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Section 1 

Over the past 20 years technology has steadily been advancing and has become part of our everyday lives. Arnott, Palaiologou and Gray (2018) believe the evolution of digital devices has progressed at a rapid rate especially for children. Leonhard (2016) feels that we are now living in the most transformational times for technology in Human history.  Research by Arnott, Palaiologou and Gray (2018) have found that young children are now engaging widely with digital devices from as young as birth. It was found by Nikken and Schols (2015) that young children spend quite some time using lots of different types of media. Garvis and Lemon (2015) suggests that digital media for children be technologies which include multi desk top and mobile devices, digital toys and internet enabled technologies. According to The House of Commons Science and Technology Department (2019) children are spending ever-increasing amounts of time online using different forms of digital media such as phones, tablets and computers. Across the World, every 60 seconds an estimated 156 million emails are sent, 3.8 million search requests are made in Google and two million minutes of calls are made via Skype services. According to a recent report by Ofcom (2016) children are spending an average of 13.7 hours per week online. The influence of media on children has been the subject of increased attention among parents, educators, and health care professionals in recent years according to Blackwell-Clark (2020).
Kidron and Rudkin (2017) found that parenting in the digital environment is a unique challenge since there are no existing ground rules for the current generation of parents. Nikken and Schols (2015) believe that although many children turn into relatively competent users of technologies parents or other caregivers are still facilitators, teachers, and gatekeepers of young children’s media use. This is also agreed by Chassiakos (2016) who considers that parents play a pivotal role in modelling optimal behaviours for their children in general, including when it comes to media use.  This is also agreed by Strasburger, Wilson and Jordan (2014) who reflect that children learn to use media in particular based upon what they observe their parents doing with media. 
In a study by Pediatrics and Child Health (2003) they found that parents can feel outsmarted and overwhelmed by their children’s computer and Internet abilities. This was also explored by Brito, Dias and Oliveira (2018) who found that parents are navigating in uncharted territory when it comes to their children and the use of technologies. However in a recent study by Ofcom (2015) most parents interviewed felt that they knew enough to help their child with the use of technology. 
Although Vygotsky’s (1978) theory on child development was introduced before the increase of technology, the principles can still be closely linked to media and the use of technology. According to Schofield Clark (2011 as cited by Nikken and Schols 2015) parental mediation is seen as a key strategy in developing children’s skills to use and interpret the media, foster positive outcomes and prevent negative effects of the media on children. Physical, emotional and social experiences, such as media use, and social interactions related to these activities with parents and siblings, provide a scaffold for the child’s development, especially when they occur within the child’s zone of proximal development.  It is suggested that for media use the parent should act as a form of facilitator. Blackwell-Clark (2020) suggests that an important media literacy skill, which can be developed through parental guidance, is a child's ability to distinguish between reality and fantasy in media messages. Children may not be capable of making this distinction without an adult's help, resulting in a child's confused perception of fantasy as reality. But with proper adult guidance, they can learn to critique what they view and become more discriminating consumers of media. Chassiakos et al (2016) found that adult interaction remains crucial for toddlers to learn effectively from digital media. In research working with children from 12 to 24 months of age they discovered that  toddlers can begin to learn novel words from commercially available “word learning” videos, but only if their parents watch with them and reteach the words, essentially using the videos as a learning scaffold to build language skills.
      Nikken and Schols (2015) found that parents sometimes regard children’s media use as a break for themselves or to keep the young children at rest. Kidron and Rudkin (2017), Chassiakos, et al (2016) and Palmer (2003) explored that there is a big temptation by parents to use devices as a tool for babysitting. The National Literacy Trust (2017) advise that, just like a book, technology is used as a tool for learning and play, rather than as a replacement for adult interaction. Chassiakos et al (2016). Found that parents fear that their children may fall behind in the skilled use of technology without early exposure to it so feel pressured into buying devices and apps. Although recent reviews of hundreds of toddler apps labelled as educational have demonstrated that most show low educational potential, target only rote academic skills and are not based on established curricula, and include almost no input from developmental specialists or educators. 
