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Cardiff University (2020) defined digital media as the means of mass communication including the internet. The use of digital media continues to increase dramatically as technology becomes rapidly available. Richards et al. (2015) states that with the increase of digital media and increase of young children having access comes the responsibility and issues to consider for these children who are learning to navigate the online world to ensure safety for all.
[bookmark: _Hlk38386131]The Digital Competence Framework as put in place in September 2016 to develop a clear vison for digital learning cross curricular (Welsh Government, 2018) to adapt to the increase of technology. Digital competence refers to the skill set, knowledge and attitudes that enable the confidence, creative and critical use of technologies and systems (Welsh Government, 2018). Evidence presented by Becta (2008) that suggests that most young children aged from birth to five years are growing up in media-rich digital environments in which they engage actively from a very early age. This was also researched by DigiLitEY (2018) who states that children in today’s society are growing up in a media rich world. It has been found that the increase in media literacy in children’s lives can provide children with innovative and engaging learning experiences whilst being empowered and connected in new and exciting ways (DigiLitEY, 2018).  
The Royal Australian and New Zealand College of Psychiatrists (RANZCP)(2018) found many benefits of digital media and ICT for children and young children, which include providing the opportunity to connect with friends and family which can provides the children with a way to develop social skills. However, there are some that argue that with the increase of digital media in childhood, reports show by NPR (2017) that children are becoming socially isolated which with increase of unhealthy interactions such as the insufficient opportunities for human dialogue and or interactions with the focus on the consumption of screen based material (DigiLitEY, 2018). Often with the lack of social interaction often correlates to children feeling lonely and can often be linked to higher levels of stress (Doane & Adam, 2010). Continuing on HealthyChildren (2020) found that by children having the exposure to digital media from a young age can lead to a delay in learning as well as their social skills. this is reported to be due to the lack of interaction with parents and family therefore a lack of socialising and communication, for example when the television is on there is less likely to be a stimulating conversations between the child and parent of family (HealthyChildren, 2020). 
NHS (2020) found that whilst developing the children’s social skills technology when used in the right kind technology or digital media also provides the opportunity to develop their technical and creative skills as it gives them a wider range of online material to develop these skills. Apps such as ‘curious world’ which provides children with the opportunity to access hundreds of educational games, books and activities (RANZCP, 2018). By providing children with the opportunity to access these online apps with an unlimited amount of learning resources, helps to support children through Piagets theory that children are the individual learners and ‘little scientist’ as they are constantly learning, constructing and reconstructing their own knowledge and experiences to learn (Dimitriadis & Kamberelis, 2006). The British Council (2014) states that the use of ICT can help connect children from around the world and extend a child’s awareness of cultural differences.
It has been researched by Knestrick (2012) that by giving children the opportunity to promote their own research through a digital media for example a tablet, supports Vygotsky ‘Zone of Proximal Development’ (ZPD) as it benefits each child as it gives the individual child a level of independence capability and measures what the child is capable of doing with assistance when it is needed, for example having a practitioner or adult on hand to help a child with anything on the digital device they may not be confident with (European Commissioner, 2014). ZPD is describes by Vygotsky as the distance between the actual development level as determined by independent problem solving and the level of potential development as determined through problem solving under adult guidance or in collaboration with more capable peers (Vygotsky, 1978). By supporting a child through their ‘Zone of Proximity Development’ helps them to confidently develop a new skill or competency of digital media and the practitioner or adult becomes the ‘more knowledgeable other’ (Bodrova and Leong, 2015). However, Vygotsky Theory ‘Zone of Proximal Development’ can only be established with reliable and constant information to ensure each individual child is being challenged to aid their development or identify who is need of additional assistance (Knestrick, 2012). With this information it means the practitioner needs to have full digital competencies to ensure this is happening and efficient scaffolding is happening (Education and Training Foundation, 2020). On many situations the adult acts as the ‘more knowledgeable other’ when it comes to children learning about digital literacy (Roth & Radford, 2010). However, at certain situations the child can become both the teacher and learner, especially when involving digital media when the practitioner has a lack of competency (Goos, Galbraith &Renshaw, 2002; Graven & Lerman, 2014; Wertsch & Rupert,1993). ECDL Foundation (2019) found that many teachers feel a resistance to adapt to incorporating ICT into every day lessons due to a lack of confidence and often worry that their knowledge level does not match those of their ‘digitally native’ students meaning the students become the ‘more knowledgeable other’.  Digital devices integrated into classrooms can have its negative aspects which are reported by Livingstone (2012) who states that with the ever-changing technology it is difficult to gain suitable training for devices and or material for learners to ensure effective use. The problems in classroom management, the lack of experienced teachers, choosing the best technological tool matching with course content (Livingstone, 2012).
One benefit highlighted by Murphy (2015) that the use of digital literacy can be of use to children with English as an additional language as it’s a way to support children to learn the language in an interactive and fun way. Ghasemi and Hashemi (2011) report that the use of tablets can be used for a child to make handwritten notes in their first language which can then be translated and revised by the teacher to give feedback and support on some translations to benefit the child’s learning. This method has proved to be helpful for EAL learners who are not yet confident in writing in English but who are literate in their first language (Ghasemi and Hashemi, 2011). Another benefit of technology and helping children with EAL is the use of technology with the consideration of the four stage SAMR model of integration which are : substitution, augmentation, modification and redefinition (Puentedura , 2015). Altun (2015) states that the implementation of technology creates a flexible, interactive and innovative teaching environment for every child but especially children with English as an additional language (EAL) as it gives the opportunities to cater to individual interests with a vary lesson presentation styles to motive students. Continuing Jayanthi and Kumar (2016) research the benefits of technology for EAL students and found that the use of technology widens the availability of authentic material including images, video clips and animation to help to facilitate and practice the language. 
