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Portfolio
Mobile phones have come a long way over the years, from being more like a two way radio in the early 1900’s to the smart phone industry seen today (Dudley, 2018). Dudley goes on to say, that from phones being just a way of calling and talking to people, they can now literally do everything.
According to Ofcom (Kleinman, 2020) fifty per cent of the UK’s under 10 year old’s own a smart phone, and 5 per cent of those are aged 5-7. Children are spending an average of  23 hours a week isolated on their mobiles, tablets and games consoles at home, almost double the 12 hours they spend conversing with their parents (Donnelly, 2019). According to Moble, Kleimann, Rehbein and Pfeiffer (2010) Media usage patterns affect academic performance, the more time spent on violent media content, the worse a children’s marks in school will be. Their study also concluded that boys who are gender-specifically better equipped with electronic media devices, and watch violent content, were more prone to achieve lower performances in school.
According to Katz (2017, P.294) The mobile phone has become an extension of the body, In Finland the children use a term ‘Kanny’ which means extension of the hand. Kendal (2020) believes that children are addicted to their phones and if the trend continues, young people will soon be incapable of forming and maintaining relationships without the help of a mobile. Liberatore (2015) argues that this is not the case, that children who have access to social media can develop and make new friends, she goes on to say that teens who are sociable in the ‘real world’ tend to reinforce and improve those relationships online.  
Barnardo’s National children’s resource center (2006) believes that the use of ICT in childcare environments creates great opportunities for children’s development. It goes on to say that ICT, appropriately used, can extend children’s experiences of communication, language and literacy as well as reflecting real world experiences and providing motivation and encouragement to learn. According to Graham Donaldson’s report and Successful futures (2020) Language, Literacy and Digital Competence are so important for thinking, learning and life that they should be developed and strengthened across the whole curriculum. Clermont & Miles (2018) believe that “children spend too much time passively consuming entertainment forms of media on their screen based technologies” they go on to say that this consumption of screen time leads to an inability to focus, a struggle to problem solve, be socially inactive and ultimately can lead to mental health issues. With children spending so much of their free time on their mobile phones, accessing media and the internet, should schools be allowing ICT across curriculum, increasing their screen time further? A report by Lewis (2018) says that Estyn had found that pupils progress in digital skills had not kept up pace with technology, and that ICT skills across subjects are limited in many secondary schools and a third of primary schools, Therefore supporting Donaldson’s findings and supporting the need for ICT to be cross curricular in the Successful Futures framework.
Hadden (2013) suggests that small screen media devices are a cause for concern, children are withdrawn into mobile phones and are not interacting with those around them. Vgotskys’s theory would strongly suggest that this demise in social interaction would be detrimental to a child’s development, as he believed that community plays a central role in the process of “making meaning” (McLeod, 2018). However, 93 percent of children in the UK play video 
										

