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[bookmark: _Toc39780238]Part 1
Hsin et al. (2014) refer to young children as ‘a generation of digital natives’ who live in a world in which technology is now the norm. Chassiakos et al. (2016) agree and add that today’s children are being raised in a digital world surrounded by technology. As such, educators have had to think more carefully about the role that technology plays in young children’s learning and development, in both formal and informal settings (Hsin et al., 2014). They highlight the opposing views that exist between those who believe that technologies inhibit, and those who assert that it improves, young children’s ‘social, emotional, physical, and cognitive development’ (Hsin et al., 2014). According to the National Association for the Education of Young Children (NAEYE) and the Fred Rogers Centre for Early Learning and Children’s Media (2012), ‘Technology and interactive media are here to stay’, so it is important that the benefits, limitations, and potential negative outcomes related to young children’s learning and development, are well understood. 
Therefore, this essay is a critical evaluation of the effectiveness of digital devices used by young children to access media content and/or support ICT development. Firstly, it examines the advantages and disadvantages of children’s use of digital technology, with a particular focus on sleep and holistic development. Next, it looks at children’s current levels of engagement with digital media, and finally, it explores the role of the adult in monitoring and overseeing children’s use of digital media.
Goh, Bay and Chen (2015) and Chaudron (2015) say that there has not been much emphasis in research on the impact digital media has on children under the age of 9. Kidron and Rudkin (2017) add that we cannot rely on the resilience of children, and industries need to make the digital environment ‘fit for children’ as all users are currently treated as equals. Chassiakos et al. (2016) say that there is evidence to show that children under the age of two years gain little from devices, and that their use should be discouraged as interactions with parents are far more beneficial than a video. However, Ofcom (2019) found that a significant number of preschool children have access to and use digital devices on a regular basis. 
The statistics show that the number of children using these devices increases with age (Ofcom, 2019). Kidron and Rudkin (2017), found that digital habits start at a young age and continue into adulthood. Wong (2015) draws our attention to digital devices being naturally attractive for toddlers and pre-schoolers, who are modelling the behaviour of parents and siblings. There are also many accessories available to purchase such as tablet holders for pushchairs and car seats and Laidlaw, O’Mara and Wong (2019) suggest that children using digital devices has become normalised. However, Mental help (2020) say that young children need to move their bodies and they are not developmentally ready for computer activities although they will lose focus and then return to the activity repeatedly moving freely in between.
[bookmark: _Hlk40918929]Ofcom’s (2019) report indicates that there are more younger children taking a device to bed compared to children aged between five to seven years old. Heubl (2019) tells us that quite a lot of parents are happy to replace a book with a digital device. However, Palmer (2007) believes that devices have no place in a bedroom. Furthermore, the University of Texas (2020) state that story time is more beneficial when shared with an adult, as it is more engaging and promotes good feelings towards reading, increases active participation, and improves listening skills. Storytelling itself allows children to learn about others’ cultural differences. Storytelling is an activity used to teach literacy, and, in addition to reading and writing, this also includes listening, speaking, and communicating. Piri (2015) adds that it also improves spelling skills. However, American Academy Paediatrics (2015) recommend that the parents of young children should monitor the content children access and watch alongside them. Organisation for Economic Co Operation and Development (OECD) (2019) say that this provides an opportunity to scaffold children’s learning and that quality interactions are more beneficial than the activity itself. Additionally, this will help to prevent any misinterpretation of what they see (American Academy Paediatrics, 2015). This links to Bandura’s (1977) Social Learning Theory that suggests that what children see and hear can impact the way they feel, respond, and react. 
Lebourgeois et al. (2017) say that using devices at bedtime delays the onset of sleep, and that this may be caused by the content of the media. However, Palmer (2007) found that it is the short wave-length blue light that can be particularly destructive to sleep patterns. Palmer (2007) states that the light emitted by these devices could be a strong contributor to children feeling so awake at bedtime, as it suppresses melatonin levels which affects the quality and amount of rapid eye movement (REM) sleep. Safer Internet (2020) concur and add that it interferes with our natural body rhythms, and Lebourgeois et al. (2017) also agree saying children are more sensitive to the effects of the light. Good quality sleep is essential for a child's health and well-being (Dawkins, 2018; Matriccian, 2019), as well as their ability to learn (Palmer, 2007). According to Kids Health (2020) sleep is essential for the body and brain; during sleep the brain sorts through and stores information, replaces chemicals, and solves problems. However, OECD (2019) there is not sufficient reliable research to show the effects that screens have on a child’s developing brain. Additionally, Dawkins (2018) states that sufficient sleep improves children’s attention, behaviour, learning, and memory. Kids Health (2020) found if a child does not have sufficient sleep, they are irritable and clumsy and also find it difficult to think clearly; furthermore, sleep deprivation can affect growth and the immune system. Gonnissen et al. (2013) discuss the connection between childhood obesity and short, or disturbed, sleep. Dawkins (2018) concurs adding that it can also be a cause of depression. 
Wong (2015) says that mobile devices are beneficial in scaffolding children’s knowledge, and that, when children engage with technology, they have the opportunity to search the internet and access images, songs, and video recordings, which provides the opportunity to explore independently. Laidlaw, O’Mara and Wong (2019) suggest this has the potential to impact positively on teaching and learning opportunities. Indeed, Wong (2015) found that children who have not yet learnt to read conventional text are able to create complex digital text. However, First Discovers (no date) tells us that apps designed to teach a child to read are only effective for school-aged children and above, however, it was found that these are sometimes used by parents to try and encourage reading at an earlier age.
Walker and Long (2009) say that there is a growing body of research that shows digital media is having a positive impact on children’s learning outcomes promoting motivation, engagement, and independence. Lynch (2018) says that it is making learning accessible for everyone. Walker and Long (2009) adds that it is particularly useful tool to engage hard to reach children. Lynch (2018) states that media supports differentiation by providing a range of differentiated options enabling children to learn in a way that suit them. (Walker and Logan (2009) discuss that the role of digital media and its use in educational settings is increasing. However, Lynch (2019) advises that digital media should complement good pedagogy and not replace it. 