Similarly  Al-Mahrooqi and Troudi (2014) found that with the use of technology highly increases the child’s motivation as they have the opportunity to learn and develop the language through a tablet or computer in a stress-free learning environment whilst giving the unique opportunity to take responsibility for their own learning with the vast amount of learning material available through the internet. However, research by Landhuis et al. (2007) found that the extending period of viewing of television has been closely linked to children having attention problems in adolescence, this research was also developed by  Zimmerman and Christakis (2005) who found that watching TV before and up to the age of 3 can have an adverse effect of a child’s cognitive development and outcomes throughout their childhood. A study conducted by Christakis et al. (2004) on children aged between 1 and 3 found that watch 3 hours of TV at this age increased the probability of children having attentional issues 28% at the age of 7.
According to Grabe & Grabe. (2005) ICT is argued to increase motivation and can be linked to learner’s autonomy as reported by William (2003). William (2003) defined autonomy as “the ability to take charge of one’s own learning”. This meaning that ICT in other words, learners should be able to take all the decisions concerning their learning: determining targets and objectives, choosing contents and materials, selecting methods and techniques, organizing their learning, and assessing their progress. ICT thus seems to befit autonomy because it is claimed to provide greater freedom and flexibility to learn at one’s own pace and convenience, whether within the context of a language course or beyond. The Novak Djokovic Foundation (2016) found that the use of digital devices in classrooms helps to play a positive role in children’s development and learning, by providing teachers and children access to more innovative and improved teaching methods and create an active learning environment for children.  
Schmidt and Anderson (2009) found through their longitudinal study found that by children watching TV more often promotes the child’s literacy, problem solving skills, science skills and mathematics. This is also researched by the National Literacy Trust (2014) found that TV viewing helps to develop a child’s language due to many age appropriate educational programs repeat phrases or words for the child to copy and recall information as well as solve problems throughout many shows including ‘Dora the Explorer’ (Roseberry et al., 2014). Apart from TV supporting children’s literacy development other forms of digital devices, Piaget’s theory states that in the concrete operational stage, children begin to give meaning and detail to objects rather than simply naming them, this is also practiced in children’s toys when a word or object is repeated (Mooney, 2000). By these programs and toys having the repetition follows the work of Montessori who states that ‘children learn best by doing, and through repetition’. Similarly, Piaget believed cognition can develop before language, the early years in the ‘Theory of Cognitive Development’ and in accordance with Vygotsky’s (1962) theory that language and speech is necessary before the child is ready to learn more complex material so whilst a child is playing with a form of digital media or watching an age appropriate programme the child is already developing language before they can even talk.
The use of digital technology has been closely linked by Brown (2011) to students’ aggressive behaviour, obesity and sleep problems, this is due to overusing digital technology which means children using their time inefficiently. Concern should also be paid to the cognitive and emotional effects that these technologies have on the development of children (Brown, 2011). The overuse of technology in early childhood has been found to be related to cognitive, language, and  social/emotional  delays  in  community-based  researches  (Pagani,  Fitzpatrick, Barnett, & Dubow, 2010). HealthyChildren (2020) also found that with the increase of use of digital media in children also increases the chances of children becoming obese at a younger age due to the decline in being active and physical play and the increase of probability of children snacking whilst using a form of digital media. However, RANZCP (2018) reports that as technology has and is developed, digital media and devices can actually be used to increase children’s amount of physical activity due to the development and allowance for outdoor games and activity such as an app called ‘Geocatching’ (Bird, 2018), which can also be linked to promoting social interaction, emotional well-being and communication (RANZCP, 2018).
Johnson, Cohen, Smailes, Kasen, Brook (2002) research found that it depends on the individual child’s development level when trying to determine whether the impacts will be positive or negative. American Academy of Paediatrics (2001) found that overall data shows that not all children’s TV programs are damaging. However, data shows the negative effects of children becoming exposed to inappropriate viewing content such as violence (American Academy of Paediatrics, 2001). The cultivation theory (1976) argues that digital media generally represents an image of the world that does not reflect reality, and can often exaggerate or fantasise what actually exists, this is often referred to as ‘television perspective’. This ultimately leads children into unconsciously shaping their thought process, beliefs and attitudes depending on what they consume, therefore if a child is consuming more violence the chance of the child becoming violent or aggressive increases (Communication Theory, 2019).
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Why it is important to safeguard and support children online?
According to GetSafeOnline (2020) anyone at any age is susceptible to encountering problems online. Although children are at more risk due the lack of education about the risks- more information about this can be found at GetSafeOnline.org
NSPCC (2020) is a children’s charity working to protect and safeguard children on and offline. They reported that children and young people who have access to a digital device can often easily stumble across inappropriate and harmful content, this content can often have a negative impact on their digital wellbeing.
An overuse of screen time can have a physical effect on their development, for example Ophthalmologists are seeing an increase in children with eye strain and dry eyes form spending  too much time looking at screens.
(American Academy of Ophthalmology, 2018)
Stop Bullying, (2019) and Anti-Bullying Alliance, (2017) are two charities in place to prevent and support children who have been cyberbullied. Cyberbullying takes place online and often can be difficult for parents to recognise or overhear. 





