Section:1                                                                                                                                                        During this written piece I will critically evaluate the effectiveness of digital devices used by young children and how this impact upon their learning and development. I will look at both positive and negative aspects of having access to digital media and constructively make a conclusion based upon my findings. 
[bookmark: _Hlk33352129]Upon completing my research, it is evident that in this ever-changing world digital technology plays a huge part. Everyday around the world there are more children that use digital technology, and this is heavily changing childhood (UNICEF, 2017) (Nutbrown, 2011). The increased use of Digital technology has shifted the role of the knowledgeable other to include more peer collaboration. Therefore, teachers’ roles are changing. Teachers are becoming facilitators of learning rather than the main source of information for learning (Cicconi, 2014). Digital technology is a source used to gain access to a wider range of information. This links into Lev Vygotsky’s theory of the more knowledgeable other where a learner has the potential to make progress if working with adult guidance or in collaboration with a peer that is more capable (Beauchamp, 2012). This also links into the Reggio Emilia approach to early years education where the belief is that children can grow up and construct their own knowledge. They are full of desire and have the right to interact and communicate with each other along with adults who respect this. (Anonymous, 2001).  However, Mansson (2008) notes that during discussions based upon the competent child it was evident that this approach changes the relationship between an adult and child. It offers equal opportunity for both the adult and child when making decisions, taking on responsibility and having authority. This may become challenging as the adult will have less authority and will take on the role of being the child’s friend. This will take away the previous authoritative position of the adult. 
[bookmark: _Hlk33366696]Nutbrown (2011) explains that using various digital technology will help to empower the change within learning. It can be used to tailor learning for individual children. It offers opportunity for choices where the learners voice is heard. This links into the UNICEF (2019) rights of the child where it is the right of a child for their voices to be heard. Nutbrown (2011) also explains that children are growing up in a digital world where they can develop a wide range of skills, knowledge and understanding of the world. This is immersed from birth and is scaffolded from parents and families. Jerome Bruner’s scaffolding theory explains the importance of providing learners with enough support in the initial stages of learning through scaffolding the learner (Bates, 2016). Parents and teachers are now responsibly for helping children to make healthy and good choices in both their analogue and digital lives. (Kidron and Rudkin, 2017. Kimbell-Lopez, Cummins and Manning, 2016). When using digital technology there are additional learning opportunities for both the child and practitioner with lots of benefits (Arnott, et al, 2018). 
[bookmark: _Hlk33461955]Research based upon the use of digital technology shows that it can be used to support children with early literacy development. Computers can be used as a tool to support writing for young children (Neumann, 2016). Tablets have also been used to support early literacy development by giving children the opportunity to use the tablet to engage in pre-writing activities such as mark making using linear and circular marks. 
[bookmark: _Hlk33463399][bookmark: _Hlk33464651]Research also shows that by using a tablet to play games children can problem solve during play (Price, Jewitt, and Crescenzi, 2015).  Mark making is seen as a child going through the process of scribbling to the realisation that marks are symbolic and can be used to express themselves as a form of communication. (Kouvou, 2016. Price, Jewitt, and Crescenzi, 2015). During the research of  Price, Jewitt, and Crescenzi, (2015) results showed that when mark making with an iPad compared to mark making with paper it was observed that children were able to make marks more with an iPad than on paper during the same period of time. This offered the opportunity for more mark making whilst using the same amount of time. This gave the children the opportunity to practice their skills far more when using an iPad whilst using various techniques such as dragging, dropping, swiping and mark making. Sandvik, Smørdal, and Østerud (2012) explain that applications such as ‘Puppet Pals’ can be downloaded onto an iPad and used with children who have difficulty communicating and support them to develop their skills. They explain that these applications are of great value in supporting children with additional needs. Turvey, et al. (2014) notes that ICT can be used as a tool to benefit children with additional needs. ICT hardware may be identified upon their Individual Education Plan (IEP). 
[bookmark: _Hlk33470391][bookmark: _Hlk33471726]However, it is evident that when using an iPad to Mark make there is less opportunity for the use of large gross motor skills during activities. When mark making with natural materials within the outdoor environment children are given the opportunity to use gross motor physical skills such as bending, stretching and moving heavy objects. This offers many health benefits as the children are active. (McClintic, et al. 2015). Kardefelt- Winther (2017) raises concerns regarding the time spent on digital technology and the effects this has on the time children spend on physical activities. They discuss concerns of children spending less time being physically active due to the increased time that children spend on digital technology. 
