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Media and Digital Literacy
For the majority of children in the UK, they are surrounded by the digital and media world with the use of televisions, phones, radios, tablets and many other electronic devices through their parents, carers and family members from as young as birth (Erstad et al. 2020). 
The use of digital devices among infants and toddlers can be described with two different theoretical perspectives. Bandura’s (1977) social cognitive theory suggests that learning and behaviour occur through observational learning. Therefore, family members, friends and peers are viewed as role models for young children. Consequently, when parents, siblings or any other family members are using smart devices in front of infants and toddlers they will then copy these actions themselves. Bandura’s (1977) social cognitive theory can also be supported by Bronfenbrenner’s (1977) bio-ecological framework which associates a person’s development as a method of reciprocal interaction between an evolving individual and the environment they are surrounded by. Bronfenbrenner expressed the importance of different experiences, interactions, roles and activities of a developing child with their immediate family. Therefore, it can be argued that the family has an influence on the use of new technologies for children (Stephen et al. 2020).
Digital literacy and media use was firstly introduced for the use of adults, however a report by Kidron and Rudkin (2017) found that more than a third or the three billion people who use digital and media devices are under eighteen. A study carried out by Chassiakos et al., (2016) suggests that the growth of media and digital literacy over the last ten years and the current media has both positives and negatives towards the health of teenagers and young children. The positives of digital and social media use for young children include the access to early learning through television programmes and learning apps that are available on digital devices. One of the benefits of allowing children to use devices for learning and education apps is that it allows them to gain more interactive skills. It has been suggested by experts that educational apps allow children to be able to interact better with parents using interactive skills. Educational apps allow children to learn through play on a digital device (Edsys 2017). However, there are also down sides to children having the use of digital devices. Not only for children but also the parents who may not be aware of the compete risks of the online world, this includes any information they share that can be accessed by other people. Not all parents are aware of age restrictions and safety apps that can be downloaded on to devices and maybe unaware of the inappropriate content or pop-up advertisements that children can be made vulnerable to. Parents can also find themselves reliant on devices for their children to keep them busy, they become seen as a ‘babysitter’ and although the child maybe enjoying playing on the device too much screen time is not good for them. From a young age, children are experimenting on digital devices, any technology that is available to them should always be in their age range, be adult guided and from platforms that can be trusted (Kidron and Rudkin, 2017). 
Digital and social media allows children to have more prospects for social contact and support, children can speak to family members through devices on facetime and apps such as zoom. This has been exceptionally useful throughout the COVID-19 pandemic and lockdown restrictions of not being able to see family and friends, the use of digital devices has allowed children to still be able to do so. Throughout the most uncertain of times children are still able to communicate which is important in all aspects of their development (UNICEF, 2020). 
However, there are also many risks that come with the use of social media. Young children and teenagers become exposed to the risk of unsafe and inappropriate content as well as having their identity known to other users who may cause harm. Children can become a victim of abuse whilst online, this can be from a compete stranger or someone they know. It is important that children feel safe when online and know they can talk to an appropriate adult if they do feel unsafe or have any concerns (NSPCC, 2021).
[bookmark: _Hlk65391409]There are various negative impacts on the use of digital media for children and teenagers. These can involve the health effects on sleep and lack of it due to using devices all hours of the day and night, it can also involve lack of attention and learning as they are too interested in their devices and not the world around them (Kidron and Rudkin, 2017). The BBC News reported on a study carried out by Oxford University, they argued that the time children spend on digital devices has a little impact on the number of hours they sleep. However, this was argued by a GP from the UK as this conclusion did not apply to his medical experience. The report also found that a study published in the Journal of Paediatrics found that for every hour children spent on screen time was found to result in from three to eight minutes less sleep at night, highlighting the problems of children and teenagers having access to their devices at night, therefore continuing to use them when they should be sleeping. They also argued that the amount of screen time children have is connected to the effects on their mental and physical health (Wakefield, 2018). There are links between inappropriate health behaviours amongst children and teenagers and the use of digital media. It has been revealed in studies carried out that for those who have had access to TV programmes, films or viewings on social media of the use of alcohol, tobacco, substance abuse, sexual behaviours, as well as self-harm and eating disorders then they may themselves will want to copy the same actions (Chassiakos et al., 2016). The digital and media world is now a part of growing up for any child in today society, developing healthy habits from social media is essential to them to prevent mental health risks. The amount of time spent on social media should have a balance with their time spent off social media connecting with friends and family. It is essential that the content and influences accessible to them is age appropriate to try and prevent unhealthy behaviours (Fersco, 2018). 