[bookmark: _Hlk40821208][bookmark: _Hlk40974004]Kidron and Rudkin (2017) say that technology can be designed according to the needs of the child, however, they found that children were not asked for their opinion. They discovered that a third of the three billion users are under the age of eighteen, and that technology is built to meet the adult’s perception and children are the last to be heard (Kidron and Rudkin, 2017). However, Article 13 (freedom of expression) of The United Nations Convention on The Rights of the Child (UNCRC) states that “every child must be free to express their thoughts and opinions and to access all kinds of information as long as it is within the law” (UNICEF, n.d, p.1).  Kidron and Rudkin (2017) state that all disciplines agreed that the digital environment should be made fit for children by acting above and beyond commercial consideration. They go on to state that it is the government’s responsibility, in keeping with Article 17 of the UNCRC “to make sure children are protected from exposure to information that is not age appropriate and may be damaging” (UNICEF, n.d, p.1). 
[bookmark: _Hlk40815354]Laidlaw, O’Mara and Wong’s (2019) paper discusses how the media portrayed digital devices and technology throughout a five-year period; they found there was a lot of variation between all negative, then balanced, and then positive. Therefore, it is no surprise that some parents believe that violent media games will increase aggression in children (Martins et al., 2018). This is known as the framing theory (Goffman, 1974). However, add that “simply playing violent video games done not a killer make” (OECD, 2019, p.30). Laidlaw, O’Mara, and Wong (2019) highlight the positive aspects of children participating in online games, and these include problem solving with other game players and developing critical thinking skills. 
[bookmark: _Hlk40914298]This generation have been born into the digital age; they will never know a time where internet did not exist, therefore they are complacent about the advances in technology as it has always been this way for them and this is how their future is shaped (Southern Phone, 2020). Southern Phone (2020) say that the technology and digital devices has enhanced the efficiency of everyday activities, from on-line shopping to global interconnections. Media has changed how we meet people and interact with the outside world. However, there is a risk that media is ‘stunting social abilities’ as we fail to develop face to face interactions (Southern Phone, 2020). OECD (2019) says that children are more ‘connected’ today however, prioritisation should be given to face to face interactions. Mental help (2020) adds that children need to make friends they can physically interact with.
The new curriculum has been constructed around four purposes to support holistic learning where the child is at the centre to ensure that the child has mastered a skill before moving on to the next stage of learning (Welsh Government, 2020), the digital competency framework is embedded in the curriculum. Special educational resource centre (no date) provide information about apps that are available and activities using a mouse to facilitate the development of fine motor skills. Victoria State Government (2019) explain that the development of fine motor skills is imperative to enable the ability to mark make which will develop into writing skills, additionally they are an important component for a child’s well-being and ability to selfcare. While interacting with digital devices has may advantages and promotes learning OECD (2019) states that there has been a significant amount media hysteria regarding false associations between the use of technology and poor developmental outcomes. 
Ofcom’s (2019) report says that parents feel that the children benefit from being online, and that statistics show that in recent years more parents are discussing the importance of safety in the online community. Safer Internet (2020) state that as with anything, too much can have a negative effect and research shows that it is the same for children’s use of digital devices. OECD (2019) say when children access media in moderation it can enhance their relationships with peers and is unlikely to effect engaging in physical activities. It is the parent’s responsibility to monitor if screen time is having a negative impact on sleep, or physical activity (OECD, 2019). Laidlaw, O’Mara and Wong (2019) maintain active involvement with children and engage on online activities. Children should be encouraged to develop good habits with digital media using it in a way that is beneficial to their development OECD, 2019).
In conclusion, this critical evaluation set out to examine the effectiveness of digital devices used by young children to access media content and/or support ICT development.  Firstly, it examined the advantages and disadvantages of children’s use of digital technology, with a particular focus on sleep and holistic development. Digital devices at bedtime has a detrimental effect on sleep and a child’s health and wellbeing.
Secondly, it looked at children’s current levels of engagement with digital media and found that children are using digital devices from an early age and there is insufficient evidence to indicate if this has a negative effect on a child’s holistic development.
Finally, it explored role of the adult in monitoring and overseeing children’s use of digital media and found that this can be beneficial to scaffold a child’s learning.
Therefore, it can be seen that digital devices are helpful and useful in providing young children with a way to access media content and support their ICT development in both formal and informal ways. However, it is important that their use is appropriately overseen and directed by the adults who are caring for them, in order to minimise any negative effects. 



















