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The technology now seems to have involved not only the world of adults but also that of children, becoming a form of communication and rapid interaction and widespread dissemination. Some parents are starting to worry about a possible technological dependency that makes young people, called digital children, spend in front of computers, smartphones, and tablets. A decade ago with the sociologist Mark Prensky, he spoke of digital natives, that is the first generation of children grown up with consoles, video games, and computers, while today we are witnessing an evolution of this concept in the third digital generation, appearing with the arrival iPads and tablets and constantly evolving, which are increasingly controlled by Wi-Fi, apps, and touchscreens (Prensky, 2001).
The confirmation and characteristics of these technological tools have allowed attracting more and more the attention of children, bringing them intuitively to exploration and practice in a very spontaneous and fun way, starting from 18 months. According to research, it seems that over 50% of children between 2 and 5 years know how to use a game at the basic level on a tablet, while only 11% of them are able to tie their shoes.
The use of technology by children below five years of age is a subject that has pros and cons. Even so, we can recognize, in general terms, that its proper use can have a positive impact on learning, especially if it is considered that today children do not learn in the same way as they did a few years ago. In this scenario, it is worth asking the place that should be given to technology in the lives of children. Currently, in most countries, the so-called technological revolution is taking place, and this, like any change brings favorable and, of course, unfavorable repercussions (Plowman, Stephen & McPake, 2010). 
In the case of children's prolonged exposure to the Internet, it could lead to deficits in different directions and behavioral alterations, among which it is worth noting that today children have different options for knowing the world that the Internet offers and ideally are done in a supervised-controlled way, although it is a tool of great benefit for their education, stimulation, and learning, there are also certain latent threats, so their exposure to these technological sources must be controlled by their parents or another adult person (Plowman, Stephen & McPake, 2010).
Positive Effects
Digital technologies are a splendid resource when used in the classroom, with well-defined objectives. They develop creativity, divergent and convergent thinking, executive intelligence, originality, etc (Ley B.,  Ogonowski, 2014). It is different when ICTs become the source of entertainment at home, a resource that allows parents to ignore their children for a long time because they know they are "in good hands". Children at an early age are a fan of technology in the classroom, as long as they know how to use it and can be used in preschool as long as they do not become "the" only methodological resource (Brooker L, 2003).
Technology has many positive effects also. The rhythm of life of the families of today, force children and teenagers to use technology as an indispensable tool to perform several of the tasks of the day today. For example, if they have to cook, they no longer call our mother or mother-in-law to ask about the portions indicated for such preparation, but they look for the recipe on the internet (Prensky, 2001).
 	In the case of families with children of school age, technology becomes indispensable when doing tasks. Nowadays it is enough to "search" for the information or topic that we need on the web and that's it. How we see technology and the internet is really useful and necessary to lighten our daily task, but what happens when children are directly the users of this? As in everything, there are detractors and allies against the use of technological devices by the youngest members of the household, especially when it comes to the use of social networks (Willett, 2005).
For the purposes of preventing that digital technologies may pose a threat to social development, cognitive and emotional of children is vital to move from the first years of life, a period during which are formed and consolidated habits, which in subsequent years is more difficult to edit. The curiosity in respect of digital technologies, such as smartphones, tablet, personal computer, television and video games, begins in ever younger age (Plowman, Stephen & McPake, 2010).
A research shows that children begin to handle and use digital devices at an early age, in proportions that until a few years ago were allocated to children of age well above. According to the statistical data collected, 38% of children under two years has already used a mobile device for gaming or watching videos .57.1% of children pass a good part of the time in front of the video games and TV still represents the means most used by children and 21.3 % of these stays in front of the tv for several hours a day (Management Association, 2016). The 38% of the children under two years has already used a mobile device for playing games or watching videos; 7.1% of children pass a good part of the time in front of the games and the 63% of children, under eight, use smartphone and tablet more than their parents. For eight years, 72% of children habitually handling smartphones and tablet of parents. The 30% of children under eight prefers to use smartphone and tablet for parents to read. A child between six and ten years has a mobile phone and the 44% of children between five and ten, constantly utilizes the network (Management Association, 2016).
As for all things, even with regard to the use of technologies for the children, there are the pro and the cons, i.e. those who see technology as a resource and who as a risk. Mouse, Keyboard, tablets, and smartphones also allow children to overcome language barriers, accessing, in this way, directly to digital content and living experiences that only a few years ago were unthinkable, as, for example, see the video, play games and read stories (Plowman, Stephen & McPake, 2010).