However…...
There are legislations in place to help you protect your children online these include: 
· The Protection from Harassment Act 1997
· Communications Act 2003
· UK Safer Internet Centre.Org 
· GetSafeOnline.org 
· UK Safer Internet Centre.Org

Digital media does have its benefits
Digital media and ICT enables children as well as adults to gain and develop the skills, understanding and knowledge according to Ofcom (2020). 
According to Internet Matters (2020) a website that provides support for parents found that digital media provides children with the opportunity to use ICT provides them to develop their:
· Creativity
· Learning 
· Enhance their social skills 
· Improve communication 
· Overall benefit their education
ICT can help to develop all of these aspects all whilst having fun in enjoyable ways. 
(Internet Matters, 2020).
An Educational Resource Centre (SERC)(2013) found that by children using digital media and educational apps such as letter tracking app ‘Dela Kids’ helps to develop children’s fine motor skills, which are small movements that occur in places like hands, fingers and wrists.
What are the facts and figures of children online?
Ofcom (2020) are in place regulating the communication services that are used and relied on every day, they have recently reported that children are seeing more hateful online content than they used to, and several children in our Media Lives research reported seeing violent and other disturbing content online. This increase is reported to be caused by the There has been a 49% increase in the portion of 3-4-year olds using tablets compared to 2015. (Ofcom, 2020).
How to support and safeguard children when accessing digital media/ICT
GetSafeOnline (2020) state that as a  parent it is a priority to support and safeguard your children online, to ensure a happy and healthy relationship with digital media/ICT whilst developing both physically and mentally especially with the ever-growing digital age. Especially as technology has become an integrated into family life and is used to help create, connect and learn as found by LSE (2018). 



