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Component 1. 
Digital devices- Ipad and games consoles. 
There are a number of sources which promote the use of ICT within the early years to allow for children to become multiliterate in the 21st century (Digital Childhood, 2017; Dunn and Sweeney, 2018; Yelland, 2010 and 2018). Yelland (2018) explains that to be literate is not merely being able to read and write but having the ability to communicate in a variety of formats, written and text, along with being able to understand and interpret.
According to Yelland (2010) it is the resources and media experiences that children have within the home that forms the basis of what a child is able to do prior to enrolling in school. Hatzigianni and Kalaitzidis (2018) describes the early years as a critical age in all aspects of a childs development, and educators and parents should encourage a positive start to technology and discourage problematic media habits. Ofcom’s (2015) report states that 75% of children aged 3-4 years and 81% of children aged 5-7 live in a household with access to a tablet computer, with a percentage of these children having regular use or owning their own device (Marsh et al., 2018).  
The use of the ipad is varied, however, Ofcom (2015) reports that younger children predominantly use the ipad to play games and children of all ages are reported to use it to watch t/v programmes, including 1 in 5 who watch on demand shows. Tablets are also confirmed to be the most used device when accessing the internet from within the home. Research by Marsh et al. (2018: 875) supports this by stating that the most popular apps for children under 5 are ‘youtube’, ‘CBeebies’, ‘Angrybirds’, ‘Minecraft’ and ‘Candy Crush Saga’. 
From the Ofcom (2015) report it is also proposed that there is no link between socio economic status and whether or not a child owns their own tablet, which would suggest that a tablet device could be seen as an everyday essential. However, research undertaken by Marsh et al. (2018) confirmed that children from a lower socio-economic group owned a cheaper style of the device. 
The American Academy of Paediatrics (2016) recommends that children under the age of 2 years have zero screen time and that children 2 years and above should have no more than two hours per day, however a number of sources have demonstrated these recommendations are not being followed (Digital Childhood, 2016 and Ofcom, 2015). Another author (Christakis, 2014) suggests changing these guidelines due the benefits of such devices as tablets. 
Marsh et al. (2018) findings suggest that young children are more likely to use their tablets between 4pm and 6pm during the week and that just less than half of them use the device without an adult present. Recommendations conclude that children aged 3-7 years should be supervised constantly when accessing the internet and using such devices (Chassiakos et al., 2016; Digital Childhood, 2017; Gov.uk, 2016). Adults need to sustain close supervision to be able to monitor their child’s use, ensure they are accessing appropriate material and being generally safe. They also conclude that the more creative interactions take place on the weekends, during the day, whereas weekday evenings are when most children will watch programmes or bedtime stories via their tablet. This is in spite of recommendations that children should not have any screen time 1-2 hours before their bed time as research shows that this can have a negative impact on their sleep (Chassiakos et al., 2016 and Digital childhood, 2017). 
As the tablet device is now the more popular choice for gaming, Ofcom (2015) reports that the use of portable gaming devices has decreased by 10% since 2014 and this is also reflected in the ownership of the devices. Although games consoles (fixed and portable) are the 2nd most popular device to be found in children’s bedrooms, overall, children in 2015 are actually less likely to have them in their room compared to 2014. However, as the tablet is a more popular choice for playing games, it could be suggested that this decrease in games consoles could be a result of the increase in tablet use. 
Some could argue that game playing online via a tablet or gaming device could not be as beneficial to a childs holistic development as the virtual world cannot allow for all types of play (Stephen et al., 2010). However, Hughes (2002) describes 17 types of play and Marsh et al. (2018) states that during their research they were able to identify 15 of the play types including mastery, fantasy, object play, mimic games to name a few. What was missing was rough and tumble play and recapulative play. 
A number of concerns have been documented about the use of ipads and tablets with young children. For one, the ease of which children can access things through touch screen apps. With a number of children not only having access to a tablet but in fact owning their own, it is fair to say that un supervised access could be a risk (Beach, 2010). Parents have reported their child being exposed to inappropriate content or accidently making in app purchases to which they were unaware of (Marsh et al., 2018). According to Ofcom (2015) a quarter of parents are worried about their children being pressured into making in game purchases to progress through the levels when gaming. 
Other concerns that are apparent include the lack of physical activity for young children and risk of children becoming addicted to any screen-based activity, regardless of what it is (Hatzigianni and Kalaitzidis, 2018). There is also a link between media screen time and childhood obesity (Chassiakos et al., 2016) and Dellinger-pate and Conforti (2010) explain that the more time children spend with media devices the more they are becoming consumers and being part of this consumer culture links to depression and anxiety.  
Using ICT within the classroom, particularly with early years, has been viewed as beneficial and essential with the developing world, however, teachers and early childhood educators argue that there is a lack of training in this area and therefore they lack confidence in integrating such technologies (Dunn and Sweeney, 2018; Hatzigianni and Kalaitzidis, 2018). In some cases, the teacher or supervising adult is no longer the expert but instead learns alongside the child and according to Ofcom (2015), some parents reported that they felt their child knew more about accessing the internet than they did. 
According to Dunn and Sweeny (2018) there are fewer children today engaging in writing activities and of those who do are technology based. 