The obesity rate is also higher amongst teenagers and young children due to the amount of time they spend on digital devices and less time exercising. A study carried out by Wales Online (2013) regarding the use of video gaming found that approximately a third of Britain’s children were overweight or regarded as obese. It can be argued that much of this is down to personal diet, however inactive lifestyle due to gaming rather than being outdoors playing and exercising has major consequences (Wales Online, 2013). Although there are links to digital literacy and obesity in young children and teenagers there are also many positives to video gaming with the help of making exercise fun for children. There are a range of games involving exercise available for the Xbox, PlayStation, Nintendo Wii and the pc, they include dancing games, running, jumping, exercise classes, as well as the use of extra gaming props to allow exercising to become fun with the use of children’s digital devices. (Health Fitness Revolution, 2016). A study carried out on children aged five to ten years old in 1996 found the chance of being overweight were 4.6 times higher for those who watched more than five hours of television a day, as opposed to those who watched less than two hours a day. As a result of these findings the recommendations for screen time for children from the age of two up to eighteen was two hours or less. However, an international study carried out on nearly 300,000 children and adolescents discovered that for those who watched one to three hours of TV a day had a 10-27% rise in the risk of being obese. The more recent studies have found that restricting TV screening to between one and one and a half hours a day is more successful to help lower the risk of obesity (Chassiakos et al. 2016).
A report carried out by the Children’s Commissioner (2019) discovered an astounding 93 percent of children in the UK play video games. Children between the ages of 10 and 16 were asked what they liked and disliked about video gaming, whilst most of them made positive conclusions to video gaming such as being able to have fun, socialising with friends and learning new skills there were also negative impacts on the children. The negative impacts children found to video games included them being left discouraged or being mocked and bullied by not just friends but also people whom they do not know online. The children themselves had seen a change in friends’ behaviour whilst they were online gaming, games such as fortnight were linked to bulling over the free avatars they receive in the game and the need to be able to afford the best type of ‘skin’, those who could not afford this were labelled as ‘poor’. The children also revealed the risks of encounters with strangers whilst gaming online, the online game Roblox was linked to strangers asking for their personal information and passwords, in exchange for this they would be able to enhance their game. The report also highlighted the number of hours children were playing the video games. The younger children admitted to spending an average of two to three hours of their day playing video games, whereas for older children they admitted to spending three hours or more reporting that what felt like only a short period of time playing would in fact be a lot longer.
Whilst there was already a rise in the amount of screen time children in today’s     society have, within the last year it had risen significantly due to the COVID-19 pandemic and lockdown restrictions. A study carried out by UNICEF (2019) found that during the beginning of the lockdown from early March 2019 within just a few weeks gaming distributors Steam had revealed a massive rise in online gaming from 19 million up to a record high of 23.5 million. However, digital devices can also be regarded as a lifeline to many people through the most uncertain times. Throughout the last year and continuing the digital and media world has allowed families to have fun together enjoying video games, having family film night and stay connected with family and friends via phone, messaging, video calling and social media (Swansea Council, No Date). 
Digital media and literacy has had an impact on today’s family life compared to how it would have been in the last ten to twenty years. Both children and adults have become reliant on their digital devices, some families no longer sit down at mealtimes and talk to each other as they have a TV programme or film they mat be watching. Children would rather be gaming during their free time than spending it with their family. However, family life has changed dramatically over the years; in most families both parents go out to work, sometimes children are looked after by grandparents and family or many children go to childcare settings. Society and the way children are brought up has changed as a whole; families have adapted to the changes (Livingstone and Blum-Ross, 2020). A news article written by an education correspondent, Weale (2018) suggests digital media has a benefit on family life as it plays an important part towards it rather than trying to cause a risk. Research carried out by the London School of Economics and Political Science (LSE) argued that digital media activities including playing video games, watching television and phone calls and messaging apps allow families to enjoy together as opposed to isolating them. The report also found digital media to be a help for parents with bringing up their children, in a survey carried out most parents admitted to using the internet on a monthly basis with most using it to help with parenting tasks. 
Children have a right to be able to explore digital devices, media and the online world, it is part of their development and skills they need to learn, without any access they are at a disadvantage to others. It is the job of the appropriate adults to make sure they can do so safely and to prevent any possible risks from taking place (Kidron and Rudkin, 2017).




