depression and bullying (Sandry, 2013).  
However, some earlier risks mentioned are simply due to children playing in an adult space and not having the developmental capacity to negotiate adult-designed content, behaviour or interactions (Kidron et al. 2017). It is therefore essential that practitioners, who may have little awareness of young children’s media access and use of digital technologies at home (Gillen and Kucirkova 2018), parents and relevant agencies have opportunities to work together to support and teach children about internet safety and nurture their self-discipline and intelligence in using digital technology (Palmer, 2016), thus, to define and promote effective practices with digital technologies, especially in early years (Gillen and Kucirkova, 2018).  
Recognising the mesosystemic link between home and school microsystems (Bronfenbrenner, 2009 cited in Arnott et al (2018) can support practitioner’s holistic understanding of the whole child and promote the planning of a child centred approach to digital experiences, to suit all needs and abilities (Arnott et al, 2018). This can also be achieved by practitioners assessing children’s knowledge and familiarity with the tablet devices (Burnett, 2016), to customise and individualise the content of iPad or touchscreen activities to personalise for individual children (Kucirkova, 2016). Moreover, according to Edwards (2013) a contextual perspective on digital play establishes understanding in relation to how it operates for young children as a basis for meaning making. 
Gray, et al. (2017) believe that digital technology can have positive impact on the development of children’s literacy and numeracy skills, maintaining children’s interests and motivation (Dunn, 2018). Notably, Vygotsky (1978 cited in Dunn, 2018) recognised that if writing is to be more than a set of ‘hand and finger habits’ for children, it must be relevant to their lives. Consequently, digital literacy, or digital competence, is of equal importance in the twenty-first century as literacy and numeracy and should be embedded within the Areas of Learning and Experience (Donaldson, 2015). 

Finally, it cannot be denied that a digital world is here to stay and excluding children and young people from the digital environment is not an option (Kidron et al. 2017). Therefore, it is essential that adults become digitally competent to minimise the negative aspects of the digital world for children and potentiate the positive ones (Brito et al, 2018).  
Children’s voices matter and in a digital world, children have the right to access media and technology while being kept safe from harm (Unicef, 2017). Protecting children while allowing them to take safe risks is no different in the digital environment than any other (Kidron et al. 2017), Therefore, finding the balance between protecting children from the worst that technology has to offer and expanding their access to the best, can create a better world for children to not only inherit but one they can help to shape (Unicef, 2017). However, in order to achieve this, Kidron et al (2017) believes that more longitudinal and detailed cross-sectional research is urgently required to ensure the wellbeing of children in a digital world is maintained and their individual autonomy built, to create empowered digital citizens.  
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Keeping Children Safe in a Digital World








































Talking with your child and showing interest in the games, apps and media they enjoy can help them to feel confident to talk to you about any worries they may have (UK Safer Internet Centre, 2020).  
Maintain regular conversations with children from a young age, discussing things they may see on the internet and what is acceptable to share and what is not. Explain that age limits and restrictions are there to help protect them from unsuitable content (Internet matters.org, 2020) 
Discuss positive ways they can use technology and the important role it can play in their lives, working together to help them navigate digital dilemmas. As young children tend to believe what they see (Kidron et al, 2017), encourage critical thinking such as, considering what is true or fake and adapting your discussions according to your child’s age. Supporting them to make independent, informed decisions (Internet matters.org, 2020). 

Communication is key

Set up parental controls

Where many of today’s children are leading the adults in digital competence (McFarlane, 2019), educating yourself can help you keep up with the overwhelmingly fast pace that technology is evolving. Therefore, researching the wide range of tips, explanations, videos and guides available can keep you informed and up to date (Balkam, 2014). 
https://www.internetmatters.org/ has some excellent links to a wide range of age specific advice and information.  
You may not feel confident using technology, however, by taking the time to understand the devices, apps, networks, games, and online activities that children enjoy, can help you to recognise the benefits as well as the potential risk of harm.  
More information regarding popular sites, apps, and social media and their age restrictions, can be found on the following websites: Office of the eSafety Commissioner and NSPCC Net Aware (UK Site) (Morris, 2019). 

