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Element 1
Technological advancements in recent history have influenced change in society, in particular the digital world has transformed childhood. Children today are born into a digital era submerged in both traditional and new forms of digital media. Within the 21st century young children have access to range of technological base devices such as touch screens and interactive voice-controlled toys, which already vastly different to the experience of children born pre digital age. (Chassiakos 2016, Barnados 2021).
However, research by Paciga and Donohue (2017) suggests that there is a lack of research into the use of technology with early childhood and the potential risks or benefit to their development. Research has focused on older children and young people which has explored the potential harmful outcomes of technology such as exposure to inappropriate content, risk of contact with strangers and cyberbullying which has informed policy development and guidance from statutory agencies Kidron and Rudkin (2017)
Furthermore (Paciga and Donohue 2017, Chaudron 2015) suggest that the age group 0-3 years has the least amount research and examples of practice.
However, the range of digital media available to young children is growing, children aged between three and six years are using interactive digital media as learning resource and for entertainment purposes playing alone or with others. Children are growing up in media rich home environments many children now have access to a range of digital media such as gaming consoles, tablets, computers, smart phones which provide a multi-sensory literary experience which cannot be experienced through print. (Wiseman and Taylor 2015, Lieberman et al 2009, Anand & Krosnick 2005)
Davies 2010 suggests that ’Media are all means whereby children (and all of us) learn about and define the world we live in.’ According to Ofcom Adults’ Media Use and attitudes Report 2017 88% of households have access to the internet, with most adults in the UK having access to six devices at home. (Ofcom 2020)
Research on traditional methods of media such as television identified health concerns regarding the negative impact of viewing content and duration. CULTAVATION THEORY. As the use of digital media has increased over the last decade to include the use of interactive and social media, research suggest that these newer forms of technology offer both benefits and risks to children’s health and wellbeing. Barnardo's (2021) suggest that the use of digital media benefit children in the early years by providing increased opportunity for exposure to new ideas and knowledge and social interactions.
Lieberman (2009) highlights that although digital media products are widely available for young children there is a lack of research to evidence the benefits of use or disadvantages.The use of technology in classroom is increasing, many teachers choose to use digital devices to support children's learning in the early years. With the use technology and digital devices teachers can access to innovative teaching methods that support them to promote a creative and engaging learning environment for children within the early years (Steinhoff 2016, Holloway,Green, & Livingstone 2013) Donaldson’s (2015) Successful future Report highlights three cross curricular elements as literacy, numeracy and digital competency. Defining digital competency as a set of skills and knowledge that supports creative, confident use of technology, essential for learners to be informed and capable within today’s society.
However, Edwards (2016) suggests that early year's practitioners who traditionally focus on play as the foundation of learning find it implement the use of digital devices into a provision of play-based learning Research by Drori and Shabat (2020) highlighted that although preschool children understood the importance of using digital technology in contributing to education learning, fifty percent of children claimed that the use of technological devices is not necessary in preschool. Drori and Shabat (2020) research finding suggest that practitioners need to navigate children understanding, this view is supported by Barnardo's (2020) who suggest that digital technology is largely unexplored within the field of infant mental health and that the lack of evidence has resulted in poor policy development surrounding the risks for infants’ use of digital technology. 
Furthermore research (Aiken, 2016, Courtney & Nowakowski-Sims, 2018) suggests that technology is impacting parent and child attachment as infants must now compete with media outlets for their caregiver's attention undermining healthy attachment. McDaniel and Radesky’s (2017) research suggest that 61% of parents feel that their phone too much distracting them at home with 41% of parents stating that their own use of digital technology influenced their parent-child interaction. Bowlby (1988) suggests responsive caregivers develop secure attachment with an infant promoting healthy brain development which creates confident individuals to explore the world. Early years practitioners need to demonstrate an understanding of the relationship between technology and attachment in order to promote healthy balanced approach supported by Banardo’s  (2020).
Research by  Ebbeck et al (2016) suggests that practitioners have concerns surrounding the use of digital devices within early years settings, one of the main arguments refers to children's passivity when viewing screened devices may discourage development in other areas creating a lack of focus and attention, poor cognitive operation and social, emotional problems (Ebbeck et al 2016)
This view is supported by research (Howie et al 2017) a study exploring the musculoskeletal risk of children under eight years using digital technology such as watching television, playing with tablets and non-digital toys.  Howie et al (2017), compared physical activity of young children while engaged on digital media and suggested that children neck flexion may be considered at risk when engaged in screen time for long periods, while there were greater periods of changing body posture when watching television or playing with non-digital toys. 
Furthermore, Howie et al suggested that early year's practitioners can model and supervise young children's use of digital media through a positive balanced approach supported by Bronfenbrenner ecogical  systems theory.(     ) Quan et al (2018) suggest that the use of apps with GPs such as fit bit, pedometers and virtual gaming that encourage a child to move, dance, learn a new skill can provide opportunities to engage young children in increased physical activity. Quan et al (2018) research further suggest that the use digital media to record physical activity supported the cognitive function in particular boys who undertook light physical activity had an increased cognitive function.
Brown (2011) and Chassiakos et al (2016) suggest that extensive use of digital media could result in low attention span, obesity and education underachievement. However, scientific literature is divided on this matter as on the other hand there is evidence to suggest that that the use of well-designed digital applications can effectively support children's cognitive functions such as memory, logical mathematical thinking, abstract and analogical thinking, creativity, metacognition and the language and literacy development. (Neuman 2018, Passig et al 2016)
Spanswick (2016) suggest, children will explore technology on a variety of levels, learning is innate (Chompsky     ). By recognising that children are born as digital natives supports practitioners to recognise to use technology as a learning resource, capable of supporting children to develop fine motor skills, hand eye coordination, maths, literacy through their curiosity to explore and understand a digital world they are immersed in and that is moving at a fast pace. 
The use of technology has been compared to traditional teaching methods, research has shown that in specific cases digital media proved to be more effective, supporting the development of memory, problem solving skills, visual attention skills and spatial cognition (Li and Atkins 2004, Haughland 200)
Lieberman et al (2009) suggest that the use of well designed, engaging digital media programmes increase children's motivation to learn, creating high levels of attention and engagement that does not diminish over time undertaking a task possible due to the instant feedback and progression that digital media offers.
However, researcher Lim (2015) suggest that technological devices can have harmful implication to brain development, resulting in impulsive behaviour, difficulty maintaining focus or social anxiety. Bradley Ruder (2019) suggest that social media and games operate on a variable reward system a young person's brain has not yet fully developed a self-control system resulting in frustration and impulsive behaviour.
Furthermore, excessive use of technology in young children may result in isolation and the child failing to develop effective communication and social skills such as picking up on social ques and eye contact. However, Lieberman et al (2009) suggest that well designed digital technology can enhance social learning, and social interaction skills. Two studies (Bergin, Ford and Hess, 1993 and Muller and Perlumer, 1985) found that children using a shared computer offered each other verbal support, spontaneously engaging in turn taking.
A study by Danby et al (2016) investigated children using Google Earth to locate their school. Skills observed included children working collaboratively and independently zooming in and out, rotating the screen. Danby et al argued that the activity supported the children understanding, connecting them with their local area and relations with people and the environment. They highlighted that the practitioner provided time and space that facilitated the children to follow their own agenda and free choice supported by Rights of the Child (UNICEF No Date)
Although the digital era is a relatively new it still incorporates childhood theorist such as Vygotsky(1978). Vygotsky believes that children learned through their social interaction with others and the environment, the use of digital technology facilitates individuals to connect with each other on a global scale. Well-designed software programmes encourage collaboration and motivate learning. 
The use of digital media provides opportunity for children to activate prior knowledge (Vygotsky 1978) while playing games the computer responds moving the player to the next level, progression through stages is supported by Piaget stages of development.
There is no doubt that technology is here to stay and for young children to ready for the future they need to be creative, digitally competent, ambitious capable learners Successful Futures (2020) Children are immersed in a digital world before attending formal education, schools and practitioners need to be well equipped and skilled to develop individuals to their full potential. Preparing children for a digital era requires a cultural change and engagement (Edward 2018)
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	Sharing and connecting  online can be emotional for children.
They be experiencing a range of emotions
· Happiness
· uncomfortable
· Anxious
· annoyed
· confused



