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Media and digital literacy

Part 1:

Digital technologies play a big part in children’s lives (Arnott et al, 2018). Since the Ipad was brought out in 2010, digital devices have been made even more accessible for children who have limited fine motor skills. Chassiakos et al (2016) agrees, saying that in the last 10 years, the use of digital media has grown, and depending on the individual child’s age and stage and how the media is used, these can have both benefits and risks. Benefits may include early learning, new knowledge and ideas, more opportunities for social contact, and information about health issues. Risks may include negative health effects on sleep, a higher risk of obesity and depression, exposure to unsafe or inappropriate content, and privacy risks. 

According to Brito et al (2018), todays children are exposed to digital devices almost since birth, and have their first own digital experiences at a very young age. 

For children under two years old, research by Chassiakos et al (2016) shows that digital media has very little educational benefit. At this age, children need hands on exploration and social interaction, as they are still developing language, cognitive skills and socio-emotional skills. In order for them to learn effectively from digital media, they would need adult interaction. Word learning videos, for example, are only effective if parents watch them with their child, as use the video as a learning scaffold to build their language skills. 

Hatzigianni and Kalaitzidis (2018) states that the current recommendation from the American Academy of Pediatrics for children under 18 months is to only engage in video calls for screen activity, and for children two to five years of age to engage with high quality programs for no more than an hour a day. Despite this, the use of touchscreen technologies has grown hugely in recent years. By the time many children reach three of four years of age, 96.6% can use mobile devices. Most start using them before they are one. 

Arnott et al (2018) agrees, suggesting that children are very competent when using digital media. They are able to use devices to video call relatives, and, before the age of one, are able to use and manipulate devices by swiping. Toddlers can gain access to photographs and vidoes, navigate youtube, and complete some age appropriate digital games. Although this is reality, earlier introduction to digital media is linked to lower executive function and social skills, according to Nierengarten and Augustyn (2018). It also reduces child-parent interaction, resulting in less language development. 

Research shows that there is a link between too much tv being viewed and cognitive, language and social and emotional delays (Chassiakos et al, 2016). A possible reason for this is that the children are being exposed to adult content and inappropriate child content, and that there is less parental interaction. When children watch high quality TV, their cognitive skills, including literacy and numeracy, linguistic skills and social development can all be improved. 
Nierengarten and Augustyn (2018) agree, saying that high quality TV programs include sesame street and blues clues. When these are viewed with parents, they improve socio-emotional abilities such as calming down and controlling anger.
Chassiakos et al (2016) continues, saying that when young children’s habits are changed from watching violent content to watching high quality programs, they show improvements in their behavior, which shows the importance of content. Choosing high quality programs has been found to be protective of poor executive function outcomes observed in children who start consuming media in early infancy. Some child content creators have been responding to current child health and developmental needs, such as obesity and resilience, by crafting programming aimed at teaching parents and children relevant knowledge and skills.

High levels of media in early childhood is linked to small but significant increases in BMI, which can lead to bigger weight gain later in life. Research shows that for every hour per week of media a two year old consumes, BMI increases (Chassiakos et al, 2016). 
One risk factor for obesity is having a TV in the bedroom. Studies show that reducing children’s TV time, and not having meals in front of the TV can reduce BMI, and positively impact health behaviors. Another recent study by Chassiakos et al (2016) found that the association between TV viewing and obesity risk was only significant for children who were already on the higher end of the BMI distribution. 

During digital play, children may be less socially engaged than usual, and interrupting their play may lead to tantrums. This is because the games are designed to achieve maximum engagement, and some are set to automatically advance to the next stage or level (Chassiakos et al, 2016). In order to address this, it has been recommended that digital products should be created that are engaging for children, but don’t distract them from life. They should be designed to be used by more than one person to encourage family participation and modelling of social and learning skills. They should also be designed to have automatic stops to encourage the game to be paused. One recent app, for example, demonstrated an adult-child centred design. Bedtime math creates a platform and a structure for parents and children to read stories and answer math problems together on a nightly basis. The interactivity of new media via touchscreens allows apps to ‘know’ whether a child is responding accurately and tailor responses, reinforcement, and next steps to the child’s input. Theoretically, this may increase educational potential by providing scaffolding to build skills at the child’s edge of competence. 

