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In todays society, it is clear to say that the digital world is here to stay (Kidron and Rudkin, 2017). This assignment critically analyses the effectiveness of digital devices to support children’s digital literacy. It will also analyse the role of the adult in regards to children’s access to digital devices and media content.

Although the digital environment was introduced initially for adult users, more than a third of its users are now under 18 (Kidron and Rudkin, 2017). To exclude children from this digital environment is not a option Kidron and Rudkin, 2017). Therefore, it is important that we look to provide clear guidance that ensures that young children can operate safely in the digital arena (Donaldson, 2015). 

IPads 
The use of tablets are now more popular than desktop computers with two in five children between the ages of five and fifteen owning their own tablet (Ofcom, 2015a).
Evidence suggests that the use of tablets at home and education can have a positive influence on children’s holistic development (Neumann, 2016). Young children need to be supported within the early years setting to become digitally literate (Yelland, 2018). Children are able to use tablets independently because of the simplicity of the touch screen technology (Neumann, 2016). Whereas, with a desktop computer, some children find it difficult to control and use a computer mouse because the mouse is detached from the screen (Gala, 2003). Papadakis and Kalogiannakis (2017) agree and say that children as young as 4 years old have difficulty using the mouse, especially the left button. Research from Abdul Aziz et al. (2013) shows that children can use iPads independently and can carry out the common actions such as drag and drop, tap, slide, spread, pinch and spin/rotate. 
When it comes to emergent literacy the National Literacy Trust (2016), states that the use of tablets can be used to support children’s emergent literacy through the use of applications. However, their findings suggest that parents and children say they prefer to read from a printed book rather than an online book and, that they see iPads as being primarily used for games (National Literacy Trust, 2016).

According to Price and Crescenzi (2015) the touchscreen technology of an iPad increased opportunities for mark making and emergent literacy development. A study was carried out to compare touch screen interaction and the traditional paper and paint for children’s mark making (Price and Crescenzi, 2015). During the study children between the ages of 2 and 3 took part in free finger painting activities using both methods (Price and Crescenzi, 2015). The findings showed that the touch screen led to more mark making but found that children used limited fingers when doing so (Price and Crescenzi, 2015). However, this took away the sensory and fun experiences children would gain from using ordinary paper and paint with their fingers (Price and Crescenzi, 2015). With reference to the Foundation Phase, children should be given opportunities to have first hand sensory experiences within the classroom (DfES, 2015). 

There are many apps that can be used on tablets to develop children’s literacy skills (Lynch and Redpath, 2012). These apps can support children in reading and writing skills which can be used alongside other activities such as guided reading (Lynch and Redpath, 2012). The use of apps can fire the imagination and lead to a wide range of play and creativity which can help children develop their creative thinking skills (Marsh et al., 2018). Vygotsky believed that play is crucial to a child’s cognitive development as it can lead children on to new skills and knowledge (Marsh et al., 2018). The use of digital devices and apps can also have positive outcomes for children with disabilities (King et al., 2013). They can help children with special learning needs communicate with one another, especially if they have speech impairments or communication barriers (Waddington and Marschik, 2014). 

A study showed that children and teachers agreed that iPads are beneficial to teach compositional writing (Dunn and Sweeney, 2018). Children in the study voiced their opinions that iPads gave them more choice and creativity in their writing (Dunn and Sweeney, 2018). However, teachers believed there should be a balanced approach to the teaching of compositional writing and iPads should not replace paper and pencils (Dunn and Sweeney, 2018). This view could be influenced by Yelland (2018) suggestion that some teachers are unsure of how to use iPads within curriculum concepts.  

According to Ofcom (2015), the amount of time eight to fifteen year olds are spending online has more than doubled since 2005. A review on the impact of screen time suggests that children with higher screen time are less active and therefore likely to be obese (RCPCH, 2019). Harrison et al. (2006) carried out a study for children to ‘switch off, get active’ which highlights the importance of physical activity to reduce the BMI in primary school children.

The theorist Lev Vygotsky believed in a more knowledgeable other (McLeod, 2014). This was initially seen to be an adult or other child being more knowledgeable about a subject and helping the learner gain understanding (McLeod, 2014). However, it can be said that iPads have now taken over as the more knowledgeable other in educational settings (McLeod, 2014). 

However, there are negative aspects to iPads. Parents report that there are financial barriers to downloading certain apps and feel the pressure of their children having the latest trend (Marsh et al., 2018). In addition to this, some parents believe that digital devices are taking away social skills from children because they are talking more through a screen than having the face to face interaction with someone (Haddon and Vincent, 2015). Children are also having less outdoor play time because these new technologies are taking over the way children want to play (Haddon and Vincent, 2015). 













