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Part 1. Positive and Negative Aspects of Access to Digital Media.  
Information and communication technology (ICT) are different forms of communication media to create, store, share and manage information. These media such as television, iPad, mobile phones, telephone, computers, and radio can be found in many households and different settings which is used for everyday communication (Chassiakos et al, 2016: Arnott, Palaiologou and Gray, 2018). 
Today ICT has changed the lives of all ages (Danby et al, 2018; Dunn and Sweeney 2018; Marsh et al 2018. Ofcom, (2015) report states over the last decade there has been a decrease in numbers of consumers watching television, this is because an increase of 78% of adults using internet devices for entertainment use. Chaissiakos et al, (2016) supports Ofcom’s report by stating children viewing television has slowly decreased over the past two decades as new media have been introduced. According to Ofcom (2018), nine in ten people have access to the internet in their homes. This has made an impact on children’s use on devices. Since 2014 an increase of children age between 5-15 years old using online devices for gaming has been highlighted in Ofcom 2015 report. Chaissiakos et al, (2016) states children as young as 1 years old have assessed or used mobile devices.  
ICT has become an important part of the children’s world and therefore according to Kaye, (2017) expresses that it is important to develop ICT skills at a young age to support children in their learning and to develop holistically.  Jesson and Peacocks, (2012) express children can develop ICT skills by developing an understanding how technology operates. For young children smart toys can enhance children to develop perception and reasoning by interacting, which can support children’s language development and thinking which promotes cognitive development. (Crompton, Gregory and Burke, 2018). Brito, Dias and Oliveira, (2018) states after conducting a research on the availability of smart toys at homes, due to the expense and affordance of these smart toys not every child got these experiences in their own homes. They identified high income parents were able to afford these smart toys. However, due to technology becoming affordable in many brands most families did have iPads, tablets and smart technology in their homes (Arnott, Palaiologou and Gray, 2018). Brito, Dias and Oliveira, (2018) expressed in a study how parents have stated the educational apps, the children play with stimulate children cognitively by thinking logically of strategies and develop their motor skills and co-ordination. Dunn and Sweeney, (2018) states young children can improve their hand and eye coordination by engaging in games which requires the child to follow an object on the screen and then actively participate using their fingers to swipe. Hand-eye coordination is an essential skill which children require when reading and writing (Lynch and Redcalf, 2014). 
Parents expressed how digital devices keeps families connected with distance relatives (Brito, Dias and Oliveira, 2018). Ofcom (2018) states people can stay connected with their families and friends by using smart devices in and outside of homes. According to Kerry, (2015) the use of ICT skills can provide children and adults to develop positive learning experiences in social skills which encourages skills such as cooperation, collaboration. Johnston, Highfield and Hadley (2018): Huber, Highfield and Kaufman, (2018) states ICT provides opportunities for research, reading and investigation. Parents indicated they share the experience when children use digital devices, this can improve learning outcomes as the parents scaffold the child. This gives the adults opportunity to create learning by scaffolding and supporting the material to help children understand the content and enhance their learning further (Chassiakos et al, 2016). 
For children to be able develop holistically in all areas of the curriculum it is important for the child to be scaffolded and shown the correct way when using any digital devices (Turvey et al, 2014). Vygotsky’s social constructive theory cited in Kaye, (2017) states the children’s learning takes place in active learning which is supported by social interaction therefore, Vygotsky’s theory expresses the importance of the adult to support and scaffold children’s development and then remove the support when the child can achieve it by themselves. Children's ability of problem solving when engaged in a game on the app maybe supported by adults, friends or siblings this is called the zone of proximal development. The zone of Proximal development explains what the child can achieve without any support and what the child can achieve with support (Kaye, 2017). According to Lynch and Redcalf, (2014) children can use the digital technology independently and use it as a tool to support their learning. Bruner’s spiral approach is used to teach a skill at a basic level and then revisit the skill in more depth. This enables children to build upon their knowledge by using a coding system which requires the child to organise and categorise the information.  
Technology allows for children to interact online via video games, social media and app games. According to Kaye, (2017) expresses children can collaborate with other children when working together to problem solve and persevere. Problem solving skills is an important skill that is needed throughout life. Danby et al, (2018) states gaming builds children’s competence in problem solving be collaborative and sharing knowledge. Children can learn how to handle problems with peers and share knowledge on how to problem solve and work towards a shared goal. Many activities are created to motivate children to complete a task to unlock another level. These games promote children to persevere to overcome challenges and develop problem solving skills and critical skills which can engage children successfully in higher order thinking and ways to apply their learning (Beauchamp, 2012). According to Brito, Dias and Oliveira, (2018) children explored the tablets mainly to play games and watch video’s on YouTube unsupervised. This was due to the fact parents are occupied with domestic chores or work. Without adult supervision, children may develop anti-social behaviour by using the internet from day and night. The use of social media and exposure to advertising raises challenges on how children can keep their personal information safe (Ofcom, 2015). However, when children are exposed to digital media, they may not understand what is reality and what is not reality. Tatangelo and Ricciardelli, (2015) expresses how media can impact on children’s perspective on what is seen on media. Therefore, according to Bandura cited in Lindon and Brodie (2016) states the importance of observing positive behaviour, attitudes and emotional reactions of others. Children can learn by observing in educational programmes and games which can support children to develop these skills. Chaissiakos et al, (2016) expresses as children spend more time in front of computer monitors, they typically spend less time in physical activities. Children may not be exposed to physical exercise which can affect their physical growth if they spend too much time on ICT. Brito, Dias and Oliveira, (2018), states most parents believe a balance of digital media such as watching television, playing digital games is as important as socialising with friends and families, playing outdoors.