Chassiakos et al (2016) found that there are many risks to children using digital media, these include negative health effects on sleep, attention, and learning; a higher incidence of obesity and depression; exposure to inaccurate, inappropriate, or unsafe content and contacts; and compromised privacy and confidentiality. While Blackwell-Clark (2020) explored the harmful effects to be from exposure to subtle or explicit sexual content, promotion of unrealistic body images, presentation of poor health habits as desirable practices, and exposure to persuasive advertising solely targeting children. Kidron and Rudkin (2017) found that accessing unwanted or unsuitable content can be ‘upsetting’ or, in certain cases, harmful. This means that digital environments, though much loved by children and young people, can be confusing and sometimes hostile for a young person. Pediatrics and Child Health (2003) have discovered that the amount of time spent watching television and sitting in front of computers can affect a child’s postural development and can contribute to obesity, undeveloped social skills and a form of addictive behavior traits. While the House of Commons Science and Technology Committee (2019) noted that low levels of physical activity associated with the passive use of digital technology have been linked to obesity and diabetes. Although there are many negative effects of using digital media Kidron and Rudkin (2017) believe that excluding children and young people from the digital environment is not an option. 
According to Pinola (2019) technology can be empowering for children of all ages. It allows them to access tools that help them to learn in fun and engaging ways and gives them the ability to express their creativity and stay connected to others. Children who are tech-savvy will be better prepared for a workforce that will be predominantly digital. The National Literacy Trust (2017) believe that technology can play a role in supporting early communication, language and literacy skills. While Chassiakos et al (2016) see the benefits from the use of digital and social media to include early learning, exposure to new ideas and knowledge, increased opportunities for social contact and support, and new opportunities to access health promotion messages and information. Blackwell- Clark (2020) see the beneficial effects to include early readiness for learning, educational enrichment, opportunities to view or participate in discussions of social issues, exposure to the arts through music and performance, and entertainment. Whilst the Paediatrics and Child Health (2003) found that digital media has a significant potential for providing children with access to educational information, and can be compared with a huge home library. 
	One of the more traditional forms of digital media is Television. Chassiakos et al (2016) found that children in 1970 began watching TV at age 4 years old whereas today Palmer (2006) has found that children begin watching TV not long after birth. Ofcom (2016) reported that children aged 3-4 spend more time watching television than using any other types of media estimating it at 14.5 hours per week.  Christakis (2011) discovered that children aged 3 to 4 watch TV for 40% of their waking hours per day. Research by Certain and Kahn (2002 cited by Sprenger 2008) found that the more television children watch from birth to 4 years the more disruptive they can become by the time they reach school age. This is also agreed by Christakis (2011) who found that the more TV a child at 3 watches the more likely they are to have attention problems at school age. Paediatrics and Child Health (2003) state that frequent television viewing can limit a child’s time for vital activities such as playing, reading and learning to talk. However Chassiakos et al (2016) found that high quality TV programs, can demonstrably improve children’s cognitive, linguistic, and social outcomes along with literacy, numeracy, and prosocial skills. This is also suggested by Palmer (2006) who states that good educational TV can create a talking point between a parent and child and can assist a talking child with added words for their vocabulary. Chassiakos also found that 14-month-old children whose mothers had talked with them during educational TV programming since infancy showed more advanced language development than infants whose mothers did not talk with them during media use at all. However Palmer (2006) and  Sprenger (2008) both believe that  children under 2 should not watch TV at all as children of that age need direct interactions with parents and other significant caregivers to establish healthy brain growth and development. Ofcom (2015) found that children are less likely to have a TV in their bedroom today as in previous years but are now watching TV content on smart TVs, tablets and mobile phones. 
