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The term “media” is described simply by Davies (2010) as the plural for a range of mediums that are forms of communication that allow information to be passed to people. Davies (2010) states that print, television and the internet are all forms of medium that can make up the plural of media. According to Reyna, Hanham and Meir (2018) in the past to be a literate individual in the modern world required one to be able to read, write, speak and listen. However, in today’s more technologically advanced world, students need to be digitally literate too. Alexander, Adams-Becker and Cummings (2016) state that this requires them to be fluent at collaborating, thinking critically, being creative and having the ability to problem solve within the digital environment. Whether it is required for communicating, learning or play, many people are of the opinion that the experience a child has with technology will have significant implications in their future (Plowman, McPake and Stephen, 2012).
It is becoming an increasingly common occurrence over the last few years that young children are gaining more access to digital devices. Marsh et al (2018) states that within the United States of America a study that included 350 young children from the age of 6 months to 4 years, identified that 96.6% of them use mobile devices.  Whilst in the United Kingdom it was stated by Petter (2020) 47% of children aged five to ten own a mobile phone, a statistic that rose from 38% in the previous year. Whereas, Ofcom (2020, p4) state that mobile devices, such as tablets and mobile phones, are the device of choice for 3-4 year olds to go online with, as 3-4 year olds have access to the usage of  tablets  and mobiles 49% and  20% respectively.
According to Bavelier, Green and Dye (2010) the children of today are constantly in use of technology in the education setting and at home, whilst Kabali et al, (2015) believes that the rapid adoption of mobile technology by parents and children is likely to have an effect on children’s health and development.
When considering the effectiveness and impact digital devices are having on young children, it is useful to consider the positive and negative impact it can bring. According to Palaiologou (2016) by the age of three and four most children have discovered the ability to interact, understand and can access digital technology, meaning they have begun to establish and develop their “digital literacy”. This is a positive impact of gaining accesses to digital devices, because according to Blum-Ross, Kumpulainen and Marsh (2019) being an individual who is digitally literate or developing into a digitally literate individual allows them to develop the knowledge and skill to succeed in the complex and digital society, whilst also being able to improve on their creativity and critical thinking skills. This is something that is being supported within the new curriculum for Wales, with the Welsh Government (2020, p24) stating that all children will be supported to develop as ambitious capable learners with the use of digital technologies to be able to communicate creatively, find and analyse information. Whilst Welsh Government (2020, p64) states the new curriculum aims to develop a wealth of opportunities to develop individual’s digital competency in a range of different areas. According to Adobe (2017) by promoting and developing digital literacy in learners, it allows them to improve on the ability to think critically and express their ideas whilst attempting to solve problems creatively, which as a result sees learners develop skills which are desired by employees later in life. However, McDougall, Readman and Wilkinson (2018) believe that due to the diversity of the technological world, schools and classroom settings should focus on becoming engaging environments to learn and access new technology that can be taken into everyday life. With this in mind and the digital divide that populations already face due to economic situations, it means that those better off financially are more likely to benefit compared to those from poorer backgrounds. This is supported by Barker et al, (2020) who states, a recent survey suggested that in March 2020 as the Covid-19 pandemic swept across the UK 9% of households containing children did not possess access to a home laptop, desktop or tablet. This means that there are concerns that children from disadvantaged households will experience even greater disruptions to their development due to a lack of digital and internet connectivity, decreasing their opportunity to become digitally literate individuals. Whilst not engaging effectively in the digital world means there is a risk of individuals being left behind (Office of national statistics, 2019).
One form of digital device that is becoming more prominent is that of the mobile touch screen. According to Hatzigianni and Kalaitzidis (2018) the use of these tablet and mobile devices have become so common over recent years, that by the age of three or four years old almost 97% of children are aware of how to operate a mobile device. Xin and Leonard (2014) states that the general use of iPads within educational settings are being used to promote problem solving and high-level cognitive thinking skills. If this technology is being used correctly to promote problem solving, then there is a chance that the young children getting to experience this opportunity will benefit through their development. This is supported by Diamond (2017) who states that by using the technology for problem solving activities, it allows the learners to begin the  process of growing development of a skill that can build and improve across their lifetime, whilst also allowing them to become more independent and determinate learners by being able to problem solve. Another positive impact the mobile devices are having on children, when being used in a positive manner, is allowing the opportunity for children to work together and collaborate together. According to Trott (2013) the improved and increased access to the internet means that learners can now work in collaboration with each other and as a result, this improves learners classroom enjoyment and involvement. One way this can be done is through the use of video games for learning purposes which Wouters et al, (2013) states are referred to as ‘serious games. According to Sánchez and Olivares (2011) these serious games that offer collaboration and opportunities to learn as a team to problem solve together. Sánchez and Olivares (2011) go on to state that when these games and apps are used in group work the interaction and development of problem solving is improved throughout the learning activities. This is supported by Dias and Victor (2017) who found that the use of mobile devices, such as tablets and iPads, have given students a confidence boost in their learning, especially when collaborating and working together. Dias and Victor (2017) stated the connection mobile devices provide