	 To help your child understand the risk and benefits of live streamimg. Talk to them about the benefits of using approved  video apps safely,making sure they’re speaking to people they know already. Net Aware, in partnership with O2, has advice on livestreaming, including how to keep children safe on popular online apps such as Zoom, HouseParty and WhatsApp.( NSPCC 2020)

























Element 3
	Cynllun Gweithgaredd Sgiliau Llythrennedd Digidol
Activity Plan for Digital Literacy Skills

	Nifer o blant:

Number of children: 8

	Oed y plant:

Age of children: 2-4 years
	Nifer o oedolion:

Number of adults: 2

	Lleoliad:

Location: School grounds- Dell area

	Amser paratoi:

Preparation time: 10 mins
	Amser gweithgaredd:

Activity time: 30 mins – 45 mins

	Resources:
· Suitable outdoor clothing for children and staff
· 4 Ipads 
· First Aid Kit to include Covid pack/ PPE
· Fire Drill Kit
· Settings mobile phone
· All staff to be aware of children’s medical needs



	Cysylltiadau â deilliannau llythrenned/cymhwysedd digidol:
Links to digital literacy/competence outcomes:

 Citizenship -Health and Wellbeing
· use digital devices and media with care, 
Citizenship - Digital rights, licensing and ownership

· Identify some work that belongs to others, e.g. find a photograph/picture created by a familiar peer/adult
· work together with a partner/partners on a piece of digital work.
Citizenship - Online behaviour and cyberbullying
· give reasons for likes/dislikes of on-screen activities.