Another form of Digital Media is the television. Wiecha et al. (2001) states that childhood and adolescent obesity is linked to the amount of time children spend occupied by a television or computer screen. Within their research they also state that if a child is watching the television with no one else in the room with them then there is no control over what the child is viewing. In this case research showed there was a lower receptive of vocabulary with children when watching television alone. Bittmann, (2011) states that when a child is watching television with a peer or adult, research shows that is linked to increased vocabulary. Anderson and Pempek (2005) findings also conclude that background noise disrupts play and interaction with parents and very young children. The adult’s choice in the context of the television usage is a huge factor to the child’s increased receptive of vocabulary. In contrast to this they state that there appears to be no advantage to a child’s development between the ages of 4-8years of age, if there was an avoidance of screen time. Another factor to consider when thinking about the context of what the child is exposed to when watching television is Albert Bandura’s 1961 Bobo doll experiment. Within his experiments he would have a child playing in a room. There was a blow-up Bobo doll within the room and an adult would become aggressive to the doll. The child would be exposed to this and witness the aggression. 
Later, the child would imitate what had been seen and show aggressive behaviour towards the Bobo doll.  The child was seen hitting, punching, hammering and kicking the doll. All which actions were previously carried out by an adult and witnessed by the child (Bandura, 1971). The same actions may be the outcome for a child that is exposed to aggression or anger on the television. However, Anderson and Pempek (2005) note that when comparing a video to live reality actions, the learning with a video is far less. They also conclude that it is evident that learning occurs when a young child is exposed to television and with enough repetition the learning can be equal to the learning from being exposed to live reality. In contrast to this Tarabah, et al. (2016), notes that exposure to violence and exposure to violence on the screen are both factors that are significant contributors for the cause of desensitization within young children and their behaviour to violence. This in return may cause the children to be less restricted to behave aggressively to others. 
Through digital technology children are able access digital media. Chassiakos, et al. (2016) states that there are many positives to children having the access to digital media. Children are exposed to further learning opportunities when using digital media. They are also given the opportunity to access new ideas of knowledge. They also have a greater opportunity to interact socially with the access to communicate with people from around the world. Bryant and Oliver (2009) notes that having access to digital media allows for the framing theory to be enabled. The framing theory is when there is a set agenda for what people see when accessing media and there is a set outcome that is wanting to be achieved. Children and young people are at risk of believing all media and not having their own confirmed ideas upon it. The framing theory explains that by using framing children and young people may only see aspects that have been framed to be shown in that way. In return they are not seeing the real world for what it is. Chassiakos, et al. (2016) notes that having access to media also exposes children to the access to inaccurate, misconceived and unsafe information. 
[bookmark: _Hlk33363700][bookmark: _Hlk33364039][bookmark: _Hlk33362455]To conclude there are many positives and negatives to children having access to digital technology. When planning activities, Vygotsky suggest that a child’s individual zone of proximity is unique to the individual. Therefore, teachers need to use their knowledge and skills to make judgement upon the more capable peers or when an adult is needed to step in and be involved as well as having the understanding of digital media and the part it plays in this context.  (Beauchamp, 2012, Bird, Caldwell, and Mayne, 2014). Research shows that the digital environment was created to be used by adults. The people who invented such environments did not pre-empt that young children would engage within digital technology nor did they foresee it changing the world and childhood of children as we once knew it to be. Therefore, there are no set designs in place for child users. The outcome of this is that all users are treated as an equal. (Kidron and Rudkin, 2017). The use of digital technology by young children is increasing. Screen time is replacing time that children once spent playing outdoors with nature or communicating with adults. Its is vital that time is made for real time playing hands on in nature with caring adults so that children can still learn the values of protecting the earth and be inspired to care for living things. (Alliance for Childhood, 2004). We cannot exclude children from the digital technology. It is vital that the children of today have access to digital technology in order to move forward. with the world that we live in. (Kidron and Rudkin, 2017).  
However, we must be mindful that children learn from observation. (Chaudron, et al. 2015). There is a need for additional research (Anderson and Pempek, 2005). Research that is open minded and non-bias so that we can understand the impact of the various forms of digital technology and media and support the children of today.



