Educate yourself:

Technology has many benefits for young children, including opportunities to explore their creativity, improve their language skills, solve problems, think critically and build relationships (E-safety Commissioner, no date). However, the use of digital media and technology can also pose a potential risk of harm to children’s health and well-being (Unicef, 2017). The following guide can provide you with ways to help your children get the best from technology while limiting the worst.
Parental control software can be installed on your child's and family's digital devices and home internet. This can help to block or filter upsetting or age inappropriate content, and control purchases within apps (NSPCC, 2020). Most internet providers will provide these free of charge (UK Safer Internet Centre, 2020). 
The parental controls available for devices range from blocking websites and filtering content to managing screen time and imposing wi-fi time limits (Knorr, 2019). This can change from controls to monitoring tools as your children get older (Balkam, 2014).  
Although parental controls can help to protect your children from accessing inappropriate content, you may not fully be aware of everything they see on the internet. Therefore, it is essential that you teach children ways to avoid unsuitable content and how to emotionally deal with any inappropriate content they may see (Internet Matters.org, 2020).  
Further advice is available via the NSPCC: https://www.net-aware.org.uk/tips-and-advice/ 


Set ground rules and find a balance
The Welsh Government (no date) recognise that screen time can provide parents and children with some ‘down time’ or ‘quiet time’. However, to limit the potential impacts screen time can have on children’s physical health, posture, vision and language and social skills, the Welsh Government provide recommendations for you to consider: https://gov.wales/parenting-give-it-time/guidance-and-advice/parenting-tips/creating-a-balance-between-family-time-and-screen-time 
Creating your own family rules with your child can have a far better impact when they have an opportunity to contribute. Consider having digital free zones such as, the bedroom, mealtimes and the car (Morris, 2019).  
Providing children with understanding of potential risks and encouraging broad framework of knowledge and competencies can be far more effective in supporting children to be responsible and regulate their own usage independently, rather than simply removing their technology (Kidron et al, 2017). 








































[bookmark: _GoBack]Maintaining a balance with your own use of technology is essential to setting a good example to children. Children will notice if you are often distracted by digital devices and may mirror your behaviour (Morris, 2019). Consider creating a place in your home where digital devices will be kept and used purposefully rather than continuously (Welsh Government, no date). 
Consequently, developing and instilling good habits early on and promoting digital principles such as, responsible behaviour, respect and empathy online can encourage children to mimic such positive behaviours (E-safety Commissioner, no date). 

Encouraging children to use digital devices in a communal area of your home can enable you to monitor their use of technology and the internet and share in their enjoyment. Encourage the use of safe search engines such as, Swiggle or Kids-search which can also be activated on popular sites such as, Google and YouTube (Internet matters.org, 2020).  
Additionally, there are many safe, fun and educational online games and apps to play with your children. Many are free of charge and safe for them to explore independently. These include: Cbeebies, Disney Junior, Nick Jr and Fisher Price and can encourage children’s learning, creativity and development (Internet matters.org).  
Interacting and sharing the experiences with children when using technology to play games and explore online and getting to know who your children are interacting with and their interests, can encourage safe, positive digital experiences and endless possibilities for learning (Chaudron, 2015).  

Parenting in the digital environment is a unique challenge and the responsibilities to encourage children to make good choices are no different in the digital world as they are in everyday life (Kidron et al, 2017). Particularly as technology and digital media can intensify traditional childhood risks such as, bullying and incite new forms of child abuse and exploitation (Unicef, 2017).   
Therefore, the role that parents and carers play is fundamental in helping children to have safer experiences online, build resilience and develop the social, emotional and practical skills they need to get the best from the digital world (E-safety commissioner, no date). 
Further useful links: https://www.nspcc.org.uk/keeping-children-safe/online-safety/ 

Explore and share 
Be a good digital role model

	Activity: The children work in pairs or small groups to record each other recreating the story of the Three Little Pigs, using props, puppets and an iPad in the reading area.


	Number of children:
2-3
	Age of children:
4-5
	Number of adults:
1

	Location:
Classroom reading area 
	Preparation time:
5-10 minutes over a few days

	Activity time:
Time will vary as the activity will be part of an enhanced independent challenge. 

	Resources:
· Box of various resources including dress up items such as, masks and associated clothing. 
· Various materials such as, straw, large Duplo blocks and Sticks
· Cut out and laminated characters on sticks.
· Class iPads 


	Aim/s of activity:
To understand how to use a digital device appropriately, safely and effectively, for the purpose of recording and storing their individual practical storytelling task.


	Links to outcomes:
The activity recognised within the Digital Competence Framework (2020) links to outcomes in both interacting and Collaborating:
· Storing and sharing: 
The children will have the opportunity to upload and save their video to their Hwb accounts, which will allow them to access the video at any time and at home as well as school.
And producing:
· Creating: 
Children are able to confidently access and use the camera app and understand how to switch to and record using the video mode. 