The little ones have become increasingly familiar with the tablet and mobile phones. The relationship between the children at an early age and the technology is in continuous evolution that conceals risks but also has many advantages. "Technology serves to learn better": this conviction populates between those parents who realize to be now been overtaken by the children in the digital skills (Druin A, 2002). The use of technological devices may allow the children below five years of age to Develop cognitive abilities that will make brilliant minds of those who, in the first years of life, interact in a continuous way with technology (Plowman, Stephen & McPake, 2010).
Social networks are considered as relational tools, thanks to which no child feels excluded. The Digital can be an opportunity for knowledge of the distant, of different from us, in particular for subjects shy or with some difficulties but is still on the face of the reality that you play really the plan of the report. Browse the network can be an exciting experience that allows children to broaden their knowledge and deepen their own interests, listen to stories and songs in a foreign language, see Interactive encyclopedias, know distant cultures and fascinating. In the first years of life when the language has not assumed the role pervasive that has from 5 to 6 years of age, children classify objects in the world with words or symbols but with the functions for which they are used. Their hands are the extension of their thoughts. The hands are the tools of human intelligence (Hofferth S., Sandberg J, 2001).
Children 1-4 years demonstrate a precocious ability to learn through the use of new technologies and of the haptic devices. Children use them without any difficulty, learn the alphabet, new vocabulary, and languages, play, draw, and make an account. The gesture of the fingers on the display has to children a magical but also very intuitive because linked to what psychologists classify, in the absence of the ability to use symbols and words, as the mode to represent reality through gestures (Stephen C., Stevenson, 2013). Alongside the children is also a way to fulfill the role of parent and not to use the technological gadgets to keep calm and occupied his own son (daughter), in order to safeguard their leisure or work. The new generations touch have the opportunity to develop new forms of socialization and learning such as to benefit and concrete benefits from new technologies (Plowman, Stephen & McPake, 2010). 
The tablet is a fantastic tool to draw, play and learning but probably a blank sheet of paper and a pen might be better instruments of creativity and stimulus to the search for new forms of individual expression. It is considered as a perfect tool to play, to estrangement from the surrounding environment, to read and learn to surf the Internet; is a tool from the possibilities and with a high value for an independent learning and autonomous, as demonstrated by the experiment conducted in USA, which has led to the distribution of tablet in remote villages of the interior. An experiment that has highlighted the rapidity with which children have learned to use the tablet and what advantages and benefits have easily derivative, for example, the learning of the alphabet and language. An experiment that seems to demonstrate the ability of new technologies to make by positive stimulus for development, neuronal, Mental and cognitive, of the child (Parette & Blum, n.d.).
If it is true that a significant percentage of parents appears to be aware that the introduction of technologies at an early age may increase the risk for the psycho-physical health of children, this awareness is mainly about the risks for mental health. Parents must teach children to use the internet safely, engaging, first of all, to tell him about this instrument. In 2015, a study indicated that one out of every three children has had access to a cell phone or tablet and that one out of every two children of five already has their own tablet. In addition, 40% of children of the same age already have a cell phone (Blackwell, C., Lauricella, A., & Wartella, E. 2014).
Games can also help children to acquire "digital environment" that may be useful in the future, because they may stimulate social skills, can represent a tool for learning (e.g. use of narrative games for teaching history), can accelerate cognitive development (e.g. use of interactive games and educational) and may constitute a mode, among many other, to sensitize children to environmental issues. In summary, the pediatricians say the new media are only an "environment" children make on a tablet. What they have always done before, even if only virtually. The effects can be either positive or negative, but the medium itself should not be demonised (Parette & Blum, n.d.).
The University of Minnesota, in the United States, has conducted a research to highlight the effects of video games on the human mind through the use of an action game. The participants in the experiment showed an improvement in the ability to pay attention to auditory and visual information. Furthermore, the survey showed a greater speed in the ability to make useful decisions. During the execution of a game, the production of dopamine is increased at the cerebral level. According to studies underway at the University of Geneva, Switzerland, it improves the attention on the visual areas and the concentration becomes higher, with a positive effect on problem-solving. Action games help overcome obstacles and find appropriate solutions in less time: a useful skill also in everyday life (Watson & Hempenstall, 2008). 
Research shows that the effects of video games can stimulate the regeneration of brain cells, increase IQ level and are also useful for the elderly because they help to combat mental decline. Experts at the Douglas Mental Health University Institute in Montréal, Canada, noted that the navigation strategies implemented by the video game players make the most of the brain reward system, which has profound implications in determining the most beneficial behavior for the individual's needs (Watson & Hempenstall, 2008). 