Marsh et al, (2018) states play, and creativity can be promoted though the use of apps in ICT, by giving children the independence to be imaginative and creative in their ideas. In a study conducted by Yelland, (2018) expressed how iPads supported practitioners to enhance children’s literacy skills. Practitioners incorporated the iPad by rethinking pedagogies by creating multimodal which were creative and documented the children’s progress by using literacy apps to support and enhance children’s learning. Apps such as letter works enhanced bilingual children’s to be literate. Dunn and Sweeney, (2018) states in a study the teachers expressed how children enjoyed and engaged more in compositional writing when using an iPad than using pen and paper. The iPads allowed the children to be creative in their writing and have more choice. The iPad assisted children with their spelling. However, Turvey et al, (2014) expresses over reliance on the spell-checker can discourage children to improve their spellings. Yelland, (2018) states iPads promotes new learning opportunities for children to apply thinking, sharing their investigation and understanding. Literacy promotes children to able to share and participate in collaborative and creative investigation that will benefit children’s learning. Children’s can develop their language through technology. It provides opportunities for children to listen and respond to follow instructions to succeed. Children can use e-books games to promote phonics and mathematical concept to improve their vocabulary. Giving access to technology can give children the ability to learn new languages. Children can develop communication and literacy skills by using programmes to learn listening, reading, writing and speaking (Lynch and Redcalf, 2014; Neuman 2016; National Literacy Trust 2016). 
Kaye (2017) states technology can enhance children’s learning by engaging children into new ways of thinking and representing their ideas. Yelland, (2018) expresses teachers can use technology to create innovative ways of teaching and improve teaching methods that can make a positive impact to children’s development and learning. Turvey et al, (2014) emphasises how technology can support children in education by accessing educational games which can support the children to perform better academically. However, according to Johnston, Highfield and Hadley (2018) expresses practitioner’s confidence and competence or lack of resource can make a difference how ICT is integrated in the setting and for activities. Hatzigianni and Kalaitzidis, (2018) states when it comes to using ICT with the children some practitioners are a bit hesitant or lack confidence. Therefore, according to Arnott, Palaiologou and Gray, (2018) practitioner can gain confidence by getting training on how to integrate digital devices into a play-based pedagogy, which is fundamental to learning in early childhood. Practitioners can be supported with up to date ICT policy which can help and guide practitioners to support children using ICT (Kerry 2015). Using technology can benefit children with special needs. Children can improve their cognitive development by supporting and developing memory and recall. Using adapted materials, children with disabilities can take part in activities which they may not have been to participate (Kaye 2017). Yelland, (2018) emphasises practitioners can understand and support children’s investigation by careful questioning, observing and listening.   
According to Donohue, (2015), expresses technology may be a useful tool to use for learning however it cannot replace the importance of the adult child relationship, such as giving the child emotional reassurance which the technology cannot give. Chaissiakos, (2016) states children up to the age of 2 are still developing their language, cognitive, sensorimotor, social and emotional skills which requires exploration and social interaction with a key person which promotes successful maturation. Too much screen time can mean spending less time with family and friends or hobbies. It can increase the feeling of loneliness and depression (Chaissiakos, 2016). Therefore, it is important to monitor children’s screen time and set time limit for children to develop holistically (NSPCC, 2018; Sigman, 2012). 
Technology can expose children to new things which they cannot see every day. Children begin to understand that there is more to see in the world by using technology to explore animals, landmarks, people and history. However, parents are finding it hard to monitor and supervise children on using small screen devices and keeping up to date with technology (Ofcom, 2015).  The internet has no filter therefore children with easy access to the internet may not understand what is fact and what is fiction. Therefore, according to Donohue, (2015) states it is everyone's duty to make sure that children’s engagement with screen media supports children’s development and learning this can be done by using child safety setting. UNICEF, (no date) states in article 17 how every child has the right to access to information from the media however it is the duty of government who must protect children from any harm which they may come across when using media for information. Parents should be aware of what their child sees and hears on the Internet, who they speak to online and to speak to an adult if they are or know somebody who maybe in harm (NSPCC, 2018). 
Ofcom (2015) report states parents received advice and information on how to help their child to be safe online by getting support from their child’s school. Johnston, Highfield and Hadley (2018) expresses families, practitioners and government can support each other by sharing knowledge to support children’s development as a digital citizen. Bronfenbrenner’s ecological systems allows practitioners to understand the importance in staying connected and creating a clear communication and support for parents to enhance children’s development and needs (Lindon and Brodie, 2016). 
To conclude there are many benefits of using digital media for children at home in school and for practitioners in the setting. However, it is important children are supported and guided when using digital media by parents and practitioners to get the best learning and outcomes for the children.  
 