	Differentiation:
The activity will enable the children to retell the story to their individual capabilities and a way that is unique to them, therefore, no differentiation is required. However, some children may require adult support when entering their details and uploading the video to their Hwb accounts. 


	Health and safety:
Ensure that there is enough space for the children to use the resources to minimize the risk of tripping or falling. 
Ensure the iPads that the children use independently, have secure settings and they are informed of the importance of only uploading their own video and not those of others. 


	Role of adult/adults:
The role of the adult is to read the story to the children several times during the week. This is in order to familiarize the children with the story and to model expression, intonation and dramatize the story by putting on different voices for the characters for example. Furthermore, the adult can support the children to access their Hwb accounts if needed and encourage safe use by ensuring the children only upload their own recording. 


	The activity:

The children will have the opportunity to hear the ‘Three little pigs’ story, being read by a practitioner, several times over the period of a week and as a whole group. 

The children will then have the opportunity as part of an enhanced independent challenge, to recreate the story using the listed resources in the reading area of the classroom. The expectation is for the children to access the video app on an iPad in order to record their stories.

The children each have an easily accessible personal card with their photograph on and their own unique usernames and passwords with a picture of the app, to upload their story to their h
Hwb account, once they have completed their recording. 

The children will have opportunities to use props and various resources to enhance their storytelling and support each other to recall the story. They will be encouraged to use a range of language, social, physical, digital and problem-solving skills during the activity. 

