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Children’s use of ICT and digital media
Section 1
Within this first section it will include a critical evaluation of the positive and negative aspects of children accessing digital devices to support their learning and development. One positive aspect of children accessing digital devices, according to Marsh et al. (2018), is that they inform play in a number of ways, such as using digital objects to engage in pretend play, for example with mobile phones. Digital technologies could also stimulate imaginative and creative play, says Marsh et al. (2018), by encountering characters and narratives within video games or apps, and children also enjoy playing with digitally enabled toys. They draw a link to Vygotsky, who claimed that play was crucial to children’s cognitive development and was a leading activity for children to obtain new skills, knowledge and understanding. Marsh et al. (2018) state that apps allow children to engage in creativity and creative thinking which promotes exploration, involvement, enjoyment and persistent. However, Chassiakos et al. (2016) claims that there are not as many benefits for children below the age of two years as there are for two years and above, they say that children younger than thirty months find it difficult learning from two-dimensional video representation as they have a lack of symbolic thinking, have immature attentional controls and do not have the memory flexibility to transfer information from the two-dimensional platform to the three-dimensional world. Chassiakos et al. (2016) suggests that before the age of two, children need hands on exploration and social interaction with parents and caregivers for their maturation to be successful, as they are still developing their cognitive, language, sensorimotor and social-emotional skills. They go on to say that research has shown that children can eventually learn, for example sign language, from repeated viewing of a video without help from an adult, however, children whose parents used a book of sign language to teach them had more knowledge about the symbols and meanings for a longer period of time. Similarly to Marsh et al. (2018), Huber et al. (2018) claims that they found that children in Australia chose apps for both learning and creating from their digital toy box that shared many features of traditional play and multimodal play, which can make it difficult to draw a line between screen time and playtime because of the multiple ways play can be promoted through screen media. Huber et al. (2018) adds that it is possible for children to accomplish enriched technological journeys, through open ended play, framed, scaffolded and supported experiences. This links with what Pound (2016) says that Bruner’s scaffolding learning requires an adult be prepared to support children in achieving their intensions, which in this case is achieving enriched play through digital devices and screen media. However, on the other hand Marsh et al. (2018) states in their recommendations that some children are willing to engage in playful and creative activities more than others, which indicates that app designers alone are not responsible for promoting play and creativity and need to take into account multiple characteristics if they want to design apps that facilitate play and creativity.  Neumann (2016) states that digital devices such as tablets that have apps on are seen as useful learning tools and can be used independently by children from as young as two years for playing, creating and solving problems. Neumann (2016) claims that through looking at a Piagetian perspective of children learning knowledge through exploring actively, a child’s tablet shows behaviours that reflect the natural constructivist child learning. Neumann (2016) also states that digital devices such as tablets provide pre-school children with further opportunities, rather than non-digital tools, to develop emergent writing skills through exploring drawing and writing apps. Chassiakos et al. (2016) shows similarities but encourages adult interaction with young children when engaging with media and says that is may increase educational potential through scaffolding to enhance skills at the child’s edge of competence. This would link to Vygotsky’s Zone of Proximal Development, as Shabani (2010) states that individuals learn best when working with others during joint collaboration and through this, learners will learn new concepts, psychological tools, and skills, so in this case a practitioner or carer would act as the role of the knowledgeable other, to help a child after reaching a certain point, to move on. 
Kidron and Rudkin (2017) suggest that another benefit from children using digital devices is that children experience a convenient and fun environment. Donaldson (2015) similarly states through the use of digital devices, children and young people will learn how to develop the knowledge and skills required to technology creatively as both learners and as future members of a technologically competent workforce. As a result of this, Donaldson (2015) has developed three cross-curricular elements including literacy, numeracy and digital competence that are supposed to be used all together. However, Ofcom (2019) states that more parents feel that the risks outweigh the benefits when their child is online. On the other hand, Yelland (2018) claims that the use of digital devices, such as iPads or tablets, have the potential to make a contribution to children’s multimodal learning, if practitioners and parents realised the benefits of incorporating the new technologies. Yelland (2018) found that apps, together with natural materials and experiences, could be useful in introducing and practicing the foundational skills that are linked to literacy which children need