Part 2. Activity plan

	 
	

	Activity 
	Shape walk around the nursery garden using iPads to take photos.

	Number of children: mix ability group with 8 children. 
	Age of children: 
3-4 years old. 
	Number of adults: 
1 adult

	Location: nursery garden.
	Preparation time: 
5 mins.
	Activity time: 30-40 mins.

	Resources:
	4 iPads with protective covers.  

	Aim/s of activity:
	The children to develop ICT skills by learning how to take photos of the different shaped objects found in the nursery garden. The children will have the opportunity to experiment taking photos in different positions. The children will get the opportunity to teach each other in the mix ability group on how to use the iPad. The children will be encouraged to choose their best photo they took and save it into see-saw app. At the end of the activity the children can get together and see on the interactive white board, what shaped objects they found in the nursery garden.    


	Links to outcomes:
	Recognise and use the names for 2D shapes (circle, square and triangle) within play activities and the environment (Welsh Government, 2015). P34. Using iPad to record their findings.   

	Differentiation: 
	Low ability: adult demonstrate and support the child when taking the photo. 
More able: children to help the other child by showing how to take the photo.    

	Health and safety:
	This activity will be taken place outside in the nursery garden. The children may encounter risk such as slip, trips or falls which is why a full risk assessment will be carried out for this activity. 