How to Keep Your Children Safe in the Digital World
A guide on how to keep your children safe online. This leaflet has the information on how to keep your children safe when they are online. This can include gaming, iPads, Phones and any other access they may have to the digital world.
 Benefits of Children having Internet Access
· Promotes intellectual, social and cognitive skills from a young age.
· Children can learn through educational apps and TV programmes that are available on digital devices. For example, children’s nursery rhyme programmes with singing, learning words, numbers and colours.
· Video gaming online allows children and teenagers to play games whilst connecting with friends and family. Games available can be educational as well as promote exercise. For example, games can include dancing, exercise classes and simulators that allow children to exercise whilst having fun.
· For older children and teenagers age-appropriate social media allows them to be able to connect through the internet. Social media platforms such as Facebook, Snapchat, Instagram and TikTok allow children to connect with their friends and family. 
(Chassiakos et al., 2016)

  
Risks of the Online World
· Inappropriate websites and adult content, it is essential to have safety settings in place to prevent these.
· Sexual grooming and paedophiles, children need to be taught about the risks of paedophiles; not everyone online is who they think they are.
· Bullying, obesity and mental health from children online.  
· Oversharing of personal details; ensure all privacy settings are in place to prevent anyone gaining access to your personal details.
· Lack of sleep and addiction; children become obsessed with their devices and social media.
(Kidron and Rudkin, 2017)
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	(NSPCC, 2021)Who is responsible for keeping children safe online? 
All appropriate adults have a responsibility to ensure children are kept safe while they explore online. This includes parents, family members, schools, care settings, government, industry, law enforcements and children’s work force. The UK Council for Child Internet Safety (UKCCIS) defines that children and young people should be able to develop the skills needed that are suitable for their age and stage of the life through digital knowledge. 
(GOV.UK, No Date)

	      


	
[image: father daughter looking at tablet together]                                                  (Netsafe, 2019)Speak to them about Online Safety
It is important to speak to your children on how they can stay safe when they are online. 
Be positive, try not to alarm them.
Allow them to feel comfortable talking to you about it, ask them what they enjoy doing/playing when they are online, what apps they may like. If you feel an app is not appropriate for them, this may be due to their age or the features of the app then talk to them about these reasons. They may have friends at school who talk about certain apps that are not age appropriate, you can explain your reasons for not allowing them to use the certain app and show them another app they may enjoy that is safe for them. 
It is important that they know they can come to you if they do have any problems or feel unsafe online.
(NSPCC, 2021)
Children and young people are surrounded by digital devices, it is essential parents and appropriate adults teach them how to be safe whilst they are online. Seven steps to help are to:
1. Understand the dangers and potential risks of the online world.
2. Learn about what your child is getting up to online, speak to them about what they like to do, activities they carry out and who they speak to.
3. Explore the digital world yourself, find out about the apps and websites your child likes to gain a better understanding.
4. Agree with your child on what they can and cannot do whilst they are online, make them aware of what websites and apps are safe to them and are age appropriate
5. Teach your child on how to stay safe online and allow them to feel safe and be able to talk to you about any concerns they may have.
6. Model the behaviours you want your child to have not only online but also when they are offline.
7. Plan with your child to ensure if they have any problems they know what steps to take and to always be able to talk to a familiar appropriate adult. 
(Netsafe, 2019)
`





Internet Connected Devices
There are also internet devices you may not be aware of that can send and receive data, be controlled remotely via smartphone/tablet apps or respond to voice control. These include children’s toys such as Furby connect, smart speakers such as Alexa, smart watches such as fit bit or even a baby monitors that are connected via Bluetooth or Wi-Fi. It is essential to make sure privacy settings are installed on any devices connected over the internet.
(NSPCC, 2021)
.

