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Learning through technology
[bookmark: _Hlk32774126]There has been a significant rise in the number of young children using digital media. According to Ofcom (2015) the number of children aged 3-4 in 2015 using tablets had risen from 39% in 2014 to 53% in 2015, and for children aged 5-15 had risen from 64% in 2014 to 75% in 2015. This research shows that children from a young age are engaging more widely with these devices and demonstrates that there has also been a considerable growth in internet usage by children under 9, where young children are using the Internet to watch videos, play games, research, do their homework, and socialize online (Brito et al 2018). Therefore, researchers are studying the social and cognitive consequences of children using digital media (Jones and Park, 2015) to find out how young children lives are influenced by living in a digital world (Arnott et al, 2018). 
Technology has been considered to have an impact on children’s behaviour (Byron, 2018), Bronfenbrenner (1917-2005). also suggested that the techno-subsystem emphasises the significance of technology in children’s learning and development, however he did not explain how the technological devices could have an effect on a child accurately.  Furthermore, Arnott et al, (2007) suggested that there is a connection amongst playing video games and increased attention problems during childhood and Bandura’s research found that observational learning and modelling influences the social learning and behaviour of children. Interviews with children has indicated that the perception of        over- excitement and unaware of surroundings while game playing means that “no matter how many risk and protective factors the child already has, playing violent video games still adds further risk for future increased aggressive behaviour (Grey, 2011).  Anderson, J and Raine, L. (2018) agrees; they state that the use of digital technology has been connected with children becoming aggressive, have little concentration, through lack of exercise obesity is on the increase, and children are coming into school tired from lack of sleep. Furthermore, Ofcom (2019) state that 3 in 10 children believe that what they see online tends to be true. However research suggest that adults play a key role in supporting children to use digital media appropriately (Ofcom 2019) For example, with suitable guidance from trusted adults, electronic media can utilise a positive impact on the development of the child and research shows that parents are talking to their children about online safety more now compared to 5 years ago rising from 81% to 85% in 2018. (Ofcom, 2019). According to Grey (2011) through calm and kind conversations with your children they will gradually recognise that the virtual world is not the real world, and that virtual friends are not real friends, they will soon get to notice the difference between the two in a way that empowers them to feel in-control over their use of technology, rather than afraid to engage with it. 
[bookmark: _Hlk32827154]Play is expressive and significant for a young child’s development and is observed as an integral factor in their learning, 21st century learning is about collaborating with others, solving problems, critical thinking, and developing communication and social skills Savvidis (2016). As a part of the child’s environment, parents encourage their children’s learning and development by providing play environments and technological materials to their young children.  Kelly et al. (2105) suggests the usage of digital media in the lives of children has a dramatic effect on their play. Digital media in a variety of forms has substituted active and creative play possibilities for children mounting to a decrease in creativity, imagination and social skills (Garvis, et al. 2016), furthermore, teachers found out that children using the iPad’s instead of writing in class has had a negative impact with their hand writing. This can be implied to students shifting from using pen and paper to typing on a key board instead (Herrmann, A. 2015). The room 241 Team (2018) found that social learning is very beneficial to children as they develop positive opportunities when using technology, they are beginning to share information, differences and ideas on a certain topic, they are developing connection, creativity, imagination through supporting each other. However, fear and doubt surrounding new technologies has been the case with every technological creation Kelly et al. (2015) which leads to those that have inadequate personal experience of technology, to fear children will be exposed to risk; like pornography, and healthy activities may be replaced with playing video-games. Ofcom has released a report stating the number of parents that are concerned about their child witnessing self-harm related content online and some aspects of online games. The concerns of parents of 5-15 yr olds witnessing self-harm content online has risen up from 39% in 2018. There are also concerns of children being bullied on-line, this has risen from 32% to 39% (Ofcom, 2019). Although these statistics have been researched, The Lancet (2018) Young people who are lacking in digital technology skills are being left behind, they are not up to date with the access to education, research skills, jobs, health and safety and children’s rights, with having these skills to research, their knowledge improves. However, Open Access Government (2019) suggest guardians should concentrate on explaining to their children at an early age on how important digital status, researching, online politeness, and safety are and how online advertising works. It is very important for parents to be open and honest with their children which supports them to gain their child’s trust. By setting a