1. Critical evaluation of the effectiveness of digital devices used by young children to access media content/support ICT development.    

[bookmark: _GoBack]Young children are spending more time than ever before on digital devices. According to (Ofcom, 2014) numbers have doubled over a year, with one in three children now owning their own tablet computer. This increase in ownership at such a young age means that some children can gain access to the internet, playing online games and watching video clips/You Tube before they join school. (Chaudron, Gioia, and Gemo, 2018) reports that young children have their first contact with digital technologies before the age of two, usually through their parent’s devices which are not age appropriate for them. The report highlights that young children are daily consumers of audio-visual media services products, for example smartphones, tablets and video games consoles. 
Can digital devices be that resource that scaffolds children’s learning and development, helping them to move on to understand different things? The use of touch screen tablets has risen with over half the UK homes now owning one. Reports by (Ofcom, 2015) suggest that 53% of 3-4-year old’s go online for 8 hours a week. Children’s emotional wellbeing increases when they use handheld devices for learning as it is seen as ‘play’ rather than ‘not play’, and they are more highly motivated, enthused and engaged (McInnes et al, 2012).
 According to (Formby and Knowland, 2016) a recent survey indicates that the majority of practitioners believe that technology can have a positive impact on children’s literacy learning. There is growing evidence to suggest that tablets and touchscreens/apps have the potential to promote emergent writing, letter knowledge and early mark making. However, the survey revealed that children who look at/ read stories on a touchscreen in the home, only spend 5-15 minutes on any given time. 
Other research carried out in five primary schools reported the use of iPads improving Math’s, English and communication skills, with the possibility of the learning covering all areas of the curriculum, when used on a regular basis. Using iPads allows children to research themselves, with the iPad being that More Knowledgeable Other (MKO) that Vygotsky talks about. This research noted that children communicated more with each other and the teachers, with the iPads having a positive impact allowing the children to feel more motivated and engaged during class. It also highlighted that boys appeared more motivated when using the iPads to produce pieces of written work (Dunn et al. 2017).
(Bedford et al, 2016) outlines the benefits of touch screen tablets when actively scrolling the screen, helping children to build fine motor skills. But other research on the fine motor development in young children, note that a study of 3-4-year old’s in a different preschool setting, where children used  a touch screen tablet for more than one hour a week over a period of one month, might be disadvantageous for the fine motor development in young children (Chen, Cherng and Lin, 2017).
Technology, tablets and iPads promotes inclusive learning for children in the classroom and at home who have a vision impairment, enabling the children to 