	Role of adult/adults:
	· The adult will instruct the children about finding different shaped objects in the nursery garden and then taking a photo. 
· Demonstrate how to hold the iPad correctly.  
· The children will be shown how to take the photo on the iPad. 
· Support the child holding the iPad when taking the photo. 
· Support the children with language such as home button. Camera icon, gallery icon. 
· Use open ended questions. 

	The activity:




	1. Check the iPads are charged properly. 
2. Protective cover on the iPads.
3. Wear appropriate clothing to go outside/weather.  
4. Explain the activity to the children. 
5. Give safety talk about how to hold the iPads and not to run with them.  
6. Ask the children if they can see something that is circle, square and triangle. 
7. Demonstrate to the children how to use the iPad to take the photo.
8. The children can work in pairs, taking photos.
9. Encourage the children to look at different objects and the shapes around the garden. 
10. Support children with extending their knowledge about the shapes. 2D shapes and names of 3D shapes. 
11. Use appropriate language to support children’s language and mathematical development. 
12. Support the children using the iPad. 
13. Use language to support ICT skills, such as home button, camera icon and gallery icon. 
14. Support the children to write their names on their photo. 
15. Support the children by saving their work on see-saw app
16. Collect the iPads. 
17. Go back inside and show the children the photos they took on the interactive white board.
18. Let the children present their findings to their peers.  