good example the children will share their experiences with them if they encounter any inappropriate content (Open Access Government, 2019). However, some parents considered that their children knew all about keeping safe online because they were being educated by teachers at school. However Open Access Government (2019) suggests some parents may not be taking enough responsibility for their children’s digital interactions. Kardefelt-Winther, D (2017) has found that it is a parents duty to be responsible in modelling appropriate use of technology, they need to become aware of how they perceive themselves as a good model for their children, children copy their parents and see them as a good role model to learn from. Parents should endeavour to advise their children about the importance of a healthy life style to have balanced nutritional food, physical exercise, sleep and positive interaction, its important for children to know there is a balance between using technology and other activities. However, research has been found that 30% of children feel that their parents phones were more important to them than they are, and parents have admitted how easy it is to just leave their children playing games on devices because they are not bothering anyone, and the parents can get on with other things. In early 2000 some parents became addicted to their phones and social media instead of spending precious time with their children (Anderson and Raine 2018).
An increasing number of interactive technological games have been made into educational packages to support early childhood education with a variety of subjects ranging from literature, numeracy, storying, and social studies (Arnott, et al 2018). Despite this, some authors such as Wang et al. (2010) suggest current educational games are designed for entertainment more than the learning aspects as they lack in the skills side and do not focus on the benefits of peer learning and the scaffolding techniques to support children’s development. According to a later study, over 50% of teachers believe that technology in the classroom has impeded the social skills of pupils (Open Access Government, 2018),  41% of teachers found that children’s communication skills have considerably been affected by technology within the classroom (Open Access Government, 2018), Unicef agrees as they state that friendships and communications are being taken over by children spending more time indoors playing games online, this is concerning as children are not getting the socialising skills that are needed to develop (Kardefelt-Winther 2017), also children overuse their time on technology, which causes concerns about their cognitive and emotional abilities which may create emotional and social delays in their development which is important for them to establish before adult hood (Mustafaoglu, R. et, al. 2018).
However other authors suggest digital technology can be beneficial because ICT such as the internet can support children to be interested in learning. According to Piaget and Vygotsky cited in Ciconni (2014) there is a mutual and spiralling connection between cognitive ability and environmental motivation; where cognitive ability causes the child to seek out interesting experiences, which in turn increases their cognitive ability. Ciconni (2014) compared the cognitive ability of people who used different amounts of internet. He found that cognitive test scores were considerably greater for everyday users, as opposed to the irregular users. Grey (2011) suggests internet usage has the potential to support young children’s visual and digital literacies and endorse creativity and arts-based learning in young children, it has the capacity to support cultural and linguistical learners and young children with disabilities, with young children’s problem solving and critical thinking skills, and encourage infant and toddler language development. Furthermore, Grey (2011) discusses a study where the intelligence of 4 to 5-year-olds was reportedly maximized by a mixture of conventional teaching methods, and by using different digital technology. Children are known to lose their attention within in a short space of time Garvis et al (2016) but by using entertaining and realistic materials, this can sometimes make their attention last longer.  The internet can provide children with a lot of realistic materials. Garvis et al (2016) explains the importance of realistic materials and says that children can learn a substantial amount from finding out about cultural knowledge which can be interesting for children, as they have a chance to compare other knowledgeable cultures with their own culture (Garvis et al. 2016).
Pearson (2013) designed the “The Active Learn” package which was generated to inspire children to learn to read through the use of technology, this is devised with the intention for early learners to be supported with reading, spelling, writing and follow-up activities. They can also choose an option to be supported by audio. However, if the children are reading from the printed copies then they do not benefit from the quizzes, these quizzes are printed throughout the stories as part of a reading, listening and memory skill (Pearson 2013).    Kelly et al (2105) states that children reading online may put early years reading at a disadvantage. Though the on-line books may provide scaffolding during the reading activities by giving prompts to children, they may be discouraging the reader’s ability to develop their skills in important text meanings that leads to enhancing their comprehension skills. Also, children reading on-line books that include games can be easily distracted by the graphics and sound effects, these do not help to further the storyline but emphasise the text negatively affecting children’s ability to retell story events. 



