games (Children’s commissioner, 2019), interacting and virtually socialising with their friends. Bolton, (2016) believes that young children who play a lot of video games may be more likely to have better intellectual and social skills than their non-gaming peers, Trepte, Reinecke & Juechems (2011) agree that with millions of users around the globe able to virtually connect and befriend strangers, that gaming offers the chance to be socially active, Lee (2006) argues that gaming to an extent can have negative affect’s and impact on social cognitive theory (Bandura, 1997, 2001) with players transferring characters, violence and actions over to the real world. 
An international comparison by GSMA Foundation (2015) found that on average over 80 per cent of children using mobile phones access social networking services, keeping in touch with peers and friends of a similar age. The study also found that 60 per cent of children have over 100 friends on social media networks, and that 75 per cent of children using these services believe that it reinforces relationships with close friends and builds stronger relationships with friends who they were not that close with previously. Supporting Vgotsky’s theory that community plays a vital role in development of cognition, children are able to socialize daily with friends and peers through social media, social media provides an open opportunity for all writers and bloggers to connect with each other (Siddiqui, 2016) Siddiqui goes on to say that useful information can be exchanged over social media and that youngsters can also look for answers on social media related to their education, or advice and services they may need. The mobile phone allows easy access to social media, so allows for negativity such as cyberbullying, psychological distress and poor self esteem in youngsters (Derivois, 2015). 66 per cent of female victims of cyberbullying have feelings of powerlessness, and 33 per cent of young respondents have sent explicit images or texts to someone else (Petrov, 2019). Children as young as 9 have contacted Childline (NSPCC, 2017) about cyberbullying, and every year young people are taking their own lives because of online bullying. Children who experience cyberbullying are nearly 2 times mores likely to attempt suicide (Hinduja & Patchin, 2018). According to Action for children (2018) Children can feel great sharing their lives and getting a positive response via social media, but sometimes negative responses pop up causing a child to feel jealous when comparing themselves to others, it goes on to say that traces of jealousy are a big factor that play with people that are having social media based self-confidence issues. Vogel, Rose, Okdie, Eckles, & Franz (2015, quoted in Rún Ingólfsdóttir, 2017, p. 5) quotes that studies on the relationship between social media and self-esteem have revealed that those who spend more time on social media report lower levels of self-esteem. Figures from NSPCC (2016) show an increase of counselling sessions for children with low self-esteem, In 2014-15 there were 35,244 counselling sessions for low self-esteem, an increase of 9% from the previous year. Childline (2016) states that many children have reported the ever-growing influence of the internet in their lives is leaving them feeling isolated, with many saying that social media led to them comparing themselves to others, and feeling inferior, ugly, and unpopular as a result.
Under the new framework (Gov.Wales 2020) the successful futures report highlights the importance of encouraging learners to engage critically with language and literature in order to develop. Digital learning offers a new route to support these skills such as online dictionaries, software to access and improve language, resources that monitor progress, offer feedback and enhance the learner’s skills (The Digital Teacher, 2018) Children have access to 
App’s such as, Duolingo, empowering children to learn at their own pace (Duolingo, no date).  Students gain listening comprehension by hearing clear examples delivered by native 


speakers (Guarnera, 2019). With Four in ten 5-15s owning a mobile phone (Offcom, 2018) this ease of internet access is fundamental to accessing app’s and allowing this progression in language and literacy, According to The United Nations Educational, Scientific and Cultural Organization (2019) in developing countries such as, Ethiopia, Ghana, India, Nigeria, Pakistan, Uganda and Zimbabwe the mobile phone has given powerful results of literacy to their people. With data from the United Nations (Borgen, 2014) indicating that of the estimated seven billion people on Earth, over six billion now have access to a working mobile phone, literacy, language and access to app’s is reaching around the globe.

Children turn to their phones instinctively for news, information sharing and entertainment (Gowans, 2017) Gowan goes on to say that the mobile phone is felt in education, Khomami (2017) backs this up, the mobile phone whether a tool or distraction is seen in schools and in education across the UK and the world. Traditional lecture based classroom teaching is now supplemented with technology-enabled leaning, and this includes the mobile. According to Sodha (2018) Phones should be banned in schools, She writes that in France children have a few hours where they are disconnected and have a distraction free zone away from technology.  Beland (2015) found that banning the smartphone in schools boosted results, particularly for young people from disadvantaged backgrounds, Beland (2018) goes on to say that his findings found that modern technology in the classroom increased productivity and engaged more pupils ultimately improving their performance. Therefore, highlighting the need to make use of technology in a productive and meaningful manner, encouraging ICT across curricular supporting the Successful Futures framework (Gov.Wales 2018).  Allowing children access to media and improving their computational skills, will support Piaget’s theory of experimental learning and problem solving.
In the same way as a mobile phone, a computer or laptop allows a child to access the internet and browse media at the touch of a button, however with a much larger screen, the laptop offers more comfort for the body (Computer Hope, 2019). The advantage of a laptop is that it can be placed in a comfortable position allowing for correct posture, unlike the looking down into the hand for the mobile. According to Larosa (2019) Tech Neck is a condition caused by repeatedly craning your head down to look at the screen. 
The laptop is widely used in schools in Wales, the Welsh Government is providing all learners in Welsh state schools free access to Microsoft Office as part of its aim to improve the skills in the digital world (Thomas, 2019). Thomas goes on to say that the Welsh Government’s platform for digital learning ‘Hwb’ is used in 85% of schools across Wales. Hwb allows an easy access for parents and teachers to access children’s work, it also provides a range of digital tools and resources for its users (Gov.Wales 2020) In addition the platform allows for access to the Curriculum for Wales, 2022, Curriculum for Wales 2008, Professional learning information, thousands of bilingual resources and information regarding online safety. With this easy access platform, available to students inside and outside of school, their development in the digital world can flourish, economically being able to afford such devices to allow this development can create a digital divide. In some rural parts of Wales, the network connections can be very poor, pupils who grow up in rural communities are at a disadvantage compared to their urban dwelling peers (Turner, 2017). Turner goes on to say that schools are increasingly using online learning materials, children are expected to do homework on line, a slow connection at home can make this extremely difficult. 