Television

Children today have extensive, instant access to traditional media such as television (Chassiakos et al., 2016). Children are now spending more time watching television than the time they spend at school (Sigman, 2012). According to Ofcom (2011), television was the preferred medium for 52 percent of 5 to 7 years olds. This remained the same in 2015 as television sets were the main device used for children watching programmes or films at home (Ofcom, 2015a). However, with the use of tablets, children are now watching television through on demand apps and YouTube (Ofcom, 2015a). Critics have argued that children can become ‘zombie viewers’ when being exposed to too much television (Bryant and Oliver, 2009). However, according to BBC News (2018) television viewing has dropped by forty percent for children between the ages of four and nine. It also states that more young children are now watching YouTube videos than traditional television channels (BBC News, 2018). 

There are many theories on the influence of television. Gerbner believed that television portrays images and messages to the audience which influences them (Johnson and Vines, 2018). According to Abbit (2014) children watching large amounts of television are more likely to be more fearful of life because of the content of the programmes they may be watching. Viewers of violent content can eventually be affected by ‘mean world syndrome’ which means that they see the world around them to be violent too (Semambo, 2018). This can have an impact on children’s emotions as they can be easily impacted during television viewing (Semambo, 2018). Cultivation theory explains that these affects happen gradually overtime (Abbit, 2014). However, this theory does not take into account any personal experiences or cultural background (Gerbner et al., 1986). Some people argue that violence in media can also lead to aggressive behaviour in children (Martins et al., 2018). Kids Health (2019) agree with this and add that young children may also be frightened by violent images and may, as a result, have frequent nightmares. This may lead to behaviour problems within the home and/or at school. It can also suggest that children may be withdrawn in class or unable to focus on tasks. 

The Agenda setting theory was developed by McCombs and Shaw and suggests that the media uses a number of queues to indicate the importance of an issue (Protess and McCombs, 2016). It focuses public discussions and very often programmes do not reflect reality (Lamb, 2012). This is because of the way reality programmes are filtered and scripted (Lamb, 2012). The intention is to make them more entertaining for the viewer (Lamb, 2012). Younger children are influenced by programmes and films which are based on fantasy such as Disney (Giroux and Pollock, 2010). This can distort a child’s view of the world and lead to stereotyping (Giroux and Pollock, 2010). Protess and McCombs (2016) suggests that the media can influence what we think about but not what we actually think. It can encourage children to think about certain topics they may see in the media but not what they may think about what they see (Weaver, 2007). This is a plausible theory because studies show there is a correlation between the number of news stories on an issue and how important people think the issue is (Lamb, 2012).

Television can provide educational programmes that can prepare children for school (Singer and Signer, 2001). Close (2004) states that there are some benefits to children watching educational television including development of their expressive language, letter and sound knowledge and receptive vocabulary. However, The American Academy of Paediatrics disagrees and recommends that children younger than twenty four months of age should not be exposed to television (Anderson and Pempek, 2005). Although this recommendation was made, there was no clear evidence of the effects or the impact screens have on young children (Anderson and Pempek, 2005).  
 
Sesame Street is just one of the educational programmes for children which was designed to teach letter and number recognition (Krcmar et al., 2007). According to Close (2004) the National Literacy Trust review states that children between the ages of two and three have achieved higher scores on language and maths after viewing Sesame Street. The educational programme has also stated that frequent viewers of four years old have been able to identify colours, recognise letters and count up to twenty (Close, 2004). However, there is a lack of research as to whether or not it develops young children’s language and communication (Krcmar et al., 2007).

It is also said that television viewing can help children’s cognitive development (Kondo and Steemers, 2007). According to the theorist Jean Piaget, children experience four stages of cognitive development (Pound, 2006). Kondo and Steemers (2007) suggest that these stages can be recognised through the viewing of television. Piaget’s four stages include sensory-motor stage, pre-operational stage, concrete operational stage and formal operational stage (Pound, 2006). For example, during the sensory-motor stage children under the age of 2 will be able to see what objects look like on television, but not what they smell or feel like (Kondo and Steemers, 2007). During Piaget’s pre-operational stage children between the ages of 2 and 7 start to develop language and representational thinking skills which can be achieved by talking about their experience of television (Kondo and Steemers, 2007). 






Activity - Mini Beast QR Code Hunt 

This part critically analyses an activity that can be used to aid children’s holistic development with the use of a digital device.