	
Activity Plan

	Activity: 
Mini Beast Hunt using ICT to collect information and recognize the animals found


	Number of children: 
8

	Age of children: 
5-6
	Number of adults: 
1

	Location: 
Foundation phase classroom and outdoor area

	Preparation time: 
5 minutes
	Activity time:
All afternoon 

	
Resources:
· 4 I-Pad’s for evidence
· Interactive whiteboard and Hwb 
· 8 A4 paper
· 8 pencils
· Hand wash gel/wipes
· First Aid kit


	
Aim/s of activity: 
· To see if children can identify mini beasts
· To learn to explore and research
· To gain confidence in their digital skills
· To encourage good communication skills
· To encourage sharing and working together
· To learn to record their findings on the I-Pad
· To be able to take photos


	Links to Outcomes of the:
Foundation Phase Framework and Digital Competence Framework
· Children are to interact appropriately in researching the bugs and their habitats.
· Collect data and produce a simple graph/ table/pictogram.
· Develop their Welsh by researching the names online.
· Use their researching skills to improve on their knowledge of living things their 
habitat and their life cycle.
· Develop co-ordination skills when stooping down low to photograph the bugs.
· Research using different sources on how to look after the bugs and its importance.



	
Differentiation:

Group A (higher ability) 

· Work without instructions from the teacher. 
· Learn to investigate mini beasts and habitats by using an I-Pad. 
· Children to illustrate their creature and write its name, habitat and list features that they have found through research.  

Group B (lower ability):

· Work with support from the teacher. 
· Children to recognise their creature and write its name using ICT
· Children to upload to Hwb with support from teacher to complete branching.
· Use I-Pad to research bugs found. 


	
Health and safety:
· Discuss the dangers of running with an I-Pad while in the outdoor area.
· Discuss hygiene issues with the children about washing hands and not putting them into their mouths. 
· A risk assessment would be created.

	
Role of adult is to allow the children:

· to independently explore the outside area of the garden.
· to investigate using ICT 
· to be confident working in pairs 
· to be independent by allowing them to explore within the boundaries 
· to know how to keep themselves safe throughout  
· to work and interact together. 
· to extend the children’s learning, thinking and communication skills. 
· to voice their opinions on the activity in their own words and for them to give feedback on what they have learned from the activity (Gov.Wales 2015).

Adults will observe and record any development delays and follow the outcomes of the Foundation Phase Framework (Gov.Wales 2015) and Digital Competence Framework.






