Component 1
According to the National Literacy Trust (2016) technology is now more than ever a part of a child’s life in both their home life and educational experiences with the age of children being 4 months old when beginning to use digital devices (Chassiakos et al., 2016). Digital devices are used by children in all aspects of their lives however, there are both positive and negative aspects of using digital media (Bavelier, Green & Dye, 2010). Digital media provides access to information all over the globe and allows children to develop their understanding of the world around them (UNICEF, 2019) and support their development. This component looks at how digital media is influencing children’s development in education as well as social development and their health and well-being focusing on children’s mental health. 

Digital media plays a significant part in a child’s early stages of learning and development with 58.2% of practitioners reporting that children have access to touch screen media in their early year’s settings (National Literacy Trust, 2016). Children’s introduction into digital media happens at a period of their lives where their literacy skills including speaking, listening, and reading begin to emerge (Flewitt, Messer, Kucirkova, 2014). With digital media, focusing in on the use of the internet, every possible topic or question a child may have can be found using search engines such as Google or Bing. Within education, the role of the adult is to be the more knowledgeable other according to Vygotsky (1978); however, with the development of digital media, this role could now be passed on to the internet. Digital devices now allow children to learn about different cultures and topics by clicking buttons and has turned them from passive learners into active learners (Cicconi, 2014). This is an important part of the new curriculum for Wales 2022 and falls under being “ethical, informed citizens” (Welsh Government, 2020) as it allows children to be knowledgeable on the world around them. The Reggio Emilia approach, discussed in Thornton and Brunton (2015), focuses on children being investigators in their own learning and enquiring into everything to develop their skills and knowledge. The aim for children is to construct their own knowledge within their learning environment (Mitchell, 2007), previously limited to school. Digital media provides a provision of resources and endless possibilities to work beyond the classroom (Craft, 2011) giving children the chance to be inquisitive outside of the classroom. A learning environment can refer to the physical location in which the children are learning and encompassing technology used with that environment including iPads and smart whiteboards. Thornton & Brunton (2014) considered the Reggio Emilia approach and viewed the learning environment as a third teacher who guides learning for the children; when considering the use of digital media, digital picture books, educational videos, and interactive educational games are all ways of children learning in a digital media based learning environment (Yokota and Teale, 2014). In 2015, Wales had 105,000 children and young people in education with SEN, ALN and/or statement of needs (National Assembly for Wales, 2015); under the UN (1990) rights of the child Article 28, all children have the right to an education which includes children with ALN. The DEC and NAEYC (2009) state that “Technology can enable children with a range of functional abilities to participate in activities and experiences in inclusive settings” (pp.2) which enables all children to have the right to education even if that means using technology to support this. To contrast the benefits of digital media on children education and development, according to Piaget (1957) children in the preoperational stage of development (2 – 7 years old) are not able to understand logic or problem solve on their own suggesting that children who are led to learning that is developmentally too advanced for according to their age can cause harm in the long run (Allen and Kelly, 2015). However, it can be argued that children are required to problem solve when using digital media which could indicate an advancement in development over recent times (Furhamann, Knoll & Blakemore, 2015). As well as being too advanced, using digital media during crucial developmental years may then hinder the development of other skills needed such as attentional issues (OECD, 2019). Foster and Watkins (2010) argue however that this type of developmental issue is limited to 10% of children who used digital media for more than 7 hours a day and would happen over a long period of time. With the correct amount of screen time and parental interaction, this is not a significant issue. 