[bookmark: _Toc39780239]Part 2Professor Donaldson the founder of the new curriculum describes the world as changing fast! Children have been born into a digital world and this is how their future is shaped and it has many benefits. 
How can we support our children??
We all want our children to be healthy and happy and to grow and develop well physically and mentally. Above all we want to keep our children safe!
(Internet matters, 2020)




A parent’s guide …
The pros and cons of a digital world[bookmark: _Hlk40547486][bookmark: _Hlk40547487]Often the first things we think of when we hear the words ‘children and internet safety’ in the same sentence involves us envisaging our biggest fears: the website Get Safe Online (2020) and the Welsh Government (2020) suggest that these may include children seeing inappropriate videos or images that may upset or frighten them. Also, the worry that they may give apps and websites permission to share their location, which makes them vulnerable to unknown strangers. Unfortunately, we are all familiar with children’s ability to spend real money on in-app purchases without realising. Your concerns are valid and completely understandable, but there are ways to protect your child / children!
There are many advantages for children who can interact with technology. These include: The opportunity to improve their hand–eye coordination by playing educational games that require them to follow objects and interact with them. This also supports their understanding of how to interact with systems through knowing that pressing a button will achieve the desired outcome. Problem solving interactive games and websites support a child’s ability to solve problems by working out what goal they must achieve to get to the next level. Also learning how to solve issues with the game and the connection. Talking to a device or search engine can help improve their language skills providing the opportunity to read and evaluate the results. Not only can children learn in the traditional way from parents, teachers etc. but they also have access to a wealth of information provided by the world wide web.


