Media and Digital Literacy
Part One- 
According to the work of Heitin (2016) Literacy is commonly referred to as reading and writing. However, Heitin (2016) expands on this and states that when the word digital is placed in front, becoming Digital Literacy, the word encompasses greater meaning. Whereas reading and writing is still centre to this term Heitin (2016) explains that the new and continuously changing way technology is used throughout the world, Digital Literacy continues to add skills and knowledge, ranging from online communication to the ability to online reading. According to the Business Dictionary (2020), Media is explained as the multiple communication channels in which news, entertainment, education, data, and promotional messages are shared. In the work of Johnston, Highfield, and Hadley (2018) it is outlined that the use and understanding of technology within today’s contemporary society is a ‘significant cultural tool’ in a child’s life.
Nikolopoulou and Gialamas (2015) explain that children have wide access to a broad range of technologies, including the opportunity to observe different individuals using technology as a key everyday resource. Adding to this, Rogoff (1995) backed up with the work of Nikolopoulou and Gialamas (2015) suggest that the use of technology has become a cultural tool with the significance of supplying the understanding of the world. While this research encourages the importance of technology and media within children’s lives, Gibbsons (2015) explains that the misunderstanding of new technology in relation to early childhood is due to the fast-paced changes within short timeframes, however Gibbson (2015) explains that this is not a new phenomenon. Gibbson (2015) expand on this and suggests that children should be encouraged and taught to have the ability to incorporate technology into their everyday lives, rather than construct ‘broader beliefs, conceptualisations, and understandings’ of new technologies. 
Fred Rogers (2012) encourage the use of using digital devices, as suggested that the curriculums foster children’s development to grow into digital citizens. The work of Aldhafeeri, Palaiologou and Flolrunsho (2016) discovered that the negative opinions surrounding children becoming ‘digital citizens’ often stem from older generations with acquired understanding and slimmer experiences within the digital world. Aldhafeeri, Palaiologou and Flolrunsho (2016) expand on this and suggest that these opinions impact on the views of technology as being ‘irrelevant’ in the early year’s stages.
The work of Brito, Dias and Olivera (2018) discuss that contemporary homes are filled with digital technologies, exposing children from a young age to the digital world. Chaudron (2015) explains that due to this, children gain their first digital experiences are an early age. Marsh, Plowman, Yamada-Rice, Bishop, Lahmar and Scott (2018) explain that there is growing evidence to support the fact that larger percentage of children are engaging with digital devices, ranging from in the classroom to at home. Ofcom (2017) explains that a large percent of children under the age of five years old have access to their own tablet and are used on a daily basis. The work of Yelland (2018) reported that more children are engaging with tablets for different reasons. Yelland (2018) expands and states that this can range from play to learning and understanding. 
Work conducted by Nevski and Siibak (2016) agrees with Yelland (2018) and found that children use their digital devices to learn through games and also communicate with family members on a daily basis, therefore encouraging their social development as well as their digital development. Chaudron (2015) explain that this is a positive of using digital devices as children have the opportunity to develop their skills. Chaudron (2015) expands on this and states that the majority of children have parent involvement during digital periods of time, therefore encouraging adults to support children when discovering new aspects of the tablets. Within the work of Donaldson (2015), there is encouragement based on the inclusion of collaboration in early years development. Siraj-Blatchford (2007) agree with this claim as, it is included that children have the ability to further their knowledge when working with other individuals. 
Similarly, to this, is the work of Vygotsky (1896). Whereas children use tablets for different aspects of their daily lives. Vygotsky (1896) supported the use of the ‘More Knowledgeable Other’. Children have the opportunity to take part in different activities and consult to their tablet to further their knowledge and understanding of different aspects, therefore the tablet playing the part of their ‘More Knowledgeable Other’. Marsh (2014) supports this and suggests that children have wider knowledge surrounding the digital world compared to adults in today’s society, so therefore, knowledge from the tablet will allow children to further their own understandings. Similar to this is the work of Hirsh-Pasek (2015) who encourages the use of digital devices with the engagement from parents. Hirsh-Pasek (2015) explains that from this, adults will have the ability to further the child’s development when using these devices as they have the opportunity to ask questions and explore the different aspects further, aiding the child to extend their knowledge.
Research conducted by Couse and Chen (2010) and Price, Jewitt and Crescenzi (2015) discovered that within early years settings, children were able to use tablets to support playful and creative practice, encouraging them to explore their creative abilities further. Couse and Chen (2010) and Price, Jewitt and Crescenzi (2015) expand on this and explain that the use of a tablet can foster art and drawing skills  and also creative thinking through problem solving within children. Flewitt, Messer and Kucirkova (2015) agree with this statement and explain that practitioners within the early years use tablets on a daily basis for a range of creative activities for children, this can extend from digital book creation to music creation and photography. Whereas there is multiple sources of evidence to provide the knowledge that tablets allow children to develop their creativity, Ofcom (2017) supply the information that tablets also allow children to conduct different play experiences. 