	Kabili et al (2015 as cited by Marsh et al 2018) discovered in a recent study that 96.6% of children from 6 months to 4 years now use digital devices with the majority starting their usage before the age of one. One of the most popular digital device used by children is a tablet. In a recent study by Ofcom (2015) they found that 65% of three year olds use a tablet with 1 in 5 having their own and that at least three in four children in the UK live in a household with a tablet computer. Marsh et al (2018) found that interactions with tablets are now embedded into family relationships and often take place with parental involvement. Price, Jewitt and Crescenzi (2015) found that tablet use can foster art, drawing skills and allow for problem solving. Whilst Mckee and Heydon (2015) consider that when children use iPads there is clear evidence that quality learning experiences take place and these incorporate collaborations with others, communication of ideas and findings along with lots of opportunities for independent learning. According to Ofcom (2015) young children are more likely to play games on a tablet than use it for other types of media. According to Danby et al (2018) Children’s digital game play emerges in their preschool years increasing rapidly into their schooling. Young children’s digital gaming is social and this is the driving force for children’s participation. It shares many elements with of traditional games.
Kidron and Rudkin (2017) believe that it is essential for a 21st century child to access and benefit from the opportunities the digital environment can offer. They believe to do this children must have the skills and knowledge to navigate this environment. Donaldson (2015) believes that as the digital world becomes intertwined with the ways in which we live, work and socialise. Being digitally competent is not an option but a necessity for the twenty-first century learner. With these recommendations in mind a reform has taken place of the National Curriculum for Wales. The new Curriculum for Wales 2022 sets out the fundamentals of a truly 21st-Century education. It outlines a need for children in Wales to be ambitious, capable learners who use digital technologies creatively to communicate, find and analyse information and to express ideas and emotions through different types of media. Digital competence will become a cross curricular skill alongside literacy and numeracy from reception age to 19 years old. Literacy, numeracy and digital competence are mandatory skills across all areas of learning and experience and will need to be considered within all curriculum designThe mandatory cross-curricular skills of literacy, numeracy and digital competence are essential to all learning and the ability to unlock knowledge.
	According to the House of Commons Science and Technology Committee (2019) there is still not yet a well-established body of research in the area of examining the effects of digital media on children. Throughout this paper we have explored the many benefits of digital media alongside negatives aspects, however the residing evidence suggests that digital media will continue to advance and we should be equipping children to become 21st century citizens. 
A Parental Guide to Safeguarding Children in the Digital World
Have conversations about e-safety
Talk regularly to your children about what they are doing online and who they might be talking to.
These 4 tips are things to discuss:
1. Not giving out personal information
2. Not meeting anybody they have spoken to online
3. Not opening messages from senders that they do not know
4. Talk to a parent or adult if they have concerns or worries about things they have seen or heard
Over the last 20 years technology has steadily been advancing and has become part of our everyday lives. With the evolution of digital devices across the World, every 60 seconds an estimated 156 million emails are sent, 3.8 million search requests are made in Google and two million minutes of calls are made via Skype services. House of Commons Science and Technology Department (2019)
As a parent or carer you play a key role in helping your child to stay safe online. You really don’t need to be an expert on the internet to help keep your child stay safe. This comprehensive step by step guide will assist you in safeguarding children in the digital World.
        [image: C:\Users\C720357\AppData\Local\Microsoft\Windows\INetCache\Content.MSO\ADD27557.tmp]
Fare Share Sussex (2020)
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Having parental controls set help you to block or filter inappropriate or upsetting content. 
You can install parental control software on laptops, games consoles, mobile phones, tablets and on your home internet.


