Task One 
Digital media comes in many forms such as smart TVs, tablets, mobile phones and some children’s toys. Many homes in Wales will have several of these devices, touch screens have allowed greater access for a younger audience. The issues discussed below are: 
·  educational apps 
· the effect of screens on eye health 
· A possible correlation between childhood obesity and use of digital devices 
· the relationship children with additional needs have with digital technology  
There are a lot of educational apps available for young children. However, Chassiakos et al. (2016) Found that there is evidence that suggests there is little evidence of these apps providing any real effective learning. However, touchscreens are theoretically increasing educational ability by providing scaffolding opportunities to build skills. Scaffolding learning is part of Vygotsky’s Zone of Proximal Development (1978). This is a process where a teacher would be able to extend a child’s learning or understanding and help them achieve a task that they could not on their own. In the modern example of using a smartphone, the mobile would represent the person that extends the learning. Kirkorian (2018) explained that for young children to understand screen media a significant cognitive effort is needed. Toddlers are less able to transfer information across contexts such as video to real life. Using interactive media such as smart phones may promote this. However, it depends on the conditions the child is experiencing, which would differ from child to child.  
Chassiakos et al. (2016) also discovered that young children especially those under the age of two struggle with learning through 2D video representations. This is called video deficit.  Kirkorian et al (2015) agreed, in their research that children made fewer eye movements were less with video than with tactile 3D objects. However, Strouse and Samson found in their 2020 research that the amount of deficit was over estimated and that future research was required in this area. Apps aimed at young children had low potential for any academic outcome. The British Journal of Educational Technology (2018) believed the issue began in 2010 when the first iPad was introduced, and the trend of digital devices with easy access for young children began, they were user friendly and had tactile technologies.  
Goodwin and Highfield (2012) explain that despite the availability of educational apps, there has been very limited analysis of them especially those for young children. They acknowledge that researchers have failed to keep up with the industry. Zosh et al (2015) suggest that the apps in question are largely unregulated and untested. That is down to parental discretion as to the appropriateness of apps their children could view. Net-aware.org.uk (no date) in partnership with NSPCC explains that even apps that have been rated and found to be age appropriate are marked using different rating systems.  There is the European rating PEGI (Pan European Game Information). This uses numbers such as PEGI 3 and PEGI 7 for the minimum age a child should be to play this game. However, PEGI ratings do not look at communication and a PEGI 3 game could have player to player speech. This is a risk with young children as there is not a way for the parent to know who the child would be actually talking to. The PEGI system is also used by Google Play. Apple App store uses age ratings such as 4+ and 9+. However, these are set by the app developers, not Apple and are not checked. 
The above shows that there are huge gaps in the research and regulations in apps for one of the most vulnerable age groups. That when apps have been given an age rating it sometimes does not look at enough aspects of game play and the interactions throughout the game. 
 
 
It can often be a worry of parents that letting children watch lots of televison can cause eye problems. Now with the great array of digital technology around the house it can be even more concerning time. BBC news (2021) stated that eye strain in children from excessive screen use can lead to myopia or permanent short sightedness. They explained that this is because the eye does not blink as much when viewing online. Children being inside more due to lockdown has also had a detrimental effect. Hussaideen et al in their 2020 article stated that there will be an epidemic of myopia in children. That by 2050 50% of the world’s population will suffer with this eye problem and that the covid lockdown could speed this up. They wrote that the importance of the outdoor environment could not be over emphasised. That exposure to light is a protective factor against myopia onset. Guan et al. (2019) discovered in their research that using mobile phones, tablets and computers were associated with deterioration in children’s eye health, whilst watching televison was not. They also found that children spending time outdoors did reduce damage, and that this supports the idea of light intensity protecting the eye. 
However, Specsavers (2020) and John (2021) stated that although eye strain is uncomfortable, taking a break every twenty minutes from a screen activity will relax the eye and that there would not be any long-term damage. John (2021) went on to suggest that it is the blue light emitted from screens that is the main problem, yet with frequent breaks this again has no long-lasting effects.Mymypoia.com (2019) writes that children’s eyes absorb more blue light than adults from screens, which can lead to digital eye strain. Their advice is to allow children regular exposure to sunlight, that because increased time outdoors can decrease the risk of myopia by half. 
Sciencedaily.com (2018) wrote that the myopia epidemic is a fact. That since the 1970s short-sightedness has grown my nearly by 50% in most developed nations. In Asia it has increased by 90%. Scientists are still in disagreement as to the cause of this. Some studies have concluded that near work activities are the cause, not just digital devices but paper books too. Children frequently using screens will not automatically develop myopia, especially if they take regular breaks. Although there seems to be a deal of contradiction in what researchers and experts in eye health are saying. One consistency is that taking a break from screens is necessary. The best thing children can do to help the health of their eyes is to have time outside with natural light. 
 