become independent learners where learning can happen at their own pace. The Royal National Institute of Blind People (RNIB, 2019) estimate that approximately 25,000 children in Wales and England have a vision impairment. They encourage the use of digital technology and the crucial role it plays to help children with a sight condition get the best start in life and to enable them to achieve their full potential. For example, the use of electronic books and audio magnifiers as essential tools to access information and present their work, developing their literacy skills to their full potential.
 The most popular digital devices are small screens which allow 24/7 availability and are mobile, giving ownership and autonomy of choice and use. According to (Chaudron, Gioia and Gemo, 2018) digital technology is beneficial for four main purposes which consist of communication, creation, information and learning and leisure and entertainment. 
Schools are increasingly using iPads in the classroom to enhance learning and to help children become confident users of technology, to better prepare them for future employers and lifelong learning. ‘Hwb’ is a Welsh Government initiative website of online tools used throughout education with the aim for all learners and teachers to have 24/7 access to online resources from any device. The Hwb programme has many benefits, particularly of partnership working with parents, providing access to bilingual services and enabling the children to collaborate with each other (Welsh Government, 2012).  
 However, not everybody has access to computers at home, which can lead to children falling behind with schoolwork and being left out of school life, due to circumstances which mean they cannot afford computers or internet facilities. (Holloway et al, 2014) revealed the big impact that this can have on young children’s emotional health and wellbeing, with poverty leading to bullying and feelings of isolation, being singled out and stigmatized.
Other research suggests children are spending half the time playing outside compared to their parents, with young children spending twice as much time in solitary, on screen-based activities (Jenkins, 2018., and National Trust, 2016). However, a report by (Papamichail and Sharma, 2010) suggests that digital networks provide opportunities for social inclusion. Children unable to physically meet with friends and family due to disabilities are disadvantaged. Digital tools and connectivity allow young children to create and maintain important support networks and friendship groups, reducing feelings of isolation and loneliness. Bandura and Bronfenbrenner’s social learning theory have similarities in their views, showing that children’s social interactions with others around them as being central to learning and development (Gray and MacBlain, 2015).
 According to (Dias and Bento, 2017) outdoor play is diminishing, and we are becoming more disconnected from the natural world, leading more sedentary lives due to the expansion of technology. There are many benefits to children playing outdoors in the fresh air and being exposed to sunlight as it allows children to be more physically active which helps them to build strong bones, stronger immune systems and good fitness levels. Children burn more calories outdoors, which is important due to the continuing concerns of obesity rates in children growing up today.  Spending time outdoors in green open spaces also develops a lifelong connection with nature, learning about the world around them and remembering what they have learnt as it is personally meaningful, hands on learning (Christie, Johnson and Wardle, 2010). 
(Kardefelt-Winther, 2017) notes that moderate use of time spent on digital technology can have a small positive impact on children on their mental wellbeing. Putting provisions and support in place will help to maximize this positive impact that younger children require, paying attention to focusing on the content and activities that children are encountering and not solely concentrating on the time spent on digital technology.
Technology allows children to research independently providing feelings of empowerment. Children with ASD and ALN using digital technology benefit from the advantage of learning at their own pace and level where repeated exposure is required. Extending the learning environment as children learn in school and at home, the use of educational apps provides a seamless transition from school settings to home. Technology makes visual images more accessible to children with communication and social impairment, specifically those with ASD, leading to improvements in communications (Allen, Cain and Hartley, 2016).  
 There is research that says 150 children who participated in adult mediated computer activity between the ages of 5 and 6 years of age indicated higher levels of performance on a range of cognitive measures and more reflective response styles, compared with other children (Aubrey and Dahl, 2014). This highlights the importance of the adult role in raising children’s thinking and collaborating with the children.  Vygotsky notes that experienced peers or adults supporting children at the right time through their zone of proximal development enables the children to reach higher levels of understanding. Cognitive development happens through peer, adult more knowledgeable others, or even computers. (Chadwick et al. 2010).
 However, there is evidence that suggests that children under the age of two viewing electronic media has adverse health and development effects on children’s language development, reading skills and short-term memory. A recent study reports that babies and toddlers using these devices, are at higher risk of delays in expressive language delay (AAP News, 2017., WhiteKnight, 2015).
 Piaget believed that children should focus on real life experiences, acting as ‘little scientists’ who find understanding by interacting with their world, people, objects and concepts. During this earliest stage of cognitive development between the ages of 0-2 years the sensorimotor stage, infants and toddlers acquire knowledge through sensory experiences and manipulating objects, continually making new discoveries about the world around them (Its Psychology, 2017). 
Furthermore, despite the potential benefit of fine motor skills when children access touch screen devices, too much time spent on screens may hinder children.  They may miss the opportunities to experience the world around them, developing their large motor skills, walking, running and jumping, and risk-taking challenges in the outdoors. Froebel also notes the importance of play based activities in the outdoors and experiences with nature which allow children to develop their creative and expressive selves, interacting with children and other adults, as these are central to children’s learning (Tovey, no date).
By limiting screen time for young children, we promote serve and return, which helps to develop the brains architecture. A persistent lack of these positive and loving interactions with caring adults can result in poor brain development with research showing that this results in the developing brain becoming flooded with harmful stress hormones (NSPCC, 2019). According to (World Health Organization, 2019) screen use recommendations for children aged 2-4 years of age, are no more than one hour of sedentary screen time, with less being better. Children under 2 years of age should spend not spend any time passively watching screens. 
While there is research to show that children can benefit from the support of technology, improving hand eye coordination and language skills, there is as much evidence to show that younger children will experience developmental delays when experiencing too much screen time, if any at all. Technology will continue to evolve, it is not straight forward, it is complicated, but much of the negative evidence points towards the amount of screen time having a negative impact on young children’s development.
 It is important therefore as adults to model responsible use, to provide children with healthy guidelines to balance and manage the use, and time spent in front of screens, teaching them healthy concepts of digital use and citizenship. There are many benefits to children accessing media and digital devices when used moderately and appropriately. This is highlighted in the guidelines (Digital Competence Framework, 2018) which states that we have a duty to develop children’s digital competence skills that are transferable to the world of work.
 However, this must be balanced with real life opportunities and experiences where children can imagine, create and explore, with face to face interactions with loving adults, to promote children’s learning and healthy development.
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2. Leaflet. 
Online Safety Advice for Parents/ Carers

