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

Media is a form of communication in which children and adults have access to. It can be seen as books, songs, poetry, art, internet, adverts, tv, radio, newspapers, flyers or emails. Computers, smartphones, handheld games, tablets, games consoles and apps are becoming more contemporary in children’s lives (Lee et al., 2009; Lenhart et al., 2008; Rideout et al., 2010), the use of these devices are having a positive and negative effect on children’s development. Digital Literacy is the use of communication and information technologies. Using them to find, evaluate, create and communicate information whilst using cognitive and technical skills. 

During childhood the brain is rapidly developing and maturing (Gottschalk, 2019), it is changing with experiences. Technology has been linked to causes of change in mood and arousal in children as well as longer term effects in behaviour and the brain (Bavelier, Green and Dye, 2010). With this, the overuse of technology can impact an individual’s behavioural, physical, attentional, and psychological aspects of growing up (Rosen et al., 2014). Having a negative effect on their physical capability as a lot of digital technology use involves sitting down and not being active. However, technology can be used to develop physical skills. Some applications require the user to use their motor skills on an iPad and this has been associated with improvements in motor coordination (Axford, Joosten and Harris, 2018). This therefor means that there are some potential benefits of screen time with the use of skill training applications and video games which involve the user being active. 

[bookmark: _GoBack]The use of media at home can impact a child in numerous ways such as effecting their sleep, posture and weight. Extended screen time such as television watching and video games has been linked to an increase in the risk of obesity in children (Subrahmanyam et al., 2000). This can stem from ‘snacking’ when playing video games or watching films and missing meals and eating more snack foods. It also comes from interfering with participation in extracurricular activities and clubs as children chose to play a game or watch movies instead of going out to participate in their clubs or groups. (Romer, Bagdasarov and More, 2013) say that heavy internet use impacts participation in clubs whereas moderate use has shown to be supportive of participation. Although, this can be looked at in a different view as three different findings found that moderate internet use and shared media experiences allow room for children and young people to build relationships with peers (Romer, Bagdasrov and More, 2013; Romer, Jamieson and Pasek, 2009; Pasek et al., 2006). This implies that children’s social skills are benefiting from the use of media, as it is giving them the confidence to communicate with other children of the same age. However, this must be done safely and with the supervision of an adult. All social media platforms and games have age restrictions and it is up to the parent, carer or teacher to ensure the children are safe when online and only using the platforms which are age specific to them. Also monitoring their time on applications as it is possible to develop such things as addictions to websites, social media platforms and games. The Programme for International Student Assessment (PISA) define ‘intense internet users’ as people who spend more than 6 hours a day online (Oecd.org, 2018). It is important to ensure that children are aware of the dangers of being online and the potential risks that come with using digital media and the internet. Using devices such as computers, tablets and phones can pose risks of children developing musculoskeletal discomfort, this has been identified within a number of studies (Jacobs and Baker, 2002; Woo, White and Lai, 2016). Potential causes of this can be extreme head or neck flexion, asymmetrical postures or laying in a prone position. (Ciccarelli et al., 2015) state that it is important to have a suitable environment where children can effectively engage with ICT whilst doing it safely. 

Media and digital technology can be an excellent tool for children with additional learning needs (ALN). In particular, focusing on children with language impairments research suggests that the use of e-books rather than traditional reading books be more beneficial for their language development. This is because picture books are now more media friendly with features such as sound and moving pictures. They can also be designed to aid particular linguistic phenomena, such as explaining novel words, influencing narrative structure and modelling discourse skills (Durking and Conti-Ramsden, 2014). Evidence implies that the optimal form of engagement is adult-child reading (Wood et al., 2010). This be whether the reading is child led or adult led. A recent study found that the use of e-books with children with language impairment led to improvements in word comprehension and phonological awareness (Korat et al., 2013). Although there is research to prove that e-books are more beneficial for children with language impairment, other researchers have found that the use of traditional reading books lead to just as successful interventions (Dale et al., 1996; Justice et al., 2011; Van Kleeck et al., 2006). These resources are also an excellent tool for children who have English as an additional language (EAL). 