The risks associated with the use of video games do not have to do only with the number of hours. That children and teenagers spend in front of a screen. It is important that parents become more aware of the use of technology. How is it possible to accompany a minor if the adults themselves do not know how to best use computers and tablets. Selecting games and hobbies appropriately is the first step in offering children at an early age a video game suitable for their age (Watson & Hempenstall, 2008).
Children of early age are incredibly intuitive. Challenging a video game can be a way to get to know each other, spend time together and have access to their world. What the little ones really need is not being left alone in front of a screen. They need to choose the right game, able to train the brain, avoid abuse and, above all, be present (Watson & Hempenstall, 2008).
Smartphones, social networks, tablets and online video game systems are some of the technological trends that currently establish a margin of concern for many parents. Years ago the question was how exposed a child should be to television; Nowadays, it is based on how much access to the Internet you should have or what is the prudent time you should spend in front of a screen. Technology has become every day in our lives and has encouraged children to have contact with digital devices at an early age, something that may not be entirely beneficial; because, although it favors their mental ability, they limit their motor development and communication skills, experts say (Watson & Hempenstall, 2008).
For Dr. Larry Rosen, psychologist, researcher, and educator; both innovations and social media are positive aspects of the development of what he calls the "iGeneration". "Social networks really help them to be who they are, to create their identity in the world," says Rosen when referring to pre-teens and teenagers who get involved with their peers through social platforms such as Facebook. However, Rosen emphasizes that continuous and uncontrolled exposure could generate a problem in terms of developing their communication skills, especially in young children (Rosen & Weil, 1996).
Cell phones, small devices that children at early age see constantly in the hands of adults. They are the tool with which one can call but not only. Today, smartphones are able to get in touch with the whole world through the internet or to activate a simultaneous chat between more people. In addition, there is a whole world linked to apps, videos, music. In short, it is now known that the phone is no longer used just to call. How can a child not be attracted to it. Parents often leave their digital device to their children from the first years of life, allowing them to use the app. It is important that the use of tablets and smartphones is calibrated in relation to the maturity of the child and that it is a shared activity. It would, therefore, be of fundamental importance to privilege, for example, the use of applications that allow collaborative play, that is, that pushes parents and children to play together or those applications with songs and interactivity that can stimulate the child (Blackwell, C., Lauricella, A., & Wartella, E. 2014).
When the children of below five years of age are holding their mobile phones, the parents must pay attention to the internet connection. Parental control blocks can be activated to limit the contents to which children can have access. From 18 months of age, children can take advantage of the interactivity of many apps as the child becomes more alert and interested in touching, squeezing and listening to what is required by the game. In this case, some apps can become a source of learning and curiosity (Blackwell, C., Lauricella, A., & Wartella, E. 2014).
Starting from a very young age to using technological devices can allow the development of uncommon cognitive skills that will make the minds of those who in the first years of life interact continuously with technology. Being multitasking helps children to better integrate the information that is simultaneously managed by the brain, making the subjects more productive and quick in their ability to process the information received, but in part reducing the ability to concentrate. Today there are tablets dedicated to children and therefore designed to contain apps for educational purposes dedicated to different age groups. With the technological devices, the little ones can learn foreign languages, doing logic exercises and giving free rein to imagination and creativity (Blackwell, C., Lauricella, A., & Wartella, E. 2014).
Children can be very good and happy in teaching the parent with the use of some of the features and technical characteristics of the device; the parent can suggest approaches to the deepening and the critical reflection in the actions that they undertake surfing the net, living in a social network or playing with an application. Children can engage in games and various entertainments parents, which can use new technologies to encourage the taste for a study to the search for useful information and for a different use of free time (Watson & Hempenstall, 2008).
The use of technology today has been very helpful in the educational area especially in children below five years of age, since they have a great capacity for learning, even so, we must take into account that technology has positive effects and negative effects the inadequate use is given to it because parents do not worry about knowing what their children do, nor what they like when they face technology (Smith, 2015). 
The use of Information and Communication Technologies (ICT) as a methodological resource is very innovative and stimulating for children below 5 years of age, but should be avoided as a means to evade the teacher's main duty, which is to accompany students to create their learning, to make sense, to apply them creatively. It is not enough to turn on the laptop or computers to believe they are learning in an innovative way. The teacher is key, and must be a pedagogue who knows how to use ICT; that they are a natural part of their methodologies, because children perceive when the teacher, a digital immigrant, shows their weaknesses in front of students who are digital natives and dominate the technology in a very fluid way, leaving the teacher at a disadvantage, which loses leadership.