The responsibility for ensuring the wellbeing of children when they are online is shared across the Government, industry, parents, carers, schools, young people and non-governmental organisations. Each of whom has an essential role to play House of Commons Science and Technology Department (2019)

Agree Boundaries
Be clear with your child about:
1. What they can and cannot do online 
2. Where they can use the internet
3. How much time they can spend using digital media
4. The types of websites and apps that they can use




Lead by Example
Modelling behaviour is the best way to influence your child. If you model the behaviour you want to see using digital media your child will be more willing to follow.

Recommendations
Only allow children to use digital devices in communal areas – This will enable you to see what your child is viewing 
Comply with age restrictions - Age restrictions are there for a reason only allow your child to watch/play games that are intended for their age group
Set time limits – This will enable you to ensure that your family have quality non screen time together
Meals times - Eating meals while watching television or digital devices should be discouraged as it may lead to less meaningful communication and poorer eating habits
Set rules as a family – Children will be more inclined to stick to rules if they have helped set them
Set Parental Controls – This will help to filter or block inappropriate or upsetting content
Be involved in your child’s experiences - Playing or watching alongside with your child allows you to see the content they are accessing. If your child is more tech savvy than you let them teach you — it's a confidence-booster for them and important for you to keep up with the new experiences they're having. 

Did you Know?
[image: C:\Users\C720357\AppData\Local\Microsoft\Windows\INetCache\Content.MSO\A7E200C5.tmp]

· The average UK child spends at least 13.7 hours per week online Ofcom (2016)

· At least three in four children live in a household with a tablet computer Ofcom (2016)

· 54% of 3 – 7 year olds own their own tablet Ofcom (2016)

· Children aged 5-15 years old spend 14.8 hours per week watching television Ofcom (2016)

· High levels of media use are linked to obesity and cardiovascular disease  Chassiakos et al (2016)

· The amount of time spent watching television and sitting in front of computers can affect a child’s postural development Pediatrics and Child Health (2003)






What the Specialists Say
Babies under 18months – no screen time
Children 18 – 24 months – high quality programming only watched with a parent
Children 2 – 5 years old – limited screen time to 1 hour per day
Children 6 years + - consistent limits on screen time with limits on types of media. Making sure screen use does not interfere with children getting enough exercise and sleep	            American Academy of Pediatrics (2016)

American Academy of Paediatrics (2016)



Very well family (2020)
For further support or information here are some helpful websites
· nspcc.org.uk
· net-aware.org.uk
· thinkyouknow.co.uk
· internetmatters.org

















	Cynllun Gweithgaredd
Activity Plan

	Gweithgaredd/Activity: 

Exploring the resources/experiences/areas that the children like within the setting by taking photographs using a camera or tablet. Which will then become a display in the main nursery room.


	Nifer o blant/ Number of children: 

4 at a time

	Oed y plant/ Age of children: 


3-4 years
	Nifer o oedolion/ Number of adults: 

2

	Lleoliad/ Location: 


The whole nursery both indoors and out

	Amser paratoi/ Preparation time: 

24 hour charging time for tablets and cameras

	Amser gweithgaredd/ Activity time:

Individual to each child but the activity will remain for the whole session

	Adnoddau/ Resources: 

· 2 tablets
· 2 child proof cameras
· The nursery both indoors and out
· The already planned activities and experiences on offer


	Amcan/ion y weithgaredd/ Aims of activity:

· To work on their own or in small groups
· To understand the term ‘like’
· To effectively use ICT equipment to take photographs
· To recall the image that they have taken and talk about it



	Cysylltiadau â deilliannau/ Links to Outcomes:

Knowledge and Understanding of the World
(Welsh Government, 2015, p. 40 - 42)

· Work on their own or in small groups

Language, Literacy and Communication Skills
(Welsh Government, 2015, p.12 - 26)

· Listen to and carry out two step instruction
· Participate in discussions with other children and/or adults
· Take part in activities alongside others
· Experience and use a range of media including emerging technologies
· Recall and talk about visual images and objects

Personal and Social development, Wellbeing and Cultural Diversity
(Welsh Government, 2015, p.9 - 11)

· Develop a growing interest in the world around them
· To show curiosity and develop positive attitudes to new experiences and learning
· Demonstrate care, respect and affection for other children, adults and their environment
· Experiment with new learning opportunities including ICT
· Asking for assistance where needed	

Citizenship
(Welsh Government, 2008)

· Health and wellbeing – using digital devices with care

Interacting and Collaborating
(Welsh Government, 2008)

· Work together with a partner/partners on a piece of digital work

Producing
(Welsh Government, 2008)

· Explore and use different multimedia components in order to capture an image



	Gwahaniaethu/ Differentiation: 

· All children will be supported and supervised according to their needs
· Having 2 members of staff with 4 children allows for a smaller ratio, allowing adults to support children more closely
· Children have the ability to leave the activity at any time alternative activities will be available alongside this activity


	Iechyd a diogelwch/ Health and safety:

· A discussion will take place with the children prior to the activity taking place about how to handle the digital equipment safely 


	Rôl yr oedolyn/oedolion/ Role of adult/adults:

· To role model good skills of handling ICT equipment
· To observe so that children can have the opportunity to explore independently but be skillful to intervene where necessary
· To be aware of the whole group and support where necessary 
· To ask open ended questions such as tell me about this experience/activity? Who were you playing with here? etc.
· To facilitate sharing of the ICT equipment 
· To encourage children to work together
· To collate, print and annotate the children’s photographs for it to be displayed in the main nursery room
[image: https://d.adroll.com/cm/aol/out?advertisable=SFKT6H7BLBHR3LT2DGZN33]


	Y weithgaredd/ The activity:

Before the activity

· Talk to the children about what they like in general so that they can understand the term ‘like’. Discuss with them that you want to find out about what they like in nursey and for them to use the ICT equipment to take a photograph which will be printed and displayed in the main nursey room.

· Talk to the children about the behavior needed when handling ICT equipment and 
show them how to handle it correctly.

· Show the children how the camera and tablet are used to take a photograph and for them all to have a practice together

· Discuss the concept of taking turns and that only 4 children can use the ICT at a time and the need to share.


During the activity

· Let the children have the freedom to explore the nursery independently both indoors and out with the adults being close at hand observing and knowing when to intervene.

· Role model suggestions e.g. the adult to use the camera to take a photograph of an activity and show a child telling them that they like this themselves in nursery.


After the activity

· Upload the photographs taken by the children onto the smart screen for them to be discussed together at circle time

· Adult to print and display the children’s photographs in the main nursey room



[bookmark: _GoBack]
Activity Evaluation

The planned activity has two aims; firstly to establish what experiences and activities the children like within the nursery setting and to secondly take a photograph of the activity or experience using either a digital camera, tablet or both. The activity has been planned for children aged 3 to 4 years old in a school nursery setting and will take place for the full duration of the session. The resources required for this activity are two digital cameras and two tablet computers.
The activity encourages the use of two different types of digital media, a digital camera and a tablet computer. This gives the children the ability to learn how to handle and take photographs in two different ways. The children will gain the knowledge of using both types of digital media to achieve the same goal of taking a photograph. This is promoted in the Digital Competence Framework (2008) which suggests that children are able to explore and use different multimedia components in order to capture an image.be confident users of a range of technologies be confident users of a range of technologies The activity also promotes the cross curricular skills of digital competence as outlined in the Curriculum for Wales (2020); learners must be given opportunities across the curriculum if they are to become confident users of a range of different technologies be confident users of a range of technologies to help them function and communicate effectively and make sense of the world. which help them function and communicate effectively and make sense of the World, this is also promoted in the Foundation Phase Framework (2015). 
The practitioners facilitating this activity play a key part in role modelling to the children the proper use of the digital resources available.  Some children may not be familiar with using the technology on offer and knowing how it works. It is the practitioners role to ensure that the children know how to use the equipment effectively and appropriately for them to fulfil the task of taking a photograph. This links closely to the work of Bandura (1925) as described by Lindon (2001). He believed that children learn from imitating the behaviour that they observe from adults and that observation, imitation and good role modelling are central components to a child’s learning process. It is also the practitioners’ role to model the correct use of the digital media, this will assist with ensuring that the equipment is protected from being broken or damaged. According to the Digital Competence Framework (2008) children need to be inspired to be conscientious digital citizens and encouraged to use digital devices and media with care. 
Within this activity practitioner’s need to observe the children closely. The aim is for the children to have the opportunity to explore the digital media independently and for the practitioner to be skilful to intervene only where necessary. This is actually a hard task to ensure that adults do not intervene too much or take over and lead the activity.  This activity suggests that only two practitioners are needed but it is the role of all practitioners within the setting to ensure that they are aware of the whole group and assist children where needed.
This activity promotes the opportunity for the children to have first-hand experiential learning. The children participating in this activity are using the digital resources independently and they are deciding what activities or experiences that they like themselves. This good practice is suggested in the Foundation Phase Framework (2015) and is also promoted by theorists such as Pestalozzi (1847) and Piaget (1980). Lindon (2001) suggest that both theorists believed that children learnt from first-hand experiences.