between student to teacher and also student to student results in more active learning and more active discussions able to take place. The use of serious games and mobile devices are also useful due to their re-playability (Pereira et al, 2012). This idea that a learner or group of learners can easily replay or re-access a serious game when they are struggling to grasp a topic or skill is supported by Brunner (1977) who thought that to ensure a topic of the curriculum was fully understood by a learner, the learner should be able to revisit the basic stages of a topic repeatedly and as frequently as required, to allow them to build up their knowledge until they gain a full understanding. Alongside this, the students who play and collaborate through the games on these mobile devices are also being allowed to become purposefully active in their role of learning and thinking. According to Halpenny and Pettersen (2014), by allowing children to become active within their learning, Jean Piaget thought that it would allow learners the chance to make sense of the world around them, in this case it is the ever growing digital world. 
However, when mobile devices are not used for positive uses, such as serious games and applications for learning, they can also be used for social media. According to Richard, Caldwell and Go (2015) the use of interacting over the internet, also known as social media, is becoming a prominent occurrence in young children’s lives. Ofcom (2020, p1) state that over the last year the use of social media within young children is becoming more diverse with apps such as WhatsApp and TikTok becoming as popular as the likes of Facebook, Instagram and Snapchat. O’Keefe and Clark-Pearson (2011, p800) state that social media is the use of any website that allows a form of social interaction to take place, so this broadens the media to include video games and also video sites such as YouTube and blogs too. The negative that can been seen by allowing young children to use these social platforms has been highlighted by Fersko (2018) who states that the risk of experiencing cyberbullying through social media is one that causes hurt and humiliation to the victim through the use of hurtful images and words. According to Reid Chassiaskos et al, (2016) between 10% and 40% of children experience cyberbullying depending on the age range being looked at and according to Coughlan (2019) English schools had the worst experience of cyberbullying when comparing reports from 250,000 teachers across 48 industrialised countries. The impact this can have on a child is identified by Wolfe and Lereya (2015) who state that if a child experiences any form of bullying, they have been found to be at an increased risk of experiencing psychosomatic issues like headaches and stomachaches, due to increased anxiety brought on by the cyberbullying. This is supported by YoungMinds (2018) who found that in response to an inquiry about experiencing cyberbullying, 45% of children and young people who responded stated that they currently experience mental health problems, due to cyberbullying. 
Another piece of technology that children use regularly is the digital television. According to Nieto (2019) the viewing of television is a daily occurrence for the majority of children. During the COVID-19 lockdown in 2020 the BBC (2020) stated that their CBBC and CBeebies children’s channel shows were viewed 81% more than normal between April and June, with 38 million watching via BBC iPlayer every week. By using appropriate and educational programmes like the ones found on CBeebies and internationally like Sesame Street the television can have a positive impact. Television programmes like Sesame Street which has a 50 year history of covering and explaining the more difficult, but up to date topics to children, such as what is racism and how to embrace diversity (Ritschel, 2020). Using programmes that cover these topics, to let young children learn about these current affair topics, will have a benefit when in school. Garey (No date) suggests that parents can help make television a positive tool by engaging with their children to take part in active viewing, by asking open questions to help children understand and promote communication about what has just been witnessed. Chin and Osborne (2008) suggest then that by using open questions the ability to critically and creatively think and reflect on the information watched allows individuals to learn.
However, allowing children access to television can have a negative impact too. Firstly, KidsHealth (No date) state that young children who average more than 4 hours of television a day are more likely to be overweight. According to WHO (2020) childhood obesity is linked to premature death and disability in adulthood, aswell as experiencing breathing issues and heart disease having a negative affect on the standard of living. The other issue with television is the risk of children observing inappropriate content. According to American Academy of Pediatrics (2009) on average by the time an individual is 18, they are likely to have witnessed 200,000 acts of violence on their televisions. As a result, this means there is a risk that children who witness acts of violence or other inappropriate content on television might copy. The social learning theory of Dr Bandura stated that people learn behaviours and attitudes from role models and what they see in the media (American Psychological Association, 2003 and Shrier, 2014). This is supported by Bandura’s social learning theory, Bandura (1971) states that people’s behaviours are learned through influences they experience. This is supported by Henry (2009) who state, teachers are reporting that children as young as four years old, in Reception classes, are seeing worsening behaviour including tantrums, answering back and swearing, due to repeating behaviour they witnessed on television.
Overall, if used correctly, digital devices do have the potential to bare some benefits for young children in and outside of the classroom to allow them to develop. However, if used incorrectly or unsupervised there is a great risk that these benefits will not be possible and the access to digital devices can cause harm to their development.
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GIF’S FACTS AND FIGURES!
· As of 2019 23% of 3-4 year olds have their own tablet and 37% of 5-7 year olds have their own.
· 4% of these children have a Social Media profile
· 62% of 5-7 year olds play video games and 35% play these games online.
· 49% of 8-11 year olds access the internet via a smart phone.
All stats taken from Ofcom (2020,p5)
Questions you can ask your children to gain understanding:
· How do you keep yourself safe online?
· What app/ games are you using?
· Are there any websites or games you use that we don’t know about?
· How safe do you think the internet is?
· What do you think we can do to help strike a healthy balance with technology?
Questions adapted from Hinduja and Patchin (2018)