The chosen activity is a mini beast hunt which involves the use of QR codes. QR code stands for quick response code and is a digital image made up of black and white squares which can be scanned to link to online content (Crompton et al., 2012). These codes will be placed in habitats where the mini beasts would usually live or be found. The children taking part will be between the ages of four to five and will be in a reception class within the Foundation Phase. They will work in pairs and explore the outdoor environment to hunt for the QR codes. The children will be instructed to use their iPad to scan each QR code and make a record of which mini beasts they have found on a tick list provided. Each of the QR codes will be numbered so that children can also write the QR code number they have found next to the mini beast on the tick list.  

When it comes to children learning ICT, it should be done so in a holistic way and be integrated across the curriculum (DfES, 2015). The Foundation Phase Framework states that ICT skills, knowledge and understanding should be developed through a wide range of experiences and equipment (DfES, 2015). The activity focuses on holistic development which is the development of the whole child, not just one subject area (Thomas and Lewis, 2016). Holistic development is important for children to build on their knowledge and skills across the curriculum (DfES, 2015). 

The Successful Futures review recommended that literacy, numeracy and digital competence should be cross curriculum responsibilities for all teachers who work with children between the ages of 3 and 16 (Donaldson, 2015). Donaldson (2015) sees these as key to thinking, learning and life. As a result, a new curriculum in Wales called the Digital Competence Framework has been developed (WG, 2018). This framework needs to be embedded into the school curriculum by 2022 (WG, 2018). Barnes (2015) suggests that cross curriculum activities can help children identify the link between different subjects and the real world. The mini beast hunt activity links children to the world around them while incorporating other subjects such as numeracy and literacy. However, teachers need to ensure in depth planning is carried out in order for the activity to be high quality and effective (Barnes, 2015).  Donaldson (2015) created this review as he believed that children need to be digitally literate to become lifelong learners. He also added that the skills and knowledge children learn should be able to be transferred into their careers as most jobs are now digital based (Donaldson (2015). The Digital Competence Framework consists of four strands and set out the digital skills to be achieved by children between the ages 3 and 16 (WG, 2018).These strands are citizenship, interacting and collaborating, data and computational thinking and producing (WG, 2018). The strands are then split down into separate elements that can be focused on when planning lessons (WG, 2018). Being digitally competent is very important for children as they grow up and develop (WG, 2016). Digital Competence focuses on the development of digital skills in children that can be used across all subject areas (WG, 2016). Teachers and practitioners need to be able to embed the new Framework into their lessons to support children to become digitally competent.    

The mini beast hunt has strong links with the Digital Competence Framework because of its cross curricular responsibility alongside literacy and numeracy (WG, 2016). The mini beast QR code hunt activity provides opportunities to cover all strands of the Framework. The aspect of outdoor learning promotes the health and wellbeing element of the citizenship strand (WG, 2016). Waite (2017), agrees that being outdoors can promote a child’s health and wellbeing (Waite, 2017). Outdoor learning is an important aspect of the Foundation Phase (DfES, 2015). This has been influenced by the theorist Friedrich Froebel as he had a strong belief that children learn through the enjoyment of nature and the world around them (Pound, 2006). He also added that space and light were essential to a child’s learning because it gives them the freedom to explore (Pound, 2006). The activity supports this because the children would be able to explore the mini beasts natural environment and, by searching for the mini beast codes within their usual habitats, gain first hand sensory experiences. 

The activity is play-based which links well with the Foundation Phase Framework having a ‘serious business of play’ (DfES, 2015). Play is key to healthy brain development (Broadhead et al., 2010). Play allows children to be creative while developing their imagination sand physical skills (Broadhead et al., 2010).  Children are able to experiment, solve problems and take risks through their play (Thomas and Lewis, 2016). The mini beast hunt activity allows children to play cooperatively in order share ideas and outcomes (Thomas and Lewis, 2016). Play can provide opportunities to problem solve and take supervised risks while having fun (Thomas and Lewis, 2016). It is important to allow children to take risks when they play as it allows them to learn from their own mistakes and for them to solve the problem for themselves (Little et al., 2011).