Social development is part of a child’s development that impacts other forms of development a child will experience (SCAN, 2021). For early years children, Piaget (1957) places significant of emphasis on play with the social development of children in both the sensorimotor stage and the preoperational stage of development; play is how children begins to make friends and recognising the idea of friendships. Technology and digital media could be considered to threaten young children’s play (O’Connor and Fotkopoulou, 2016); Canadian Paediatric Society (2017) suggested that technology is limiting the amount of time children are now playing with peers or parents which would limit their social development. However, others argue that play is not limited, it has just changed shape and is accessible via technology. (Bird & Edwards, 2015) emphasises that there was evidence of hybrid play which incorporated traditional play with technology with O’Mara and Laidlaw (2011) describing a pretend tea party between two children using an iPad to support the distance. Rough and tumble play is considered important for early years children as it shapes social behaviours such developing empathy, adjusting to change in play, and learning to take turns (Bokony & Patrick, 2009). With the increase in play using digital devices, rough and tumble play is not something that can be replicated therefore could suggest that the development of empathy and turn taking is being missed. Whilst digital media appears to limit some aspects of play, for children with ASD or other additional learning needs, digital media has given them an opportunity to play with others who enjoy the same things as them and allow them to play without having to verbally interact which can often be a barrier for them (Farr, Yuill & Raffle, 2010). 
Bandura (1977) social learning theory maintains that social development is gained through observing those around them and imitating their behaviours and emotions; this would suggest that parents and the adults around them are essential for how children use digital media and how it effects their social development (Piotrowski et al., 2015). Several studies proposed that parents are relying on technology to keep their child busy when they are unable to do so themselves (Nikken, 2018). As well as relying on technology for their children, AVG Technologies (2015) concluded that over half the children surveyed said their parents checked their online devices too frequently with 32% of children claiming they felt unimportant because of the constant checking. Babies require constant attention and communication with their caregiver to ensure positive attachments and healthy development (Bowlby, 1953); Harvard University (n.d) emphasise the importance of a serve and return interaction between caregivers and babies as essential for healthy social development. Parents who use digital media instead of engaging with their children are missing out on teaching them skills including language and social skills. Linking in with Bandura (1977), children are watching their parents on their digital devices which they then imitate leading to increased screen time. However, if parents are limiting their own screen time and their child’s, then this will lead to a healthy amount of digital media use for both which will be modelled by the child (Raising Children, 2020). 
Heavier digital media use during primary years has been associated with cardiovascular risks later in life (Bel-Serrat et al., 2013) and a significant increase in BMI in children (Cox et al., 2012). A study in 2 year olds highlighted that the BMI increased for every hour per week of extra media consumption after the recommended 2 hours (Wen et al., 2014). Video gaming is often considered to cause sedentary behaviour because children sit at a screen for long periods of time (Pelletier et al., 2020); however, recently gaming companies have been making interactive games such Wii Fit which improve the physical health of children by making the games involve movement (McNarry & Mackintosh, 2016). More recently, video games have been encouraging outdoor physical activity such as Pokémon Go; Pokémon Go research concluded that children who played Pokémon Go had a significant increase to their physical activity (Althoff, White & Horvitz, 2016). Pokémon Go also allows players to socialise face to face or on social media platforms improving their social development (Kaczmarek et al., 2017). Social media has been suggested to depict risky health behaviours such as smoking and alcohol use which can be seen by all users regardless of their ages (Naslund et al., 2016); it is suggested that children seeing this on a regular basis are influenced to see this a normal behaviours as they grow up (Ofcom, 2014). House of Lords (2019) found that 3% of 5 to 7-year olds have their own account on a social media platform. Older children have a limited understanding on the world around them and are beginning to become susceptible to peer pressure leading to put themselves at risk by experimenting on social media (O’Keeffe and Clarke-Pearson, 2011). Fogg (2008) described digital media as “the most significant advance in persuasion since radio was invented in the 1890s” (pp. 23) suggesting that children are influenced by what they see on their technology devices and are influenced to see these things as desirable. 49% of parents of early years children stated that their child asked for something after seeing it advertised on the television (Ofcom, 2016). This could lead to bullying as children who do not have the newest toys advertised may begin to feel isolated at school. 
However, despite the negative aspects of social media, digital media provides families with the necessary tools to stay connected despite being apart in distance (McClure & Barr, 2016). In the UK in 2011 there were between 38,000 and 175,000 children of military personal according to Ofsted (2011); the effects of the absence of a parent for a child in their early stages of development can cause negative emotional security and stability (CSJ, 2016). This coincides with Maslows (1954) hierarchy of needs and how children require secure attachments to ensure they reach their full potential. To bridge this absence and provide early years children with the chance to communicate with their deployed parents, the advancement of technology, including skype and emails, has ensured consistent communication for families in order to prevent negative effects on children’s mental health (Carter and Renshaw, 2016). In current affairs, the COVID pandemic has restricted children being able to see grandparents and other family members that they rely on for emotional support (Nguyen et al., 2020). With digital media, being able to communicate via video calls has enabled that emotional support to remain despite not physically being able to see them (Hacker et al., 2020); (Goldschmidt, 2020). The House of Commons Science and Technology Committee (2019) concluded that the benefits to children’s mental health from the use of digital media was apparent and the negatives could be limited with parents understanding how to keep their children safe online.    
Digital devices are clearly part of children’s lives more so than previous times and are part of every aspect of their development. Technology supports individual educational development and helps them connect with others to support social development. This, in turn, has a positive effect on their mental health and well-being especially where distance limits social interaction. However, there are negative aspects to digital media such as bullying, health problems, and developmental delays. These are factors that can be mitigated if parents are aware of how to keep their child safe online and maintain a healthy balance of screen time. 
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Digital Media: 
Safeguarding children 