Being SMART online!
Safe: Keep your personal information safe
Meet: meeting up with someone you have meet online is dangerous they are a stranger!
Accepting: Think carefully before clicking and allowing something to access your computer
Reliable: You must not trust everything online as some facts and figures may be out of date or not true
Tell: Remember to tell an adult if someone or something makes you upset. Not everyone in the digital world is friendly and adults such as family members and teachers can help you.
Information from Childnet international (2018)



Kaspersky (2020) states that the internet is a very dangerous place for everyone, but in particular children. Kaspersky (2020) believes that protecting your children starts with guardians gaining awareness. According to Ben-Joseph (2018) the internet and the digital world can be a fantastic tool for youngsters to allow them to research and communicate with teachers and other children. However, the risks include inappropriate content, cyberbullying and more.
Mascot design gallery (No date A)
This leaflet has been created to help parents, guardians and the youngest members of your tribe to gain an understanding and knowledge of the importance of staying safe in the ever growing digital world together!


The Online Dangers Children Face in the Digital World
The NSPCC (2020) state that when exploring the internet there is a risk of your child becoming exposed to upsetting and concerning content. The NSPCC (2020) says that these risks can include explicit images, bullying, grooming and more.
Bullying : Bullying via the internet is called Cyberbullying , UNICEF (No date) states that cyberbullying is the act of trying to scare, anger or shame a target and can take place on social media, text messages or gaming devices.  Office for National Statistics (2020) state that in the year ending March 2020 19% of 10 to 15 year olds in England and Wales suffered from one form of cyberbullying, this means around 764,000 children experienced cyberbullying. In 2016, the government created Cyberbullying: Understand, Prevent and Respond 2016 guide.
Grooming: Online grooming is the act of someone building an online relationship with a minor, this person then pressures them into doing inappropriate things including sexting (Childline, No date). According to NSPCC (2019) in 2019 there were 4,373 offences of online sexual communication with a child recorded and 1 in 5 victims were 11 or younger.
Too Much Screen time: Having too much screen time can be detrimental to a child’s development. Boseley (2019) states that, the WHO advises that reading, playing games and physical activities are much more crucial to development than screen time.
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  Griff’s gaming tips