Children will also be developing their collaboration and communication skills within the Digital Competence Framework (WG, 2016). They will achieve this by working collaboratively together in pairs to find all the mini beast codes. This is specifically linked to the collaboration element 2.2 within the framework where is states that children can work together with a partner to complete a shared digital activity (Learning Wales, 2016). Johnson and Johnson (2008) suggest that collaborative learning helps students feel part of a team where they help each other to get the task done. Working collaboratively can build positive relationships and trust (Johnson and Johnson, 2008). Mena and Torres (2013) suggest that teachers have the responsibility to provide a stimulating environment within the classroom and is essential to achieve collaborative learning. A study was conducted with 268 children between the ages of 5 and 6, where the children worked on collaborative activities over a four month period (Mena and Torres, 2013). The results showed the children had a higher achievement of social skills and oral language, giving a positive outcome (Mena and Torres, 2013). In addition, Falloon and Khoo (2014) express that the portability of an iPad and the simple interface can encourage children to interact and collaboratively work together. 

This activity can also focus on the data and computational thinking strand of the digital competence framework, especially the problem solving element (Learning Wales, 2016). Children will need to work together, using problem solving skills to work out the best places in which the codes may be hidden (Learning Wales, 2016). Children use different strategies to help them solve a problem. Bowden (2019) suggests that children activate their prior knowledge of what they may know or their partner may know first to see if that helps them. The idea of using knowledge they have already attained and building on it with new ideas allows children to progress independently (DCELLS, 2008). A study was conducted involving 100 children aged between 6 and 7 to investigate the effect of collaborative learning on their problem solving abilities (Fawcett and Garton, 2011). During the study they were given a card sorting activity either in groups or individually (Fawcett and Garton, 2011). The results showed positive effects on children working together as they collectively used their problem solving skills and scored a higher number of correct sorts (Fawcett and Garton, 2011). 

QR codes have many advantages, they can be used to extend learning within indoor and outside learning environments to give students quick access to information or content (Crompton et al., 2012). This content can include pictures, videos, audio messages and clues and are seen as an excellent tool to link learning to the digital environment (Crompton et al., 2012). However, some practitioners may not have the knowledge or skills to include this into their lesson plans. To help address this, the Welsh Government brought out a programme called Learning in Digital Wales (LiDW) in order to help schools to improve the use of digital technology (Hwb, 2019). This programme involves the Hwb platform which provides digital tools and resources to support education within Wales (Hwb, 2019). On the Hwb platform there are useful links and simple guides to teach practitioners how to create these QR Codes (Hwb, 2019). Foster (2014) provided student’s responses to QR codes which put forward some negatives of QR codes. They stated that low quality cameras were unable to read the QR codes and having slow internet connection slowed down the process (Foster, 2014). This may cause children to become frustrated and disinterested in the activity. During the activity, the QR codes are places in the mini beasts natural habitats. This links in with the knowledge and understanding of the world area of the Foundation Phrase framework (DfES, 2015). Children will be able to learn about habitats and gain knowledge of where mini beasts would usually be found. This activity could then lead on to discussions about animal food chains and animal properties such as how many legs they have or what colour they are. 

The chosen activity promotes independent, child-led learning which is at the heart of the Foundation Phase (DfES, 2015). The theorist John Piaget had an influence into the curricula and had a strong belief that children should be active in their own learning (Pound, 2006). Goodyear and Dudley (2015) back this up and believe that the teacher should act as a facilitator of learning rather than having a teacher centred approach to learning. However, the Foundation Phase states that there should still be a balance between the structured learning and child-initiated learning (DfES, 2015). Maynard et al. (2013) undertook a study which involved eight Foundation Phase teachers to investigate child initiated learning. The results showed that children exposed to the natural outdoor environment increased the effects of child initiated learning (Maynard et al., 2013). Maynard et al. (2013) also suggests that the outdoors gives children opportunity to take ownership of their learning and develop themselves across the curriculum. 

The activity can also be linked to the producing strand of the Digital Competence Framework (WG, 2016). Within the creating element, it states that children should be able to use appropriate methods and software for the activity given (WG, 2016). Children working together will plan what areas they are going to explore and will create their tick list making sure they have found all the mini beasts and numbers. They will need to do this using appropriate methods and software on the iPads. 
The mini beast activity can then lead on to children evaluating what went well and how they could improve what they done (WG, 2016).
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Has your child got privacy settings on their accounts?

Social networking sites have become more and more popular. It is important for children to have the highest privacy settings on their accounts to protect them from strangers seeing what they post or trying to message them. You can check your child’s privacy settings and adjust them if necessary so that only their real friends can see their profiles (Kids Smart, 2019).

All social networks have a minimum age range. Net Aware is an excellent straight forward guide to the social networks your children are using. It provides information about what each network involves minimum age guidance and feedback (Net Aware 2019). https://www.net-aware.org.uk/networks/?order=title# 





Sexting

Did you know? If you are under 18 it is against the law for anyone to take or have a sexual photo of you.