Ofcom (2017) states that there are a number of ways in way digital devices have the opportunity to inform play. Plowman, Stevenson, Stephen and McPake (2012) explain that these digital devices can be used to encourage pretend play within children, therefore encouraging them to develop their imaginative skills. Marsh (2014) extends on this and suggests that digital devices allow children to take part in physical play also, as the child has the opportunity to play based on characters and narratives encountered within online games or ‘virtual worlds.’ Marsh (2014) states that children gain enjoyment when playing with toys that have a digital aspect enabled within. Adding to this, there are close links between play and creativity suggests Marsh (2014). Within the work of Vygotsky (2004), it is highlighted that play is a crucial aspect of a child’s cognitive development. Vygotsky (2004) expands on this and suggests that it is a ‘leading activity’ as it encourages children on to the acquisition of different skills, knowledge and understanding.
Whereas Vygotsky (1896) believed that children developed further from the aid of a more knowledgeable other through a social interaction theory, Piaget (1989) believed that children developed ad gained understanding of the world through exploration with little to none social interaction needed, ‘Young Scientists’. When relating this to the world today, children have the opportunity to explore different appropriate learning materials through online digital devices, allowing them to further their understanding further. Piaget (1989) believed that all children development, start with physical aspects, therefore agreeing with the work of Marsh (2014) who encourages the use of digital devices incorporated into physical play and overall holistic development of the children.
Erdogan, Johnson, Dong and Qiu (2018) explain that play environments and materials supplied to children are constantly changing, and within today’s society are becoming more digitally inclined. Erdogan, Johnson, Dong and Qiu (2018) expand on this and state that parents and practitioners’ views surrounding play and the preferences about the importance of play based education, possess influences on the use of digital devices being incorporated. Further research conducted by Erdogan, Johnson, Dong and Qiu (2018) found that a majority of parents and practitioners discouraged children to experience digital play based on their individual views and opinions.  Within the work of Marsh (2014), Ofcom (2017) and Flewitt, Messer and Kucirkova (2015) who argue that the use of tablets within children’s education are an effective learning tool, Thornthwaite (2014) agree that these tablets are powerful tools for enabling the engagement from children during education when used appropriately. However, disagreeing with Erdogan, Johnson, Dong and Qiu (2018) findings,  Thornthwaite (2014) explain that a number of practitioners avoid the use of tablets within education, based on  a lack of understanding of how to deliver effective education. Thornthwaite (2014) expands and states that the scepticism present in practitioners’ places children at a disadvantage as they are not presented with the opportunity to further their development using these resourceful tools of education.
The work of Dunn and Sweeney (2018) provides the knowledge that fewer children are engaging with writing inside and outside of the classroom, as they are using digital devices more often. As a result of this, Dunn, and Sweeney (2018) discus that this is placing a negative effect on children’s fine-motor skills. Dunn and Sweeney (2018) expand on this and explain that within the curriculum, compositional writing is an essential part of education, where children are engaging less in learning to write and strengthen their abilities, they are then lacking the key elements of their education. Whereas this is stated, Ebbeck and Waniganayake (2016) would disagree with this statement and state that children learn key skills and values through play-based activities. Ebbeck and Waniganayake (2016) add to this and suggest that within the ‘forever changing, digital society’ children require the need of understanding and developing their knowledge surrounding the use of digital devices, extending their opportunities for later in life. According to Unser (2017) there are both negative and positive aspects surrounding the use of tablets within the classroom in the early year’s stages. One positive that is outlined by Unser (2017) is that using technology within the classroom, allows practitioners to explore different effective approaches to educating their students, therefore providing children with heightened effective education. Unser (2017) expands on this and suggests that it is known that when practitioners have access to interesting and engaging data, it will enable the creation of effective models and demonstrations that foster a clear connection between online content and day to day life.  
Within the work of Hatzigianni and Kalaitzidis (2018) there is clear speculation as to the result of not implementing the use of digital devices to children at an early stage. Hatzigianni and Kalaitzidis (2018) outline that a risk of late introduction could result in anxiety surrounding the use and a lack of training to educate young children in the area of technology. Within the new curriculum created by Donaldson (2015), there is clear instruction to educate children and allow the experiments conducted by children surrounding devices, so they are digitally competent within the digital world today. The work of Jowett (2012) found that when using a digital device, such as a tablet, supported the development in children with additional learning needs. Jowett (2012) explained that this was done as there was multiple play-based activities with different visual aids and specifically made designed with the aim to support the individual children. 
Overall, digital devices provide children with multiple learning and holistic development opportunities suggests Gibbson (2015). However, Thornthwaite (2014) explains that a percentage of children are unable to interact with digital devices during education-based o practitioners views and opinions, therefore disallowing them to use devices for different developmental opportunities.