to adopt in order to make more complex investigations later on. She also found that the use of these devices contributed to children’s learning by creating multimodal texts that were both creative and a documentation of their learning process. According to Yelland (2018), these devices allowed children to access entry-level apps that built on their foundational skills of literacy. She says that children experiencing the entry-level apps were having access to a focused time on a particular skill and concept, which then their educator would be able to build on, while conversating with the child as they were playing with the app. The educator could then later transfer this into other learning activities, with different resources. Yelland (2018) states that this view of literacy will allow young children to be able to participate in collaborative and creative investigations that will be beneficial for them and the learning communities that they are a part of. However, on the other hand, Mustafaoglu et al. (2018) suggest that the use of digital devices has been linked with lack of attention, aggressive behaviours, physical inactivity, obesity, and sleep problems in preschool and school age children. They go on to say that an overuse of digital devices in early years would relate to cognitive, language, social and emotional delays. Dunn and Sweeney (2018) would disagree and claim that digital devices can introduce story making apps that enable children to incorporate sounds, images, text and deign into their storied which enhance children’s creativity. They also state that technology allows children to have shared writing time that involves children sharing and discussing their writing and strategies with others to support their writing. Technology such as iPads and tablets, according to Dunn and Sweeney (2018), enhances a child’s motivation and independence, which may be lacking while learning to write and read, especially with children who are more reluctant learners. They say that text is becoming more complex and that it now involves multimodal and screen texts, and the term digital literacy can help redefine the concept of literacy as an ability to understand the many signs and symbols as well as a way for children to understand them. Dunn and Sweeney (2018) go on to suggest that children’s use of technology allows new possibilities for creativity in multimodal text making and meaning. Wong (2015) would agree, as she found that through complex interactions with multiliteracy practices through technology at home, preschool age children would gain the knowledge of the operational, cultural and critical dimensions of literacy. She goes on to suggest that children who have this access at home would possess a wide range of knowledge linked to multiliteracy practices when they formally begin school. However, Kidron and Rudkin (2017) suggest that the digital environment was formed for adult users and was not designed for children’s use or a place where childhood would be spent, and they state that if all users of the digital environment were treated equally, then children would be treated as if they were adults. Kidron and Rudkin (2017) also state that the digital environment fails to meet children’s developmental needs and fails to adapt to children’s needs. Spanswick (2016) elaborates and explains that some settings such as outdoor nurseries, forest schools, Steiner schools and Montessori nurseries offer a technology free learning environment, which may be more appealing to some parents, than childcare settings that offer technology learning methods. Spanswick (2016) suggests that the benefits that form from children using these digital devices can easily be formed through other means which pose less risk of unintended negative side effects. And through this non-technological method, she says that many of the associated skills can be learned quicker and more effectively at a later age, with less likeliness of developing bad habits. Chassiakos et al. (2016) similarly claims that some toddler apps that appear to be labelled educational have proven to have low to almost no educational potential, only target rote academic skill such as colours, are not based on any established curricula, and show almost no input from developmental specialists or educators. Chassiakos et al. (2016) also explain that these ‘educational’ apps also include features, such as e-books that feature bell and whistle noises, which are designed to engage children in an interactive experience, but however may actually decrease children’s attention or distract them from social interaction with their caregivers while using the apps. Chassiakos et al. (2016) mention that children may be less socially engaged during digital play as the games are designed to include behavioural reinforcement to achieve maximum engagement through the duration, which can result in children displaying tantrums when their digital play is interrupted. Knowland and Formby (2016) add that reading on a touchscreen does not form the same function as print-based reading. They found that within settings, there are barriers that exist when trying to integrate digital devices into early years practise, involving practical barriers such as screen size and practitioners’ own views on the importance of print books instead of e-books. Knowland and Formby (2016) share that when it comes to vocabulary development, print books are more effective as a driving force rather than looking or reading on a touchscreen. They also say that parents are more likely to co-read while reading a printed story compared to stories shown on a touchscreen, and say that parents are more likely to talk about the story, encourage their children to notice pictures, talk about characters and engage in other activities related to the stories. 
























