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Element 1
According to Ofcom (2019), 52% of 3 and 4 year olds and 82% of 5 to 7 year olds in the United Kingdom use the internet. Kamenetz (2017) states that in the family homes of children, 98% of these have some sort of digital device and 42% of young children have their own personal digital device. These statistics prove that digital media and technology are increasingly being used by younger generations which has also led to a rise in concerns regarding the effects different technological devices can have on young children and their development (OECD, 2019). As with most things within the world, there are both positives and negatives to young children’s health, well-being and overall development when using digital devices, technology and the internet but it is uncertain whether the positives outweigh the risks, or the risks outweigh the positives. Scott and Marsh (2018) suggest that despite the growing demand in the market, there are absences and gaps in knowledge and understanding with regards to young children in particular those under the age of 8 years old. Digital media and technology widely cater for children over the ages of 7 and right through to adolescence providing them with many different opportunities and activities, however the market for younger children under the age of 7 is limited. The concern for this gap in the market is increasing as there are many benefits to young children using digital devices to access media content and support their information, communications technology skills and development. 

Using digital devices to access the internet provides a vast amount of information relating to almost any topic and subject, it is suspected that more than 90% of individuals use digital devices and the internet to gather information (Mackare and Jansone, 2018). Cherry (2020) suggests that Vygotsky’s theory about the ‘more knowledgeable other’ having greater knowledge and skills than the learner has links to most day to day activities involving young children but in particularly to practice within early years settings and educational settings which has a positive impact on a child’s overall development. This theory links to digital devices, technology and the internet as they become the more knowledgeable other to young children, these devices provide a large amount of information to children regarding most topics. Furthermore, UK Safer Internet Centre (2021) suggests that young children’s learning is based on what information is available to them, the internet provides boundless information and materials to allow and assist young children’s learning and also allows and encourages them to discover new activities and opportunities. UKEssays (2018) note that children base their beliefs and values by adding additional knowledge and information to their existing areas of knowledge that they have already gained in the past, this commonly known as ‘scaffolding’ which was originally thought of by Bruner. The sole fact that technological devices provide the opportunity to gain a wide range of information means that these devices could be classed as both the more knowledge other and promote the theory of scaffolding. Scaffolding and the more knowledgeable other are interlinked and support the same aspects of young children’s development. However, Kaspersky (2016) note that 55% of young children are dependent on the internet which puts these children at additional significant risk of using inappropriate content and information for their age as this can become an unhealthy addiction. Although the internet provides children with immense information to aid learning and education, children risk becoming too dependent on the internet which may also have an impact on the child’s individual ability to adopt and overcome challenges (UKEssays, 2018). The internet provides children with what can be interpreted as too much information which leaves children with the easiest of options to solve any challenges or problems which has a negative impact on a child’s development as they do not need to regularly practice their problem solving skills.

According to Mental Health Foundation (2021), 10% of young children have mental health problems that are diagnosable and 70% of individuals who have mental health issues experience worse mental health problems because they did not receive sufficient support at an early age. Kendall (2018) suggests that in recent years, many apps have been developed for digital devides and there is now an app for almost anything with the first mental health based app being introduced in 2009. The Children’s Society (2021) note that children’s well-being is at the lowest it has ever been due to long waiting lists for various services and limited time scales in most industries. Society wants young children to feel good about themselves, be happy and encourage children to do the best that they possibly can for themselves, this raises questions about the effects of digital devices, technology and media on children and young people’s mental health and well-being. Allowing children the opportunity to work on their own individual mental health and wellbeing using digital devices and technology has many benefits to a young child’s overall development in particularly for those children who have additional learning needs. The United Nations Convention on the Rights of Persons with Disabilities as individuals who have additional learning needs have a fundamental right to active and full participation in society (United Nations, 2006), Mental Health Foundation (2021) state that using technology to promote and support mental health reduces barriers and removes stigma relating to additional learning needs which supports the rights of young children who have additional learning needs. Although there are many benefits to young children using digital devices, technology and the internet, these devices also have limitations and negative effects on children’s development, mental health and well-being. Medical News Today (2020) note that overusing digital devices and technology has a significant impact on an individuals’ mental health and well-being and contributing to some other significant health conditions such as anxiety and depression. Seeing a rise in the use of digital devices and technology has also seen an increase in mental health issues in young children. In 2004, 10.1% of children had suffered at least one mental health disorder at the time of assessment, in 2017, 12.5% of young children had suffered at least one mental disorder at the time of assessment, this shows the clear rise in mental health disorders in children (Public Health England, 2019). Although the statistics cannot guarantee that this rise is solely due to the rise in use of digital devices and technology, Miller (2020) suggests that this rise is likely to rise higher over the coming years with the overuse of technology and digital devices continue to rise. 