Children’s Commissioner’s Office (2019) report that 93% of UK children play video games.
Games just like movies have age ratings, so you as parents know if they are appropriate (Gibson 2017).
Before letting your little monkeys loose spend time setting the console up correctly, create accounts, parental controls and time limits (Internet matters, No date).
The main use of a games console is to play games and can be done in the same house, locally or online. This makes gaming a social part of a young person’s life, where friends and strangers can play and communicate in a virtual space (UK Safer internet Centre, No date).
For more information and questions about games consoles check out:
https://www.saferinternet.org.uk/advice-centre/parents-and-carers/parents-guide-technology/games-consoles



Mascot design gallery (No date B)


Important  Legislations, Acts and Guides to Protect Us Online:
There are lots of different laws, legislations, acts and guides that have been put in place by the UK Government over the years to stop people being taken advantage of online.
General  Data Protection Regulation (GDPR): Data protection act 2018  is the act that makes provisions about how personal data is processed and stored. Kelmscott School (2020) describe the GDPR act as a EU- wide legislation, which decides how the public’s personal data is processed and kept safe, whilst also protecting the legal rights an individual has to their own data.
Cyberbullying: Understand, Prevent and Respond 2016:  This Cyberbullying guide was funded by the Government Equalities Office and the European Union to assist teachers in the classroom on how to inform about cyberbullying and take action when doing anti-bullying work (UK Safer Internet Centre, No date B). This guidance was created by Childnet in 2016 and is designed to support schools to prevent cyberbullying, as well as how to respond and combat it. The guidance is made up for four different sections. (Childnet International, No date)

Sexual Offences Act 2003: This act which came into being in 2003, was drawn up to offer greater protection to children and vulnerable adults, as well as introducing tough sentences for child sex offenders, including paedophilia and the grooming of children on the internet (The Guardian, 2009). Harris Solicitors (No date) state that as of April 2017 it has become a criminal offence to have any sexual communication with a child, which safeguards them and criminalises any contact as sexual grooming.


















































Games and Videos.
Here are a few links that can help teach your youngsters about the importance of staying safe online:
Interland by Google https://beinternetawesome.withgoogle.com/en_us/interland/landing/kind-kingdom
created for 8-12 year olds as part of Google’s Be Internet Aware campaign (Fav,2018) 
Jessie and Friends by think u know https://www.thinkuknow.co.uk/parents/jessie-and-friends-videos/
Created for 4-7 year olds. This 3 episode series aims to give 4-7 year olds the knowledge, confidence and skill required to stay safe from the dangers they may encounter online. (Think U Know, No date B)












	       Activity Plan for Digital Literacy Skills

	Number of children:
30 (groups of 5 children)
	Age of children:
Year 1 (5 and 6 year olds)
	Number of adults:
2 

	Location:
Classroom and outside learning garden.
	Preparation time:
10-15 minutes to get correct outerwear on. 
	Activity time:
40 minutes 
(20 minutes outside, 20 inside)

	Resources: 
Coats, suitable footwear, iPad/laptop, digital camera, fire register, first aid bag, medication, access to hwb account, whistle. 




	Links to digital literacy/competence outcomes: 
Welsh Government (2019) 
· Citizenship: Digital rights and ownership: adding their name to work they have completed.
· Interacting and collaborating: Collaborating with partners on a piece of work, save work using a familiar word.
· Producing: Select appropriate software to complete task.
· Data and information literacy: collate and group given data using simple words, e.g. sort pictures/words, classify an object using more than one criterion, e.g. labelling group/set, record data collected in a suitable format, e.g. use tally charts or pictograms.