Walden University (no date) stated that in 1985 Harvard University had first discovered the link between televison watching and weight gain in children. Since then, there have been many studies that have reached the same conclusion. Chassikos et al in 2016 found that more frequently signs of obesity are being seen in early childhood. Using media and digital devices has been associated in the preschool years with an increased BMI. Robinson et al in 2017 stated that there is a cause-and-effect relationship between screen time and obesity. That often it is through increased snacking of unhealthy foods whilst on digital media that causes the body to gain weight. Almond (2017) expanded on this stating that it is when children are inactive the body becomes confused about the signals for a normal appetite, which can lead to passive eating. 
Childrenandscreens.com (no date) write that obesity is the most conclusive outcome of digital media usage in children. That studies have found that reducing screen time and changes of family behaviour can reverse obesity and reduce weight gain. Exposure to adverts of unhealthy drinks and foods is also a concern with televison and internet devices. However, there are studies suggesting that interactive games can be designed to help improve eating and physical exercise in children. Activeforlife.com (no date) and Gao and Lee (2019) also believe that digital media can help children to exercise again. They have found apps and websites in construction to aid with this.  
UNICEF (no date) understands that less than 25% of American children are getting the recommended daily exercise of one hour. They have put together a list of beneficial apps to encourage fitness which include step counters, yoga and exercise workouts. Internetmatter.org (no date) have complied a similar list, with apps that develop good habits for young children. 
During lockdown it has been more difficult for children to exercise. Through YouTube Joe Wicks (2021) has been completing live daily PE workouts for children around the world. These have been a huge success and have been one of the few ways to encourage children to exercise at home. Rickett (2020) explained that Wicks used exercises around fitness and not sport, which were inclusive for children of all ages. Children exercising can help with physical development, it can also aid with mental health. Latrellie (2020) explained that movement can help in lessening feelings of anxiety. Exercise is also a good break between lockdown lessons at home. Moving can boost endorphins and help the whole family feel less stressed. The American Psychological Association (2020) agreed stating that encouraging children to exercise is beneficial for mental health and cognitive development, especially during the Covid pandemic.  
Santos et al. (2016) explained the importance of the development of physically interactive video games, such as those played on a Wii. These games can help reduce the sedentary tendances of children using screens. These games should offer motivation for physical movement. There is a complicated relationship with digital technology and children’s weight. It appears to be a main cause of children gaining weight and becoming obese. However, the technology is also available to help children move and get fit. Galvin (no date) encourages parents to help their children make the healthier choices. That exercise should be fun, especially with young children and that the best way for parents to help is to be a good role model. 
 
Chassikos et al in 2016 found that the televison and other devices can be used as a babysitter for young children, especially for more ‘difficult’ children. These can be children with a wide range of additional learning needs which include self-regulation problems or social and emotional delays. Radesky et al in 2016 agreed. They wrote that parents use disproportionately more televison and media to calm young children with difficult behaviour. Developingminds.net.au (2020) state that children with behavioural, social and emotional challenges can find it more difficult to switch off screens and that digital media can be used to aid with managing stress or overload of their day. Parents of these children are often more stressed and may not have the emotional resources required to manage technology with their children. They may find it harder to limit children’s time on these devices due to this. Sciencedaily.com (2018) stated that children who spend lots of time using digital devices are twice as likely to show symptoms of ADHD. 
Lourdelet (2017) stated that digital technology can help children with additional needs, such as text to speech solutions. Technology can help practitioners and teachers personalise learning to an individual child. Touchscreens offer independence to children who cannot hold a pen or use a mouse or keyboard. Neese (no date) explained that text to speech software is designed to aid children with a range of difficulties such as partial blindness, dyslexia, autism or ADHD. Sip and puff digital systems help children with mobility challenges. These operate by moving a controller with their mouth, cheek, tongue or chin. This will link to a screen or keyboard. Sip and puff system is a type of switch device, other switch devices can use buttons that can be pushed, pulled or kicked.  
Parette and Blum (2013) state that assistive digital technology can empower young children, giving them some independence. Hayes (2013) explains that digital assistive devices are no longer big awkward machines, they are now small sleek and mobile. These devices no longer look out of place, they can look like tablets and screen devices that other children use. 
Children with additional needs can be ‘othered’ by technology, however, they can also benefit greatly. Assistive digital technology is helping many young children with their independence and aiding with learning and education. Using screens to babysit a child occasionally is one thing, but for a child to lose out on interaction with parents consistently can be detrimental to their wellbeing, especially if that child has an additional need.  
It can be seen from the above research and information that children having access to digital media has a mixture of negative and positive results. Health can be affected with weight gain and eye strain and yet improved with fitness apps and interactive games. Apps can be there for educational uses and yet not regulated to a high standard. Children with additional needs: learning, physical or behavioural can be pacified by screens, however, assistive digital technology can transform young lives for the better. It can be concluded that the effectiveness of digital devices used by young children depends on their parents. If it is used constructively or as a babysitter. 
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	Activity Plan for Digital Literacy Skills 