[bookmark: _Hlk63705354]Cyberbullying and how to support

The Welsh Government (2011) define cyberbullying as using technology to deliberately upset someone else. It takes many different forms including threats, peer exclusion, and publicly posting images of others. The biggest difference between bullying and cyberbullying is that children often feel like they cannot escape cyberbullying as it can be done from anywhere with a click of a button (NSPCC. 2021). 

RECOGNISING IF THEY’RE BEING BULLIED

· Excessive amount of time online or a lot less

· Appear unhappy or angry when coming off devices

· Avoiding showing you what they’re doing on their devices
(NSPCC, 2021)
Steps to take as a parent or carer:           gggggggg
If you suspect your child is a victim of cyberbullying, there are ways for you to help keep them safe as well as preventing it from continuing. For more information: https://www.helpguide.org/articles/abuse/bullying-and-cyberbullying.htm







[bookmark: _Hlk63705265]Digital media and healthy habits 

[bookmark: _Hlk63705292]The WHO (2019) released guidelines for screen time for children; under threes should not have any screen time and children between 3 and 4 years old should be limited to 1 hour a day. There is an association between long times looking at a screen being linked to obesity (Dumuid et al., 2017). This is due to children not exercising due to long periods of time looking at a screen (WHO, 2019). Studies have also revealed that children consume a large portion of their daily intake whilst watching a media screen (Robinson et al., 2017). As well as obesity, increased screen time has been linked to loneliness, depression and other mental health conditions in children and young people (Martin, 2011). Anxiety and depression are more prevalent in children who spend a lot of time looking at a screen due to sedentary behaviour (Teychenne, Ball & Salmon, 2010)
Anxiety is also linked to online games as video gaming increases the arousal of the nervous system which effects levels of anxiety (Teychenne, Costigan, Parker, 2015)

REMEMBER TO CHECK ON YOUR CHILDS SCREEN TIME ACCORDING TO THEIR AGE



Introduction:

This leaflet is to help parents and carers feel better informed when it comes to digital media and safeguarding their children.
What is digital media?
Digital media is the use of video, sound, software, and other content that is accessed in a digital form (Dictionary, 2021); this can be accessed on technology including, but not limited to, iPads/tablets, computers and laptops, smartphones, and game consoles. Digital media has become a large part of children’s lives as shown in the image below: 
[image: Image result for screen time for children]
Figure 1: BBC (2019)


























	




Useful Links:
For Parents: 
NSPCC – Keeping Children Safe Online 
Thinkuknow – Online Safety Activities for Families
Gov.uk – A practical guide for parents and carers
Apps for child friendly digital media: 
Cbeebies – All games are free and safe 
YoutubeKids – Monitor what your child can watch 
S.M.A.R.T
S. SAFE – Keep yourself safe by never giving out personal information to strangers on the internet. This includes where you live and where you go to school 
M. MEET – Never meet anyone you talk to online unless an adult has said it is safe to do so. 
A. ACCEPT – Do not open emails or attachments from people you do not know
R. RELIABLE – Don’t believe everything you read online unless it’s a safe site
T. TELL- Always tell an adult if someone asks you something you don’t like, or you don’t feel safe
- (Childnet, 2019) 
Online Gaming: 
Online gaming provides children with the opportunity to play with other children who enjoy the same games as them without having to know them; this can be particularly beneficial for children with ALN as face to face playing is often something they struggle with. A lot of online games are co-op games meaning you must work as part of a team and work together to accomplish tasks supporting their social skill development. Online gaming also helps children develop a new way of thinking logically and improves levels of focus (Rosyati et al., 2020). Hand eye coordination is also something that is developed through playing online games. 
Whilst online gaming has benefits on cognitive development and social development, online gaming does not come without risks. Playing with strangers has become a normal part of online gaming which means children are often talking to people they know nothing about. This could lead to online grooming (see above). Violence in video games has also been linked to causing violent behaviour in real life if children are spending too long playing on these games. Playing too long on any form of online gaming can lead to poor sleeping schedules which could have a negative effect on their academic performance.  
As a parent or carer, you should: 
- Limit screen time for your child based on their age                                                                  - Talk to your children about who they talk to online
- Ensure that the games you buy are age appropriate                                                                - Make sure younger children are playing educational games 
Online Risks: 
Ofcom (2019) concluded that 52% of 3 -4-year olds go online for 9 hours of the week and 19% of those have their own tablet to access the internet on. 
Online grooming – Online groomers display themselves on digital media as children to find out more about the child they are talking to (internetmatters, n.d). Whilst this is often linked closely to social media, one in six children between 8 -11 years old play online games with people they do not know (ofcom, 2014). 
Inappropriate Content – Social media platforms are age restricted due to the nature of explicit content that may be accessed on them. However, children are still accessing platforms such as TikTok which posts funny videos however have had controversial videos removed for inappropriate content (ITV, 2020). 