1700424		EAEE6006

2

	
Keeping Children Safe Online

Tips and Methods for Children 0-7 Years old.








[image: ]Within today’s society, the number of children engaging within the online world is increasing each day. Ofcom (2017) share the understanding that 60% of children ages 3-4 years old use a digital device to go online. Adding to this, Ofcom (2017) shares that 80% of children aged 5-7 years old use a digital device to go online. With the forever going number of children accessing the internet, a number of safety rules must be followed in order to keep the children safe when doing so. This is also included in the United Nations Convention on the Rights of the Child (1990) Article 17, that supports the use of children gaining access and information from the online media.



Playful Childhoods (2020) outline the different concerns parents have for their children engaging in screen time and online activity. Whereas a majority of parents view this screen time as unresourceful, Playful Childhoods (2020) encourage the use of screen time as it is a positive and important role in the child’s development, enabling them to grow and gain an understanding of the digital world.
(NSPCC, 2020)
Stop Bullying.Gov (2020) outlines the different risks and concerns surrounding online bullying for children. Cyberbullying can occur through different platforms and aspects of media, ranging from games to social networking. Cyberbullying can include sending, posting, or sharing negative, harmful, or inappropriate content about another person. A further case of cyberbullying can occur when someone shares personal or private information about an individual with the aim to embarrass or humiliate them. 
With the growing digital world, NSPCC (2020) and Stop Bullying.Gov (2020) outline their further concerns on the growing risks in today’s society. NSPCC (2020) explain that cyberbullying is hard to notice as a percentage of parents do not monitor a child’s screen time or what the child accesses. However, with the growing concerns, laws and legislations surrounding cyberbullying are becoming recognised. Under Article 36 of the United Nations Convention on the Rights of the Child (1990) children have the right to be protected from the different aspects of the media.
The NSPCC (2020) explain that to can be difficult to start the discussion surrounding internet safety, ranging from what they do online to who they communicate with online. However, the NSPCC (2020) encourages regular communication surrounding online safety as it will enable the child to feel relaxed and confident when knowing how to approach the online world and any possible risks they may face. To enable a child to feel comfortable when communicating around these aspects, you should reassure them that you are very interested in their life, both offline and online. The NSPCC (2020) and Internet Matters (2020) explains that parents should be open and understanding that children will engage online for both educational and social reasons. The NSPCC (2020) expands further and states that parents should encourage children to always communicate if they feel worried or anxious about anything they may be facing, regardless of the nature of the topic. Therefore, providing strong communication skills. According to Perrin (2018), parents and care givers have a Duty of Care over the health and well-being of children in their custody.