The laptop with its bigger screen, also offers children the chance to watch TV streamed through it, the mobile phone can of course do this also but according to Offcom, (2018) Children watching TV on a tablet or laptop has risen by a third in a year to 20 per cent (up from 15 per cent in 2013). However, with the increase of tablet sales, the future use of laptop’s could begin to be implicated, as twice as many children aged 5-15 years are now using their tablets to go online, the proportion of children accessing media through a computer or laptop has fallen 3 per cent year on year. According to Plunket Research (2020) The desktop, laptop and computer market is suffering from intense competition from smartphones, and to a lesser extent from tablet computers. 
Whether children are using a mobile phone, or a laptop, technology can play a vital role in supporting early communication, language and literacy. It offers new learning opportunities, through ebooks, apps, and even video calling (Literacy Trust, 201) and is key to their future holistic development.
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A Parent/Carer’s guide to young children’s Digital Safety
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[image: ]Children can now have a digital footprint before they learn to speak and often before they are even born (Internet matters, 2020).
As the digital world progresses it is important to allow children the time to explore and develop their ICT skills.  
[image: See the source image]Digital competence is the set of skills, knowledge and attitudes that enable the confident, creative and critical use of technologies and systems. It is essential for learners if they are to be informed, capable and have the potential to be successful in today’s society (Gov.Wales, 2018) Take a look at the Digital Competence framework https://hwb.gov.wales
A dangerous place for children to explore… but with the right help and some guidelines, you could feel happier about letting your child learn and develop their digital competence.Inappropriate explicit content
Sexting and sending nudes
Grooming
Cyberbullying
Obesity 
Headaches
Depression
(Reichel 2019)





You’ve seen the risks, but familiarise yourself with the less obvious ones, too much screen time can have lasting damaging effects to your child’s health that you may not have realized.
Grooming-when a person seeks to build connection with a child, to build trust for sexual purposes (Groomers are not always strangers) (Internet matters, 2020).
Cyberbullying-can reach children anywhere, it’s easy to do! It can be anonymous. (Internet matters, 2020).
Inappropriate explicit content-Pornography gives a distorted view of healthy sex and relationships (Internet Matters, 2020)
Obesity-increased eating whilst screening, disruption of sleep, seeing adverts for high calorie snacks. (Fang, 2019).
Headaches-too much screen time can increase risks of headaches and migraines. (Chitnis, 2016).
Depression-an increase in screen time can lead to symptoms of depression (Barr, 2019).
It is important for parents/carers of young children to look out for signs and to help children remain safe online, here are some tips to help:
· Reassure your child you’re interested in their life.
· Take an interest in what apps they enjoy.
· Be positive about what sites they are looking at.
· Ask them, do they have any worries or concerns?
· Take an active step to see who they are friends with online.
· Listen to what your child says when visiting sites.
· Ask if your child knows what’s okay for what age range?	(NSPCC 2020)
Children can act differently online, explain to your child that how they behave online can have a damaging effect on someone else, and to speak to you if they feel someone is treating them differently.
“I think most people behave in a different way online to when they talk to people face to face” (Ofcom 2015)
Simple steps could give you piece of mind, On computers and any other devices your child has access to, set the parental controls to the appropriate age, and enabling access to only appropriate content (Get safe on line, 2019).
Buy and keep up to date parental control, agree which sites are safe for your children to use and explain to them to only use these (Get safe online, 2019)
Words for Life website has advice and tips for concerned parents on how to use technology with their children. The site encourages children’s use of technology but advises leaving plenty of time for good old physical activity and social interaction. Screen time may reduce the number of opportunities a young child has to experience the pace of “real” life and simple things such as taking turns in a conversation, which may affect resilience and concentration
GAMING Make sure your child only has access to games that are age appropriate, Windows 8’s Family Safety features allow you to monitor your children’s computer usage, get weekly reports, set time limits for computer use, filter inappropriate websites, block children from using certain applications, and more (Hoffman, 2015)