	[bookmark: _Hlk63088634]Activity Plan for Digital Literacy SkillsComponent 3:


	Number of children:
4 Children 

	Age of children:
5-6 Years old
	Number of adults:
2 adults 

	Location:
School Hall 
	Preparation time:
10 Minutes 
	Activity time:
1 Hour 

	Resources:

3 Billy Goats gruff story on the iPad, iPad to record, masks, costumes, section of soft play toys and bench to make a bridge, outside space, indoor space. 



	Links to digital literacy/competence outcomes:

Links to the Digital Competence Framework Foundation Phase (2019): 
Interacting and Collaborating: Communicating with others via email with the support of peers and adults, collaborating on a piece of digital media as a group. 
Producing: Searching for media on Youtube using words provided, creating a piece of media choosing the best software for the job. 
Data and Computational Thinking: Follow simple steps to problem solve and predict the outcome (this would be where they place the camera without it falling or the children not being on the screen).
Citizenship: Under health and wellbeing, the children will be able to use digital media in a controlled environment. 



	Details of the activity

The children will have the opportunity to reenact the story of the 3 Billy goats gruff using items from the soft play and the hall. The children will be given iPads to record themselves and to play the video using Youtube. There will be masks and costumes for the children to dress up in as each character in the story. The children are not limited to the hall and may wish to do the activity in the garden or the playground. 
The children will choose how they set up the scene and will have a choice of objects they can choose to make the bridge. They may choose to watch the video and reenact it as they go along or they may choose to watch it, pause it, and then act it out. The children may wish to add their own words. The children can choose to use the camera without a filter, or they can record it more than once using different filters. 
All videos will then be emailed to the teacher account to be saved in their files. 
Role of the Adult: 
The adults will be there to ensure the children’s safety. The adults are to allow the children to do what they wish to do (unless it is putting themselves or others at risk) and to help if the children directly ask for it. 
Differentiation: For the children who may not be able to verbally communicate, sentences will be put on a speech and language application so that they can press the sentence at the right time. 
Additional Learning: 
Children may wish to carry on the activity after the activity time. This could be in the form of uploading it on to the computer and adding filters to it. They may wish to show their peers what they have created. 




