It is important that adults and children understand that ICT is not just the use of computers and laptops (App.croneri.co.uk, 2019). Digital technology and media are everywhere and its even in items and resources which would not be considered, such as baby and toddler toys like car keys which make a sound when a button is pressed or even a roll mat with a crinkler or squeaker inside it. These resources are classed as ICT and help the children to understand cause and effect, something happening or changing because of their actions. Media and digital technology can support all areas of development for children. It can support their social, personal and emotional development through building relationships, managing feelings and behaviour and also raise their self-confidence and self-awareness. It also supports their physical development by teaching the children about health and self-care and improving their moving and handling through fine motor skills. Lastly, ICT can increase a child’s communication and language through speaking, understanding and listening and attention. Digital technology and media can also be used to support different play types within the Early Years and Foundation Phase, such as Role Play. This area can allow children use devices such as cashier machines, telephones and scales. In doing this it is helping them to understand that the world they are growing up in has ICT at the heart of it. 

Bandura (1977) had a theory called ‘The Social Learning Theory’. His theory talked about how the observation of behaviours, emotional and attitude reactions lead to children modelling and copying what they have seen. The Bobo doll experiment explains how children imitate adult behaviour. This correlates with the dangers of media and digital technology as children often copy what high profile celebrities or trending things that they see on social media. The behaviours they copy range from eating behaviours, body changes, language spoken or physical actions towards themselves and others. This can be called ‘observational learning’. (MSU Extension, 2015) found that children will only imitate depending on what sort of reinforcement those behaviours receive. For example, if a child overhears swearing from another child or online, he might learn the new words but not necessarily use them. However, if that child receives an award such as acceptance or encouragement then they might begin to use those words. However, this can be looked at in a positive manner as the closest adult to a child is a parent or carer. Becoming a role model for that child and allowing them to learn from the actions the parent is displaying. Although this is a difficult thing to do all the time, if a parent can follow their own rules, model life skills, live a healthy life, show respect and teach empathy, work hard, tackle technology issues and demonstrate social and emotional skills the child will have a good chance of growing up and modelling the same behaviours they have observed from the adult (Verywell Family, 2019). 

Media can be classed as the more knowledgeable other. The media and digital technology take someone who does not know what they are doing through the zone of proximity and helps them to understand and further their knowledge. This links in with Vygotsky (1896) theory of the Zone of Proximal Development and Social Cultural Development. The use of media supports his theory as children working together and peer learning to find things out, however do the children need an input from the adult to ensure that they find the right information and nothing inappropriate. This comes from the use of parental locks on the internet which prevents children going on sites which they should not be on. With times changing and media constantly updating, adults do not always have the best knowledge of things. Adults are learning the same time as the children and with Vygotsky (1896) theory, the more knowledgeable other is turning around and beginning to become the child. This is because of the amount of time children are spending on devices compared to the time adults are spending on them. The new curriculum includes four purposes where the children should be ambitious capable learners, enterprising creative contributors, healthy confident individuals and ethical informed citizens. This theory links to that as the children are becoming competent learners and learning from their own experiences and from doing things for themselves using trial and error. 

Jean Piaget had a theory of cognitive development and learning through play. He believed that children need to experiment actively with materials and experience things in the real world to develop thought. He also believed that practitioners should allow the children to learn through interactions with the environment. However, with times moving on and the advance in technology, children are choosing to use devices rather than go out in the world to play and gain experiences. Children can be seen as losing out on vital experiences to support their development. On the other hand, this can be a positive too as digital technology and media can be included within the outdoor experiences that children need. This can be done through taking the children outside the school grounds and using the technology that’s around them such as traffic lights, the children can be encouraged to press the button and wait and watch the lights change. The adults can also point out other devices such as cash machines and automated doors. Another way this can be done is through going out into the school grounds and using things such as child friendly power tools and measuring tapes when exploring the environment. 

Part 2 – Plan an activity to promote the digital literacy and the competence of a group of young children when accessing ICT. 

	Cynllun Gweithgaredd
Activity Plan

	Activity: 

To explore habitats of different insects and gather information about the insects found. 


	Number of children: 

10 (2 per group)

	Age of children:

Year 2 (6-7 years old)
	Number of adults:

1 (enhanced activity)

	Location:

Local park (Cwm Level)

	Preparation time:

15 minutes
	Activity time:

30 minutes

	Resources:

iPad x5 
Clipboard x5
Paper x5
Pencils x5
App on iPad (Insect Identification) 



	Aim/s of activity:

To identify different habitats within an area.