There is a lot of pressure being a child in today’s society, especially with influences from the media. Sexting consists of sending a sexual image or text through messaging or social networks. This can be very dangerous if shared with the wrong person and when it enters the online platform, it can be there to stay forever (Childline, 2019). 
Some children do not realise the risks of this which is why it is important to discuss the dangers with them. 
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Within education today, digital devices are becoming a part of the curriculum. Professor Graham Donaldson identified the need for a digital competence framework to be embedded within schools. This framework sets out the need for children to become digitally literate and expresses the importance this will have later on in life as they enter the world of work (Donaldson, 2015).

Digital devices have many benefits within education to help children develop skills across the curriculum from maths and english to creative art. Practitioners working with children must have the knowledge and get the balance right when using digital devices. Schools must also have policies and procedures for dealing with the internet safely in their settings which all staff MUST adhere to (Thomas and Lewis, 2016). 

Hints and Tips 

· Talk to your child 
· Get the family involved
· Set up parental controls
· Install anti virus software
· Safety starts with you (NSPCC, 2015). 


Further reading 

Digital Childhood https://5rightsfoundation.com/static/Digital_Childhood_report_-_EMBARGOED.pdf 
Internet Matters
https://www.internetmatters.org/?gclid=EAIaIQobChMIrtvRu_Tg4AIVk4XVCh3ugQtjEAAYASAAEgLuuvD_BwE
NSPCC
 https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/ 
Uk Safer Internet Centre 
https://www.saferinternet.org.uk/advice-centre/parents-and-carers



	Safeguarding children when accessing the media

[image: ] A simple guide for parents to help understand media and the effects it can have on children.
(Source: Uk Safer Internet Centre, 2019)


	As a parent/carer it is our responsibility to keep our children safe and protect them from any harm. We can put preventions in place to try to protect children when they are using online digital devices. 


Did you know?

A quarter of parents of 5-15 year olds are concerned about the online content their child is being exposed to (Ofcom, 2015b). Here is your simple guide to help understand the media and how to protect your children from harmful content. 


Parental controls 

Parental controls are an important way to keep your child safe (NSPCC, 2019). They can be used to filter content your child sees when they are searching online (NSPCC, 2019). It can also stop children downloading apps they are too young for (NSPCC, 2019).  

Parental controls can vary between devices but the setting up of them is very simple and can protect your child from distressing content which may be harmful to them (Webwise, 2018).

Simple step by step guides to setting up parental controls can be found at https://www.internetmatters.org/parental-controls/ 

It is also important to have password protection on devices to prevent hackers gaining access to personal content such as pictures.   

You could also consider downloading anti virus software on to digital devices to prevent spam emails or pop up adverts coming through. 
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We always tell our children that its good to share but online it’s different (NSPCC, 2015). We talk to our children about giving out personal information to strangers and this should apply to online too.

Children need to understand that everything they share online can build up an image of who they are.  You can talk to children about what they think is safe to be sharing online.

Sharing personal information puts them at risk and not everyone online is who they say they are (NSPCC, 2015). Personal information can include their full name, date of birth, age, address, school name and bank details (ico, 2018). 








The NSPCC have provided useful information to educate children on the importance of being share aware. 
Take a Look! 
https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/share-aware 


Get your family talking again!
There should be a time where digital devices are put to one side in order for face to face interaction and communication. BBC News have suggested to ban mobile phones and electronic devices at the dinner table and bedtimes (Triggle, 2019).

(Source:  NSPCC, 2015)
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Cyber bullying happens online through social media, messaging platforms and gaming (Internet Matters, 2019a). This can happen anytime and anywhere as the internet never sleeps. Children online can go from having fun and enjoyment to suddenly having fear and anxiety. Cyber bullying can  be anonymous, making it harder to know who’s behind it. Children involved will often find it hard to talk about so it is important to be mindful of the signs that they may be getting bullied online (Internet Matters, 2019b). 

Some of the signs may include:-
· Being withdrawn from family/friends
· Pretending to be ill
· Nervous when receiving a text or instant message
· Trouble sleeping
· Unexplained anger or depression (uKnowKids, 2019).

As a parent/carer you can prevent this from happening by talking to them about what cyber bullying is and how it is still a form of bullying and not acceptable in any way. It is important for children to feel confident to voice any concerns they may have.

 


(Source:  MSU, 2016)
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