	 
Number of children: Four 
 
 
	 
Age of children:  Two to Three years 
	 
Number of adults: One 

	 
Location: Playgroup Garden 
 
 
	 
Preparation time: Five minutes 
	 
Activity time: Fifteen minutes 

	 
Resources: Two Vtech Kidizoom digital cameras, four children dressed appropriately for the weather. 
 
 
 
 
 
 

	 
Links to digital literacy/competence outcomes: 
 
Stage A – Interacting and collaborating – collaborating – turn take with an attentive adult. 
                  Producing – creating – interact with technology in order to produce an image. 
 
Stage B – Citizenship – digital rights, licencing and ownership – find a photo of themselves and familiar people. 
                  Interacting and collaborating – communication – communicate own choices for selection of objects. 
                 Producing – planning, sourcing and searching – show awareness of what is needed to complete a task. 
                                      Evaluating and improving – show pleasure when viewing own work. 
 
Stage C –Citizenship – identify, image and reputation – identify own work/ that of others. 
 
Nursery – Citizenship – health and wellbeing – use digital devices and media with care. 
 
 

	 
Details of the activity: Four children were taken into the playgroup garden.  In pairs they were asked to look round the garden and to take photographs of things they find interesting or enjoy. The garden was set up for a typical day, with activities and resources out. The children were encouraged to take as many photos as they wished, they could have their friend with an object, or just the activities. 
 
Before the activity children were shown how to hold the cameras, which button took the photos and where to look to see what was being photographed. The cameras being used were designed for young children, they have chunky handles and a protective casing which enables the cameras to survive when they inevitably got dropped on the floor. 
 
Throughout the activity the staff member was there to offer help and assistance when needed, they were able to offer open-ended questions. This activity was child led, so the adult was there to offer input only when required. There was no correct way of carrying this activity out. 
 
Once the children had finished taking their photographs, they were brought back into the playgroup where the camera was attached to the computer. The children were then asked which pictures they would like printed out. Once selected these were printed and made into a display for all the children to look at and discuss. 
 
All children were asked if they wanted to take part in this activity. Throughout the week they were taken out in groups of four while the remaining children played inside. Those children that decided they did not want to take part in the activity, remained playing. 
 
This activity was used to promote fine motor skills, hand and eye coordination, language development, social skills and problem-solving skills.  
 


 
 