Part 3. Evaluation. 
The aim of this activity is for children to identify 2D shapes in the nursery garden and collect data by taking a photo using an iPad of the shapes they have found (Welsh Government, 2015). Turvey et al, (2014) expresses cameras can be a fun way to promote physical activity when taken outdoors for the children engage with. The Foundation Phase pedagogy expresses practitioners need to provide a range of experiences for children to develop ICT skills, knowledge and understanding. It is importance to incorporate ICT resources as a tool for exploring, collecting data and then present their findings. ICT skills should be holistic and developed across the curriculum using a wide range of digital equipment and software. (Welsh Government, 2015). According to Kerry, (2015); Turvey et al, (2014) states ICT should be incorporated in creative ways where children can be collaborative in taking risk and problem solving. 
The new curriculum in Wales which comes into effect in 2020 expresses children to be competent in using new technology to help with doing a task so they can achieve the four main aims of the curriculum. Digital skills are the ability to learn and understand technology. Being able to use digital devices like computers, smart phones and tablets (Donaldson, 2015). There will be four iPads for children to share and eight children in the group with mixed ability. The children will have the opportunity to collaborate and support each other when using the iPad. This is important for children to develop turn-taking and sharing skills because according to Vygotsky’s theory of cognitive development children can learn from a More Knowledgeable Other (MKO) therefore having that social interaction the children can collaborative and cooperate with someone who is more skilled in a task which they are trying to achieve (Donohue, 2015; Lindon and Brodie, 2016).     
This activity is planned according to the Foundation Phase outcome however it interlinks with the Digital Competence Framework (DCF) which expresses the importance of developing children’s digital skills, knowledge and attitudes when using technologies and systems confidently and creatively. The DCF enable children to be informed, capable and have potential to apply the skills to a wide range of subjects and scenarios to be successful in the future. (Welsh Government 2008). 
There are four strands to the DCF firstly citizenship which requires children to be a digital citizen who contributes to the digital world positively. Children will need support to understand positive and negative aspects of being a digital citizen by developing strategies and tools to guide them to become independent consumers and producers (Welsh Government, 2008). This activity covers the element digital rights, licencing and ownership by ensuring children add their name on the photo they have taken and save their work into the see-saw app. By supporting the children to save their work on the see-saw app the children can share their work with their parents. This app can help parents see what work their children are doing and the support they can give to their children. Kaye, (2017), expresses technology can strengthen partnership with home and school by maintaining good communication. Practitioners can use the app to create activities to share with the children, save children’s work for assessment and use it for evidence.      
During this activity the see saw app links with Interaction and collaboration, elements of the DCF. This element also encourages children to look at effective ways of communicating, collaborating and learn how to store data successfully (Welsh Government, 2008). Having a mix ability group, the children can work in pairs and support each other when using the iPad. The more able child can support the less able child. This encourages collaboration. The children can work together with a partner to take the photo and then save the photo into their own see-saw folder where parents can access to see their child’s work which encourages communication. The children will get the opportunity to collaborate their findings using the interactive white board.  
According to Beauchamp, (2012) interactive whiteboard allows children to extend their learning. The children can touch, draw, write and play educational games on the whiteboard to enhance their learning. Turvey et al, (2014) expresses interactive whiteboards can support practitioners to support and enhance the lesson by using various sources to support children’s learning. For this activity the interactive whiteboard is being used to collaborate and discuss the children’s finding. The children can use the interactive whiteboard to draw over the photo of the shape they found. Jesson and Peacocks, (2012) states interactive whiteboards can create opportunities for discussions and questioning during the lesson which can enhance children’s speaking and listening skills.         
Producing, element of the DCF covers the process of planning, searching and sourcing information to create, evaluate and refine the digital content (Welsh Government, 2008). The children will have the opportunity to search and capture the object on the iPad and then produce their findings on the white board. As children get more competent using the iPad they can use audio, video, and text to add to their piece of work.
Data and computational thinking strand of the DCF enable children to combine problem-solving, thinking skills and make scientific enquiry. This requires children to understand and find methods of solving problems. The children will need to understand the importance of collecting, represent and analyse their findings (Welsh Government, 2008). This activity gives the children the opportunity to gather the data of how many shapes they found on their search. The children will be able to sort the pictures into different criteria's and display it in the classroom.    
The role of the practitioner is to support the children in using the iPad appropriately, this requires children to play around with the iPad. According to Piaget cited in Jernes, (2017) expressed the importance of children to explore and experiment for children to refine and develop concepts before they can think abstractly. As the iPads are expensive tools practitioners may worry about keeping the iPads undamaged. Practitioners will most probably keep the children close by and not let the children play freely in case the children miss place the iPad or cause damage to the iPad. This goes against Piaget’s theory about how children should have the opportunity to explore and experiment through play. However, Kaye (2017) emphasises most children will arrive at the setting with varying degree of knowledge on how to operate, access and interact with the iPad. Therefore, practitioners need to incorporate digital media in fun ways to develop children’s learning. However, according to Yelland, (2018) some practitioners may be unsure how to use digital media in a play-based environment or lack confidence when using digital media with the children. Therefore, it is beneficial for practitioners to get training on ways to use digital media in the setting to develop children’s learning (Arnott, Palaiologou and Gray, 2018)  
Vygotsky’s theory cited in Beauchamp (2012); Lindon and Brodie, (2016) expresses the importance of practitioners scaffolding children’s learning by using language to support children to extend their vocabulary and learning. Once the child has grasped the skill and knowledge the child can go further to develop more skills, this is called the zone of proximal development. Therefore, practitioners need to consider and understand the child development and guide the children through the stages. (Welsh Government 2015). 
Some children may find it challenging to swipe on the touch screen. Practitioners need to be aware of the physical needs and ability of the child (Donohue 2015). Therefore according to Gillan and Kucirkova (2018) suggests ICT in the early years should introduce resources which supports children’s understanding how basic technology works such as cause and effect and how it can be used in everyday life such as understanding how a function on a remote control works and how different types of switches operate this develops children’s operational skills. By providing different types of cameras the children will have a choice of technology to use for the activity. Turvey et al, (2014) states children with learning difficulty have the right to access ICT. Different hardware and software should be available to assist the children in their learning. By being inclusive and offering the opportunities for children to develop, the children can achieve to the full potential for and develop holistically (Welsh Government, 2015). 
To conclude this activity covers the four areas of the DCF however next time when planning this activity, I would incorporate different types of digital media such as cameras and mobiles phones where children can make a choice in the tools they would like to use. Depending on the children’s ability and stage of development the practitioner can encourage the child to use a different digital media for the child to achieve the learning objective.    
 