	Section 2: Activity Plan

	Activity: Lets go on a bug hunt!


	
Number of children: 8

	
Age of children: 4-5 years
	
Number of adults: 2

	
Location: Forest school

	
Preparation time: 10 minutes.
	
Activity time: 50 minutes

	Resources:
· iPad with camera x 2
iPads will contain a pre-downloaded magnifying glass application.
[bookmark: _Hlk33642016] They will also contain a saved minibeast activity sheet called ‘Spot it!’ within a word document that will be downloaded from The Royal Society for the Protection of Birds ‘RSPB’ (no date) website.
· Pens x 10
· Small notebook x 8
· First Aid Kit
· Register
· Mobile phone



	Aim/s of activity:
[bookmark: _Hlk33719341]The aims of this activity are to support children to use digital technology to enable them to become digital literate and competent. They will have the opportunity to work in collaboration with their peers to search for mini beast and take photographs of their findings. This is a holistic activity and will cover many areas of development. The children will use gross motor, social and fine motor skills. There will also be opportunities to discuss nature and respecting the world around us.


	Links to outcomes:
[bookmark: _Hlk33369343]This activity links into the Digital Competence Framework (2020). The children will learn about Digital rights, licensing and ownership by adding their name to a file where they will save their photographs. They will also work in collaboration with others on a piece of digital work. The activity is cross curricular and links into the successful futures independent review by Donaldson, G. (2015)
This activity also links into the Education for Sustainable Development and Global Citizenship themes. This is because the children’s health and wellbeing are being promoted within the outdoor area. We will walk to the forest school and there will be no carbon footprint. 



	 Differentiation:
This activity can be participated by all learners. The forest school area can be accessed by all children. The iPad can be adapted for children with a visual impairment by using larger fonts and magnified screens. 




	Health and safety:
The Forest school area and access route will be risk assessed prior to the activity. Children and staff will be wearing steady footwear and appropriate clothing. The forest school has a fence surrounding the area with a lockable gate. All adults will be first aid trained. 

	Role of adult/adults:
The activity will be child-led. However, the adult will offer support where needed and only change the direction of the activity for safety reasons. 

	The activity:
The adults will first explain the activity to the children. They will then be spilt into 2 groups of 4 children to show them how to use the iPad. They will then regroup and take the children to the forest school area where the activity can be implemented. The children will use the ‘spot it!’ sheets to gain an idea of what insects and minibeasts may be found. They will then use the iPad to look closer at the insects before taking photographs of them. They will use the notebooks to mark how many of each species of bugs that they have found. After taking the photographs they will then save the photographs within a file and name the file with a group name.  The adult will then reflect upon the activity to consider what went well and what aspects they may change in future practice. 





