	Details of the activity:

Children will be taken out in groups of 5, by 2 adults at a time. They will be completing a bird/ animal spotting activity. The children will be asked to choose the appropriate device/app that can help them capture videos or pictures of the creatures they spot on a walk around the school grounds and in the outdoor learning area. The children will have the choice of an iPad or digital camera to help them capture their images.  The children will be reminded to take pictures or record clips of any birds or animals that they spot on their walk.
Once the outside aspect of the task has been completed, the children will be led back to class, where they will have to access their hwb account to log into J2E. The children then have to turn their findings of animals and birds into a graph. When in class, the children will have the choice of how they wish to display their information, the graphs should meet the success criteria which will include saving their word, adding a title and labelling their graph and logging out of their account correctly and safely.
Children can work in groups or individually outside. However, they will be required to create individual graphs for recording processes.








When looking at the lesson plan created for the year 1 class to experience and build on their digital literacy skills, the first electronic device listed in the resources is the iPad. The reason this lesson plan has included the iPad is because, as stated by Dezuanni et al (2015), the iPad is the most successful tablet computer out in the marketplace and has received great attention due to the potential it possesses as a resource for education. Furthermore, stated by Dezuanni et al (2015) the device is a highly sophisticated tool that allows children to access information, learn through apps and also enables it to be a device that provides the opportunity to create photo, video creating and word processing all in one device. With these capabilities it was an appropriate choice of device, as it allows children to have a range of applications which could help them complete the animal spotting activity. This is supported by Clark and Luckin (2013) who state that the iPad is a suitable device for learners to use, because all learners are individual and learn differently, so by being unique and supporting different approaches to complete a task is something the iPads can facilitate. By providing choice to the children using an iPad, they have a library full of suitable apps at their fingertips to help record the animal hunt. Whether they decide to capture photos or use video to record their findings in an app, like iMovie or another form of media they prefer, it promotes learning in a way that suits them. This providing of choice or child led learning is promoted by Whitebread et al (2007) who found that when an activity promotes choices for learners, it also promotes self regulated learning and gives an opportunity for learners to control the level of difficulty they have on the activity. In the task being evaluated, this level of difficulty can come from how the learner decides to record their findings on the walk. If they choose to record the whole walk, they will have to rewatch the video and use their observation skills to identify the amount of animals they found, whilst if they decide to use the built in camera, they could make the difficulty easier for themselves by counting how many pictures they took with birds and how many of the creatures they captured with the camera were not birds. With this in mind, it allows the learners to meet strand 3.2 of the creating aspect of the framework, which states “select appropriate software to complete given task” (Welsh Government, 2019).
However, the issue that arises by allowing the learners to choose how they wish to make their recordings, is dependant on the practitioners’ knowledge and skill of the devices. According to Marsh et al (2017) who state that a major barrier that research has discovered, is that when a practitioner lacks knowledge, skills and understanding, it will act as a negative barrier that can hinder the delivery of a good digital literacy activity, due to their lack of skills and confidence in delivering the lesson.  
Another area to evaluate within this lesson plan, is the decision to take the technology that is being used to improve the learners digital literacy and take it out of the classroom and incorporate it within an outdoor learning aspect of the lesson too. Firstly, the decision to take the lesson outside was made when considering the Foundation Phase Curriculum for Wales. According to Welsh Government (2015) children are to be provided the chance to further their knowledge, understanding and skills by experiencing continuous and enhanced provision of focused activities in the indoors, as well as outdoor learning environments. This inclusion of outdoor learning is supported by Richardson (2014) who believes that the outdoor environment is a learning experience that can be used to become a complementary environment for learners, this can be achieved by allowing them to gain contact with nature, whilst supporting learning opportunities. However, there is a debate whether or not outdoor opportunities are affected positively or if they are hindered when learning practices introduce technology outside. According to Hills and Thomas (2020) although the use of digital technology within education as a whole has many benefits, including increasing a students motivation and providing a wide access of pedagogical resources, the use of technology in the outdoors can