Favourite Online Apps for Children
One of the favourite websites for children aged between 5-15 is YouTube, this was chosen as the top choice amongst children as well as Netflix.
The number of children who now have access to social media has risen. Platforms such as Facebook, snapchat, Instagram and TikTok are becoming increasingly popular. A study carried out in 2019 found that the amount of children ages between 12 – 15 years old using social media platforms has risen from 8% in 2018 up to 13%. 
(Ofcom, 2020)
Children’s favourite platforms can be used to help them understand the dangers of being online. Click the link below to access a video clip suitable for children aged 5-7 years old:
CEOP KS1 Film 'Lee & Kim' Cartoon Suitable 5 yrs 7 yrs - YouTube
Set Up Parental Control
Parental control allows you to take charge of your children’s devices. Installing parental control will block any inappropriate content as well as allow you to take control of any online purchases.
Parental control is available to install on your children’s tablet/iPad, phones, gaming consoles, laptops/computers, on your home internet and on smart TV’s.  
Parental control allows you to:
· Limit the time your child has access to their devices
· Control what time of day they can gain access to their devices
· Establish filters to block any inappropriate contents, apps or pop-up advertisements
· Take control on the content that is available to your children.
To access more help and guidance on how to set up parental control please visit:
Parental controls | NSPCC 
(NSPCC, 2021)




Screen Time Recommendations
· Under 18 months, avoid unless video chatting or educational.
· 18-24 months, start to introduce digital media with them
· 2-5 years, 1 hour per day adult guided.
· 6 years and older, suitable limits should be in place to allow enough sleep, exercise and time spent as a family.
(NHS Greater Glasgow and Clyde, 2020)




	









Children have a right to explore the digital world safely, to access fun games, social media, television programmes, listen to music and stay connected with family and friends. However, it is important to only allow access to age-appropriate content.
(Kidron and Rudkin (2017)


	Activity Plan for Digital Literacy Skills
A Bugs Life – The World Around Us

	Number of children:
4

	Age of children:
6
	Number of adults:
1
Role of Practitioner:
Nursery Nurse

	Location:
Nursery and nursery garden 

	Preparation time:
10 Minutes
	Activity time:
1 hour 30 minutes

	Resources:
· Two iPad’s
· Small hand shovels 
· Printer 
· Card
· Scissors
· PVA glue 




	Links to digital literacy/competence outcomes:
· To allow the children the use of the iPads themselves to allow them to use the camera with free choice of the photos they take and explore the different features on there.
· They will also learn to use the iPad to send the photos of their choice to the printer via Bluetooth. 
· The children will be able to enhance their digital skills on the iPad through child let play.



	Details of the activity:
A group of four children aged 6 to carry out an activity on ‘A Bugs Life and the World Around Us’. The children will be put into two pairs and given an iPad to share in each pair. The activity will be child led, allowing them free use of the iPads to find different bugs and the habitats they live in, lifting little rocks, leaves and digging in the mud. They will then need to use the cameras on the iPads to take photos of the bugs and the habitats they are in. They will be using the camera to zoom in and out on the bugs. They will also collect some leaves, sticks and any other natural loose parts they would like to use to make their collage. Once they have completed the task of taking photos and collecting their loose parts, they will then share the photos they have taken with each other and how many different bugs they have found. The children will then print the pictures off the iPads by sending them to the printer via Bluetooth. The children can then use the photos they have printed along with the loose parts they have collected to make their bugs life collage.    