Most games have an age rating based on their themes. Games with violent and sexual content will have a higher rating. The age rating system is provided by PEGI and gives an overview of individual games which can help you to decide if it's appropriate. The ratings don't include communication features, so a game with a low age rating may let children speak to people they don't know (NSPCC, 2020).
Parental controls can be offered by your internet provider: 
A filter from your internet provider can control the content that your child can see.

NSPCC Advice Line on 0808 800 5002.
Make sure children use the internet through WiFi instead of through 4G or 5G. Otherwise parental controls won't work.

Keeping track of all the apps your child uses can be tricky.

It can help to: 
Remember some apps let young people send messages to each other or store personal information. Others are for playing games or having fun. 
[bookmark: _GoBack]Talk with your child about their privacy settings and explore different social networks, games and apps together.
TALK to other parents, with children of a similar age or sign up for a course in internet safety.
The NSPCC in association with CEOP, the child protection unit of the National Crime Agency, Offers this elearning course which helps parents & carers to understand what children and young people do online, why they take risks and how to respond to these risks so that you can feel confident in protecting your children (NSPCC, 2020).
https://learning.nspcc.org.uk/training/introductory/keeping-children-safe-online-online-course/
Sharing pictures
If your child is sharing image’s talk to them about what’s appropriate to share and what’s not.
If your child is too young to understand fully their consequences of sharing pictures online it's important and your role to explain to them so they know to check with you before posting anything online. 
If you or your child are worried about a photo or video that they have already shared, sent or posted online, talk to them. Make sure they know that you are not angry and do not blame them. Ask them to explain what has happened, and tell them you will make a plan together to put things right. (Think U Know, no date)
Make your child is aware to never give out their age, address or which school they attend oveinternet



Useful links 
https://www.nspcc.org.uk/keeping-children-safe/online-safety/ 
https://hwb.gov.wales/zones/online-safety
https://www.saferinternet.org.uk/advice-centre/parents-and-carers
https://www.ceop.police.uk/Safety-Centre/what-is-online-child-sexual-abuse/ 
www.ofcom.org.uk







	
Activity Plan

	
Activity: To capture pictures beginning with the letter L using IPad’s, save photos, upload and print a copy to discuss later.


	
Number of children: 4

	
Age of children: 4 & 5
	
Number of adults: 1

	
Location: Woods

	
Preparation time: 30 minutes
	
Activity time: 2 and half hours split 30 mins prep 1 hour practical & 1 hour upload & save

	

Resources: 2 x Ipad’s (1 per pair), printer, first aid kit, wellies, rain macs, laminated picture sheets.




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




	
Links to outcomes: This activity will lend itself to encouraging personal and social development, language and literacy through communicating with peers and adults. There will be elements of the Welsh language. The children will be physically active and so this links to physical development and the activity will cover and link to knowledge and understanding of the world. The activity will allow the children to develop their ICT allowing them to learn and develop adhering to the Digital Competence Framework (Gov.wales, 2017) allowing skills in Interacting and collaborating and producing. The children will work on elements of these skills, such as communication, planning and sourcing and storing and sharing.




	

Differentiation: Lower ability-will have laminated sheets with examples of pictures they could find and take. They will also have more adult intervention if needed. Middle ability-moderate intervention from the adult and only 2 pictures as examples. Higher ability – limited adult intervention, no laminated sheet of examples only verbal examples during circle time.


	
Health and safety: Risk assessment will be carried out.



	
Role of adult/adults: The adult will be responsible for explaining to the children how the activity will work, the children will be given a partner to work with. The adult will explain how to use the Ipad safely and the concept of sharing. During the circle time (prep time) the adult will listen and ask non leading questions about what the children may find outside to take pictures of beginning with the letter L. During the activity the adult will encourage and make sure the children are safe, the adult will allow the children to capture their own pictures but will offer assistance if needed. Once the activity has finished and the indoor activity begins of saving, uploading and printing the picture, the adult will show the children how correctly to do this and will assist in helping the children gain a copy of one picture each to discuss at a later date. 