Dunn and Sweeney (2018) conducted research about writing using ipads in the early years where they looked at perspectives from both children and early childhood teachers. The study was optimistic and demonstrated the positives to using ipads to offer children greater choice and creativity along with the activity being more engaging and exciting. However, Marsh et al. (2018) argues that although apps claim to enhance creativity they actually stifle a childs choice. For example, during their research (Marsh et al., 2018) found that a child using a painting app had the choice of choosing what style paint brush and what colour paint, yet the child can only choose from the options that have been pre designed within the game, this cannot be seen a complete freedom of creativity. 
The option to use the ipad was also seen as a motivational tool, an incentive, for those children who were usually reluctant to write using traditional methods. This was because the children saw the activities as fun, and not work and so were more inclined to want to join in. 
There are advantages for children with additional learning needs also. Some educators suggest that using the ipad to record audio stories is a tool that can be used for children with speech and language delays (Dunn and Sweeney, 2018). The children are more engaged because it is of an interest to them and they listen back to their recordings which is useful to them. 
Other positive outcomes from using tablet devices include enhancing artistic and drawing skills along with promoting creative thinking through problem solving (Marsh et al., 2018). The fact that accessing further information almost immediately is also seen as a benefit (Johnston, 2018). 
The use of an ipad can also create positive links between a childs school and home life (Dunn and Sweeney, 2018), as most households own an ipad (Ofcom, 2015) it would be fair to say a large percentage of children have access. Dunn and Sweeney’s (2018) research found that some children within the classroom were asking parents to download similar apps at home as they did within the setting, like the story telling app. Furthermore, Gillen and Kucirkova (2018) study found one school encouraged ICT links with home by inviting Parents/Carers to an end of school blog session and asked children to upload photos from their school holidays. Involving parents and carers in the use of the devices encourages childrens positive behaviours, where their parents can lead by example and provide general support with how to use devices and how to safeguard. 
A common thought is that the use of ipads during written tasks, at home or in school, can aid childrens spelling and grammar. Teachers stated that autocorrect was beneficial for those who have difficulty spelling, many students expressed the same view. However, one teacher argued that autocorrect could have a negative impact on a childs ability to spell as she felt it was through the ‘whole mechanics of writing’ (Dunn and Sweeny, 2018:864) that would teach children to learn to spell. To be constantly writing on ipads would mean children would lose this skill, along with basic handwriting. 
What has been established, is that there needs to be a balance between traditional forms of play/ traditional forms of learning and new technologies which allow for multimodal experiences. Devices like ipads should be used to enhance experiences, not replace them, and be used to scaffold (Dunn and Sweeney, 2018 and Johnston et al., 2018).  Marsh et al. (2018) states that the use of such apps via tablets can either support or diminish a childs creativity and play, it is therefore important that children have access to apps that are designed for their development so that they may have the best experience. Although, it can be said in some instances that even when a child interacts with an app designed for older children, they still enjoy it, and as young children have to ‘work out’ (Marsh et al., 2018: 879) how to play, it could be said that this promotes creative thinking. 
For children to get the most out of using tablets, interaction with parents or educators is key. The adult can enhance the learning by asking questions, making reference to everyday experiences and help the child understand a variety of concepts (Hatzigianni and Kalaitzidis, 2018). 
The purpose of the app also needs to be considered, there are educational apps available to be used instead of ones for sheer entertainment. Hatzigianni and Kalaitzidis (2018) warns parents should be vigilant as many apps advertise as educational but infact have little or no input from early childhood professionals. However, to merely find the right apps is not enough, Marsh et al. (2018) states that some parents found that there were financial barriers as these pre-approved educational apps were often only available to purchase and not a free download. Apps like Alpha Tots and iWrite Words have been noted to be appropriate and beneficial for early years children (Yelland, 2018). With these apps, Yelland (2018) noted that the device would assist and scaffold a childs learning by the way it guided children in how to write a particular letter, this skill could then be transferred into other mark making activities like in the sand or pencil to paper thus merging virtual and real life experience (Marsh et al., 2018). 
A common concern for the use of ICT is the lack of interaction between children and the real world, could this have a negative impact on their development, particularly with language and communication skills (Hatzigianni and Kalaitzidis, 2018). Frequent use of devices can be seen as a distraction that hinders on a childs ability and even desire to communicate verbally (Johnston et al., 2018). However, research by Walter-Laager et al. (2016) suggests that as long as there are adults present, scaffolding the learning and interacting fully, the findings are positive for young children’s language acquisition. Digital gameplay would be another example as what can be perceived as a more solitary activity, again discouraging interaction and communication. However, Danby et al. (2018) paper shows how gameplay supports interaction between siblings and peers, promoting problem solving, scaffolding, instructional communication, collaboration and creativity. Danby et al. (2018) continues to say that digital games are also full of opportunities to promote children’s literacy as games often have instructions or clues in the forms of text or symbols to which children need to understand to progress through the level. 