Research shows that over 70% of parents want to learn more about how to keep their children safe online, and potential issues they will face in the future (Internetmatters.org, 2020).


Statistics
· Three quarters of 5-15s who play games do so online.
· Children are still being exposed to unwanted experiences online.
· 52% of children aged 3-4 go online for nearly 9 hours a week.
· 70% of 5-7-year olds use You Tube, 61% of these say use it to watch funny videos or pranks.
· 42% of 5-7-year olds own their own tablet.                                                                                   (Ofcom, 2018).


   The dangers of not having Parental Controls set up on all digital devices that children can gain access to, can leave children exposed to a vast array of inappropriate content online and  cyberbullying.                                                                               Benefits of having Parental  Controls in place  ensure you protect your child from the online dangers when they are using the internet.  Setting parental controls  in place allows the parent to control, monitor and secure their online experience at all times. By blocking inappropriate content, you can filter your childs online activity which are not suitable for their age.           (NSPCC, 2020).
            






Children playing games and using apps which are not age appropriate increase the possibilty and probablity that your child will see inappropriate content.   Risks of online gaming can be bullying, in-game purchases and talking with people they don’t know.                                                     We want children to become competant users of digital devices, but we also need to raise awarness. Talking to your child and encouraging responsible behaviour is critical. To have a safer online experience we can help build up childrens  digital resilience  to ensure they get the best out of the digital world  as they grow.       (Internet matters, 2020).
what they should do if something in appropriate is on internet or someone bullies them or contacts them
Reporting Inappropriate Content
NHS recommends children do NOT use screens until age 2. Under the age of  5 , limiting screen time to preferably under 1 hour per day (NHS, 2019). Research suggests that excessive use of time spent on digital technology can have a small negative impact on childrens mental well being. However, there is also evidence that notes the moderate use of time spent on digital technology having a small positive impact of childrens mental well being (Unicef, 2017). Limiting childrens screen time during the first five years of life will contribute to childrens overall development (World Health Organisation, 2019).
        
                                         benefits of limiting screen time    


Screen Time
Parental Controls




Top tips for parents for online safety – supporting children to have a safe and positive time online.
Keep your children safe when browsing the web - switch on your parental controls on your home broadband. Enabling access to only appropriate content.
Switch on YouTube and Google safety mode - filter/block inappropriate content.
Keep children safe when playing games online - check privacy settings, secure your devices.
 Use a strong password on gaming account, if available turn on two factor authentications.
Enable a lock screen on smartphone - set a PIN or pattern to lock smartphone to protect children.
Know what social networks your children use - check privacy settings, talk with them to help them understand the importance of not sharing personal or private information with people they do not know.
Set content and privacy restrictions - control app downloads and purchases.   
Ensure your digital devices, mobile phones and tablets are out of reach.                                                                             
                                   (Internet matters, 2020).
 
[image: ](NSPCC, 2019).