Task Four 
The plan for an activity that involved digital literacy skills was for four children ages two to three years to use children’s digital cameras to take photographs around the outdoor environment of the setting. The following will be a critical evaluation of this activity plan, showing how it links to relevant requirements such as curriculum and the Digital Competency Framework (2016). The plan will be critiqued on its inclusivity, staff ratio, age appropriateness and the equipment used. 
The first element to look at in the activity plan is that there is only one adult present for four children. Although this is the recommended staffing ratio from Flying Start (no date) for an activity such as this, having two staff members would be beneficial. NSPCC (2021) states that lone working within the Early Years should not be encouraged, and that it is best practice to have at least two staff members always present. 
The next thing to look at is the fact that there were only two cameras for four children. Although this could encourage teamwork and turn taking, Zeavin and Silverbush (2018) suggest that asking a toddler to share is unreasonable. Only once a child is mentally and emotionally ready to see sharing as a caring gesture and not a punishment, then learning about sharing can begin. Toddlers are unaware that they are separate beings, that they are building a sense of self, which is mainly achieved through a sense of ownership. Babycentre.com (no date) state that pre-schoolers will often find sharing difficult, and that it is not until aged three that the concept of sharing will be understood by a child and even then, they may not be prepared to do it. MacLaughlin (no date) defines the age that children develop the ability to share as between 3.5 to 4 years. 
However, Rasingchildren.net.au (no date) state that sharing is a skill young children need to learn, that it helps children build their social and play skills. Careforkids.com.au (no date) agrees with this sentiment and adds that sharing develops social, cognitive and emotional development in young children. 
Sullivan (2019) believe that at the age of two children are more likely to play side by side (parallel playing) than playing together. Having an activity that requires children to share and work together may not be age appropriate for the age stated in the activity plan. Pathways.org (no date) explains that parallel play happens around the age of two years, also around this time spectator behaviour happens, which is when children watch others but do not engage with them. At the age of three associate play begins to happen. This is when more interaction between children takes place. It is not until the age of four that cooperative play is common. This is social play when children take interest in each other and the play they are experiencing. For the activity to work well the age range of children needed to be higher of around four years old. 
The next point to focus on is, is the inclusivity of this activity. All activities are supposed to be designed with all the children of a setting in mind. This activity is intended to be performed in a garden that is flat without any access issues, this means that it is an accessible place for all children. There are double doors leading out to the garden area which would allow a wheelchair or any apparatus that a child may need for mobility issues.  
The Creating Accessible Play Spaces (2017) Toolkit explains the importance for all children to be able to access all areas of a provision.  Allowing children to play alongside each other gives children a sense of belonging. Additional learning needs (ALN) transformation programme (2018) was put in place to ensure that children with ALN have the same opportunities as any other child, which involves all aspects of play and activities. At the time of the activity plan being written there were no children with ALN at the setting. Due to this, no specialist equipment was put on the plan.  
Autismawarenesscenter.com (no date) explains that cameras are a great tool for autistic children. They can give an insight into their world and see things from their point of view. A camera takes the pressure away from verbal communication. Fraiman (2018) found that a camera can be used to help an autistic child have something between them and the neurotypical world. 
All children have the right to play, and this is a statutory right as stated in Article 31 of the UNCRC (1989). This right is also reflected in International Play Association Child’s Right to Play (1977) this states that play is part of education and that children need time and space to play. 
Although the cameras in use are specifically designed for young children, they are several years old; these cameras were bought in 2009 and the more up to date versions differ somewhat in design. It may be beneficial for children to see that technology works in different ways; thus, it could be hypothesised that these cameras do not relate to the children, that without touch screens they are less accessible. Lovato (2016) stated that touch screens allow very young children to engage interactively with actions such as simple touching, pinching and swiping.  
Donaldson’s Successful Futures (2018) Report highlighted the need for Welsh children to understand technology more and that schools were not all meeting the requirements in the fast-changing technological world that children now live in. The result of Donaldson’s report was the Digital Competence Framework (DCF) (2016). The framework was written by the Welsh Government and is used to encourage digital media across the curriculum, not to be limited to an ICT lesson. It was devised into five strands, three of which were able to be linked for this activity which included citizenship, interacting and collaborating and producing. Edwards (2019) an Estyn inspector, explained that the DCF is aimed at improving children’s digital skills. This improvement came from the Successful Futures report (2018) which stressed the need for all children to have their digital literacy skill enhanced, especially in a fast-paced technological world. 
The last part of the activity plan was for the children’s photographs to be printed out and then displayed. Montessori (1988) wrote of the importance of the environment for children and how it can help them thrive. Kuhrnet (2014) explained the impact that displaying children’s own work can have for their self-esteem, and that seeing something that they have created can create a sense of ownership and pride. Having a display or booklet for each child’s photographs would provide opportunities for discussion and for using new language. It would also provide an opportunity for reflection. Foley and Green (2015) and PACEY (2016) explained that reflection is an important skill for young children to acquire, as it can help with many elements in cognitive development such as memory, tenses and explanation.  
In the activity plan it was explained that the displays would be created from the children’s photographs. The children were to choose which of their photos to print using the computer and printer, with an adult's help. Spanswick (2016) stated that young children using new technology can provide new ways to support learning, such as hand-eye coordination and fine motor skills.  
To conclude, the activity plan for digital literacy has been critiqued and links to relevant curriculum and frameworks have been made, including the right to play, focusing on the UNCRC. Access and inclusivity were looked at with an Additional Learning Needs (ALN) focus on Autism. The age of the children in the activity was 2-3, the age appropriateness of the activity was looked at, with the focal point on sharing and parallel play. The safety of one adult lone working and child ratios was also discussed. The importance of displaying children’s work and how this can promote development. The final area of discussion was about the Digital Competence Framework and how Estyn viewed how it would enhance children’s understanding of digital technology. If the activity plan took these considerations into account, it would improve the activity for all the children involved and the staff that facilitated it.  
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