Component 2. 
ICT activity. 
The planned activity is for children aged 3 – 4 years in a nursery setting, with 2 adults present and working on a 1:8 ratio. The book of the week is The Gruffalo and so all activities available our linked to the story. To begin, the children as a group will be told the story of the Gruffalo with the use of the picture book and puppets as props. The children then have the opportunity to choose which activities they want to do. Within the role play area, the children have the use of the puppets and fancy-dress costumes to explore and/or retell the story. Also available will be the class tablet where the children can take it in turns to take pictures of themselves and their peers. These photos can then be printed and the children encouraged to create a story line either from the story they know or create their own. Another activity available, also with the tablets, would be to access the Gruffalo app. On this app there are a number of games including puzzles and colouring activities. Within this activity children will be asked to work in pairs as well as the adult taking an active role. Other activities available include mark making in the sand, footprints and markings of animals within the book and a Gruffalo matching game. As young children learn through play (Yelland, 2010), the activity presented is free flowing, allowing children to access a range of activities including the use of ICT as they wish. Where possible the activity is child led with appropriate adults present to scaffold the children’s play to enhance the whole experience. 
The use of the tablet seemed appropriate for an early years setting as they are a common device within childrens households (Ofcom, 2015) and seem to be a popular choice within early years settings also (Dunn and Sweeny, 2018; Marsh et at., 2018 and Yelland, 2018). This could be due the portability of the device (Yelland, 2018) or possibly due to the easy use of the touch screen as it is familiar (Gillen and Kucirkova, 2018). 
Johnston et al. (2018) says that in order for educators to develop children as digital citizens they need to support them to use technology appropriately by adopting positive behaviours and incorporating these into the curriculum. Children should be mindful of their actions when online and learn to be responsible and safe when accessing ICT. Also, educating children at a young age will empower them to stay safe while supporting their natural desire to explore and learn. This needs to be developed from home and in educational settings to support their digital citizenship. Furthermore, the use of new technologies within settings to enhance learning experiences within the curriculum can only benefit children in the 21st century and that this learning should not be seen as digital but actually multimodal (Yelland, 2018). 
In order for children to become literate, they must first acquire foundational literacy skills such as being able to recognise letters, sounds, words as well as communicate verbally and retell events. According to Yelland (2018) this is the case for literacy in all aspects including digital literacy. This is why, she explains, early childhood educators should not only concern themselves with teaching one or the other but incorporating skills to promote literacy on all levels. Within the activity children are encouraged to engage with print in the story book, as well as retell and discuss the story as they remember it and act it out. 
The Foundation Phase for Wales refers to ICT and states that it should be incorporated across the curriculum. Children should be given the opportunity to experiment, use and develop their skills with new technology when appropriate across all areas of learning. 
The Digital Competency Framework was created in 2018 to develop childrens digital skills which can be transferred and used daily. The Framework recognises the importance of digital competency and aims to help children become confident, capable and safe users of all technology. The digital competency framework (2018) has not been designed to be used across all subject areas but allows for children to develop their skills naturally, as part of their everyday lives. 
The framework consists of 4 key strands including Citizenship, Interacting and Collaborating, Producing and Data and Computational Thinking and each strand is made up of different elements. 