The most common devise used by children is the tablet, for playing games and watching YouTube videos. Children mostly use these devices alone, as parents may be busy with house work. Tablets are both educational and entertaining, and so are appealing to both parents and children. To children, they are fun, and they enjoy the human like interaction. 
A key feature of ‘smart toys’, including Ipads, is their ability to interact. Brito et al (2018)

Tablets can benefit education, as they have educational content, such as apps to learn English and programming, and can be used for research and school projects. It is recognized by parents that we live in a digital society, and that children are naturally engaged in technology (Brito et al, 2018). Apps and games are cognitively stimulating for children, as they have to use their senses, logical and strategic thinking, and motor coordination. 

Digital devices are useful for parents to entertain their children, especially in busy places such as a restaurant. 
Brito et al (2018). 
In most cases, children use their parents phones, equipped with free apps, for filling gaps in the day, and parents use them to keep their child occupied. Using devices that are not configured for their use increases children’s risks of problematic experiences with pop ups and in-app purchases. Another risk that children may encountere while using technology is that they can become addicted to their devices, and become anti-social and alienate themselves from their family members. There are also risks related to privacy. This could be strangers online, as well as parents who may check up on what their children are doing, which the parents may see as a positive. There are also fears that children may access inappropriate content, such as violent language (Brito et al, 2018). 

Unfortunately, says Chassiakos et al (2016), the internet has also created opportunities for the exploitation of children by sex offenders. Online predators can gain access to children through social networking, chat rooms and online games. 

Although there are some risks, digital devices are important in order for the family to keep in touch with each other, as well as with distant relatives. This is supported by Brito et al (2018). 

Brito et al (2018) continues, saying that the role of parents is important, as they establish how much time children can spend on their devices. Parents believe that children already spend too much time using technology, and that tablets are too expensive. 

According to research by Chassiakos et al (2016), media use has a negative effect on sleep in early childhood. Longer time using media, combined with a computer or mobile device in the bedroom, leads to less time sleeping per night. Both Chassiakos et al (2016) and Nierengarten and Augustyn (2018) agree that later bedtimes after viewing media, especially violent content, contribute to sleep being disturbed. There are associations between media and sleep in infants also, with those who have been exposed to media in the evening having a shorter duration of sleep than those who were not exposed to media. Daytime screen use may also affect sleep, with both day and nighttime exposure affecting the onset of sleep and increasing the risk of shorter sleep time. 

According to Brito et al (2018), for some parents, the use of digital media is an impediment for children to engage in other activities, such as playing outdoors or socializing with family and friends and may also replace physical activity. Most parents believe in a balance of all activities, including watching TV, playing digital games, running outdoors or playing with physical toys- as negative outcomes may result from excesses. 

According to Chassiakos et al (2016), an important benefit from new media has been the development and use of technology-aided interventions in children and adolescents with disabilities, particularly through the expanding use of assistive and interactive digital media to learn and to communicate in youth with autism spectrum disorder (ASD), physical disabilities, speech impairment, and intellectual disability to learn and communicate.
In conclusion, there are many negative aspects of media for children, however there are many very positive aspects also. Media can be very beneficial for children’s education and development, as well as helping them gain social and emotional skills. 


Part 2:
 
For my activity, I have decided to use children aged 5-6. I would do the activity with a group of 8 children, however they would be split into pairs. To begin with, I would explain the activity to the children, before handing each pair an ipad. I would then take the children outdoors, and give them boundaries in which they can explore their environment. They will be asked to go and take pictures of their environment using their ipads. 
We would then return to the classroom, and the children would be asked to look at the pictures they had taken, and decide on how they could group them. For example, their groups could be insects and trees, or plastic materials and wooden materials. I would ask them to choose three pictures to put into each category or group, and select an appropriate software to put them in to be able to show them. I would then ask them to show the rest of the group what they found, and explain why they grouped them in the way that they did. 
The purpose of this activity would be for the children to have fun exploring their environment, but also to learn to be able to use their ipad in different ways. It also teaches them to work as part of a group, and to be able to communicate their ideas effectively. 

For the activity, the children were put into pairs. According to both LearningWales (2016) and Welsh Government (2015), this links to the Digital competence framework and the foundation phase curriculum as year 1 children should be able to work with a partner on a piece of work. 