Parental controls

Explore the internet together with your child, showing them safe and fun search engines to use that are age appropriate, whilst sitting with them to share the experiences.
Demonstrate uses of digital technology when used outdoors for educational reasons, for example, going on a mini beast hunt.
Set rules and limit their use of electronic devices, explaining the benefits of time away from screens, for overall improvements on health and productivity, also explaining the dangers of too much screen time.
Set 'Play Time' settings on consoles which notify children if they have been on too long.
Limit your own screen time - be a good role model and model appropriate screen time for your children.  
Make internet time family time.  
Remember – public Wi-Fi may not have parental controls – allowing your child access to your mobile phone when outside the home may reveal YOUR personal information, at the same time providing your child access to inappropriate content.            (NSPCC, 2020).
                                                               
                                                                  

   (NSPCC, 2020). 

                                                                                                                                                                                        


Help protect your child - be open and honest, be aware of key issues, talking with them regularly to ensure they know how to stay safe online.  
Showing an interest in their life, offline and online reassures them that you’re interested in what they are doing every day.
Having these positive communications will help them feel more relaxed, providing them with opportunity to talk with you about any worries they may have in future.
Talking and agreeing on appropriate websites you are happy for your child to visit, discussing certain information that is to be kept private, and not revealing this personal information online with anybody.
Advise and share your technology rules with other family members and grandparents, to ensure they are informed when babysitting your children. Informing older siblings, the importance of only sharing age appropriate content with their younger siblings.
                                            (Get Safe Online, 2020).









Check they understand the rules
Have regular conversations

















For further online safety advice and support visit:
https://www.nspcc.org.uk/keeping-children-safe/online-safety/                                                        
https://barnardos.org.uk/online-safety 
https://www.net-aware.org.uk/   
https://askaboutgames.com/  
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3. Activity Plan.

	Activity Plan

	
Activity: Mini beast hunt.


	
Number of children: 3

	
Age of children: 3 years old
	
Number of adults: 1

	
Location: Outdoors on the nursery terrace/grounds.

	
Preparation time: 10 mins
	
Activity time: morning session – continuous provision.

	Resources:  iPads, magnifying glasses, magnifying pots with lids and breathing holes, plastic spoons/scoops, paintbrushes.


	Aim/s of activity: Knowledge and understanding of the world - Children will explore/investigate the outdoor environment and mini beats and their habitats through use of the iPads, and magnifying tools.
ICT - Taking photos and uploading them onto the computer to reflect on their discoveries continues creativity. 
Children have direct contact of natural world through firsthand experiences.
Communication, language and literacy – through open ended questions, discussing what they are doing, what they have found, discussing size of mini beasts/colours, counting legs/ spots on the bugs. 
Personal, social and emotional development, sharing resources, relaxed in child led and play based activity outdoors, caring for mini beats and their habitats.
Numeracy, problem solving – counting legs/spots, how many bugs they discovered, sorting, patterns and shapes.
Develop fine motor skills, hand eye coordination using iPad and resources, and when carefully moving mini beasts to the magnifying pots. Develop gross motor skills, lifting logs and stones.
Welsh language development, counting number of mini beasts found, how many legs/spots and colours.


	Links to outcomes: 
Use digital devices and media with care.
Save work by clicking on icon.
Work together with a partner/partners on a piece of digital work.
Explore and use different multimedia components in order to capture and use text, image, sound, animation and video.
Identify some work that belongs to others.
Follow a simple sequence of instructions.
(Welsh Government, 2018, p.5).




	Differentiation:
Different sized magnifiers for differing abilities.
Magnifying app downloaded onto iPads. 
Different sized spoons/scoops/paintbrushes.


	Health and safety: complete outdoor risk assessment before activity. Check for any allergies/ medical/skin problems.
Appropriate clothing/footwear, sun cream to be worn dependent on weather.
Small logs and stones carefully lifted by children, being mindful of fingers and toes. Adults to pick up larger logs.
Correct ratio, small group of children so not to disturb mini beats habitats too much. 
1:1 support staff for children with SEND.
Wash hands after activity.