Interaction and Collaboration – Collaboration
· work together with a partner/partners on a piece of digital work
Interaction and Collaboration -Storing and Sharing
· save work by clicking an icon.
Producing- Planning,sourcing and sharing
· Respond to and ask some questions such as why, what, how and where in relation to the task
· * navigate through a piece of software using an internal menu to find desired item.


Producing – Creating
· explore and use different multimedia components in order to capture and use text, image, sound, animation and video
· Producing – Evaluating and Improving
· describe in response to questions some of what has been done in the task
Data and Computational Thinking -Problem solving and Modelling
· follow a simple sequence of instructions
Data and Computational Thinking – Data and information literacy
· gather data using objects
· sort familiar objects using set criteria.



	Manylion y weithgaredd:
Details of the activity:
· Before being activity practitioners will ensure iPad and mobile phone are fully charged and collect outdoor bag containing fire aid/ fire drill kit.
· Practitioners to explain activity to children setting out activity. That we will be going for a walk around the school grounds to the dell to take pictures of fallen leaves, birds, insects.
· Children to be toileted before leaving  the setting.
· Inform manager of activity time and expected return time.
· Throughout activity staff will give clear instruction of boundaries for the children to explore
· Once at the dell children to be given iPads to share one between two.
· Staff to unlock devices using passwords
· Staff to support children to locate camera icon
· Children to take photographs of items of interest, leaves, birds, insects.
· Staff to encourage children to work collaboratively, viewing pictures taken, telling each other why they took the picture, what they liked/ disliked.















Element 4
In the 21st century children as born into a media rich environment, submerged in both traditional and new forms of media.  Childhood play experiences have been changed at a fast pace as modern technology grows and transforms. (Chassiakos 2016, Barnardo’s 2021)
Many children have experience of digital devices before entering education, children are growing up in media rich home environments and have access to a range of digital media. (Wiseman and Taylor 2015, Lieberman et al 2009, Anand & Krosnick 2005)
This activity planned in element 3, is an outdoor play experience for the children to explore the outdoors working together to take pictures of items of interest. Sharing their finds with their peers and practitioners, children will be supported to sort and compare items, such as stick leaves, flowers, birds comparing and differentiating by object type, size, texture, colour. ( Welsh Gov 2015).
The activity is planned to support the Digital Competence Framework, facilating children aged between 2- 4 years of age to use digital media to record and collect information using digital devices. The Digital Competency Framework aims to support children to gain essential digital skills in preparation for life and work. The DCF sets out the targets for digital skills to be achieved by learners between 3 – 16 years of age, over four strands citizenship, interacting and collaborating, producing, data and computational thinking. (Welsh Gov 2021) Some of the children in this activity plan are aged 2 yr, practitioners were able to use progression steps and offer suitable support to ensure inclusive learning for all participants. Exposure to digital technology within early years setting supports young children to be ready for transition into school environments used correctly digital technology can add a new dimension to outdoor play (Learner 2013).
Although the planned activity had a set goal to use digital media to take photos it also encouraged free self-directed play through a holistic learning experience offering opportunities for the children to explore their interest in the outdoors. Kids in the City (No date) research suggests that there are many physical and mental benefits to playing in the outdoors. Safe exposure to sunlight boosts vitamin D levels and supports increased far sightedness as well as developing motor skills, vestibular balance and spatial awareness During the activity practitioners ensured they gave children time to explore, and problem solve while carefully observing and recording progress as supported by the Foundation Phase Framework. (Welsh Gov 2015). 
Using digital technology outdoors creatively can offer a range of experiences and inspiration, children are able to move more freely. The planned experience offered children an opportunity to develop skills such as being responsible for the equipment, practitioners demonstrated to the children how to use the iPad’s correctly and carefully to take pictures. By giving the children responsibility support the children to develop a sense agency and self-worth promoting the individual's health and wellbeing. Understanding their role and building a sense of citizenship (Curtis and Carter 2003, Welsh Gov 2015). 
During the activity the children took photos in their local environment of the school grounds Smith (2002) suggests that providing a play experience in the outdoor supports individual to make connections and form relationships within the community where they live which will last long after formal education has finished.
The activity supports interaction and collaboration the children work together on a piece of digital work as partner while undertaking the activity and by storing the information on the digital device facilitates sharing with others within the setting later. Information, pictures can be printed and used for displays or taken home to share with care givers. Social skills and collaborative learning skills can be enhanced through well designed digital technology, sharing devices encourages turn taking and negotiation skills. (Bers, New and Boudreau 2006, Freeman and Somerindyke 2001) This is supported by Vygotsky (1978) social learning not only in the classroom but also through interaction with the community, by providing the opportunity to revisit an experience child are able to activate prior knowledge.
Tovey (2007) suggests that by exploring nature children can build and understanding of life and death cycle and decay and growth in meaningful ways. The activity supports this by offering opportunities for the children to respond and ask questions such as why, what, how, when in relation to the photographs taken supporting the children to develop skills to produce and share work through digital devices supported by the Digital Competence Framework (2021) and Foundation Phase Framework (2015)
This activity encouraged creative learning providing opportunities for the children to make creative choices, choosing what they would like to take photographs of through open ended play experience. Facilitating children's creativity support imagination and expression. Children are able to problem solve and evaluate their work by viewing pictures they have taken and choosing whether to keep or delete them, retaking the picture of using tools to zoom in and out, adding stamps or text. By repeating the activity children were able to benefit from activating prior knowledge, learning from it and repeating the experience deepens knowledge and understanding. (Vygotsky 1978 and Bruner     )
During the activity the role of the practitioner was to engage as a play partner with the children White (2011) suggests that through their response’s practitioner can facilitate individuals to connect with living things, through open ended creative play and exploration individuals can learn to live in harmony with nature supported by Frobel (Tovey). This activity supports children to develop an understanding of privacy and ownership as staff model only taking pictures of children with consent and encouraged the children to be respectful of each other rights. (UNICEF No Date, GDPR 2020)
The Foundation Phase framework (2015) suggest that the role of the adult is to observe the play experience, offering support to extend the learning opportunity (Welsh Gov 2015). To extend this activity the children could use digital technology software program to create a graph of data collected, printing picture they had taken and put their names on them would support development of citizenship and copyright. It would encourage the development of mathematical skills using one to one correspondence, matching and sorting as set out in the Foundation Phase Framework (Welsh Gov 2015)
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The children Act 1989 highlights the importance of family involved in a child's upbringing. However, research by Barnado’s (2019) Generation Digital
suggests that parents do not feel confident and knowledgeable about how orwhen their child should be using the internet. Thisleafletis designed
to offer practical advice to support parentstakea proactive role in safeguarding children while using all forms of digital media.