Although digital devices and technology have had many positive effects and changes in the world, they have also had negative effects. According to Stueber (2019) one of main negative effects of overusing technological devices is that it stimulates health issues, as the amount of time spent on these devices increases, the amount of time spent participating in physical activities reduces. Many individuals often snack while using their digital devices leading to unhealthy habits and an unhealthy lifestyle (Rosen et al, 2014). Developing these unhealthy habits and unhealthy lifestyle habits at a young age continues to have negative effects into adolescence, Centers for Disease Control and Prevention (2019) note that a low level of physical activity results in high health costs and financial costs and contribute to factors such as diabetes and heart disease. Gladwell et al. (2013) suggest that different exercising environment influence and shape health, in particularly the outdoor environment. Children spending more time on their technological devices usually means that they are using these devices indoors which reduces the likelihood of them participating in physical activities. Novak Djokovic Foundation (2017) note that in order to create a foundation of movement and activity that will be carried throughout life, physical education and activities should be included in young children’s everyday lives. Participating in physical activities and including them in everyday life from a young age encourages children to carry this into their adolescent years which has significant positive impact on health and well-being. 

Beurkens (2020) suggests that many social media platforms and apps available on digital devices promote and encourage children to stay connected and talk to peers that they know in real life. Hatch (2011) argues that meeting technology and digital devices are working to prepare children for the real word, coming across strangers in the virtual world allows parents the opportunity to prepare their children for these meeting in the real word and ensure that children know exactly what to do and exactly not what to do when they come across a stranger both in the virtual world and in real life scenarios. However, allowing children to use the internet freely also significantly increases the risk of harm (Leung, 2014). 

However, Beurkens (2020) also believes that the overuse of digital devices and screen time often replace the time spend engaging with peers in real life activities and interactions. Hogan and Strasburger (2018) add that prolonged hours in front of a screen significantly reduce and limit the time spent with family members and friends, this increases negative affects on a child’s development as it is in the early years that children enjoy playing, exploring and developing their imagination skills. Hitlin (2018) is in agreement with the above statements and notes that with the rapid growth and demand of digital devices, technology and media the demand for social interaction face to face has decreased. Miller et al. (2019) believe that in the current society, may individuals choose to have conversations via text, over the internet or over the phone and the same choices are made when conducting meetings for work purposes which reduces social interaction as too many people are glued to their digital devices. When children live in a home where they are seeing their family members on the phone for long periods of time, it also has effect on their development. These children grow to believe that it is acceptable for them to be on their digital devices for long periods of time and speak to their friends and peers through their devices rather than face to face. Furthermore, these children have reduced time with their own family members because they too are glued to their devices and are too busy to spend quality time with their children encouraging and supporting their development.
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Negatives to Using the Internet
Despite the fact that there are many benefits to young children using the internet, we must also explore the negatives. Delmar-Morgan (2014) suggests that spending more than 4 hours a day looking at the screen of a digital device raises their vulnerability to developing mental health issues such as anxiety, depression and loneliness. UKEssays (2018) state that young children are becoming more dependent on the internet, intelligence depends partly on an individuals ability to adopt and overcome challenges, the internet provides young children with the easiest of options to solve their problems. This may have a negative impact on an individuals quality of life and ability to live a normal life as they do not have the skills to cope with the challenges of everyday life. 
For additional support regarding online and internet concerns and worries visit the following websites:
www.childnet.com
www.getsafeonline.org 
www.ncsc.gov.uk
www.parentzone.org.uk

Positives to Using the Internet Although there are many experts who believe that young children should not be exposed to any screen time at all (UK Safer Internet Centre, 2021) there are many benefits to young children using the internet. According to Rosen (2018) there are many useful technology devices available and more still being developed to support individuals with disabilities and additional learning needs, which often encourage the development of communication skills and improve them having a positive impact on these individuals’ quality of life. Clark (2017) suggests that the majority of individuals have been inspired and motivated to complete something positive in their life by an image or a video they have seen online and have also felt encouraged to then share positive content online to motivate other individuals.