[bookmark: _Toc39780240]

Everything in moderation!!
As with everything too much can have a negative effect.
Be  
S M A R T

The website Internet Matters (2020) says that children can easily develop habits when using digital devices, as very often they include features that encourage children to spend longer on them.  Get Safe Online (2020) recommends setting screen time limits from an early age and setting a good example with your own usage. BB glasses will help to counteract the effects of blue light (van der Lely et at, 2015). Sharing photographs and stories on social media is the ‘norm’ for many parents, a fantastic way to share moments with family and friends. The website Parent Info (2020) talk about photo shame not being restricted to the family album and these posts are part of our child’s digital footprint that will always be out there. It is important that as adults we frequently review our privacy settings. Supervising the content that your children are engaging in. 



These cartoons are a useful way of explaining the dangers of the internet to children -


https://www.youtube.com/watch?v=EeadD0jS48E
https://www.youtube.com/watch?v=p0la1sDwwaw




What does S.M.A.R.T stand for?
S - SAFE: keep yourself safe by not giving anyone online any personal information. 
M - MEETING: Meeting someone you have only been in touch with online even a friend of a friend can be dangerous. This person is still a stranger.
A - ACCEPTING: be careful what you click on- it might be a virus or something you should not see.
R - RELIABLE: not all information you see online is true.
T - TELL: tell a grown up if something makes you feel uncomfortable.




Cartoons like these explain the dangers in a child-friendly way. 
[image: ]
https://www.youtube.com/watch?v=EeadD0jS48E
https://www.youtube.com/watch?v=p0la1sDwwaw



Useful links-
https://www.saferinternet.org.uk/blog/parenting-digital-age-what-are-benefits-my-child-using-technology
https://www.gov.uk/government/publications/safeguarding-children-and-protecting-professionals-in-early-years-settings-online-safety-considerations/safeguarding-children-and-protecting-professionals-in-early-years-settings-online-safety-guidance-for-practitioners
https://www.gov.uk/government/publications/child-safety-online-a-practical-guide-for-parents-and-carers/child-safety-online-a-practical-guide-for-parents-and-carers-whose-children-are-using-social-media
https://www.getsafeonline.org/safeguarding-children/                                  
https://parentinfo.org/
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Part 3
	Activity Plan

	Activity: To create a digital image of a favourite animal

	Number of children:
four
	Age of children: 
5-6
Year 1 class 

	Number of adults:
one

	Location:
classroom


	Preparation time:
Less than 5 minutes 
	Activity time:
15 minutes approximately 

	Resources:
Class computers and accessories 
Internet connection
Access to HWB account 

	Aim/s of activity:
To produce a digital image of a favourite animal, save and print.
To develop mouse control, to build confidence and promote independence when using the computer, accessing HWB platform.
To practise saving and printing work.

	Links to outcomes:
[bookmark: _Hlk40831975]Digital Competence Framework: (Welsh Government, 2020: no page)
Interacting and collaborating – collaboration:
Collaborate with a partner on a piece of digital works.
Interacting and collaborating - storing and sharing:
Save work using a familiar word as a file name, e.g. child’s name/keyword, and understand that the work can be retrieved.
Citizenship – health and well-being:
Use digital devices within a controlled environment, time, and context, e.g. use for a given time limit and specified outcome.
Producing - creating
Select appropriate software to complete given tasks in order to use text, image, sound animation, and video.
                                                                      


	Differentiation:
The more able child can use the animation tab in ‘JIT’ and complete a sequence of pictures to build an animation.
The less able student can paint a background, or select a picture background instead of a blank background, and select an animal from the selection on the top left of the screen.