To identify different insects and collect information about them. 

Later Lesson – To come up with questions to classify insects using a branch database on HWB.






	Links to outcomes:
Education for Sustainable Development and Global Citizenship (ESDGC):

Natural environment – Teaching the children to be aware of the Natural environment and looking after it whilst having empathy.

Health – emotional, mental and physical. 

Climate change – Trees with no leaves. Walking to the park rather than getting a bus to stop pollution in the atmosphere.

Foundation Phase Framework (Outcome 5): 

Oracy (5.4) – Children use a growing range of appropriate vocabulary. 

Reading (5.10) – Children explain relevant details from texts information drawing upon personal experiences, prior knowledge and new information to support understanding. 

Writing (5.14) – Children use connectives, ordering words, expressive punctuation and simple grammar accurately when writing. 


	Differentiation:

Chilli 1 – To identify 3 insects and make note of their appearance. 

Chilli 2 – To identify 4 insects and make note of their appearance and habitat. 

Chilli 3 – To identify 5 insects and make note of their appearance, habitat and movement. 


	Health and safety:

Walking to and from the park (busy road with cars).

Children getting separated from the group in the park. 

Children finding harmful substances and objects in the park. 


	Role of adult/adults:

To encourage exploration.

To encourage collaboration and teamwork

To encourage turn taking. 

To encourage taking care of the environment and all living things. (Not disturbing the insect’s home or hurting the insects).





	The activity:

Three different chilli tasks to choose from. 

Whilst in the classroom, talk to the children about what type of insects might be found in the park and where they would be found. Do this to activate prior knowledge. Once this has been done, explain the task to the children and the three chilli challenges. Allowing children to pick the chilli they are going to do. Explain to the children that the insects they find they are not to harm or disturb the area they found them in. Also show the children how to use the ‘Insect Identification’ app to work out any unknown insects. 

Split children into 5 pairs and ensure they understand to stay within their pair. This pair will be used to walk next to during the journey to and from the park. Pairs will not be grouped according to ability. 

Upon arrival to the park give each pair an iPad, clipboard with paper and a pencil. 

Walk the children around the perimeter of where they must remain and make it clear to them that they are not to go anywhere else. Ensure that the children know where the member of staff is at all times and to report any problems or worries. 

The children will begin by exploring the area, finding different insects and they will use the ipads to take pictures of the insects they find. They do this to allow them to magnify the pictures when they get back to school to help them draft a cold write of the information text about the insects they find.  If children find any insects they do not know, they can use the app they have been shown to identify the insect. 

One partner is taking pictures whilst the other is writing down notes, the notes they will include will be such things like the insect’s appearance, where they were found, how they moved and size. Children can swap rolls as and when the feel. 

Task is over after 30 minutes of exploring. 

Return back to class and use the iPads to then research information that they could not find out on the bug hunt, such as the insects’ diet. 

All this information will then be used to create questions to classify the insects using a branch database on HWB.





Part 3 – Critically evaluate the planned activity making specific links to the Digital Competence framework strands, curriculum requirements and to research based sources. 