Section 3: Evaluation of the activity. 
[bookmark: _Hlk33355603]During this written piece I will critically evaluate my activity. The activity I chose was a bug hunt activity using an iPad. The activity was based outdoors within a forest school area. The aim of the activity was to support a group of children to use digital technology to enable them to become digital literate and competent. Donaldson (2015) explains that if we do not offer the children of today the opportunity to engage within activities that support them to become digital literate we are compromising their future outcomes and they will face barriers that they may struggle to overcome. Comparable to this the new curriculum in Wales is based around four purposes. One of those purposes is to ensure the children in Wales are prepared to achieve the next stage of their lives (Curriculum for Wales, 2020). This activity supports the children to become digital literate and competent and will help to prepare them for the future use of digital technology. UNICEF (2019) states within article 13 that every child has the right to search, receive and communicate information and ideas of all types such as art, writing, print and any other form of media that the child may choose. Young children are increasingly using iPad and tablets (UNICEF 2017, Sandvik, Smørdal and Østerud, 2012, Price, Jewitt, and Crescenzi, 2015).
 In contrast to this Chassiakos, et al. (2016) states that there are many negative health effects to using an iPad. They state that using digital media can impact negatively on a child’s sleep, attention span and learning. Research also links the use of digital media to higher levels of obesity within young children. The American Academy of Pediatrics (AAP) (2010) report recommends that all children who are 2 years of age or under should have no screen time at all. They also recommend limited screen time for children as screen time is closely linked to childhood obesity. Yienger, (2016) explain that when children are overexposed to screens there can be a negative effect up on their health. The children’s development may also show signs of delay. This includes developmental delays such as physical and emotional development. The delays within a child’s early years can have lifelong lasting effects upon a child’s health and development as the habits that cause the negative effects will form a pattern that cannot be easily altered or overcome. 
However, the activity I implemented was based outdoors within the forest school. This gave opportunity for the children to bend, stretch and be active. This meets the requirements under the Well-being and Future Generation (Wales) Act (2015) where the local authority and other public bodies have been asked to work together to encourage children to be more active in order to help form a healthier Wales. My activity also meets the health and well-being strand within the Digital Competence Framework for Wales (2008). On the other hand, Page et al (2010) state that research shows some negative impacts from screen time upon children’s health are not reversible nor compensated by physical activities or exercise. The impact that screen time can have upon a child’s psychological can impact upon a child’s health and once it has impacted negatively there is little aspects that can reverse the impact. They explain that this usually takes place when there has been an over exposure to screen time. Therefore, it is vital that screen time is limited. Yienger, (2016) states that the overuse of digital technology can impact upon develop and cause for the interaction between children to decrease. 
The research also explains that continued use of digital technology when overused over a long period of time will hinder the experiences that young children have which encourages the use of creativity and imagination.  
They were also given the opportunity to use a digital device within a controlled environment for a set time and with a planned outcome. This is another strand within the Digital Competence Framework. Other strands were also supported within my activity. The health and well-being strand was met as the children used a digital device with care. The digital rights, licencing and ownership strand was met as the two groups of children were asked to choose a group name and use this to name the file on the iPad where the photographs were saved into. This also met the information literacy strand as the children collated and grouped the data that they had gained. The children also worked collaboratively and interacted with partners during this activity. Beauchamp (2012) explains that when using ICT during a collaborative activity there are opportunities to address the zone of proximal development (ZPD) a theory that was identified by Lev Vygotsky. Although this has been proven to be met during activities that use other resources it is achieved far quicker when using ICT. The guide to using ICT is to use it when it can do things better in a timelier manner than other resources.  Yelland (2018) State that when children use an iPad during an activity it is evident that the quality of learning is high. The experiences from using an iPad offers collaboration with others and communication of ideas or findings. 
The activity was also child led and this offered more peer collaboration. This enabled the children to practice and develop the skills they will need to contribute and play a full part in life and future work. (Curriculum for Wales, 2020). I chose the bug hunt for my activity and spoke to the children about the need to care for the insects and how they need to be handled carefully and put back where they were found. This links into the ethically informed citizens of Wales and the world purpose of the new curriculum. (Curriculum for Wales, 2020). The activity was a play-based activity. This links into the Foundation Phase framework (2019) where children are taught through games and play. They play covers many areas of development and learning such as physical development. Literacy, mathematics and the understanding of the world. Play based learning is based on Vygotskian model that scaffolds learning in which the teacher observes the play and provides feedback and encouragement. Through this form of play children are engaged in activities that provides them with challenges and the need to use problem solving skills. (Bruce, 2011). Jean Piagets theory of cognitive development states that during play Children are actively involved and interact with their environment. They then develop concepts and construct their own knowledge from exploration. Nicol and Taplin (2018) state that play can provide an experience for children with space, natural resources where children are scaffolded by a receptive and respectful adult who are there to observe and act as a play facilitator. My activity was an inclusive activity and would be able to be adapted to various needs of the children. A tray and a bug catcher could have been used for children who are in a wheelchair. A screen magnifier could be downloaded or attached for children with a visual impairment. The capability for ICT to enable children with additional needs to engage in activities which help to promote knowledge and understanding of the world is easily accommodated (Turvey, et al. 2014). 

Having researched and read more upon digital literacy and digital competency I now think if I was to plan this activity in the future, I would plan for it to be carried out over several lessons. I would make the activity more holistic by allowing the children to group their findings of insects into groups according to the amount of legs the insects have. Each group of insects would go into a named file. This would allow for the children to have a better understanding of digital licencing (Digital Competence Framework for Wales, 2008). I would then ask the children to use the pictures of the insects to create a bar chart using a word document. This would enable the children to practice their mathematical skills. To extend this activity further and help the children begin to understand the concept of communicating worldwide using technology I would help the children produce a short presentation of the findings using photographs and short narrations. I would then communicate with a school from a different country and ask to email our findings. The school that we send our findings too could then also partake within a similar group activity and share their findings with us. This would promote writing for an audience and help the children gain a more in depth understanding of the world (Bird, Caldwell, and Mayne, 2014).
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	Digital media step by step guidance:
Know the media your child has access too. 
Ensure you understand the media content that your child has access too. Sit with your child and show interest in the media they are using so that you can see the content. Ensure they are supervised when they have access to it.

support and encourage your child to be able to make the right choices when choosing the content. 
From a young age a child can identify a significant character. Therefore, this is a good skill to use when your child is choosing a new source of media. Look at the cover with your child and discuss what you think the DVD, show or game is about. Offer suggests of what you think the content is. This will help the children form their own opinion upon what the content is and judge the media before using it. They will support your child to be more mindful of the media and content. 