	Role of adult/adults:
To observe and support by modelling children to complete the designated task encouraging use of tools while promoting independence.

	The Activity: the class theme is ‘paws and claws’ and there has been a lot of talk about their favourite animals. 
Have a brief conversation with the children during morning carpet-time so that they understand what is expected of them.
Turn the computers on and wait for them to start up, enter the school username and password located on the board behind the 2nd computer. Check that each device is connected to the internet.
Locate the four selected children and (providing all computers are working) remind them what the task is, encourage them to assist each other. 
Observe, monitor, and support if required to: 
· Load the HWB platform
· Select ‘internet’ icon
· Type HWB into the search bar
· Select HWB (usually at the top of the feed)
· Sign into HWB using their personal username and password (if the child has not memorised them you will find cards with the information on in the tub on the desk between the computers)  
· Select the ‘JIT’ icon
· Select blank page
· Create a digital image of their favourite animal
· Encourage the children alter the size of the brush and switch to the pen and change colours.
· Select the ‘text’ tab and add their name 
· When completed click the ‘save’ icon
· Save work under ‘favourite animal’
· Go back to the home screen and select the icon ‘my files’ then select ‘child’s name file’ 
· Select the ‘favourite animal’ file to open the saved image
· Select ‘print’ icon
· Select ‘year 1 printer’
· Exit to HWB home screen
· Log out 
· Retrieve work from printer and stick into ‘project book’
Select a new group of children and repeat until all 24 have had the opportunity to participate.