Part of this activity was carried out in the outdoor environment. Hougham et al (2018) shows that incorporating digital technology into an experiential, outdoor lesson plan doesn’t take away from children’s learning experiences. It may in fact contribute to an increased confidence and interest in the use of digital technology. Activities carried out in both outdoor and indoor environments link to all areas of the foundation phase (WelshGovernment, 2015). 

Under the citizenship strand of the Digital Competency Framework, Learning Wales (2016), children in year 1 should be able to use digital devices within a controlled environment, time and context. This links in with the activity as the children were asked to take pictures within their environment. 

According to Familylives.org (2018), encouraging outdoor play is essential for children’s development, as it allows them to learn about their environment, allows them to use and move their whole body and develop gross and fine motor skills, and meet their multi-sensory needs. 

Under the physical development area of learning of the foundation phase (Welsh Government, 2015), children should be given the opportunity to develop both fine and gross motor skills. This links in with the activity as children were given the space to walk about and develop their gross motor skills, as well as using their fine motor skills to use the Ipad. 

I chose to incorporate photo taking into my activity because, as Davies et al (2014) shows, photos can provide reminders of outings and events, as well as providing opportunities for sorting, ordering and closely observing. When children are in control of the tablet and picture taking, the technology can support their learning right from the start. As they are the ones making the decisions about the important features of their environment, it supports their observation skills. 

Features such as the camera are a good starting point to learning how to use an ipad, according to Beauchamp and Hillier (no date). 

Under the producing strand of the digital competence framework (LearningWales, 2016), children should be able to use a camera to take a series of photographs. 

During the activity, the children would be asked to sort out the photographs that they collected. Under the Data and computational thinking strand of the Digital competence framework (LearningWales, 2016), children should be able to sort and group pictures using one or more criteria, giving reasons for their grouping. Under the Mathematical development area of learning in the foundation phase (WelshGovernment, 2015), children should be able to Collect information by sorting and represent it in pictures, as well as sort and classify objects using more than one criterion.  The language, literacy and communication skills area of learning also encourages problem solving and discussion. 

I chose to use tablets for this activity, as Chaudron (2015) shows that when available, children show a strong preference towards them, due to the size of their screen, their portability, and their ease of use due to the touchscreen technology. According to Beauchamp and Hillier (no date), Ipads have the potential to motivate children and teachers 
Both Domingo and Gargante (2016) and Hatzigianni and Kalaitzid agree, saying that tablets are interactive and portable, enhance active participation and joint attention and children are able to make choices and take better control of their learning. Chaudron (2015) adds that they are very versatile, and photo taking is just one of its many uses. Also, the foundation phase suggests that activities should be carried out using different resources, including ICT. 

According to Familylives.org (2018), play is very important to a child’s development, as it is one of the main ways that children learn. Because play is fun, children often become absorbed in what they are doing. It is an integral part of a child’s early years foundation stage. Through play, young children can develop many skills, including language, emotions, imagination, creativity, social skills and problem solving. Adults have a role within play to ensure that they make time and space available with the relevant resources.  

At the end of the activity, the children would be asked to discuss their findings. This links into the foundation phase (WelshGovernment, 2015), which says that children should be able to talk about things they have made or done, explaining the process. 

During this activity, I feel that the children would have gained digital literacy skills, as they were learning how to use an ipad in order to carry out tasks. They were also gaining social skills, and learning how to work as part of a team. 



 








































In general, it is assumed that children are more knowledgeable about how to use technology than adults. However that is not necessarily true. Even children who are confident with new technology need guidance from their parents and teachers on how to use them safely and productively. They need to learn to be digitally literate in order to protect their privacy and security, as well as knowing when to come away from the device to communicate with people (Gallagher and Magid, 2017). 


Keeping children safe online






Setting rules:

Many parents use restrictive strategies and set rules to limit the amount of technology their children use. These may include setting time limits (Chaudron, 2015), the most common being between 30 mins to 2 hours a day (Goh et al, 2015), and restricting use, for example only being allowed to play a selection of games (Chaudron, 2015). If children are using devices for more than two hours at a time, it is recommended that they take a break and be active (Triggle, 2019).   
Research shows that if children are using a device for educational purposes, parents may choose to extend the limits (Brito et al, 2018).
A common rule that parents set is that homework should be done before a computer or mobile device can be used (Goh et al, 2015). This links in with the UNCRC article 3 (Unicef, no date), as the best interests of the child must be a top priority. 
Between the ages of 3 and 5, children’s technology use should be adult guided (Kidron and Rudkin, 2017). When rules are set, most children follow them fairly easily. However, in some cases, rules can be unclear, especially if they don’t have the cognitive ability to understand the concept of time. This is according to Chaudron (2015).  
Children may not always remember the rules if they are not consistently applied. 
It could also be confusing for children if there are different rules for different gadget or different occasions, such as holiday time and term time (Goh et al, 2015).When setting rules, it is important to be clear and consistent, and for them to be phrased in clear, simple language that the child will understand. It is also important for the child to understand the consequences of breaking these rules. 
An example of a rule that isn’t always clear is the time limit allowed for play. Some parents tell their children to ‘not play too long’, however a time limit should have been given, and the parents should have ensured that the rule was followed. 

Why set rules?

When setting rules, parents should always try to explain the reasoning behind them. For example, explaining the importance of digital devices not interfering with other more important commitments, and the fact that some of the rules are there to keep them safe (Goh et al, 2015). 
Children generally have no perception of online risks, despite the fact that some of them may have already come across inappropriate content or pop ups (Chaudron,2015).  





















Encouraging other ‘offline’ activities 

Digital media is important, however it doesn’t dominate children’s lives. Children enjoy both online games and activities, and other non-digital activities, and they can support each other (Chaudron, 2015).
If activities such as outdoor games, craft and music are encouraged at an early age, they are more likely to carry on as the children get older (Goh et al, 2015).
To promote health and wellness in children, it is important to maintain adequate physical activity, healthy nutrition, good sleep hygiene, and a nurturing social environment (Chassiakos et al, 2016).























mobile phones:
Mobile phones and other devices should not be used at the dinner table, as talking as a family is very important for development. They shouldn’t be used at bedtimes either, and should be taken out of the bedroom (Triggle, 2019). 
Phones shouldn’t be used when crossing the road or doing any other activity that requires full attention. Triggle (2019)   

Family media use plan:
A healthy family media use plan is an individualised family plan that identifies an appropriate balance between media use and other activities, sets boundaries for content, encourages age-appropriate critical thinking and digital literacy, and supports family communication. Parents should be encouraged to develop this plan in order for themselves and their children to benefit from good sleep hygiene, adequate physical activity and positive social interactions. Paediatricians and other paediatric health care professionals can provide more advice on this.  Chassiakos et al, 2016  
According to Healthychildren.org (no date), when media is used thoughtfully and appropriately, it can enhance daily life. But when used inappropriately or without thought, media can displace many important activities such as face-to-face interaction, family time, outdoor play, exercise, unplugged downtime and sleep. 







Stranger danger
Research has shown that parents underestimate the likelihood that their child might engage in online conversation with people they do not know. Therefore, it is critical that parents promote online safety with their children from an early age, monitor children’s internet use, and use tools, such as parental control software, to maintain awareness of their child’s online activities (Chassiakos et al, 2016).  
Risks such as sexual grooming and child sexual abuse, although real and extreme, are not as common as they are believed to be. They are made to sound more common by headlines, while the more common risks, such as obesity, low self esteem and addiction are overlooked (Kidron and Rudkin, 2017).
Research shows that children want more information about how to get offline, more protection from unpleasant content and more control over their online behaviours. Strategies such as taking away devices and using parental controls are far less effective than providing knowledge and teaching children to be competent. Research shows that digitally literate children take more risks and come to less harm (Kidron and Rudkin, 2017). 



















Parents TV use
When parents watch TV, it distracts from parent-child interactions and children’s play. Heavy parental use of mobile devices is associated with fewer verbal and non-verbal interactions between parents and children. Chassiakos et al, 2016
Parents play an important role in modelling media behaviours for their children, therefore reducing their TV viewing and enhancing interactions with their children may be an important area of behaviour change (Chassiakos et al,2016).
Triggle (2019) agrees, saying that parents should give their children proper attention and quality family time.

Parents should interact with their children while they are using media to enhance learning opportunities (Hatzigianni and Kalaitzidis, 2018).













Talking about risks

Talking as a family about online safety and cyber bullying is important, as well as discussing with children what they should do if they are worried about anything online (Triggle, 2019).    

Research shows that when parents and children share their online experiences and talk about the risks and opportunities, their online exposure to risks is reduced without reducing their opportunities (Chaudron,2015).
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