	Role of adult/adults: Set up resources outdoors on the nursey terrace and near to the bug hotel, supervising children at all times. Demonstrate/discuss guidance before, during and after the activity, to effectively care for the environment, bugs and resources. Ask the children where to look, listening to the children’s suggestions to carefully look under stones, logs and leaves for mini beats. Demonstrate how to carefully scoop up the mini beasts/ model good handling, for further examination in the magnifying pots, discussing how small and delicate some of the mini beats are, so to take care. Demonstrate use of the magnifying glass and iPad, to take photos for further investigations indoors.
Positive body language and comments, moving carefully, speaking quietly, demonstrating being sensitive to the creatures needs.
Remind children to carefully return mini beasts back to their original habitat, placing logs/stones back exactly as we found them, so we can return later to explore.  
Ask open ended questions to encourage problem solving for example, about the minibeasts habitat, can they name any of the insects? Is it wet or dry where they live? How many are there? What does it look like? How does it move? Can it fly? Extend/scaffold learning, observing and listening to individual needs and interests.


	The activity: Ask the children if they know where to find some mini beasts, where do they like to hide, and count how many they discover, in Welsh and English. The children explore and investigate nature and their environment, carefully sweeping through leaves, looking under logs to look for mini beasts. The children discuss with the adult and each other about where to find creatures and how to care for/handle the mini beasts and their habitats. 
 Once found the children use the iPads, to take photographs to research what they have found/identification, later in nursery. Praise the children for their discoveries and findings.
Print out photos for further discussions/future planning/next steps.
After the activity, sit and discuss with the children their findings. Looking at the photographs the children have taken using the iPads, the children can zoom in and examine different features, count the number of legs and talk about the different colours of the mini beasts. Pictures to be posted on the closed Facebook group in nursery setting to share their experiences with each other, practitioners and parents.