Section 2
	[image: ]Supporting and safeguarding your children when using digital media/ICT
(Source: Beurkens, 2019) 
Screen time
According to Sigman (2010) by the age of 10 years many children had: 
· regular access to five different screens at home
· their own TV in their bedrooms
· handheld computer game consoles
· smartphones with games, internet and video access
· a family computer and a laptop/tablet 
Today, according to Ofcom (2019), the statistics for children aged 3 to 4 years are as follows:
· 15% are allowed to take their tablet to bed 
· 20% use a smartphone to go online and 49% use a tablet

[image: &ldquo;Parents influence how their children come to think about their bodies in a number of ways," said Amy Slater, a professor at the University of the West of England, Bristol, who focuses on body image issues.] self-esteem, according to Swinson (2013). 
(Source: Bologna, 2019) What has industries done?

NSPCC (2018) state that: 
· The Child Safety Online: A practical Guide for Providers of Social Media and Interactive Services was published in 2016 which allows advertisement industries to assess the impact their adverts have on children’s wellbeing 
· Social media providers, since 2011, have been held accountable for their social media accounts under the CAP code to ensure responsible advertisement to under 18’s

Gaming
Kidron and Rudkin (2017) claim that a child’s built-in need to seek awards can allow gaming to have an impact on knowing when to stop and turn off. Erdogan et al. (2018) suggest that:

	· 98% watch TV or films on a TV set or tablet for around 12 hours a week
· 39% play games for around 4 hours a week
· 51% watch YouTube for around 8 hours a week
The Department of Health and Social Care (2019) claims that digital media can be a good thing as it allows children to access advice, education, support and information. However, NHS (2019) has set screen time guidelines according to the age of the child:1-2

· Should be physically active at least 3 hours a day
· No screen time until the age of 2, for no more than 1 hour 
· Have 11-14 hours of quality sleep a day, including naps 3-4

· Should be physically active for at least 3 hours a day
· No more than 1 hour of screen time a day 
· Have 10-13 hours of quality sleep with regular sleep and wake time. 
Ofcom’s (2020) UK watershed (protecting children from unsuitable material on TV) begins at 9PM.
· technology might have a negative impact on children’s development 
· and digital games could be less developmentally, socially and culturally valuable to children 
However, Mundasad (2014) says that children’s development can have a positive impact through playing video games for a short period of time each day.
NSPCC (2018) ensure that:


· PEGI is responsible for age rating of boxed games
· PEGI will continue to rate all 3+ and 7+ games, which will be seen on the back of all cases
· Legislation was introduced to prevent illegal sale on age-inappropriate items to children
Cyberbullying 
Chassiakos (2016) claim that:
· Cyberbullying can happen at any time of day and can be anonymous 
· Children identifying as LGBTQI and child with ALN are vulnerable to bullying can be easily targeted for cyberbullying
·  Both bullies and victims have reported to have higher levels of depression and lower self-esteem
	Media and body image
Tatangelo and Ricciardelli (2017) state that children as young as 6 years already desire to become thinner and muscular. They found that often: 
· girls would engage in appearance-related social comparisons and conversations with peers
· while boys would more often would use sports or abilities-related comparisons 
Dohnt and Tiggemann (2006) claim that:
· girls around 6 years already understand that dieting is a means of being thinner 
· girls aged 5-8 years old already live in a socio-cultural environment that emphasises on appearanceSupport your children by:

· Downloading a free companion pack, which was launched by the government for parents to help their children to understand images in the media are not reality, and the impact it can have on
The Children’s Society (2018) claim that:
· the average age of children getting a smartphone is 10 years old
· 44% of children spend more than 3 hours a day on social media
· Children who were experiencing mental health problems were more than three times more likely to have been cyberbullied the year before Support for you and your children 