As suggested in the Curriculum for Wales (2020), Foundation Phase Framework (2015) and the Digital Competence Framework (2008) the activity promotes children to work on their own or in small groups. Having only four digital media devices encourages the need for turn taking and sharing of equipment.  Skilled practitioners will be on hand to assist where necessary as this can sometimes be challenging for such young children. By working together children can learn skills from one another as suggested by Vygotsky (1929) as written by Lindon (2001). He believed that children who are in the zone of proximal development can learn from a more knowledgeable other, this being and another child or adult. This activity can assist children to work together to draw information from each other and also with a skilled practitioner on hand they can seek assistance and further knowledge where needed. The Digital Competence Framework (2015) suggests that children are able to ask for assistance where needed.
This activity is adult lead as the adult is asking the children to take photographs of activities or experiences that they like. However the process of taking the photograph and finding the activity or experience that they like is all the children’s work and thinking. There is no wrong answer and the children can take photographs of anything that they like within the nursery. No child will be made to participate. Alongside this activity would be many other activities and experiences that would promote child initiated learning. The Foundation Phase (2015) suggests that there should be a balance between structured adult lead learning and child initiated activities or experiences. Once the children become more skilled in using the tablet and camera these resources can be made available for the children to use to take photographs within their play daily thus it becoming a child initiated activity.
This activity supports fine motor development with children learning to press a button and to hold the camera or tablet computer steady to take a picture. This is outlined in the Foundation Phase Framework (2015) where children should be given opportunities to develop fine manipulative skills and be able to use and handle a range of tools.  For children who may find this difficult, the practitioner can assist in showing them how to set the timer so that the photographs are taken automatically without the need of holding down the button. A tripod can also be used if the child may find it difficult to hold the digital media steady. It would be the practitioners’ role to access the needs of the group and to put in place any adaptations so that all children can access this experience. 
This activity is a useful way to explore the experiences that the children like within the provision and can inform future planning ideas. It is a good way to see the nursery from the child’s perspective and find out the reason why they like the things that they do. By showing the photographs to the whole group at the end of the session it is a good way to encourage further discussion and ideas about the provision and experiences that are on offer collectively from the whole group. Some children may have not wanted to participate in taking photographs although they may feel more confident in agreeing or disagreeing with what their peers have said. As suggested in the Foundation Phase Framework (2015) children should have the opportunity to express ideas and emotions through different mediaexpress ideas and emotions through different types of media, be able to participate in discussions with other children and/or adults and recall and talk about visual images and objects. This is also suggested in the four purposes of the New Curriculum (2020) where children become active, capable learners that can explain the ideas and concepts what they are learning about and express ideas and emotions through different types of media.
Using tablets can predominantly be a sedentary activity but this activity promotes children to move freely with the digital media around the setting exploring both the indoors and out. It is the role of the practitioner to support the children in doing this safely. Having discussions about aspects of safety prior to the children using the digital media can assist with accidents being kept at a minimum. Actively exploring activities with digital media can also be a good way to encourage some children who may predominantly spend their time in one area of provision or activity to explore the other activities that are on offer.
Some families that access the provision may not have the digital media on offer for the children to use at home. Having them within the setting gives the children the opportunities that they may not have to practice the skills needed to become ethical, informed citizens who are ready to be citizens of Wales and the World, Curriculum for Wales (2020).  According to Johnson, Highfield and Hadley (2009) early guidance on using technological tools safely will help to equip children for the increasing reliance that they will have on these resources throughout their lives. 
Creating a display of the children’s photographs at the end of the activity is a way of giving value to the children’s work. It also gives the children a voice and a sense of achievement and pride. The Foundation Phase Framework (2015) suggests that children’s work should be respected, valued and encouraged for its originality and honesty. Displays can become talking points for children after the activity or experience has taken place and is an effective way for parents and carers to see what their children have been doing in the setting.
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