Give them context.
Ensure you talk to your child about the image that is framed upon villains. Most bad guys are normally portrayed to be born that way. Help your child understand that villains have family and friends. These people who are close to the villain’s care about them. This will support your child to eventually learn that not all people are how they are portrayed. Some characters have hidden stories. 

 Address and challenge stereotypes. 
Find media contents that challenge certain stereotypes. Most sources of media show girls with dolls and boys as builders. Fining a source of media that challenges this can help break the typical stereotype and inform your child that these are not general rules. 
Set boundaries.
Ensure you limit the time your child’s screen time. This is an important boundary to set so that there are clear boundaries and the use of screen time is not excessive. 
(Breitkopf, 2012)
	
	The risks to adults and children when using digital media:                                                                       Exposure to content that is inappropriate or can make someone feel uncomfortable.                                                  Inappropriate communications from people who have the intent to abuse, manipulate or bully.                                   Being targets of aggressive advertising and marketing messages.                                                                           Viruses and spyware can be used to hack digital devices so that your personal information and financial details are accessed by others and misused. (Get Safe Online free expert advice, 2019)
Top Tips to help keep your child safe:                                                                                                        Regularly talk to your child about staying safe online                                                                                              Set rules and boundaries about what’s safe to do online                                                                                 Supervise your child whilst they are online.                                                                                                        Ensure you are aware of the tools they are using.                                                                                                           Set parental controls on devices.                                                                                                                               Use pins or passwords on devices that offer access to the internet with no parental controls. (Ofcom, 2020)
Useful links for further information:
https://www.nspcc.org.uk/keeping-children-safe/online-safety/parental-controls/

https://www.ofcom.org.uk/__data/assets/pdf_file/0023/190616/children-media-use-attitudes-2019-report.pdf

https://www.internetmatters.org/advice/0-5/

https://www.healthychildren.org/English/family-life/Media/Pages/Tips-for-Parents-Digital-Age.aspx
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Support and safeguarding children when accessing digital media and ICT
A guide for parents and carers 
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Are you worried about your children using the internet? Listed below are some of the worries and concerns that                                                                      parents face. 
· Inappropriate content
· Cyber bullying
· Grooming
· Taking, sharing and receiving explicit images
· Are they talking to their friends?  Are they talking to people they don’t know?
· Increasing pressure on children to make in game purchases.  (Ofcom, 2020)
[image: ]Time on digital Media
Limiting time on digital media and co viewing is the best way to support your children. Creating tech free areas within your house can also help to reduce the time spent on digital media. Areas such as bedrooms and when having mealtimes can be set as tech free zones and times to allow you to monitor the sites and apps being used. Setting bedrooms, a tech free zone can also help your child sleep better at night.  
 (American Academy of Pediatrics, 2020). 
	
	
The Pro’s of using digital media:
        Early learning
Exposure to new ideas and knowledge
Increased opportunity for social contact
Increased social support
New opportunities for health information.

THE CON’S OF USING DIGITAL MEDIA:
       Negative impacts upon sleep
       Lack of attention span
       Higher obesity and depression rates
Exposure to inaccurate and unsafe information.                           (Chassiakos, et al. 2016)
 A family Media Plan
When a family media plan is used well it helps enhance life. It allows for time to be spent on activities that improve family time, allows for more physical exercise and face to face interaction. It is important that media fits into your family life. Media should work with your family values and parenting approaches. When media is used inappropriately it can have a negative effect upon family life. American Academy of Pediatrics (no date)     
	
	[image: ]do you know The Law? 
Social Media and the Age of Consent.
Under GDPR it is against the law for children under the age of 13 years old to have access to the following: Websites, Digital Apps, Online marketplaces, music that is on-demand, gaming, video services and downloads. 
These include the sources such as:
WhatsApp- 13 years and over.
Facebook- 13 years and over. 
Snapchat- 13 years and over.
Ticktock- 13 years and over. 
Instagram – 13 years and over.
Twitter- 13 years and over.
Parents have also been at risk to being reported to the local police and social services by schools who are concerned about parents allowing children to play games with inappropriate context that allow children to be exposed to violence and graphic scenes. Games now come with a Pan European Game Information (PEGI) rating for age appropriate content. (Sabin, L. (2015)
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