Evaluation of the Mini Beast Hunt using ICT
[bookmark: _Hlk33281305]The role of technology is progressively important throughout the everyday life of every individual across the globe. Such learning ecosystems are important grounds for enabling what are now called “21st-century skills” (Yelland, 2018).  Therefore, this activity, used ICT to help scaffold children’s development alongside the adult. It is beneficial for young children to develop ICT skills to enhance their learning (Wang, et al, 2010). The plan would support children in this activity to be independent and have fun while learning. However, intervention is necessary sometimes for the child to gain confidence in their abilities before moving on to something more challenging, allowing the adult or peers to support as more knowledgeable others (Miller, 2011). Children become more interested in the topic within the classroom when researching on the internet, this gives them a better knowledge retention, it also encourages children’s interactive participation by becoming more engaged when using online learning resources (Savvidis, 2016). The new education framework and curriculum Welsh Government (2020) is a way forward to providing learning experiences which embed ICT and supports children to discover, play, interact, and explore with their imagination and shows the importance of engagement for learning. Digital competence is becoming a skill that is needed to become an effective communicator and for children to investigate and represent their thinking (Garvis et al, 2015) furthermore the new curriculum is focussing on cross-curriculum in digital competence, children and young people are building their confidence on digital skills as there is a high demand for this which can be built into the 6 areas of learning and experience(Successful futures 2018) and these ICT skills are expected to start form early childhood (DCF, 2008). Therefore, the activity plan was designed to embed ICT into the everyday learning of children and to enhance an outdoor experience. 
Edwards and Bird (2015) found that digital technologies are hard to implement in early years childhood settings, their study came to the conclusion that practitioners are still learning how to better understand how children can incorporate play-based technology into the early years setting. Incorporating play with ICT within the activity was accomplished through the children being outdoors, independently taking photos and looking for bugs, this was planned for it to be adaptable for the age and ability of the children, the more able children should not find it a struggle and should be able to get on with the activity independently. Play is one of the most important ways in which young children gain essential knowledge and skills (Pound 2009). Play in the preschool years enables children to explore and make sense of the world around them, as well as to use and develop their imagination and creativity (Broadhead, P. et al. 2010). Linking digital literacy into the activity however does not separate digital play and non-digital play, the digital activity supports and broadens non-digital play and together they strengthen children’s educational value (DCF 2008). 
[bookmark: _Hlk33268595]Using different technology to take photographs or recordings can be used to document children’s progression (Welsh Government 2014). Throughout the activity children were given the opportunity to document their experience using the ICT given to them as well as to enhance their knowledge of what they had documented via internet research. 
The use of technology in both motivating young children and supporting their learning is well-represented in Hwb for all abilities. For instance, part of the activity involves children to sort and count speciﬁc bugs, and transfer the data into graphs or branching. Research revealed that young children learning with the use of ICT, looked at it as a fun way of learning while being engaged in the activity. The apps that we use in the Foundation Phase are most effective when demonstrated by the teacher on the interactive whiteboard. This maximises the learning opportunities for children when they can observe appropriate strategies for use of the software (DCF, 2008). Parents have come to understand how important digital devices can be an educational benefit, their views were that digital devices are useful for homework, researching and projects, with these views the parents also stated that it is nice that families can get together to carry out these school projects together (Brito et al. 2018). Even though Ofcom(2011) state that internet based technology has transformed the lives of families by the way young children of today are being brought up because of the use of smart phones, tablets, and PC’s, all of these offer the use of internet access which provides online games to social media; for the young children of today this is their future, furthermore there are reports that children as young as nursery school age are coming into school already having developed the knowledge of using basic ICT through parent’s intervention and modelling (Aubrey and Dahl 2012).
Within the activity I found that the negative side to using ICT was that the lower abilities found it hard to research as they found it difficult to spell out what they wanted to research and could not read the information, even though the words were written out on the interactive whiteboard for them they still had to have support. Research specifies that young children use computers most effectively when assisted by teachers (Edwards and Bird 2015), Vygotsky believed that scaffolding was a way forward as he believed in children’s development being supported by learning through appropriate guidance, which means that learning needs to be customised and adapted to meet the needs of the child’s development level (Halpenny and Pettersen, 2013). When planning the activity again I will choose the children who can support others, that way the more able children can support the less confident children, this is important because children develop from needing support to becoming more autonomous. Children develop confidence and start to support others in a way that they produce their own strategy to understanding and passing on their information to others. In this way the children become independent and interdependent learners (Welsh Government 2008). Therefore Vygotsky’s (1978) theory of cognitive development links with the activity through children’s engagement upon the Zone of Proximal Development (ZPD). This is achieved through children’s engagement in social behaviour. The Maximum (ZPD) varies with different levels of social interaction, this skill is developed with teacher or peer’s guidance rather than working alone (Doyla 2014). Reggio’s approach works as it is known that the Foundation Phase in Wales (Welsh Government, 2015) have areas in their classrooms in which the children use independently to develop their skills in using digital technology, these areas in our setting all have instructions in which they have to carry out, and some of them have QR Codes. The curriculum looks at all developmental stages and focuses on their stage of learning rather than focusing on age-related outcomes to be achieved (Welsh Development, 2015). Furthermore, the activity that has been planned covers strand 4.2 Data and computational thinking, Element Data and information Literacy because the children are able to collate data using simple words and record data collected in a pictogram or graph (DCF 2008). Through these elements’ children will come to understand the importance of data and information literacy; they will explore research and analyse. Children will be able to look at how data and information links into our digital world and will provide them with essential skills for the modern, self-motivated workplace. (DCF 2008)
The iPad provides apps that are available to young children to record, animate and to work with digital images. They provide educational opportunities for children to gain their knowledge and engage in digital forms of literacy as recommended in the DCF strand, interacting and collaborating. We have children with additional needs in our setting and with them using iPads it can be a confidence builder as they can utilise them to their advantage by helping them with their spelling and they can record what they want to research using the audio button to engage in the activity (Edwards and Bird, 2015). 
The activity provides holistic support with supporting each other in pairs, learning about the bugs and habitats while hunting outdoors and inputting their information onto a graph using ICT.  
[bookmark: _GoBack]Even though I found that the iPad supported the activity throughout for the children to develop several skills from researching, typing, communication, interacting with others and collecting data, the negative side that there was not enough iPads to go around the whole class, to manage this we planned a carousel to be done throughout the whole day. To incorporate the activity to the Mini Bug Hunt the plan was; to set out three different tables within the classroom with different activities on each; from painting a picture of their bug, creating a habitat out of lego, and also researching with using the books from the library. With this activity there will be little evidence in their books, but the evidence will be collected through digital devices, videoing, and pic-collage, these will be presented and recorded into their private Hwb files as their evidence. Open ended questions were put to the children at the end of the activity to reflect on what they have learnt, what they liked about it the most and what they struggled on, this gives us an insight to reflect on the next activity. The elements to this activity within the digital competence framework it is a cross curricular developing the children’s literacy and numeracy skills. Vygotsky support’s this as his theory on guiding the children by asking open ended questions play’s an important part on the children’s development, this highlights the important role that adults and expert peers can play in helping children learn (Halpenny and Pettersen, 2014) 
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“Help your CHILDREN to connect safely”

 y

(6et Safe 2019)

Research from Ofcom 2019 shows that parents are more
likely to turn for help and support around the dangers of
keeping their children safe and are more confident in
talking about safety to them. 74% of parents feel
confident enough to keep their child safe although the
ability does decline with the age of the child.