The activity plan has been designed to support children in meeting some of the targets set out in the framework. As the children are aged 3 years, they are being introduced to the first steps of becoming digital citizens. The variety of activities available allows for the children to explore independently or with friends, children can choose what they want to do and interpret activities themselves. 
The activity encourages citizenship through the role play area activity. As the children dress up or retell the story using props, they have the opportunity to take photos of each other and talk about what they see or what was happening. Steps within this element include being able to identify an image of themselves and their peers as well as understanding that the device needs particular actions to complete certain tasks, like entering a password or swiping to unlock the screen. The adult present can demonstrate how to use the ipad to take photos in the first instance and show the children where to view them. Once shown, children will be able to access the images and discuss the photos that they have taken. 
To become aware of appropriate online behaviour and cyberbullying children need to be able to understand their emotions and respect the emotions of others as well as know they have a right to say no. Feelings and emotions are often discussed within early years settings and so children of 3 years should have a basic undertsaidng of certain emotions and be able to identify them when looking at the photos. Part of the activity is to upload and print certain images to produce a story line, children will be encouraged to look at their photos on the ipad and select their favourite. The use of a story telling app could also enhance the experience as they could use images, sounds and text to support their creativity (Dunn and Sweeney, 2018). Supervising adults can prompt questions about what they like or dislike about the photo and encourage asking permission before using it thus promoting citizenship. 
Wang et al. (2010) discusses Vygotsky and scaffolding theory, explaining that as with any task, technology based activities need to be appropriate for a childs development and allow for children to access them independently as well as reach higher expectations with help from peers, teachers, a more knowledgeable other. These activities allow for this, as most of the children are capable of using the ipad independently, if not able to with a little guidance. 
Collaboration is also encouraged during either of the digital activities as children would be supported to work in pairs or small groups of their choice. Johnston et al. (2018) discusses the importance of collaboration and social learning when it comes to new technologies. They state that in order for children to become digital citizens they must be empowered with the knowledge and tools to manage their own use and develop their awareness of the possibilities of the new technology. 
Other sources also emphasis that peer learning opportunities when using ipads and other devices, allows for others to reach their full potential (Dunn and Sweeney, 2018). Children are encouraged to take turns, help each other and share ideas when completing tasks and puzzles on the Gruffalo app. More able users can scaffold others learning, particularly if they already use similar devices at home, alternatively practitioners are there to join in, demonstrate how to operate the touch screen and locate the games they want. 
When printing the photos for the story line, there is a simple icon that can be used to print directly from the tablet, children can be shown how to select this and print photos as they need. To enhance the activity for more able users the practitioner can help them upload the photos onto the desk top computer and show how to print a selection at a time. As the children are choosing photos to view and print this also covers the creating element part of producing, the initial basic targets are for children to be able to select an image from a group of 2 or 4 and view them on the full screen. Discussions about what photos they wish to print and why incorporates evaluating and improving also. If a child wanted to print a particular photo and it was blurry, they could then be asked how to fix it, encouraging problem solving within the framework.