Ann craft trust (2021) emphasise the importance of parents or guardians regularly speaking to their children about staying safe on the internet, this encouraging and enabling children to speak to you if they accidentally come across something online that makes them worry or feel uncomfortable. NSPCC (2021) reinforce this by saying that parents and guardians should bring online safety into daily conversations the same as asking about how their day was at school which encourages them to feel relaxed about discussing any worries or concerns they may have about being online. 
Image Source: ann craft trust (2021)
A guide developed specifically for any parents or guardians who may have concerns or worries about the activities and content their children are accessing on the internet through using their digital devices. Welsh Government (2020) state that we, as a society, are living in an increasingly connected world which is mainly due to the internet and more specifically, social media. Studies show that approximately 9 in 10 people access the internet in the UK and 81% of these people spend approximately 1 day a week online (Ofcom, 2018). Easy accessibility is causing young children to spend more time on digital devices by now than ever before (Open Access Government, 2019), Ofcom (2019) suggest that 52% of 3 and 4 year olds and 82% of 5 to 7 year olds are online. The impact technology has on a young child depends on the type of digital device and technology they use and what this device is used for (Bavelier, Green and Dye, 2010). 
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                          (No date)
5 S.M.A.R.T Rules to Teach Your Children When Using the Internet
S- SAFE: Never give personal information to strangers (full name, address, school name, phone numbers)
M- MEETING: Never meet an individual you have met online alone, they may seem friendly and nice, but you do not really know them
A- ACCEPTING: Never accept requests from people you do not know, if you are unsure ask a parent or guardian
R- RELIABLE: it is easy to lie online, only rely on information from credible websites people you know
T- TELL: tell someone you trust if you think you have found something inappropriate online or anything that makes you uncomfortable or unsafe (Online Sense, 2016; UK Safer Internet Centre, 2014). 

Safeguarding and Supporting Children Online
NSPCC Learning (2020) state that there are many criminal and civil legislation across the United Kingdom that aim to prevent different abuse activities online. Social Care Wales (2017) suggest that the Social Services and Well-being (Wales) Act 2014 ensures the general safety and well-being of all children in Wales. Clarke and McNally (2013) suggest that the Defamation Act 2013 insists that the responsibility to remove any malicious material shared onto their site is that of the websites host, this protecting an individuals’ reputation but also considering an individual’s right to freedom of expression. The UK Council for Child Internet Safety (no date) developed a guide to assist with meeting compliance and other legal requirements when dealing with the possibility of a child becoming of considerable harm due to the internet and social media. 
Further Support and Tips…
• Always monitor your children’s online activity and be aware of what they are doing while using the internet (Woda, 2019)
• Together with your child, come up with a clear set of rules for when they are using the internet and consider writing or typing these out and putting them in plain sight so they can easily be referred to when using technology devices and the internet (Kaspersky, 2021)
• Invent a nickname together with your child that they can use while using the internet explaining that using this nickname while online while refrain from strangers knowing their real name and under no circumstance does the child give out their real name (UK Safer Internet Centre, 2017)
• Use parental controls and filters to limit your child’s accessibility to inappropriate websites and games, do not provide your children with the password to these controls (NSPCC, 2021)

Online Gaming
With the support and guidance of parents and guardians, online gaming can encourage the development of creative skills, improve strategic thinking and improve communication skills (internet matters, 2021). Although there are some benefits to online gaming and it can become enjoyable, online gaming does pose some risks for young children including:
• being bullied
• becoming addicted
• becoming over competitive (Childline, no date). 