The internet has changed society, the way we communicate with friends and family play and learn. For children born post digital revolution it has
becomethe norm. It has provided new opportunities to connect ona global scale, communicating and sharing information. (Barardo’s 2019)

Davies 2010 defines media asall meanswhereby children learn about the world, we live in. Researchers Livingstone and Haddon (2009) suggest
that parents digital skills impact their ability and confidence to supportand regulate their child's online activity.
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Education and Online
Learning

Children needto be taught to
use the interetmaking the
mostof whattechnology has
to offertohelp them prepare
for the future.

There s growing recognition
that parents and carers work
togetherwith the local

authorityto preventharm to
children both on and offline.

(The Children Act 2004
Working Together, Welsh Gov
2018)
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Device and Internet Controls

Most devices come with pre-installed parental controls, you can often download additional apps and
software to support these functions to preventyour child access inappropriate content or purchasing
items online. htos://www internetmatters ore/parental-controls/smartphones-and-other-gevice
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ScreenTime

Screentime refersto the amount of time spent look
ascreen playing on a games console, watching television,
or using an app on a smart phone.

25% of parents of 4-5-year-olds are concerned aboutthe
‘amountof time their children spend online.
(Interet Matters 2018)

The American Academy of Paediatrics (2016) suggests;

1 Children under the age of 18months should only use
digital media for video chatting.

2 Parents who want to introduce digital media to under
twos should choose high qualty apps and use them
together as this is how toddlers learn best.

3 For children over 2 years of age limit screen time to no.
more than 1 hour, find activities to do together to
promote wellbeing.

a. Keep bedrooms, mealtimes screenfree for childrenand
parents.

Screentime can offerarange of learning opportunities
throughthe touch ofa button, as a child grows and
becomes more independent findingthe right balance as a
family can be challenging. Follow the link formore
information on screen time age guides.

hitps://www internetmatters orglissues/screen-time/
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Age- appropriate sites and apps.

Choose safe, fun, and educationalsites and apps for
your child. Use age ratings in the app storesto check
suitability. Make use of platforms and services
designed with children in mind like YouTube Kids, Sky
Kids, BBC iPlayerKids, and Nick Jr. More information
avalable at https://www.nternetmatters org/ advice/0-5/
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