· National Bullying Helpline (no date) offer advice for parents and children on cyberbullying
· They also state that there is an eCrime Act and other legislation that covers areas that are close with cyberbullying
· The Children’s Society (2018) say that social media companies are progressing towards making their platforms safer and a more positive environment 
Further reading from Mass Communication Theory (no date):
· Framing Theory 
· Agenda Setting Theory 


Section 3
	Activity Plan

	Activity: Creating ‘All about me’ digital posters 

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

	Location: Classroom
	Preparation time: 1 hour 
	Activity time: 1 hour – 2 hours 

	Resources: 
· 3 Digital cameras/ an iPad
· 3 computers
· A printer 

	Aim/s of activity: 
· For the children to be able to understand how to use and access the digital devices independently
· For children to understand what the digital devices’ purposes are   
· For the children to be creative about themselves
· And for children to hold the abilities to research 

	Links to outcomes: According to Welsh Government’s (2020) Digital Competence Framework, the chosen strands for Year 1 children are: 
· Interacting and collaborating – Collaboration: collaborate with a partner on a piece of digital work 
· Producing – Planning, sourcing and searching: identify a success criteria in response to questions, and use text when searching for information/media and use an internet browser independently, e.g. open web browser and type in one keyword for a search 
· Data and computational thinking – Problem solving and modelling: follow a sequence of steps to solve a problem, e.g. predict and explain what actions are needed to make something happen

	Differentiation:
· Allow children with an ALN to use an iPad to take a photo of another child if it means they are able to see more clearly and understand the concept of taking a photo
· Allow more time for children with ALN or a 1 to 1, to ensure that they understand how to use, access and research on the devices

	Role of adult/adults: 
· to monitor the children’s competencies 
· to observe and record how the children engage with the digital devices 
· support the children if they ask 
· explain clearly what they need to know to understand the digital devices and what their task is

	The activity: 
· First explain to the children that they will be creating ‘All about me’ posters, using digital devices to take pictures of themselves and then to find pictures on the internet to sum up what they are interested in, and put all the images into a poster that they will then print off 
· Then instruct the children to share a camera between two each, in order to take a picture of each other’s faces, show them how to take a phot on the camera and make sure they understand that their face must be in the center of the frame of the camera 
· Then show them how to import the pictures from their cameras to the computers, allow them to import their own photos independently 
· Then show the children how to transfer the photos from import to a word document, give them a guidance on size criteria for the photos 
· After, explain to the children what a search engine is and what it allows them to do e.g. research things they do not know, and find information and images of anything images
· Show an example of searching for an image through the search engine, explaining that they must type in a key word relating to their interest
· Then show the children how to copy and paste an image into their word document, allow them to choose the layout of their poster
· And finally, once the children have completed their posters, show them how to send their document to the printer, and allow them to independently print their own documents.