	Activity Plan for Digital Literacy Skills

	Number of children: Eight

	Age of children: 
Four years old
	Number of adults: 
Two

	Location:
• in the sand pit located in the outdoor environment
• in the classroom 

	Preparation time:
• Approximately 20 minutes
·  5 minutes to fill the sandpit
·  5 minutes to collect the cars
·  5 minutes to hide the cars
· 5 minutes to gather all the appropriate resources
	Activity time: 
• No specific time set, the children will lead, the activity will come to an end when the children have displayed signs that they are ready to do so
• A morning (approximately 9:30am until 11:30am)


	Resources:
• 4 hand-held metal detectors
• 12 blue cars
• 15 green cars
• 16 red cars
• 20 yellow cars
• Sand
• Sandpit 
• 4 wooden baskets
• 4 Mini spades
• 4 Mini shovels
• Interactive whiteboard 
• Laptop


	Role of the Practitioner:
• Supervise the children throughout the activity
• Ensure the children remain safe
• Praise the children as they find the hidden cars
• Demonstrate the correct way to use the metal detectors
• Place the children into pairs
• Provide the children with appropriate resources to support the activity
• Re-focus the children to the activity if, and when needed


	Links to digital literacy/competence outcomes: 
• Creatively use digital technologies to analyse information
• Apply knowledge and skills to create ideas and products
• Create a piece of digital work with a partner or with partners 
(Welsh Government, 2020) 


	Details of the activity:
The morning of the activity before the activity is due to begin, a member of staff will ensure there is enough sand in the sandpit. The same member of staff will take some cars in 4 different colours (blue, green, red and yellow) to the sandpit and burry them so they cannot be seen on the surface, this linking to the schools planning as the theme is vehicles. A member of staff will also log into Hwb using their personal login details and go into jit to prepare a graph for the children to complete together following the activity.

The children will be put into pairs and given a metal detector to use together, there will be 4 different colours (blue, green, red and yellow) provided so that each group has their own colour. The children will also be provided with a wooden basket and a mini spade for each pair. The member of staff will explain to the children that the colour of the metal detector is the colour of their group, this is the colour of the cars they will be searching for in the sandpit. They will also explain how to use the metal detectors and show the children the sound the metal detectors will make when they have found a car. The children will work in pairs to find all the cars of their colour using their metal detectors and put them into their wooden baskets. 

Once all the cars have been collected put into the baskets, the children will return to the classroom with their resources and go to the interactive whiteboard. Each group will be encouraged to count the number of cars they collected while outside in the sandpit, each group will have the opportunity to say their number aloud and put the correct number of cars by their colour on the graph. Once every pair has had the same opportunity, the children will compare the numbers and assess which group was able to collect the most and which group collected the least. 
	
























Element 4
The activity planned in element 3 of the portfolio involved a small group of children aged 3 and 4 taking metal detectors to the schools sandpit to identify cars the same colour of their team and then returning to the school to create a graph using hwb recording the number of cars each group has collected individually, the activity was planned with a particular focus on promoting the development of digital competence in young children but also with the aim of promoting and encouraging their individual development.  OECD (2019) note that technology and digital devices are fundamentally transforming the world and the very little children deserve is the best start in life which now relies heavily on digital devices and technology. As there was a mixture of children aged 3 and 4, ensuring the activities aims and objectives were appropriate for all the children’s individual needs was essential. In the Digital Competence Framework, it states that nursery children should be able to use digital devices and media with care and reception children should be able to talk about everyday use of digital media (Welsh Government, 2021). Providing the children with a range of digital devices ensured that the younger children of the group become aware of a range of devices but also ensured that the older children of the group understand the uses of the different devices, this also allowed the different individual abilities of the children were considered. Furthermore, OECD (2021) state that the majority of individuals communicate, learn and work through digital devices and technology meaning that providing children with various opportunities to familiarise with digital devices and technology is essential for everyday living. 