[image: ]Put Yourself in Control 
Internet Matters (2020) suggest that placing parental controls on the children’s devices as a way to keep them safe during screen times. From doing this, parents have the responsibility to monitor and also block access to inappropriate features or information that the children might be faced with. 
Useful Websites 
· NSPCC 
· Internet Matters  
Search Safely 
When children are accessing the internet, Internet Matters (2020) explains the multiple ways parents have the opportunity to ensure children as safe, this is done through safe search engines designed for children. These search engines, such as Swiggle or Kids-Search can be activated through the device to ensure child friendly content is shown at all times.
Explore Together/ Get Involved 
Internet Matters (2020) and the NSPCC (2020) both encourage the use of exploring the internet together. This can allow key communication and development as the parents has the opportunity to discuss the risks that children may face when online. When doing this, parents also can show children the different fun and educational aspects they can complete when using online effectively and safely. Parents should also encourage children to access the devices in communal areas so that the adults have the opportunities to monitor what they are exploring and viewing.
(Internet Matters, 2020)
Online Games 
The NSPCC (2020) explain that online games can be an effective way for children to relax, socialise with their friends and have fun. Online games can be educational and used in school, as well as watching videos of people playing different games. The NSPCC (2020) outline the risks that follow online games, such as cyberbullying and scams. These risks put children at risk when online. According to the United Nations Convention on the Rights of the Child (1990) children have the right to be safe within all aspects of their lives. Whereas there are multiple games children can access online, ranging from educational to fun. Playful Childhoods (2020) encourage parents to allow their children to develop their ability and confidence to play independently online. However, Playful Childhoods (2020) explain that to do this, children expect their caregivers to set limits and participate in managing their time. It is outlined by Playful Childhoods (2020) that it is important to know your children’s friends and understand where they are spending time online. 
Set Rules/ Boundaries
The NSPCC (2020), Internet Matters (2020) and BT (2020) suggest that producing rules online is a keyway of keeping children safe. This can be done from incorporating at home rules to online rules. One example used by BT (2020) is that if an unknown adult tries to communicate with you, then you should inform an adult. This can also be done if an unknown adult online tries to communicate with a child. 
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Part Three-
	Activity Plan

	Activity:
Garden Exploration 

	Number of children:
6 Children 
	Age of children:
6 Years Old
	Number of adults:
2

	Location:
School 
	Preparation time:
5 Minutes
	Activity time:
2 Hours 

	Resources:
For this activity, there are a number of resources that would be needed to complete. The first being appropriate clothing depending on the weather on the day of the activity, if it is a warm day, sunscreen will be supplied for children which is advised by Sun Safety (2019). Relating this to the Adult to Child Ratio provided by NSPCC (2019), an updated First AAID Kit must be present with a practitioner trained in first aid. Children will also be supplied with a digital tablet to share within a group, a notepad to record their findings and a pen. 


	Links to outcomes:
Stated within the work of Donaldson (2015) and the Digital Competence Framework (2008) children should be promoted to use digital devices so that they have the opportunity to develop their understandings and become ‘Digital Citizens’. The Foundation Phase Framework (2015) encourages the use of outdoor exploration and allowing children to explore freely with little risk. The framework (2015) also suggests that play should be incorporated into a child’s learning. This is supported by the work of Piaget (1962) and Vygotsky (1978) who states that play in learning allows children to develop their cognitive development as well as their physical. This activity is also supported by the work of Frobel (1967) who encourages that children should have the opportunity to experience the different situations themselves and make their personal first-hand judgement. Since the activity is also child-led and play-based, children have the opportunity to develop their confidence within the outdoors and also on a digital device, this is supported by the work of Donaldson (2015). 