[image: ]                                         (Source: Great Wood School, 2020)Here are some ways to safeguard and protect your child/ren when they are using digital media
· CyberSafeIreland (2019) a website dedicated to protecting children online found that most devices have an option to adapt parental controls which limit what can be accessed to age appropriate content.
·  If the device does not have the option to set parental controls, there are options to buy or download parental control software.
· Use child friendly version of app for example the ‘kids’ versions or YouTube or Netflix. All apps have an age rating which should always be checked before downloading an app or game for your child.
(Cybersafeireland, 2019).
· Create rules that need to be met based on the child’s age for example no digital media and hour before bed.
· Make sure to model good behaviour and sticking to the rules that have been set in place, for example having no digital devices when eating food.
(Internet Matters, 2020)
· Create a balance between spending time on a digital device and doing other activities such as playing outside to develop the child’s developmental needs – ‘green time and screen time’. 
(Department of Conservation, 2019)
· Make sure you yourself is also educated so you are best equipped to help and protect and teach your children by exploring reliable resources as the internet and digital media is constantly changing.
(Desforges, Abouchaar, 2003)


How to support children as they access digital media
HealthyChildren (2020) a website dedicated to researching how to support children found that when digital media and ICT is used appropriately and thoughtfully it can enhance daily life for all of the family.
NordVPN (2020) a website that is in place to protect everyone when online recommends parents spending more time discussing with their children about the threats in the digital world or their ‘Cybersecurity’  from a young age. By doing this children can grow up with the message of always being safe online and how important digital reputation is.
Priorities face to face interactions and apps that encourage active play to support their development of language and skills such as ‘Curious World’ or ‘Kiddopia’ which are educational apps with an extensive variety of educational material.
(Internet Matters, 2020)
Even though your child is on a digital device doesn’t mean it should be alone time, a way to support a child which using digital media is to co- play, co-view and co-engage. By doing this it encourages social interactions, bonding and learning. Being engaged helps to understand what they are doing. More information can be found at HealthyChildren.org (2018)


















What is currently in place to protect your children online:
The welsh Government together with a specialist provider, South West Grid for Learning (SWGfL) in 2014 come together to promote considerate, safe, and responsible behaviour online to help protect children and young people in Wales form harmful and illegal content on the internet. This did this providing a wide range of online safety resources and activities aimed at educating parents, practitioners and carers in Wales.  
(Welsh Government, 2018).
Article 17 of the UNCRC states that every child has the right to access information from the media but be protected from harmful material. 
(UNICEF, 1995)



	
Activity Plan

	Activity: 
To creating and perform a Puppet show movie 


	Number of children:
4 children per group

	Age of children:
Children aged 5 to 6 (Year 1)
	Number of adults:
1 adult overseeing each individual group

	Location:
Inside the classroom or on the outdoor play area
	Preparation time:
20 minutes
	Activity time:
1 hour 

	Resources:
1 school tablet per group
The classes puppet collection 
1 school tablet tripod 


	Aim/s of activity:
· To develop and encourage the children imagination through the use of the tablet and editing app.
· Develop the children’s language and communication skills through discussing how to edit the ‘movie’.
· To help support positive social and emotional development through the use of puppets and deciding how to edit the ‘movie’.