	The activity:

The children will be working in pairs with one Ipad per pair, the activity is focused on taking pictures of things the children find interesting whilst on an outdoor walk ideally things beginning with the letter of the week (Letter L), before the walk the children will have been briefed on what interesting things we might find, with a simple carpet circle time, which allows them the opportunity to think about what they may like to capture on the Ipad. 
The practitioner will allow the children to think about the outside space, and will ask non leading questions, encouraging the children to use their imagination on what they may discover. The children will share the picture taking, and the practitioner will reinforce before leaving about handling and sharing the device. The activity will take place in the outdoor wooded area and there will be no limit on the quantity of photos the children choose to take. 

At the end of the walk the practitioner will lead the children back inside, where an opportunity to show and discuss photos amongst their peers will be given. The children will then choose their favorite photograph and with the practitioners help the children will save their picture to Piccollage. Once uploaded each child will write their name on their picture and give it a title, the children will then print this off and the pictures will be used as a separate activity on a later date.



















Evaluation

The activity supported children’s creatively and linked to the Digital Competence Framework; children need the opportunity to develop skills positively in the digital world around them. It continues to suggest that providing children with the strategies and skills for critical thinking and the knowledge of applying these aspects into their digital lives, will enable children to become confident ICT users. As discussed by Graham Donaldson, children will need these skills to progress and develop in a rapidly changing digital world (Gov.Wales 2017). By listening and following simple instructions, the children were able to adhere to the strand of data and computational thinking, allowing for problem solving and modelling to occur (DCF, 2008). Which according to Morin (2019) Kids who lack problem-solving skills may avoid taking action when faced with a problem later in life. The children had to save their work, this allowed for the DCF strand of interacting and collaborating to develop, the children also worked in pairs, which again furthered their collaboration. According to (Head, 2003) collaboration is the opportunity to move beyond the functional aspects of coordination, cooperation and communication. Allowing collaboration allows for Vgotsky’s theory; cognitive development stems from social interactions from guided learning within the zone of proximal development as children and their partner's co-construct knowledge (Mcleod, 2018). By enabling the children to work in pairs with their peers, this also allows for Piaget’s theory that peer experiences are an important factor in child development (De list & Golbeck no date). 
The activity enabled for children to learn through play adhering to the Foundation Phase (Gov.Wales 2018) extending their language and communication skills, according to Montessori by setting up a productive environment, children can develop their literacy skills without even knowing it (Mielonen & Paterson 2009). With encouragement, young children are competent users of media, engaging in literacy practices (Marsh, 2004; O’Mara and Laidlaw, 2011; Rowan and Honan, 2005 quoted in Lynch 2014). As the Foundation phase states, it is essential that children have access to a variety of media to express themselves and ample opportunities to apply their imagination in a purposeful way. Children acquire and develop skills at different rates and must be allowed to develop at their own unique, individual pace, the activity allowed for children of different capabilities to take part with a lower, middle and higher abilities considered (Gov.Wales 2015). 