	Role of adult/adults:
The practitioners present within the activity have a number of different responsibilities to follow. The main role for the practitioners is to ensure that all children involved with this activity are safe at all times and have their individual needs met. Since this activity is digital based, practitioners also have the role to support children when exploring the tablets. Stated within the National Strategies Early Years (2009) framework, it suggests that when self-led activities are taking place, practitioners are to promote children to fully engage and explore new places. This is supported by the work of Frobel (1967) who explains that practitioners should support and extend self-led learning with the opportunity to develop their understanding.

	The activity:
The chosen activity for this plan is the school Garden Exploration. This exploration will promote children to explore different elements within the garden and find different organisms that live within the environment, this could involve different bugs or plants. According to Family Lives.org (2018), allowing children the opportunity to explore the outdoors is beneficial because it promotes the children taking part to gain an understanding of their surroundings and environment. This activity will also allow children to use their whole body and therefore develop their multi-sensory needs.  This activity will take place during a school day and last for two hours. This activity is a child-led play-based activity, the practitioners that are involved during this should be open to the activity changing and adjusting as the children take control. The activity has a second part in which children will present their findings within the classroom on the interactive whiteboard, sharing what they found and sharing images they captured with the tablet.
















Part Four-
Within the Digital Childhood Report (2017), it is outlined that the digital world is here to stay, and the use of technology is only going to develop further. The Digital Childhood Report (2017) expands on this and explains that children’s well-being and development within the digital environment is at ‘no less importance’ of any other environment. The work of Beschorner and Hutchison (2013) states that there are numerous benefits surrounding the developmental areas from the use of technology from a younger age. This is also backed up with the work of Couse and Chen (2010) who argue that the use of technology encourages cognitive and social growth within young children.
Within the Garden Exploration activity, there are a number of areas that will affect or support a child’s development in the digital environment. The work of Beschorner and Hutchinson (2013) suggest that this activity will have a positive impact on the children who participate as it encourages the use of a digital device. Dobler (2012) explain that children of the age present within the activity have the ability to work together and learn different aspects of the device. This coincides with the work of Vygotsky (1896), who believes children learn and develop with the use of a ‘More Knowledgeable Other’, therefore, children would have the opportunity to learn from each other. The Digital Competence Framework (2011) states that children should have the ability to work collaboratively and create digital work. This activity allows children to extend their collaborative skills and gain new knowledge on how to work together effectively.
 Beschomer and Hutchinson (2013) explain that based on this, children will have the opportunity to explore freely and gain an understanding from first-hand experiences. Therefore, supporting the work of Piaget (1989) who stated that children learn best from exploring and gaining their own opinions of the experience. Hillman and Marshall’s (2010) work states that when enabling children to learn and gain an understanding of technology, the device chosen should allow children to discover and explore new relevant information. Within this activity, children are encouraged to use a tablet to research different plants or insects they find, from doing this, it allows children to explore within the real world, but also gain further understanding from the digital world. 
According to the Digital Competence Framework (2011), at this age children should have the ability to use different digital devices with care and understanding. Relating this back to the work of Piaget (1989), children who may not be fully aware of this, have the opportunity to develop and gain understanding from taking part in the activity. Since this activity is play based, the work of Marsh (2016) supports this as Marsh (2016) explains that there are numerous learning opportunities to be explored through digital devices. Whereas this is placed, Levin (2015) highly disagrees and explains that children should be encourages and have the opportunity to learn ‘away from the screen’ as there are negative effects from this, such as not exploring the real world that they live in. Levin (2015) extends on this and explains that adults’ preferences and beliefs surrounding the use of digital play could also cause have a negative impact on children as they will be less aware of correctly using the devices, therefore affecting them in later life. This would be a negative to the activity as it does not take into consideration children who may not actively use digital devices.