As parents/carers we all know the important conversa-
tions we need to have with our children surrounding inter-
net gaming dun%ar's; but do we really know the age re-
strictions on online gaming? why these are put in place?
and what filters are there to help us fo control these
games?

Her are just a few age restrictions on popular games of
today:

Roblox-7+

Minecraft-7+

Fortnite-12+

Instagram-13+

Pokemon Go, Tik Tok, Youtube, and Snap Chat all 13+

These are just a few apps that children are using and yes
it can be a battle to stop your child from using Tﬂam, but
as parents we need to just take control. Take control by
exploring the 'parental controls’ and explain to your
children'why you are setting them. There are filters in
place with most apps to keep children safe which allows
them to report and block people, talk your concerns
through with them and they will come to you for advice.
Explore the apps together before committing to see if it
is appropriate.

(Net aware.org 2020)

With regards to the Rights of the Child Act in article 17
it states that every child has a right to obtain reliable
material from a variety of sources, and the government
should inspire the media fo deliver safe  information
that children can recognise and understand. It is the Gov-
ernments obligation to help and protect children from
materials that could harm them. (UNICEF 2010)

O

ﬂ risks that children's safety on%

is increasing. There is a vast amount
of people playing the same games from
around the world, and because of this,
children sometimes are not aware of
who they are playing against, chatting
to and what their motives are.
Children are being taken advantage of
by predators with sexual and abusive
motives in which is becoming more
common because the children are not
seeing them face to face. The dangers
are greater than ever before because
children have mobile devices at an
early age and can have access to
inappropriate games without realising
the dangers and the age restrictions.
(zero to Eight 2013)

YouTube is very popular with
young children even though it’s a
12+ rating, but what we need to
think about is the content that
they may be exposed to, adult con-
tent of a sexual nature, distressin,
clips, violence. It is easy for a chil
to click on a relevant clip and what
is shown is something of adult con-

tent instead, this can hapEen in-

nocently which is why blocks on
YouTube are advisable. To find out
more www.Livewire.com they will
Eive you step by step details on

ow to restrict certain content,
they must advise you though that
it may not restrict all content as it
is not 100% guaranteed
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Action for Children (2016) found that a number of parents are hattling ﬂse-full websites for \
more information:

with their children over too much screen time. The research shows that

(23%) of parents are finding it difficult to control the limit of https://www.childline.org.uk

technology usage at home. We all as parents know how much of a cloudwards net
www.childnet.com

https://

fun with your children here are some tips to help families to unplug and e e

have fun:
< <<Use-full search engines
* Plan activities for the whole family to enjoy (child friendly)>>

* Create 3 weekly plan with technology in mind and creativity

struggle it is to juggle work and home life. Plan time to set aside to have

* Share your own enjoyments as a child

* Organise a board game evening with treats on a weekend

* Make a rule no screen time during meal times

It can be difficult to know how to start talking to your child ;/

about what theyre doing online or who they might be speaking to. Having regular

conversations about the internet, will help your child feel comfortable to come to you
with any worries or concerns regarding inappropriate materials that adults could co
walch with young children or could be in close proximity with when they can access
online material in front of them. When talking to your child about online activities talk ina
soft calm manner, show them that your interested in what they are waitching or playing.
Help them when they are doing homework or researching a certain subject, to get o
know their interests. Ask your children what they like about the app and how safe do they
think it is, strike up a conversation about who they play with online and if they know who
they are, state the dangers of talking to strangers online, share your worries about
sitranger danger. Reassure them that they can come to you if ever they feel threatened
online. Talk through the apps that are unsuitable to children and why there are age re-
strictions on them. (NSPCC 2020)

Set your children’s phone up before it is handed over

Make sure they are safe on-line before they start playing

Set up parental controls on your broadband before they start playing

Remind them that not everything they see is real

Set boundaries (Internet Matters.Org 2020).