By using Ipads, and the ability to take pictures, save them and then to print those images off, this created a positive step in progressing the children’s digital knowledge, which according to Hague & Payton (2011) “In order to negotiate this environment effectively, young people need to be digitally literate”. At the end of the activity the children were asked to write their names on their chosen pictures, this is acknowledged as a Citizenship strand on the DCF, and falls in to the Digital rights, Licensing and Ownership bracket, however, the activity could have been progressed further by allowing time to explain to the children about cyberbullying and online behavior, briefly explaining to them the risks of connecting with others online. Grose (2013) writes “Like moths to a flame, children today gravitate to touchscreen tablets and mobiles – so much so, that a study across Australia, New Zealand, the US and Britain found more two- to five-year-old’s are able to manipulate apps than tie their shoelaces or ride a bike” 
According to the NSPCC (2016) Bullying and Cyberbullying can happen anywhere; allowing time to discuss this would have embedded the risks of the internet as bullying can both physically and emotionally harm a child. This would have enhanced the DCF framework further, covering the strand of Citizenship, extending the learners independence and touching on behavior online and cyberbullying, which according to the Welsh Government (2017) is recognized as a necessity for children aged 4-5 in reception. According to Estyn (2019), Bullying and Cyberbullying are a growing concern, and with nine in ten homes having access to the internet (Ofcom, 2018), it is essential that children are kept safe whilst accessing the internet. Internet Matters (2020) identifies that pre school children (0-5) are using their parent’s computers, smart phones and tablets more and more, according to Stiefel (2020) it is paramount that safety is top priority. 
The activity encouraged the children to be independent and allowed them a chance to explore the world around them, by allowing children to think about the letter L, this encouraged them to explore language and literacy, encouraging the digital competence to be cross curricular, which according to the Foundation Phase Framework (Gov.Wales 2015) ICT should be holistic and integral across the curriculum. According to Graham Donaldson’s review (EWC, 2015) Digital competence should be treated in a similar way to that of Math’s and Literacy, as the digital world becomes intertwined with the ways in which we live, work and socialise. Being digitally competent is not an option but a necessity for the twenty-first century learner. The activity could have been adjusted to allow for more cross curriculum and more strands of the DCF to occur, the activity could have allowed for a simple pictogram to be used, this would have covered the Data and Computational thinking, and improved independent learners, and would have also incorporated math’s, which according to Hall (2017) Math’s skills are consolidated and enhanced when pupils have the opportunity to apply and develop these across the curriculum, he goes on to say that poor math’s skills can have a detrimental effect on children’s progress and can lead to low self-esteem. 
The Foundation Phase Framework (Gov.Wales 2015) states that children learn through hands on experience, that through play, children experiment, take risks and solve problems, allowing them to enhance their understanding of themselves and the world in which they live; the activity allowed for this enhancement to occur, by giving them the opportunity to be hands on and learn through play. The activity encouraged the children to be ethical informed citizens, and so adhered to the report carried out by Graham Donaldson (Successful Futures, 2020). According to the report, being fully involved in modern society and the workplace already demands increasingly high levels of digital skill and this will only continue in the future. 
The guidelines (Successful Futures, 2020) states that Wales’s young people are set to become: ambitious capable learners and healthy confident individuals. As the activity was based in the outdoors and the children were actively walking and exercising, the activity created the correct environment to encourage this, allowing the children to be physically active. Cherry (2019) writes that Bandura’s theory that observational development does not have to require direct engagement with another person, but can also be achievable through a podcast or alike allowing the adult intervention during this activity to take a step back, allowing the children to explore the digital device and gain development from ICT. To encourage healthy confident individuals, the activity gave opportunity for resilience, empathy and decision making (Gov.Wales 2019) by allowing children to share the Ipad, and by working together they were given a chance to be considerate, this allowing a holistic structure for understanding and well-being.
The activity suggests elements of the Welsh language will be used, allowing children to take pictures of items beginning with the letter L in either Welsh or English, the Donaldson report states that everyone should learn Welsh up to the age of 16, it goes on to say that a greater focus on children’s ability to speak Welsh confidently in everyday settings is needed (Successful futures, 2020). Around half a million people in Wales speak Welsh, almost 20% of the population (Pacey 2020). Increasing Welsh is one of the governments key priorities for safeguarding the future of Welsh language (Welsh Language Board 2020). The activity could have furthered the use of the Welsh language by using a Welsh app such as Tric a Chlic during the circle time. 
To conclude, the activity adhered to and followed Welsh government guidelines, it provided children with a fun activity that incorporated the use of ICT, allowing for the Digital Competence framework to be met, it followed the foundation phase and also the new framework of Graham Donaldson’s report. The activity could have been adapted and extended to create a greater coverage of these guidelines to make the activity more cross curricular. The activities aim was to improve digital competences and literacy skills, the activity achieved this. Bruner believed that curriculum should be designed so that the mastery of skills leads to the mastery of still more powerful ones (Levitas, 2018) reflecting on Graham Donaldson’s statement that children will need these skills to progress and develop in a rapidly changing digital world (Gov.Wales 2017), the activity created a solid foundation for progression and development to occur.
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