4. Evaluation of activity plan.
Judging my plan, I have read a bit more and I would continue to provide  and develop more regular  opportunities for outdoor learning, developing children’s skills with ICT, as recommended by (Estyn, 2011) who note that children’s wellbeing, behavior and physical development improve through learning outdoors. According to Estyn outdoor learning particularly support children with special educational needs, providing a less pressured and freer environment, with reports of children with behavioral difficulties, returning indoors after an outdoor activity enabling them to settle better in class. Outdoor environments that are fun, exciting, safe and stimulating areas, allow children to explore and learn through firsthand experiences, promoting children’s development and natural curiosity to explore and learn (Welsh Government, 2015).
 This outdoor experience offers a multi-sensory real-world experience with a myriad of opportunities to explore. Taking learning outdoors provides the opportunity for embedding the aims of the new Digital Competence Framework though the use of the iPads, capturing/ analyzing and sharing the real-world experiences through the application of digital technology (Digital Competence Framework, 2018).
 (National Literacy Trust, 2017) agree with the positive use of technology as a tool for supporting early communication, language and literacy, emphasizing its use for learning and play as appose to being used as a replacement for adult interaction. The mini beast hunt created many opportunities for interaction and engagement during their activity, with the children exchanging their findings and ideas with each other and the adult. The children collaborated and shared their thoughts and feelings whilst on the hunt looking for bugs, demonstrating feelings of joy and excitement as they found some mini beats under a log.  When a child became frustrated when the iPad did not respond how they wanted it to, the adult offered positive interactions/body language scaffolding their learning, thus encouraging their personal, social and emotional development and building a strong sense of self efficacy.
 Self-confidence increased as their digital skills developed and they used the iPad to capture images, describing their findings, linking to producing strands of the Digital Competence Framework, following/copying adult’s instructions, with the adult praising their work/findings.  They collaborated to problem solve throughout the activity, discussing where they may find mini beasts and their habitats and what they had found. The children experimented with new thoughts and ideas, increasing their thinking skills, interacting with each other, with the adult demonstrating positive role modelling, as Banduras theory suggests children watch and imitate the behavior of others (Crowley, 2014).
The children were excited to discuss with their parents/carers their findings, as the pictures were posted on the closed Facebook group. Parents therefor, became involved in planning for next steps and effective communications which allowed for further learning to continue in the nursery setting and at home, building this positive relationship with parents ensures the individual child’s needs are met (Chadwick et al, 2010).
(Kucirkova, 2014) notes the positive features that iPads bring to education and learning in the early years with the first being its size. iPads are handheld, lightweight, and portable, allowing the children with the option of engaging in a variety of play based activities outdoors. The iPads allowed the children to explore and investigate their natural environment and the habitats of mini beasts within the nursery outdoor play area.
 Evidence suggests that children spending time outdoors in the fresh air, in a safe environment, improves their well being and increases a child’s ability to concentrate and function in class. Children who learn outdoors develop a sense of self, independence, confidence, promoting their holistic health and wellbeing. Spending time in the outdoor nursery setting exploring the mini beast activity, provided a safe and secure environment which enabled the children to interact with nature, with research suggesting that this time spent in the outdoors can reduce stress among young children and boost their creativity and problem solving skills (Carpenter and Harper, 2016).
I chose the resources/activity to encourage the children to develop independence and cooperation. Working together and sharing their experience/information, the activity allowed the children to communicate with each other and the adult, discussing their findings, encouraging a sense of curiosity and imagination.  Vygotsky notes the important role of social interaction and the development of cognition, with the adult supporting the children at the right stage though their zone of proximal development, enabling the children to reach higher levels of understanding (Chadwick et al, 2010). 
 The children used their senses to look, listen and touch for any evidence of mini beasts and their habitats in their outdoor space, as Piaget notes the importance of children and hands on learning. The portability and internal camera of the iPad provided the children with the opportunities to extend their learning experiences to their outdoor play area. The outdoor play learning was brought back into the classroom for further investigations and discussions as the photographs were examined and printed off, thus extending the meaningfulness and applicability of their learning experiences.
 (Neumann and Neumann, 2015) agree with the importance of touch screen tablets and scaffolding children’s use with digital technology both at school and in the home to further enhance children’s literacy development. 
The activity also proved effective in promoting the opportunity for the children to use digital devices with care as the adult demonstrated use and handling of the iPads before/during and after the activity, being a good role model, linking to the (Digital Competence Framework, 2018). Linking to the Data and computational thinking strand of the Foundation Phase, the children listened to, and followed a sequence of instructions from the adult, enabling them to use digital technology to capture real life experiences with the iPads, thus developing their digital competence. The children’s physical development was supported as they used their fine motor skills to navigate the touch screen iPad camera and zoom in on their photographs that were taken. This activity also linked to LNF Strands for numeracy as the children record their findings using pictures (Welsh Government, 2015).
The role of the adult being nearby, asking open ended questions, allowing the children to explore and be curious to investigate, showing an interest in their photographs and findings, reminding them in class of their mini beast hunt, provided the opportunity for sustained shared thinking, scaffolding/extending their learning  (Siraj-Blatchford et al, 2002). The digital tools allowed for more thinking, discussions and for the children’s interests to be further developed. Communication and language developed as the children concentrated and listened to instructions on how the resources worked, enabling them to follow the instructions to further investigate the area and mini beasts, with the children taking control as part of their play.
The activity could be adapted to meet a arrange of needs, abilities and dispositions by changing/adding to resources to include a mini beast identification sheet to name the discoveries. Magnifiers with illumination could enable a child with low sight to access and participate in the activity more easily, efficiently and independently (RNIB, 2019). The touch screen iPad is helpful for a child with special needs to capture images of the outdoor environment, printing the photographs to aid in recall later. Bilingual signs/pictures and equipment at children’s height are provided, with resources clearly labelled and displayed in the outdoor and indoor environment to promote independence, allowing children to return to the activity and resources to practice their skills and further deepen their learning, at their own individual pace. Providing easy access to the outdoor environment ensures everybody can easily access the activity and resources (Chadwick et al, 2010).
The use of iPads in Early Years settings is highlighted in guidance from (Spinks, 2013) who notes the importance of digital technology, making it a valuable tool for benefiting children with visual impairments, with the built in camera allowing the children to take pictures and magnify them with the built in zoom.
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