Component 3.
An information leaflet. 

ICT in the early years: A guide for Parents and Carers in the digital world. 
[image: ]
(Source: Bing, no date)
Introduction. 
ICT is no longer thought only to be used within the adult world (Digital Childhood, 2017), children and teens increasingly use a range of devices as an integral part of their everyday lives (Dunn and Sweeny, 2018 and Johnston et al., 2018), with babies as young as 4 months reportedly interacting with digital media (Chassiakos et al., 2016; Danby et al., 2018). ‘Every child has the right to access the digital world creatively, knowledgably and fearlessly. Without access they are disadvantaged’ (Digital Childhood, 2017: 4). 

[Cite your source here.]

Devices could include smartphones, ipads/tablets, cameras, laptops, games consoles, interactive white boards, smart TV to name a few. 
Parents and guardians have a duty of care to their children, to educate and protect them in all areas of their lives, including the digital world (Beach, 2010; Digital Childhood, 2017). While many adults adopt similar parenting styles to their own upbringing, raising children in a digital world has its own new challenges (Digital Childhood, 2017). 
This leaflet contains information on the benefits and risks of digital media on children from birth to 8 years of age, along with possible health concerns and advice on parental controls so that parents and carers can feel confident in supporting their children’s use of ICT.  Benefits
· Opportunities to enhance early learning. 
· Varied access to further knowledge via websites, search engines, communication with others. 
· Increased opportunities for social interaction through social media and gaming. These can also be helpful to access support networks. 
· More opportunities to communicate with family and friends- Watsapp, Skype, Facetime. 
· Information sharing is made easy. 
· Technology interventions for children with disabilities and additional learning needs. 
· New technologies are exciting and children maintain a high interest in them. 

Chassiakos et al. (2016)
[bookmark: _Hlk1920958][bookmark: _Hlk1920959]Digital Childhood (2017)
Gov.UK (2016)
Nspcc (2019)
Ofcom (2015) 
Risks
· Insomnia and other sleep related problems. 
· Links to obesity.
· Higher incidence of depression and self-harm. 
· Cyberbullying- to be a victim of or a perpetrator. 
· Exposure to inappropriate content- age related, of a sexual nature, possibly violence. 
· Private information may be obtained by inappropriate parties. 
· Enhanced consumerism opportunities with advisements. 
· Links between excessive TV’s viewing and language and social delays. 
· Less interaction between families with high functioning media use. 
· Sexual abuse and cybergrooming

Chassiakos et al. (2016)
Digital Childhood (2017)
Gov.UK (2016)
Nspcc (2019)
Ofcom (2015)




Top Tips for raising Digitally Literate Children. 
· Lead by example- Adults are consumers of the media and are too at risk. As with children, modelling a balance between screen time and other activities is essential. 
· Supervise and guide young children, particularly with under 5’s. Show children where to find appropriate content, interact with them, enhance their experience. Maintain a sociable aspect with dialog and critical thinking, older siblings can help too. 
· Communication- talk to your children, ask what it is they like about certain Apps, websites, and gadgets. Ask if they ever view anything that makes them feel unhappy or uncomfortable, explain to them what to do. 
· Discuss more serious matters while maintaining age awareness- Cyberbullying, sexting, grooming. 
· Set up a Family Media Use Plan- Healthychildren.org offer information and support on manging children’s ICT experiences. A media use plan is an agreement between the family as a whole as to the rules and guidelines of media use. These include screen free zones and times, recreational family screen time, safety and how to promote digital citizenship. 
· Filters and walled gardens- filters are a tool that parents can use to help filter out any inappropriate content for their child. Walled gardens are a good way to allow your child to explore the internet while only being able to access what has been placed in the walled garden. 
(Chassiakos et al., 2010)
(Digital childhood, 2017)
(Gov.Uk, 2016)
(NSPCC, 2019) 




‘Parents of 3-4s (44% vs. 56%) whose child goes online are less likely than in 2014 to say they trust their child to use the internet safely’.
Ofcom (2015: 123)

What can we do? 
In the first instance, the digital world should be embraced, technology and devices play a growing part in the world for both children and adults (Hatzigianni and Kalaitzidis, 2018). Instead of worrying about the risks the media is having on our children, Parents and Carers should prepare to raise digitally literate children. According to Digital childhood (2016) children who are digitally literate, who are equipped with the skills to manage their own ICT environment actually come to less harm even though they are seen to take more risks. 
Useful Websites: 
www.childnet.com- has information and resources for children, parents, carers and educators. 
www.gov.uk- information on online safety and parental controls. 
www.healthychildren.org- information and resources including how to create your own Family Media Plan. 
www.net-aware.org.uk- Net aware give information on social networks explaining what      they are, what age they are suitable from, the benefits and possible risks. 
‘EDUCATION IS KEY TO ONLINE SAFETY’
(BEACH, 2010: 89).  

www.nspcc.org.uk- information on how to keep children safe when online and links to further information and resources. 
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