Part 4. Information leaflet
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(Sourced: shutterstock.com)
Is Your Child Safe Online?
Did you know.
	56% of young people and children have seen online bullying  
Cyber bullying can take place on social sites, messaging apps, gaming sites and chat rooms such as Snapchat, YouTube, XBox Live, Instragram, Facebook and Snapchat. Cyber bullying can happen 24/7 and go viral very quickly (ChildLine, no date). Turvey et al, (2014) states cyber bullying is harassing others which can cause humiliation, intimidation and disturbance online.    


	NSPCC, (2020) states sending or receiving a nude when you’re under 18 is against the law.    Sexting is when you send sexual messages such as text, photo or video to someone or you receive it from some else (ChildLine, no date). Chassiakos, et al, (2016) expresses sexting is a big issue with older children when children feel pressured into sending a nude picture.  


	Online grooming is when someone is being pressured or tricked into doing something sexual in an online relationship. (ChildLine, no date; NSPCC, 2020).  


	Online games such as Fortnight and Roblox lets your child to play friends and starngers from around the world. This can be risky as you do not know who you are playing with (ChildLine, no date). Ofcom, (2015) states one in seven of all 3-4s and half of 5-15s play games online therefore 1-5 parents have parental control.  


	NSPCC, (2019) states when visiting a website or commenting or sharing a photo you leave a digital footprint which people can see. The information that you leave online can be collected and tracked back to the user. (ChildLine, no date). 



 
Tips to keep your child safe online 

	1.
NSPCC, (2020) expresses to teach your child how to use digital technology safely and positively.  Do not block access to technology. Teach them what personal information should not share.  There are tools that can help you to manage and monitor across all devices. Chassiakos, et al. (2016) states parent’s interaction can support children’s engagement with understanding the content of the media. 

	2.
Take an interest in your child's favourite apps. Have conversation about online safety when having other conversations. Ask questions about what they do online and who they talk to. Get to know their online friends (NSPCC, 2020). Ofcom, (2015) states 15% of children speak to people they don’t know.   

	3.
Teach children to keep their personal information safe by not revealing their name, address, date of birth. Age restriction sites should be discouraged for children to use. Support your child to filter information online to help them learn what is fact and what is fiction (NSPCC, 2020). Jesson and Peacock, (2012) suggests blocking people who send nasty messages and the people you don’t know.  

	4.
You are in charge set boundaries for how long your child can spend online and consider using filtering software.  Chassiakos, et al. (2016) states parents need to monitor the content their child’s media and screen time to avoid aggressive behaviour. Avoid using devices as a reward. 

	5.
Set rules. Create a family media agreement by doing this the children can have access fairly to devices and have tech free zone such as bedroom, cars and mealtimes. This can be achieved by keeping the technology in a communal area. Balance screen time at home. Focus on other developmental needs. Chassiakos, et al. (2016) recommends 1- 1.5 hours of day of screen time to avoid child obesity and sleep disturbance.  

	 Useful websites. 
Learn more as a parent to educate yourself and support your child. Talk to other parents and careers regarding what they allow and do not allow.  
Parent/ carers advice link. https://www.nspcc.org.uk/keeping-children-safe/online-safety/
https://www.webwise.ie/parents/advice-top-10-tips-for-parents/
https://www.saferinternet.org.uk/advice-centre/parents-and-carers


 
-------------------------------------------------------------------------------------------------------------------------------------
Internet access safety permit.   [image: ](sourced: clipart.com)
· I will keep my personal information safe and not give it out to other people or ask for other people’s information. 
· I will ask for permission to go online. 
· I know that anything I post online will not go away.
· Not everything is true that I read online.
· I will not click on any advertisement. 
· If I see or hear any kind of inappropriate behaviour online, I will tell an adult. 
· I am responsible of my actions and will make the right choice when using digital devices. 

.................................................................................................................................................................. child’s signature. 
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