Technology has contributed a lot to the education of young children. Educational platforms and apps are evidently invaluable tools in the hands of teachers and children themselves. Information can be easily accessed and the learning methods are attractive and customizable for individual and group work. A whole world of data opens in a few clicks: stimulating, modern and colorful. This information coming from the world is always up to date and makes the class participate and aware of what happens outside, thanks to increasingly innovative and punctual media (Smith, 2015).
The technological tools are designed to adapt to the educational needs of the students and to very different levels of preparation. What unfortunately often only one teacher is not able to do in numerous and varied classes. At the same time as well as various levels also offer various methodologies, which can always better adapt to the educational context or the characteristics of the individual to stimulate learning and the assumption of skills through multiple channels, even for those with special needs. Technology, therefore, offers us much more material to work on and offers everyone an often more efficient and effective way to achieve the desired result (Smith, 2015).
Negative Effects
Many parents feel that their children are very intelligent because they are able to use electronic devices, but teaching children to perform tasks too complex before their "system is ready to carry them out, can produce permanent deficiencies in the ability to learn as long life ", according to members of the research group in Neuroplasticity. This phenomenon can be due to two reasons: on the one hand, that the person is emotionally blocked, or that the memory system is modified. In both cases, the result is the same: the children learn worse if they use complex techniques before the brain has formed properly (Rosen & Weil, 1996). 
Therefore, the approach to technology must be directed and accompanied. Parents should organize the time their children will use the computer or other devices, and monitor the content that will be viewed. Above all, "electronic devices should not replace the attention and presence of parents," emphasizes the expert, since it is a fact that the quality of attachment relationships with caregivers during the first years of life is crucial for development cognitive of the child.
The earlier children start using digital technologies, the less social skills are developed such as the ability to read the mind of the other through the eyes, the reading of non-verbal cues, the pragmatic (quickly adapt the behavior to context), empathy and spatial attention (quickly collect context data). It diminishes the use of sociolinguistic rules (giving thanks, asking for permission, smiling) and privileging the fleeting social contact (KM Marano, Cohen & ENVIRON International Corporation, 2008).
Digital technologies are changing the minds of children. According to a child neuropsychiatrist, all pre-technological time was better. Ensures that digital technology has penetrated our homes and social relationships, affecting the skills to relate and reducing the time to share face to face. It is common to see children and adolescents spend hours in front of a tablet or smartphone, seduced and oblivious to the "real" world. A child neuropsychiatrist,  says that it is a complex issue, and even more so before the age of 5, a stage in which the various brain functions are being rapidly developed at the service of interpersonal communication (Rosen & Weil, 1996). 
Children are not aware of what the Internet is, what "online" means, what risks may arise or what benefits they can get from its use. Children conceive technologies as a source of fun and entertainment, being their favorite activities play and watch videos on a variety of devices that they are usually connected to a Wi-Fi network. When asked, the children could not answer what is the Internet and what it means to be online. In general, children of this age do not know or know very little about the online risks, even though some of them have found themselves with inappropriate content for their old or have experienced with pop-ups and integrated purchases. There are two negative views of online technologies by children. The first one is more related to the direct experience of time to deal with problematic situations with those pop-ups and integrated purchases and, the second, it has to do with the perception that adults have of them. Children share their frustration when they encounter pop-up windows. Although some of them have acquired the reflex of closing them by clicking on the icon of the X, they feel even more frustrated when they still cannot do it because the icon is not too visible or because to get rid of them they have to read a long and complex written text. In addition, the small screen of smartphones makes this even more complicated. From the fact, some children have experienced unwanted integrated purchases because they have been activated by just pressing the screen. The other negative perception of digital technology by children is a reflection of the concerns of parents and is related to the belief that excessive use of the devices is associated with health problems, such as vision damage, behavioral or even mental problems (Rosen & Weil, 1996).
According to a study carried out by Yale University in 2008, which has been invested for a longer time in technological media using the Internet, there is a greater risk of smoking, alcohol and drug abuse, poor school performance and Early initiation of sexual activity for children and adolescents, coupled with the frequent problem of childhood obesity. Before the age of five, children should not use digital devices as a means of entertainment and/or communication. Between 6 and 12 years, the use of devices (tablets, smartphones, etc.) should be less than two hours per day, adding entertainment and school work. In adolescents, being connected to social networks should not exceed three hours per day and, if possible, parceled (Willett, 2005).
Studies establish that: "17% of children between 0 and 11 months, 48% of children from 12 to 23 months, and 41% of children from 24 to 35 months see more than two hours of television every day. On a typical day, 68% of children under 2 years of age use the screens, 35% saw educational programs for children, 40% a mix between educational programs and best online casino entertainment for children and 20% programs for children and adults the average age at which children begin to watch television is at 9 months.
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