According to the Council for Learning Outside the Classroom (2009), providing opportunities for children and young people to explore and learn in the outdoor environment is essential as it allows and promotes children to adopt active and healthy lifestyles as well as providing them with opportunities to contact with the natural world and provide unique experiences that are tailored to the outdoors. Bento and Dias (2017) add that children and young people are able to experiment, think creatively and gain deeper knowledge and understanding of themselves, others around them and the world around them through play alone. Furthermore, Froebel (1782, cited in The British Association for Early Childhood Education, no date) strongly believed that the best learning environment for children and young people is the outdoor environment as it encourages and promotes children’s holistic development. The activity planned in section 3 of the assignment was organised for the outdoor environment, the sandpit is located in the outdoors. Encouraging children to participate and engage in pay or organised activities outdoors has many benefits for their learning and development, being outdoors is also beneficial for children’s mental health and wellbeing which supports holistic development. Furthermore, according to The British Association for Early Childhood Education (no date) Froebel believed play enables children and young people to build an understanding of the world and also allows them to develop all aspects of their development to ensure they develop holistically. UNICEF (2018) suggest that birth to eight years old are the most important years of an individuals life for human development, the development and learning processed in these years build stronger foundations for success throughout their individual lives. UNICEF (2018) also add that this essential learning in the early years is mostly done through play and it is through play that these children gain essential knowledge and skills to support them throughout their life. The activity in section 3 of this portfolio was planned with an emphasis on play, ensuring that the children believed that they were participating in play throughout the activity rather than feeling they were in a structured activity to ensure that they were being provided with rich learning opportunities. Although the main focus of the activity was to promote the development of the children digital competency skills, they were also provided with numerous other learning opportunities to support various developmental categories. 

However, concentration levels of children ages 3 and 4 can be very limited due to a combination of the rate of their development and their age (Chen et al, 2005), The Royal Children’s Hospital Melbourne (2015) believe that a lack in concentration levels can be a result of simple things such as a lack of sleep or a high sugar diet, however it can also be a sign and symptom to other illnesses such as ADHD and learning difficulties. The School Run (2021) note that providing children with one to one assistance as frequent as possible is a key element for promoting and improving concentration levels as well as making good eye contact and maintaining this. The group size in the activity was small, having a small group of 8 children rather a full class of 25 ensured that the practitioner was able to maintain good eye contact with the children as well providing their attention to a single pair at a time meaning 2 children were having focused attention at one given time. Providing the children with this opportunity meant that their concentration levels were relatively strong and the children remained focused throughout the activity with very little refocusing needed from the practitioner, this ensured the children had the very best learning experiences from the planned activity. 

Throughout the organised activity, the children were encouraged to work together in small groups with a partner in order to identify the correct colour cars for their team and to count the number of cars they had collected, they were also encouraged to work together as a slightly larger group to create a graph showing the number of cars each group had individually collected. According to The School Run (2021) encouraging children to participate in teamwork at a young age not only promotes their success as a child but it also promotes and encourages their success throughout their lives as working in partnership with others is a vital skill for all individuals regardless of their age or place within society. Sandfield Day Nursery (2019) add that increased cognitive ability, positive mental health and strong communication skills are all common factors seen when individuals have had the opportunity to participate in regular and positive social interaction. In the ‘New curriculum for Wales’ document outlined by The Welsh Government (2020), it is stated that children’s language, literacy and communication skills within the new framework should support, promote and encourage children to speak, listen, read and write in order to allow them to gather a sense and understanding of the world around them as well as teaching the children about the important things in life that will support them to better understand others. 

Although the activity was well planned, the children remained focused and on task throughout and the outcomes and aims were met there are limitations to using digital devices and over promoting their use. The School Run (2021) note that too much screen time can have a significant impact on children and young people’s attention and concentration skills. Many children are left to their own devices at home and often become addicted to their devices and technology, providing children with devices in school settings can add to this addiction and have a negative impact. However, screen time is limited within educational settings and the ability to overuse digital devices and technology is little to none within these settings (The Royal Children’s Hospital Melbourne, 2015). Providing children with opportunities to use and familiarise themselves with digital devices and technology allows them to have the very best beginning in life and sets them up for adult life. 

Conclusion
The activity was planned in a way that the children were engaged in and stayed focus throughout as it was planned for the children to believe that they were participating in play and not in a focused activity, the outcomes planned for the activity were met and the children’s digital competency skills were developed. This aspect of learning needs to be continually worked on, encouraging and promoting the children to participate in this area of learning regularly and daily if possible. Supporting children’s digital competency also supports other areas of children’s development ensuring they develop holistically.  
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