The activity planned is for a group of young children aged six, the activity will be carried out in a childcare setting during the summer holiday playscheme club. The activity will promote the children’s digital literacy and competence skills when accessing ICT on a digital device. The activity has been planned around the Digital Competence Framework (DCF). The Digital Competence Framework is the first component of the new curriculum for Wales, it is the ‘set of skills, knowledge and attitudes that enable the confident, creative and critical use of technologies and systems’. In todays society it is vital for children and young people who are learning to be educated, have potential and to be competent with digital literacy. Digital competence is one out of three cross-curricular responsibilities, together with literacy and numeracy, it concentrates on promoting digital skills that are useful for a number of subjects and situations that will later be useful in the world of work (Welsh Government, 2018). Professor Graham Donaldson was assigned by the Welsh Government to look at new assessment and curriculum measures. Donaldson’s report supports six parts of education and understanding for the foundation of Wales’ new curriculum, this would then apply for all children learning from the age of three up to the age of sixteen. Donaldson supported the “cross-curriculum responsibilities” that was introduced to support literacy, numeracy and digital competence and that this would then need to be taught by all teachers. The report carried out by Donaldson (2015) allowed the Welsh Government to see how significant it was in Wales for every child and young person to have an advantage from curriculum assessment arrangements that would suit their present needs and prepare them for their life in the future. Children and young people are not in school for a long time, he emphasised that the time should be used productively in order for each individual to develop as a competent, healthy, ambitious person who would be able to overcome any future challenges. Donaldson report was based on all children and young people learning from the age of three at the Foundation Phase up to the age of sixteen at GCSE age. Donaldson replaced the then key stages with the now progression steps for children’s learning developments and expectations at the ages of five, eleven, fourteen and sixteen. The progression steps would allow teachers and parents to then be able to provide learning for the child’s own needs. The report was set out into six sections of education and knowledge, these included literacy and communication, maths and numeracy, science and technology, expressive arts, health and wellbeing and humanities and languages. Donaldson also reported that the programme of professional learning was to be put in place to ensure the knowledge and skills of the teachers were at the full potential. he reported that children’s learning should be updated with the technology and movement of the growing society (Donaldson, 2015). 
The Bugs Life activity will allow children to explore the world around them through play and following the Digital Competence Framework. Throughout the activity the children will be developing on their digital skills using an iPad. The children will be split into two sets of pairs and each will be given the iPad by the nursery nurse to use themselves through child led learning. Child led learning is important for children to be able to make their own choices and learn about their own interests, what they like and dislike. Bronfenbrenner (1979) theory was that children’s interests are discovered among the boundaries of their own encounters. Therefore, it is important that children have a range of experiences to enable them to find their interests (Woods, 2013). The children will be collecting data by taking photos of the bugs they can find outside in the garden. Piaget (1896) theory of cognitive development concentrates on the child’s needs, to encourage educators to give children the free play to be able to interact with the world around them and gain new experiences. The work of Piaget is known to allow children’s play to be the most effective way for them to be able to learn and develop. Piaget emphasised the need for cognition and seen play as the process that children needed to gain the knowledge, as well as being a need for the child’s psychological development (VanHoorn et al., 2015). Whilst taking photos on the iPad the children will explore the camera settings, instead of using a magnifying glass they will be using the zoom setting on the camera to see closer images or further back. The children will also be collecting any natural loose parts they find that they like. Loose parts play has many benefits for children and helps develop skills across the whole curriculum. Loose parts play is child-led and allows children to build on their independence skills. As well as the enjoyment it also helps children to explore, build, observe, deconstruct and connect with the world around them as well as developing their imagination (Williams, 2021). Once the children have taken the photographs and collected their loose parts they will then share what they have found with their friends. The children will then be shown by the nursery nurse how to print off the photographs by being shown how to send them over to the printer via Bluetooth. Children will copy what they see, once they have been shown how to send the photos via Bluetooth they will then copy the actions. Vygotsky (1896) Zone of Proximal development and scaffolding theory describes children as being apprentices, scaffolding allows adult to show children how to take the steps to do something in order for them to complete it themselves. The scaffolding theory was also supported by Bruner who described the scaffold of learning as parents or teachers helping children when they learn new concepts, until they become more confident and the adult steps away to allow the children to complete themselves (Pound, 2019). Once the children have their photos printed out and their loose parts, they will then be able to make natural bugs life picture collages using a scissors and glue to stick them onto card.
There may be problems that arise when carrying out the activity, some of the children may not have access to iPad at home and not be aware of how to use it. If this happens then they will need the extra support to be shown how to use it. However, the task set out should be easy to follow once the children are shown, the task is appropriate for their age and development stage.
If the activity was to be planned for an older age group of children then changes can be made to meet their development stages within the digital competence framework. As children get older their level of knowledge around digital literacy grows. As children progress with the Digital Literacy Framework they will be able to bring together multimedia devices in different ways. The software available to them will also increase with what is available to them on the devices (Welsh Government, 2018). If a group of children ages ten were carrying out the activity then an extra activity of data and computing can be added to the plan. This would include them problem solving, counting the number of bugs and how many types there are to then put their calculations onto a computer by using mathematical graphs. In the same way the activity can be made easier to suit younger children ages three, they would need the extra help of an adult to take the pictures with them along with printing them out.
It is essential that a child’s developmental milestone is always met to their full potential. To be able to do this all areas of learning within the digital literacy and media world need to be accessed. Children have a right to explore and learn through all aspects of the Digital Competence Framework. The digital world is the future of today’s society. The safety of access to digital media and devices cannot be left down to the resistance of children. It is vital that the government and industry do what it takes to ensure that safety measures are in place to make it fit for children to explore (Kidron and Rudkin, 2017). 
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