To begin with, before planning my activity I researched the Foundation Phase Framework and looked at which outcome I was going base my activity on. This would ensure that the children all came away with the same outcome. I also used the Foundation Phase Framework to choose a secondary and third outcome for the children to achieve too. According to (Welsh Government, 2015) ICT skills, knowledge and understanding should be developed through a range of experiences that involve them finding and developing information and ideas. I used this to base my activity on a science lesson. Where the children had to take part in a task which involved them using an iPad to research different insects they find and record information. This information would then be used in a later lesson to produce a branch database using the ‘HWB’ platform. When planning my activity, I wanted to make sure that I was giving the children a positive experience which allowed them to explore safely. This activity was planned to allow the children to develop different aspects of their learning. This included the development of language, literacy and communication, this was developed as the children were learning new words when researching about the insects and researching words that they did not know the meaning of. It also developed their curiosity; the children were able to ask themselves the questions such as ‘why does this insect live here?’ or ‘Why does this insect move in that way?’ Exploration was a crucial part of this activity as the children were tasked with exploring a given area to identify living insects and where they lived. It involved them moving parts of the environment to explore the things that were not visible at first. Another big aspect of development the children improved on was the appreciation for the environment and wildlife. It was important to ensure the children understood that all living things are crucial to the world we live in. Within my introduction I spoke to the children about how they would feel if they were an insect and children started picking them up or destroying their home. With this the children were displaying empathy during the activity by taking care of the insects they found and returning all the habitats and insect home back to their original form as they found them. Lastly the children had to learn to work together in pairs and cooperate with each other, this meant that they took turns in the roles they were given and collaborating when they found an insect, with one child taking pictures and the other writing down the key information about the insect. This activity was based on the Science and Technology area of learning, whilst incorporating the responsibilities of Literacy, Numeracy and Digital Competence. I decided to do this as whenever I teach, I always try to base my planning on the new Donaldson Curriculum (Donaldson, 2017). I was also able to include the ESDGC within my lesson and planning. The Welsh Assembly Government state that children should experience a large proportion of their Early Years provision in the outdoors (WAG, 2008). This is why I decided to plan a lesson that involved the children leaving the school and exploring a new environment. When in an outdoor environment, objects appear more vivid and interesting and experiencing the outdoor environment helps the children to understand what is going on in the world and learn how things work. The charity RSPB (2013) believe that children who connect with nature are more likely to develop their education further than a child who does not. It also improved the child’s health and well-being by requiring the children to walk to the park and back and explore the park itself. (Macintyre and Mcvitty, 2004) believe that physical development is the key to unlocking all learning capabilities. The activity gave the children the chance to move freely within the area, which is considerably more than what they would be able to do in the classroom. (Stodden, Goodway, Langendorfer, Robertson, Rudisall, Garcia, et al., 2008) conducted a study in which they found that children with small amounts of physical activity will higher the chance of becoming obese. Being active and physically active also means that children are improving their gross motor skills such as fitness, coordination and balance (Fiortoft, 2001, 2004).
I decided to allow the children to use iPads because they could have many different uses from that one tool. The first use was that they could use it to take a picture of the insect and then magnify the picture to examine the appearance, for example, to see if it had a hard shell or how many legs it had. The iPad also allowed the children to use an app to identify an unknown insect they may come across; this gave them the tool to become independent learners and not have to ask the member of staff that was with them. The iPad also enabled the children to conduct research on an insect and find out what type of diet it had or other information that they may not be able to find out from just looking at the insect. Another reason behind the choice of an iPad was that, children are more used to using tablets, phones and laptops outside of school and this is when they seem to be most content. In my opinion if you offered a child a magnifying glass or an iPad to take with them, they would choose the iPad. There are links between the use of digital tools and the outdoors. Mobile apps, technology and related platforms can be an important tool for connecting children with nature if used in the context of social science (Coyle, 2017).
Prior to planning this activity, I also looked at the Digital Competence framework (DCF) to see which areas and strands I was going to include within my lesson. The DCF is a set of skills, knowledge and attitudes that allow a allows a person to be a confident digital citizen, to interact and collaborate digitally, produce work digitally and confident with data and computational thinking otherwise known as problem solving (Hwb.gov.wales, 2018). Within my activity the children will be hitting the strands from the DCF (Hwb, 2019) such as ‘Citizenship’ and covering elements of digital rights, licencing and ownership by adding their names and dates to their work on verbally telling me why they have done this. They will also cover the strand ‘Interacting and Collaborating’ with the element of storing and sharing, this is done by saving their work using an appropriate file name. Lastly, they will cover the strand of ‘Producing’ by completing the element of planning, searching and sourcing by using keywords to search for specific information and explain how the chosen websites helped to solve their problem. 
Next time to improve this activity I could do lessons on habitats and insects before the lesson to give the children the knowledge they need before going to explore. On the other hand, I could allow the children time to use specific websites or find websites themselves to research insects and what sort of habitats they live in. But, in doing this it would defy the purpose of the lesson as the children would not be exploring as such as they already know what they are looking for. It would mean that they are not being curious learners. Another change I could make with this activity is giving each group something specific to look for, eg spiders, worms or woodlice. Doing this would then allow the children to come back together upon returning to school and collaborate their findings with each other. This activity could also be adapted to identify flowers in the park during the summer, following the same method and using the same tools. 
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Supporting and Safeguarding children whilst using Media and Digital Technology



This leaflet will discuss the positive and negative aspects of using digital devices. It will also give advice and support on how to keep your children safe when using the internet.  
Organisations who can help and offer advice:

· Barnado’s 
https://www.barnados.org.uk 
· CBBC Stay Safe 
http://www.bbc.co.uk/cbbc/topics/stay-safe
· KidSMART
http://www.kidsmart.org.uk/
· Thinkuknow
http://www.thinkuknow.co.uk/
· Child Exploitation and Online Protection (CEOP) Centre
http://www.ceop.police.uk/
· NSPCC 
http://www.nspcc.org.uk/keeping-children-safe/online-safety/

Legislations and Policies

Communications Act 2003 – It is an offence to make improper use of public communications network. Section 127 states that it is an offence to send electronic messages that are in an offensive, indecent, obscene or menacing manner. 

Malicious Communications Act 1988 – It is an offence to send a communication with intention of causing distress or anxiety.
Sexual Offences Act 2003

The UK Council for Internet Safety (UKCIS) framework

Equality Act 2010 – The right to be protected from discrimination, harassment and victimisation. 
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Sleep Deprivation – Staring at a screen before bed or whilst in bed can cause the blue light to interfere with the brain’s sleep cycle and cause insomnia (Info.mayrecreation.com, 2019).
Violence – Children who are exposed to violent games, videos and films may imitate what they have seen.
Safeguarding Children Online

All social media platforms have age restrictions on them. These restrictions are there to protect children. However, children are able to record a different date of birth when signing up to overcome these restrictions. 
Age restrictions on apps are as follows; 13+ for Facebook, Twitter, Tik Tok, Instagram and Snapchat, 16+ for Whatsapp and 18+ for youtube (13+ with parental permission. 
(Youngminds.org.uk, n.d.) advise parents to lead by example:
· Ask their children what ‘apps’ and websites they need to use.
· Set boundaries
· Assure children that they can always talk to you.
· Talk about confidentiality of personal information
· Discuss use of social media, gaming, cyber bullying and grooming. 
· Most importantly act on warning signs.
Ensure children know and understand the SMART rule.
Stay Safe - Do not give out personal information to people you do not know.
Don’t Meet Up – Meeting someone you have only spoke to online can be dangerous. Always check with an adult first. 
Accepting Files – Accepting emails, pictures, texts or files from people you do not know can be dangerous. 
Reliable – Always check information before believing it. Some people or places are not what they say they are. 
Tell Someone – Tell a responsible adult if something is worrying you or made you feel uncomfortable. 
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When we think of Media and Digital technology we think about the use of laptops, tablets and computers. However, Digital Technology can also take the form of books, songs, art, adverts, tv, radio, newspapers, emails and the internet. It is important to ensure that pupils are using age-appropriate resources and tools. 
 With increasing usage of the internet, both in and out of school comes the need to ensure that all children are safe. We need to teach children to evaluate information from the internet. We also need to encourage them to take care of their own safety and security.  
Lessons in E-Safety will educate the children about the benefits of using technology as well as the risks. It is important to make the pupils aware of how to safeguard themselves on-line. 





On the next page, there are snapshots of how children use and interact with media devices and services, split by age. Taken from Children and Parents in the UK: Media Use and Attitudes Report 2018. 
(Ofcom, 2018)


Screen Time Recommendations

(Kidshealth.org.uk, n.d.) advise that babies under 18 months old should have no screen time at all. This is because their brain mostly develops in the first 2 years of life. They also suggest that children between 18 and 24 months can start to enjoy screen time but only when accompanied by an adult. Children of the ages 1 and 2 should only be having a maximum of 1 hour a day of screen time. Lastly, they advise that children between the age of 5 and 18 should have consistent limits on their screen time. Too much screen time can impact a child’s development physically, socially and mentally.  

Effects of too much Screen Time

Physical Capability – May be impaired due to the large amount of sitting down and being inactive. 

Obesity – When sitting down using devices. Children are not burning calories. 

Anxiety and Depression – A danger of using online social media and apps is the occurrence of cyber bullying and grooming. Children aren’t always aware of who they are talking to online or playing with. 

Addictions – Extreme internet users who are online more than 6 hours a day pose a risk of becoming addicted to checking their social media or playing a game. This is because when a child is using social media and receives a notification, the brain sends a chemical called dopamine along the reward pathway which makes individuals feel good (McSweeney, 2019).
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