[bookmark: _Toc39780241]Part 4 
Metz (2007) discusses the relevance and importance of an evaluation. An evaluation provides an opportunity to ensure the activity meets the desired criteria. The purpose of this evaluation is to critically evaluate the activity ‘To create a digital image of a favourite animal’. Johnson (2020) says to engage children in learning pupils must be interested in what they do. The ‘paws and claws’ theme was chosen by the children themselves, therefore it is something they are interested in.  Mental Help (2020) say that children need time to explore independently, they enjoy periodically clicking the mouse, and are curious about what results this might produce. 
The Welsh Government’s (no date) National Curriculum was introduced in 1988 before online shopping, Google, iCloud and digital devices, therefore the new curriculum needs to prepare children to learn digital skills and to be creative and adaptable alongside the development of knowledge. The pace of technology means that children must be prepared for jobs that do not yet exist. 
Dewy (Alber, 2020) was one of the first education reformers who believed that a child’s capabilities and interests were more than mandates of the curriculum. The new curriculum supports cross curricular learning and the Digital Competency Framework (2018) is embedded throughout the curriculum. This activity meets the requirements for strands of the Digital Competency Framework (2020) and strands from a previous year group. According to Piaget (no date, cited in Alber, 2011), this facilitates children’s ability to combine prior knowledge and experience. However, the children should have had the opportunity to turn on the computers themselves encouraging independence. This links to a key principle of Montessori’s (no date, cited in Bates, 2019) philosophy, who believed this would provide a more meaningful experience. 
[bookmark: _Hlk41050822]The activity fulfils the category to meet the health and well-being strand “Use digital devices within a controlled environment, time, and context, e.g. use for a given time limit and specified outcome” (Welsh Government, 2020: no page). Additionally, the activity could easily be adjusted for more able children by extending it by adding their name and the date to their work it would meet additional strand provided for this year group “add their name and the date to the work they have created, e.g. type their first name and surname and add date to pieces of work” (Welsh Government, 2020: no page). These strands are part of the Citizenship section of the Digital Competency Framework (2008) this strand is focused on children developing the skills required to contribute confidently to the digital world, it will facilitate the development of critical think skills, strategies and tools enabling children to become responsible, independent citizens of the digital world. This also links in with of the four purposes of the new curriculum, facilitating an integrated approach to learning (Welsh Government, 2020).
Similarly, the activity can support children who have not yet developed the skills required to meet the strands for previous year group. Aubery and Riley (2019) say that this is a reflection of Piajet’s theory and the  variation in education is important as children mature at different rates and when designing their learning practitioners need to move away from the “one size fits all” (Aubrey and Riley, 2019, p.48) approach. Student based learning is the ultimate differentiation (Lynch, 2018).
However, this activity does not provide sufficient challenge to meet the requirements of the subsequent year group. Therefore, it would not be suitable for More Able and Talented (MAT) children (Welsh Government, 2015). The Department for Children, Schools and Families (2008) say that MAT children are defined as those with abilities that are significantly ahead of their peers and that it is important that children are recognised as individuals who each have their own strengths and weaknesses. Therefore, practitioners are responsible for creating a personalised curriculum to ensure that every child reaches their full potential (The Department for Children, Schools and Families, 2008). 
While considering the adaptability of the designed activity to meet the differentiation of children’s abilities and considering those children with additional learning needs some children may need extra support (Enquire, no date).  Bulloch (2020) states that is good teaching practice to amend the education to suit an individual child’s need. Lynch (2018) says this can be achieved by tailoring the instructions and providing extra time to think, process and absorb. Lynch (2019) adds that good pedagogy is focused on mastery. The activity fulfils Digital Competency Framework strands from earlier year groups, facilitating the opportunity to master previous skills. Walker and Logan (2009) discuss that computer-based activities can support children who struggle in formal learning context. The role of the adult in this activity is to support children with additional learning needs and facilitate the mastery of their skills.
The Department for Children, Schools, and Families (2008) emphasise the significance of appreciating all talents and abilities, and say that practitioners should aim to develop children’s confidence by providing activities that challenge and support, whilst providing opportunities that create a desire to learn and achieve as much as possible. Additionally, MAT children might only be recognised when given the appropriate opportunities, and some children may appear to have additional learning needs but will be very able (The Department for Children, Schools and Families, 2008). 
Kidron and Rudkin (2017) say that some children are not meeting developmental goals. Moreover, according to the Department for children, schools, and families (2008), it is worth noting that children who are living in poverty are more vulnerable to underachieving. The Children’s Commissioner for Wales (2020) recently announced that education inequalities have become more apparent and Kidron and Rudkin (2017) say that without access to the internet and devices, children are disadvantaged. Kidron and Rudkin (2017) state that every child has the right to access the digital world ‘creatively, knowledgeably and fearlessly’. Kirsty Williams the education minister for Wales says that no child should be left behind, and the digital divide needs to be closed (Williams, 2020). Lee (2018) explains that if children do not have access to devices at home it can impact their education as they are unable to complete tasks / homework additionally, they are not as familiar with the devices as their peers and may struggle to achieve the desired outcome.
Wong (2015) says that young children have a wealth of experience and knowledge gained from interacting with multimedia devices before they begin formal schooling, and practitioners need to value their acquired knowledge. Mental Help (2020) say that by observing children, practitioners have the opportunity to ask questions and expand the children’s knowledge of computers. Practitioners should intervene if a child becomes frustrated, but that any intervention should be kept to a minimum, as this facilitates the child’s ability to use the computer effectively (Mental Help, 2020).
Mental Help (2020) suggest children and teachers learn together, and that practitioners should encourage peer learning. Laidlaw, O’Mara and Wong (2019) say that practitioners should be encouraged to use digital technologies as part of their own learning, to develop their confidence and knowledge in creating and assessing digital activities and devices. Kingston and Siraj (2017) discuss the importance of practitioners being able to scaffold the child’s learning. Siraj and Mayo (2014) found that this can only be done if the practitioners are equipped to do so, therefore training is imperative to ensure that children can consistently develop their own knowledge.
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