Within the activity, the practitioners have the responsibility and role of ensuring that the children are exploring freely on the digital devices to gain further knowledge and understanding. Within the new curriculum, produced by Donaldson (2015) children should have the opportunity to develop their digital skills, with the aim to become ‘digital citizens’. Therefore, this activity promotes and encourages the use of technology. However, one negative to this aspect of the activity is noted by Toit (2015) who identifies that practitioners may not be aware or trained to teach aspects surrounding digital devices effectively. Toit (2015) and Twinning and Henry (2014) agree that based on the current practise, mature practitioners may be at a disadvantage to support children in digital learning as they are not aware of the process themselves. 
Work by Infodev (2015) discovered that practitioners training of digital devices is also limited, therefore placing further disadvantage on the children. This activity also does not take into consideration children and practitioners being unable to operate the digital device effectively, therefore adequate learning is not taking place. Within the new curriculum produced by Donaldson (2015), there is further areas of development included for children using digital device. Adding to this, Donaldson (2015) includes the need for practitioners to gain further training within the field of digital technology, therefore, providing children with effective support. The work of An and Reigeluth (2011), discuss that practitioners having the ability to support children during digital discovery, will enable them to use digital technology outside of the classroom and apply their knowledge to different aspect of their life. 
An and Reigeluth (2011) explain that from children obtaining the knowledge to do this, will support them throughout their lifetime, as it provides development for different key areas, such as cognitive and social development. The work of An and Reigeluth (2011) also outlines that practitioner’s willingness to change their practice also becomes a negative aspect of this activity, as mature practitioners may not agree with the use of digital technology within educating. However, the Digital Competence Framework (2011) encourages activities such as this, as it enabled children to play and explore the different aspects surrounding technology, but also, this activity promotes children to fire-hand experience the aspects.
The work of Smeets (2005) identifies that children will Additional Learning Needs, gain support from different digital devices thy may gain access too. Relating to this, the activity in question have the ability to support children with additional learning needs as there is a digital device to aid their learning as well as support from different practitioners if needed. Work by Florian and Hegarty (2004) discuss that more a large majority of additional learning needs, having the support from devices such as tablets, will allow children to feel more confident when exploring their education, however, Florian and Hegarty (2004) state that this is not always the case. Florian and Hegarty (2004) expand and state that within digital technology there are numerous adaptations that can be made to support children with additional learning needs, therefore not placing them at a disadvantage within their learning. 
The work of Smeets (2005) and Florian and Hegarty (2004) coincide and explain that children will additional needs require specialised support, practitioners may not have the resources to provide the support they require, therefore the digital device has the opportunity to support these children in the way the practitioners may struggle. Price-Dennis, Holmes, and Smith (2015) found that incorporating digital literacy into classroom education, eliminated the need to remove children from the classroom to receive specialist support, therefore gained inclusive education as the device allowed lessons to be adapted to the individual child. Relating to this, the activity that is under review supports this as if children have additional learning needs, adaptations are able to be made to the devices they are using so that each child has the same opportunities and no child is at a disadvantage. Price-Dennis, Holmes, and Smith (2015) also places empathises on a digitally incorporated pedagogy as the new curriculum produced by Donaldson (2015) explains the importance of creating ‘digital citizens.’ This activity also supports the Digital Competence Framework (2011) as within the framework it states that children should have the ability to capture photographs, this is an aspect of the activity, therefore encouraging the development of the children’s digital competence.
Overall, this activity supplies children with multiple learning opportunities, such as gaining Digital Competence, which is supported within the Digital Competence Framework (2011). Whereas there are positives to this activity, there are negatives which are outlined by the work of Toit (2015) who argues that practitioners have not gained adequate training and knowledge to support children with digital technology.
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