Component 4:
This critical evaluation will look at how effective the planned activity is at providing children with play-based learning opportunity using digital media. It will consider how it meets frameworks and curriculum requirements as well as how it meets the requirements of the new curriculum being rolled out by the Welsh Government (2020) for 2022. The evaluation will highlight the strengths of the activity as well as the learning opportunities it provides to make it more beneficial for the children, including those with ALN and levels of ability. 
The activity outcome for citizenship is from the Digital Competency Framework (2019) and supports the idea that children in year 1 should be able to use digital devices for a purpose and to meet an assigned outcome. This activity is designed for the children to make a video using an iPad rather than having free play and using downloaded apps; this allows the children to use them effectively for their learning (Lam et al., 2011). The outcome proposed under citizenship links in with the Welsh Government (2020) new curriculum and the idea that children should be capable learners. This activity has been carefully considered to ensure that all children are able to participate (Welsh Government, 2018); it considers that non-verbal children will still be able to participate using speech and language apps designed for speech aid. However, the Digital Competency Framework (2019) also highlights in the citizenship stage that children should be beginning to understand that websites ask for personal information and understanding what you can disclose online and what you should never tell someone. The UK Council for Internet Safety (2019) states that children should be taught how to safely use technology in the education setting and that the early settings should make this part of the curriculum. Not showing the children how to be safe online does not support the Welsh Government (2020) new curriculum and the idea that children should be informed citizens on how to conduct themselves online. Ofcom (2016) highlighted that 42% of parents of children aged 5 -15 years old are concerned about information that their child is putting online and the implications of this. Teaching ALN children about online safety could be considered as important as research suggests that children with ASD showed a significant increase in online risks compared to children the same age without ASD (Macmillan et al., 2020); it is suggested that whilst they are not exposed to different risks, children with ASD are not given the same tools to deal with online safety as children without ASD. In the activity, to support this idea, an ASD friendly online safety video or tool could be included such as childnet (2018) ‘Smartie the Penguin’ online safety videos. 
This activity does not allow the opportunity for children to show this understanding which is something that could be included if the activity was completed again. 
The Welsh Government (2020) new curriculum places a significant importance on children being part of society and being able to work as a team throughout their education and moving into their working lives. The activity proposed is a teamwork activity that requires the children to problem solve and communicate as a team; this is suggested as a target for this age in the Foundation Phase Handbook (2017) under oracy skills. Teamwork also supports the outcome for being able to use the iPad to produce work (Digital Competency Framework, 2019) as it enables them to observe and learn from others (Vygotsky, 1978); with this activity, some of the children may have iPads at home and know how to use them effectively whereas other children’s skills are ‘on the edge of emergence’ (Bodrova and Leong, 2007, pp. 43). By creating a situation where peers are working together, it enables scaffolding provided by more capable peers (Kirova & Jamison, 2018). The activity has an additional learning suggestion for the children who wish to continue the activity. It suggests that the children can show the class their work to the whole class; the Welsh Government (2020) new curriculum places value on creating confident individuals who are able to participate in performances. Confidence has a significant role in emotional and social development in early years children (Early Years Support Service, n.d). However, this aspect of the activity is not guaranteed which means the idea of developing confidence my not happen. If this activity was done again, showing the video to a peer group would be part of the main activity. 
This activity proposal detailed that it should be a free play activity that the children wanted to participate in using digital media; free play is considered by the Welsh Government (Wales - a Play Friendly Country, 2014) to be a ‘fundamental and integral part of healthy development’ (pp. 14) for the children. Free play enables children to problem solve and learn effective communication without the role of the adult (Wilson, 2012). This activity is a form of free play as the role of the adult is to keep the children safe, not to engage, however, the children have been directed to this form of play meaning it is not completely free. If the children had complete autonomy over the use of the digital media during free play, the activity may not take place as the iPads may appeal more to children when playing on the downloaded games. 
The foundation phase handbook (2017) considers being able to problem solve and discuss possible outcomes as an essential part of personal and social development; this is also something that the digital competency framework (2019) also considers as a target for this age group. The proposed activity is designed as a child-led activity with minimal adult interaction to enable the children to problem solve on their own. For this activity, a likely problem to solve is how to position the iPad so that it captures all the children; whilst an adult may be able to solve this quicker than the children, Piaget (1963) emphasises that children only understand how things work if they discover it themselves. This means that if the children problem solves on their own, they are more likely to be able to do so in the future. Being able to problem solve and critical think is a significant skill following the Welsh Government (2020) new curriculum. Merrill et al. (2017) suggests that using problem solving skills teaches children how to think opposed to what to think allowing for that development of independence. This activity is designed for children with ALN to be able to participate as an equal with consideration to Article 23 of the UNCRC Rights of the Child (1990) including the new curriculum 2022 (Welsh Government, 2020) and the idea that children should respect the needs and rights of others. The activity will allow the children to think about how to include children with ALN and problem solve with their best interests as well as their own. 
For this activity, the role of the adult is to facilitate safety but not demand any learning from the child; Tovey (2013) uses the ideas of Froebel and maintains that children cannot learn from simple activities but through developing understanding through a reflective approach such as open ended questions allowing for natural curiosity. Grey and MacBlain (2015) argued that the role of the adult in education is to motivate the children to develop and learn rather than to sit and observe. For this activity, the idea that the adults should have an understanding of when to intervene and when to let the children problem solve (Sheridan et al., 1999) plays a significant part. 
The activity plan provides the children with the tools and time needed to meet outcomes for digital competency framework (2019), the Foundation Phase (2017), and the new curriculum 2022 (Welsh Government, 2020). It gives children autonomy of their learning allowing them to problem solve with digital media and create a digital piece of work. However, it does not provide the children with the opportunity to develop online safety knowledge that is becoming increasingly necessary or allow the children to be completely free in their play. Whilst creating a child-led, play-led activity with digital media may be difficult to predict outcomes, the activity could be altered to give the children more say in what they do. The role of the adult is one that supports the children being in control of their learning and is something that would be maintained if the activity was to be revaluated. 
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