act as a distraction to the task and observations the learners should be making. According to Mancall-Bitel (2019) technology increases distraction due to children having immediate access to the internet and applications at their fingertips, when they have access to the iPads. This is further supported by Cuthbertson, Socha and Potter (2004) who state that the role of outdoor education is used greatly as a tool to encourage learners to connect with the environment around them, however by incorporating digital technology into a lesson environment like this, the one being evaluated can risk the importance and significant impact outdoor learning environments can provide learners. However, in contrast to this Drader (2014) believes that the use of digital technology in the outdoors can be positive in the delivery of the digital literacy skills, as long as the practitioners ensure that when outside the student is focused on the environmental engagement involved with this activity and when returned back to class full focus can return to the practice of improving their digital literacy skills, by focusing on the technology aspect of the task. With these points in mind, there is an argument to both change and keep the inclusion of the outdoor environment within this task.  However, as stated by Bento and Dias (2017) gaining access to learning outdoors offers young learners an opportunity to gain exposure to fresh air and sunlight. Bento and Dias (2017) suggest that this will improve young learners immune system and bond development.
Looking at the lesson plan that has been created for the digital literacy skills lesson, it is clear to see the lack of information about what type of support is expected to be provided by the practitioners who are leading this activity. According to Miller, Cable and Goodliff (2014) providing the right support should be at the centre of what a practitioner does to encourage a child’s development. This is true through any topic of a curriculum, including when working with the digital competency framework. This is supported by Lauricella, Herdzina and Robb (2020) who state that the delivery of digital competency, citizenship and literacy can be difficult compared to the delivery of other topics in a curriculum, such as numeracy. This is why it is helpful to include in the planning how the practitioners can support the students learning. 
According to the Department for Children, Schools and Families (2009) the more information a practitioner has on how to deliver their practices, means the individuals leading the activities have a further understanding of why it is being performed, how it is to be performed, how to support the children and finally the impact it can have on the children’s development. When considering this and looking at the plan, it is clear to see why it is being performed and the impact it can have, because the plan links back to the digital competency framework. The same can be said for how the activity is to be performed, because this is seen in the details of the activity, however, by missing the way practitioners can support the child, means practitioners who did not plan this activity will not know how best to support the child. Pashler et al (2008) state that individual learners all differ in learning and that different forms of instruction are more effective to some than others. This can be important when considering which level of the digital competency framework an individual is working towards. For example, the framework states that at Reception level a child should be able to “create a simple pictogram” (Welsh Government, 2019), whilst a child working to a Year 1 level should be able to “record data collected in a suitable format, e.g. use tally charts, pictograms”. (Welsh Government, 2019) As a result, these two children will likely require different levels of support and supervision. For example, the child working at a Year 1 level might require less support due to an increased knowledge of technological interaction. This would mean the practitioner would have to apply a constructive learning approach, which Baba (2015) states that with this technique, children can use the knowledge they already have of using the technology and take the new instructions on board to help them construct their understanding on how to improve to complete this new task. Whilst the child working at a Reception level or individuals who require extra support due to additional learning needs will require the practitioner to have an extended adult involvement by providing a supporting interaction according to Coltman, Petyaeva and Anghileri (2002). This  is supported by Muhonen (2016) who believes that there are key opportunities for development when a practitioner assists by participating in scaffolding to offer inquiries, open questions and provide any answers required to allow the individuals to gain greater understanding and further development to allow them to enter their zone of proximal development, which Alber (2014) states is the distance that sees learners working in  which shows what children can do by themselves and the next level that they can  promote to with the correct assistance.
Overall, there are strengths to the lesson plan that has been created. However, to make it easier for a practitioner who has not created the plan to fully benefit, the use of further detail would make it a lesson activity plan any practitioner could pick up, read through and feel they could be confident in delivering, provided they had access to the resources required.
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