	Links to outcomes:
Creating strand - select appropriate software from a limited range to create multimedia components; create and explore the use of text, image, sound, animation and video.
Collaborating strand- work together with a partner/partners on a piece of digital work.
Communication 
With increasing independence learners are able to: identify some success criteria in response to questions, e.g. choose appropriate colour and add title to video


	Differentiation:
· For children who are less digitally competent than their peers by removing the video editing aspect of the activity will help to simplify the activity slightly.
· To advance the activity for children with more digital competences than others there will be an added element where the children of the group will have the opportunity to type a brief description of the ‘movie’ and or what they enjoyed about the activity. 
· To ensure the activity is inclusive for all children including children with Additional Learning Needs (ALN) there will be a voice command option as well as speech to text option.


	Role of adult/adults:
· To plan and prepare the activity.
· To complete and plan for health and safety including e-safety. They must ensure all the digital media devices have parental controls to ensure all of the children are protected from accessing harmful content.
· After assessing the children their role is to take record of how each child engages in the activity and support children who aren’t as digitally competent and those who are more digitally competent and need more of a challenge.

	The activity:
To begin the children will be given a simple refresher on how to use the editing app ‘Shadow Puppet Edu’ and how to use the tablet. Once the quick refresh is complete the children of each group will be given the opportunity to dress up using the class costume collection and to choose the puppet from the class collection. After the children have chose their costumes and puppet, the children will then have time if the want to think abut what they want to act out. Then the children will then set up the school’s tablet on the tripod ready to record themselves creating their ‘movie’. The children will then have 50 minutes to create their ‘movie’, once the children have recorded themselves, they will have the remainder of the lesson to edit the vide by adding different backdrops, music or sounds using the downloaded and set up app called ‘Shadow Puppet Edu’ which is a child friendly and online safe app. For the children with less digital competency they will skip this step, however for children who are more digital competent they will also have the opportunity to type a brief description of the ‘movie’ and what they enjoyed about creating it which they can decide to read to the class afterwards or not. At the end of the day when all children have completed the activity, they will now have the chance to share with the rest of the class.





