The activity will be child-led and play based; however, the children will be supported to upload their video when necessary, encouraging independence where possible and supporting their development of digital competence. 
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With most young children now experiencing and engaging in a digital world at an early age (Neumann and Neumann, 2015), how practitioners implement technology into their teaching can have a significant impact on children’s learning and development, particularly in the early years (Hatzigianni and Kalaitzidis, 2018). Consequently, the context in which a child accesses the digital environment can be as important as the content, and the kind of activity as important as the time spent. Furthermore, the nature of the interaction as important as the purpose (Kidron et al. 2017). Therefore, in the hands of capable practitioners and curious children, technology such as iPads can create some fantastic learning opportunities (Kucirkova, 2016).   
The main aim of the activity is to encourage the children to re-enact a familiar story and record themselves or one another using an iPad. Potentially linking to computational thinking, recognised by the Welsh Government (2018) digital competence framework as scientific enquiry, problem solving and thinking skills. Although the story was chosen for the children, they will be able to use innovation during the activity to recreate the story from their own perspective (Hoechsmann and Poyntz, 2012) therefore, enabling much of the activity to become child led. Piaget viewed such child centred play as promoting problem-solving and creativity, thus supporting children’s cognitive and emotional development (Aubrey and Riley, 2019). Moreover, creating stories through storytelling, whether oral, visual or with the use of technology supports children to develop and demonstrate their narrative skills (Victoria State Government, 2018).  
Additionally, with the use of props during the storytelling activity the children can use characters and objects to imagine themselves in the setting they are creating, and help their stories come alive (Lawrence, 2018). Furthermore, Vygotsky (1991 cited in Lawrence, 2018) recognised that narrating stories through socio-dramatic play contributes to children’s development of written language. Moreover, the activity could also be enhanced to allow children to write their stories, whether using pictures, mark-making, letters or words, enabling them to understand how speech can be written (Caldwell and Bird, 2015). Subsequently, Yelland (2018) views digital devices as complimentary to other resources and such multimodal learning ecologies can work to support emergent literacy, recognised as a foundational skill in the successful development of children’s learning.
Mantei and Kervin (2017) suggests that the use of the iPad in the activity affords a new way to represent and communicate meaning, combining language, image, sound and movement. Additionally, one of the distinct advantages of iPads are that they are lightweight and easily portable, therefore, enabling children to carry out the activity in various locations including the outdoors (Kucrikova, 2016). When balanced with outdoor play and non-digital activities, digital devices can support and develop children’s other interests (Chaudron, 2015).  
Subsequently, it is important that children are taught to take care of and use the iPads appropriately during the activity and later, return them to storage and connect them to the chargers for future use (Caldwell and Bird, 2015), thus, supporting children to adopt a respectful, responsible and ethical behaviour towards the technology (Johnston et al. 2018). Consequently, supporting the four purposes recommended by Donaldson (2015) to create ambitious, capable, creative and confident, ethical, informed citizens.  
The children may want to work with their peers to recreate the story, deciding on which characters they may play and who will record the story using the iPad for example. Therefore, Lisenbee and Ford (2017) suggests that using technology in storytelling can enable children to use critical thinking and problem-solving skills as well as collaborating with others. Moreover, peers can act as the more knowledgeable other during the story making activity and can support one another in mastering digital literacy skills (Kucirkova et al, 2015) 
There is a risk during the storytelling that some children may become bored of holding the iPad or, having access to a limited number of iPads could see difficulties in sharing and taking turns, and control of the iPad as well as a risk of insufficient internal memory (Lawrence, 2018). By uploading their stories to their personal files, however, will allow for continued access which therefore enables the children to return to their creations and to edit and expand on their ideas (Department for Children, Schools and Families, 2014). Notably, Bruner believed that such concept of a spiral curriculum would reinforce and improve the depth of children’s understanding, each time they are able to revisit a topic (Aubrey and Riley, 2019). Likewise, Donaldson (2015) recognised the need for a curriculum focussed on promoting experiential learning and a more interdisciplinary approach.  
Furthermore, linking with the Froebelian approach, when children can share and have their creations valued, they can gain a sense of pride and connection and a sense of purpose to their learning (Bruce et al. 2019).  
Additionally, the activity is recognised by the Welsh Government (2020) Digital Competence Framework as linking to strands such as interacting and Collaborating with others. When the children upload and save their stories, they become familiar with the element of storing and sharing and understand that their work can be retrieved. Furthermore, the activity can support children to become competent in producing and creating when using the camera app, understanding how to switch to video mode and start and stop recording for example (Welsh Government, 2020). Consequently, accessing and operating the video app on the iPad, will require the children to use their fingers to tap, trace, swipe, drag and slide, therefore, supporting the development of technical and operational skills (Neumann and Neumann, 2017). Likewise, Huber et al (2018) suggest that touchscreens support physical interaction. However, Brito et al (2018) express that for many children, use of technology has created a decline in overall physical activity, increasing the risk of obesity and low self-esteem (Kidron et al. 2017). Nevertheless, the Welsh Government (2018) believe that even such basic skills in the early years can support children to become digitally competent, and evolve into enterprising, creative and critical thinkers. 
Lisenbee and Ford (2017) believe that the use of digital technology can also benefit children with additional learning needs. Accordingly, some children may feel more confident retelling the story, recording themselves or with peers, rather than adults. In particular, this may support children with selective mutism (Klein and Armstrong, 2010) particularly as Pandya and Low (2020) suggest that young children do not consider their audience until after they share their work. Furthermore, Dunn and Sweeney (2018) suggest that having the opportunity to record and hear their own voice can be beneficial to children with speech and language difficulties. Consequently, the video recording of the children carrying out the activity can allow practitioners to later assess their learning (Savage and Barnett, 2015), therefore, McFarlane (2019) recognises the role technology can play in improving assessment and feedback. 
Although the activity enables the children to work independently, the adult’s role will be to initially model expression, pace and intonation during the storytelling which according to Kory Westland et al (2017) can increase children’s verbal fluency, listening skills and vocabulary. Likewise, Vygotsky (no date cited in Kucirkova et al. 2015) believed that for the child, knowledge scaffolding happens through imitation. Furthermore, some children may need support when uploading their videos using their personal cards, knowing where to enter usernames and passwords or recognising the different symbols and letters for example. When practitioners model and guide children using technology, they can deepen their understanding and support them to later carry out the task independently (Kang, 2018).  
Additionally, the activity can further acknowledge the citizenship strand of the digital competence framework where children can begin to understand that their information is personal to them, linking recognition of identity, image and reputation and digital rights, licensing and ownership (Welsh Government, 2020). This, however, may become difficult when the children have worked with peers and other parents may have access, therefore, permission may be required (Livingstone et al. 2018). It is therefore essential that practitioners familiarise themselves with the DCF and identify their own professional learning requirements in order to support the digital competence skills of their learners (Welsh Government, 2018).  
Flewitt et al (2015) suggest that the iPad-based literacy activity can stimulate children’s motivation and concentration, and can provide rich opportunities for communication, collaborative interaction and independent learning. Therefore, Donaldson (2015) recognised that practitioner’s teaching needs to enthuse children’s learning to enable them to contribute and gain the knowledge, skills and dispositions to meet both the needs of today and challenges of tomorrow. 
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