4.	Critically evaluate the planned activity making specific links to the Digital Competence Framework strands, curriculum requirements and to research based sources.  Consider how the activity could be adapted to meet a range of needs, abilities and dispositions.  (1,500 words)
One way the activity benefits the children is by providing the opportunity to develop their creativeness by the children having the freedom to employ imaginative thinking and thereby developing the children creativity, according to PBS (2018) by giving children the freedom to make an activity their own helps to express and cope with their feeling. By supporting and encouraging this creativity by the Digital Competency Framework (DCF)(20202) creating strand which states that ‘With increasing independence learners are able to: select appropriate software to complete given tasks in order to use text, image, sound, animation and video.’ Continuing by encouraging creativity in the activity is also supported by one of the four purposes developed by Donaldson (2015) in the successful future report ‘enterprising, creative contributors as it is found to be a necessity for modern life and work and should be encouraged during teaching and learning.
Furthermore, the activity also worked to develop the children’s collaboration as it required the children to work together in groups to perform as well as editing the video. By including collaboration throughout the activity follows the DCF (2020) strand ‘collaboration’ which states ‘With increasing independence learners are able to: collaborate with a partner on a piece of digital work.’ According to Education Week (2017) by providing children with the opportunity to collaborate on work helps children to think more deeply and creatively whilst developing empathy for other perspectives and opinions. Being able to work as part of a group is a sought-after skill in both education and the workplace, so providing opportunities for children to develop these skills helps to increase their future employability. According to Hutchings et al. (2012) collaborative activities for children especially in early years increases student’s attainment, as well as increasing attainment it also allows sharing good practice and innovation (Stoll, 2015; Chapman et al., 2009a).
The role of the adult is to support the children throughout the activity whilst keeping a distance, so the activity remains child led as possible. Whilst the adult is supporting their role is also to monitor what children are more digitally competent and who are less competent, or can be referred to as scaffolding which provide successive levels of support that allows students to reach higher levels of achievement (Vygotsky, 1978). Donaldson (2015) highlights the importance of students developing their digital skills in order to adapt to the everchanging technology world, following this it is important for the adult overseeing the children during the activity to take note of what children are struggling with the activity and seem to be less digitally competent, and what children are more digitally competent to all children feel supported. By supporting children who are less digitally competent through the activity helps to build the children confidence so they can take it through their lives and onto future job opportunities. To adapt the activity to make it slightly simpler by removing the editing aspect of the activity so they still have the opportunity to create the puppet movie using the digital tablet. By differentiating the activity to support all children of the class help to build the children’s self-esteem and confidence all by supporting independence and persistence despite initial difficulties (Keenan, 2002). 
At the end of the activity the children had the opportunity to edit their video to add music, sounds, a video title and the names of the children in the group to identify whose movies belong to who. By having that aspect of the activity promotes the DCF (2020) Citizenship strand Digital rights, Licence and ownership which states ‘With increasing independence learners are able to: add their name and the date to work they have created, e.g. type their first name and surname and add a date to pieces of work.’. By having this citizenship aspect of the activity to is found to benefit the children by helping them to develop a sense of self confidence and a sense of agency when discussing and showing their peers (Young Citizen, 2020)
After monitoring the children and taking note of how each child interacts with the activity, there were some children who were more digitally competent and found the activity easier than some and needed more of a challenge to help develop the children’s digital competency. As the Union Commissioner (2014) found that most children acquire easily and quickly to ICT and basic operational skills when using digital devices. These children are often referred in Wales as ‘more able and talented’ who are more able across the curriculum including ICT according to Qualifications, Curriculum and Assessment Authority for Wales (ACCAC), (2003). To increase the challengingness of the activity, an extension of the activity is giving the children the opportunity to type a brief description of the activity as well as what they enjoyed about doing it. By providing this opportunity follows the DCF strand creativity which states ‘With increasing independence learners are able to: select appropriate software from a limited range to create multimedia components; create and explore the use of text, image, sound, animation and video.’ As today students are learning and applying skills that differ from those of previous generations. 
However, with the increase of the children’s digital competency with the activity, some teachers may not fully understand the editing app which comes the need for practitioners to increase their own digital competency as Clarke (2003) state that the use of ICT should be embedded throughout teaching and learning so the need to empower practitioners to develop their skills increases. This is also stated within the new curriculum for Wales that the use of technology should be cross curricular and to prepare practitioners of the emerging technological devices.  The Welsh Government (2015) reported the need to prioritise training  and teaching of digital competencies in teacher training. By developing practitioners’ digital competences Estyn (2012) found that by providing opportunities for children who fall under the ‘more able and talented’ enables them to achieve their protentional and often when these pupils achieve their peers tend to achieve higher standards. 
Child right
For children with Additional Learning Needs (ALN) in the class who struggle with the activity due to muscular needs, the activity can be adapted to make it inclusive. NASUWT (2010) states that inclusion is the right of individual children to be educated alongside their peers in every aspect. Becta (2011) states that the use of ICT for children with ALN provides a range of tools that support education and ensure they are included in every aspect of education, similarly SENNet (2012) the use of technology in education plays a particularly vital role in enabling and assisting students with disabilities to participate as equals in the learning experience, by adapting the activity abides by this. One way to adapt the activity is by downloading or enabling text to speech software for children who aren’t able to use the keyboard, or by using a voice command which can be used to start and stop the recording, by adapting the activity follows the Welsh Government (2017) curriculum reform which states to maintain a commitment to inclusive education.
During the activity there were children who required a teaching assistant for 1 on 1 assistance whilst doing work. However, there were times that were noted by the adult observing and monitoring that whilst doing the activity the teaching assistant was by the child’s side assisting with starting and stopping the recording and assisting with editing the video. The University of London (2009) reported that at times of when children are being creative and working as a group teaching assistants being too involved and the child being too supported can often have a negative effect and hinder the students interactions with peers and reduce the opportunities for the child to learn and develop self-determination especially when involving an ICT aspect and the opportunity for an activity to be child led. It is noted that if the child does require 1 on 1 assistance the opportunity for the children to learn and develop from their peers who may be able to act as the ‘more knowledgeable other’ of ICT should firstly explored(). By exploring this allows the child to learn through the process of engaging with their peers through their ZPD as a level of problem solving (Vygotsky, 1978)
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