Section 4
This last section will include a critical evaluation of the planned activity. One strength of the activity plan is that it links in with, according to Welsh Government (2020), the Digital Competence Framework (DCF) strands. The first strand that it links in with is interacting and collaborating with the collaboration element. Welsh Government (2020) say that with increasing independents, year one children are able to collaborate with a partner on a piece of digital work. This would link in with the activity plan, as the plan includes working in pairs to accomplish the ‘All about me’ digital poster. According to Primary Professional Development Service (PPDS) (no date) states that collaborative work stimulates children by listening and reacting to ideas and opinions from other children, while exposing them to the individual perception that others may have a problem, which will reflect the different personalities and abilities of other children and allow an interactive exchange that will assist individuals to have a deeper understanding. PPDS (no date) goes on to say that collaboration through pair work allows children to learn with one another, facilitates their social and personal development, develops children’s language and thinking skills and exposes them to different perceptions of problems and situations. Similarly, Walker and Logan (2009) suggests that the impact of ICT on intermediate learning outcomes for children with and without ALN are significant, with benefits including collaboration, better engagement, more on-task behaviour and better conceptual understanding. They also state that ICT has been effective in re-engaging disaffected children, especially when used to enhance creativity, such as this activity plan. They say that ICT and inclusiveness improves learners motivation, they learn to take responsibility for their own learning and it helps them build relationships with others. However, Walker and Logan (2009) claim that the use of technologies with strong visual elements, such as multimedia presentation and digital video, can be an effective way of engaging ALN learners. This is not included in the activity plan, but it would be effective to incorporate a visual explanation of the instructions in an adaption of the plan for the inclusion of children with ALN and for them to have a step to step visual guide. Another strength of the collaboration of children is that six in ten three to four-year olds use any device to go online at home, according to Ofcom (2019), with forty-nine percent of them using a tablet but only four percent of them using a computer. The activity plan allows children from homes that do not have access to digital devices to be supported and guided by children who do have access, allowing children to be the knowledgeable other rather than the teacher which is linked to suggests Vygostky’s Zone of Proximal Development, according to Shabani (2010).  
The activity plan also shows Welsh Government’s (2020) DCF strand producing, that highlights the element of planning, sourcing and searching. This element allows learners with increasing independence to identify some success criteria in response to questions such as plan their own layout, to use text when searching for media and to use an internet browser independently. Cherry (2020) would support this element as she states that Piaget’s Stages of Cognitive Development believed that children take an active role in their learning process as they act like ‘little scientists’ as they experiment, observe and learn about the world, and by doing so, they add new knowledge, build upon existing knowledge and adapt previous ideas to create new information. However, according to Hayward (no date) in order for the children to be able to carry out the activity plan, teachers must not only be able to deliver technology-enhanced teaching and to promote digital learning, but to also be able to create resources to help develop the entire digital learning climate. Donaldson (2015) would agree and recommends that teachers should be responsible for children having their learning developed across the curriculum through three cross-curriculum competences, that include literacy, numeracy and digital competence. This directly relates to the activity plan, as there is apects of all three within the plan, including having to type and read their search results, decide how big or small their images will be in the document, and the whole activity is through the use of digital devices. However, NSPCC (2020) suggest that while online technology provides new opportunities for children, it can also expose them to new types of risks, and as a result they say that e-safety should form an important part of schools safeguarding and child protection measures. The NSPCC (2020) claims that schools should ensure teachers have the appropriate knowledge to teach and inform children about e-safety and the risks the internet exposes. Drabble (2017) suggests teachers should support children with special educational needs and disabilities (SEND) by including them in all activities and lessons, and for teachers to think of ways to help them instead of teaching assistants. She states that a main support idea would to make an activity visual, as many children with SEND are visual learners as a result of having a lack of verbal communication. As a result, the activity plan should, according to Drabble (2017), include visual instructions and the teacher should allow plenty of time for the child to process what they have been asked to do, and if not the teacher should give the child a way to let them know if they do not understand, which will also support them and decrease their behavioural problems. This information should be included in the differentiation part of the activity plan. 
Another positive of the activity plan could be the third strand that is included which is, according to the Welsh Government’s (2020) DCF strands is data and computational thinking, with the element of problem solving and modelling. They state that with an increase of independence, learners are able to follow a sequence of steps to solve a problem such as explaining what actions are needed to make it happen. This is clearly stated to be carried out as the children are expected to carry out the activity through step by step instructions on how to use the digital devices in a certain way. Kidron and Rudkin (2017) state that children between three to five years old are developing a theory of mind, tend to believe what they see, and are starting to build up friendships. However, they say that their digital use is mainly guided by adults which results in children not being able to explore the devices themselves and having lack of knowledge about them and it also results in both children and adults not knowing the full range of risks and unknown risks of the internet. The Welsh Assembly Government (2009) state that practitioners must understand how children develop in order to plan an appropriate plan. They state that practtioners should observe how competent children are at solving problems and if they attempt different strategies themselves or rely on adults to direct them. This is a weakness of the activity plan, as the Welsh Assembly Government (2009) say that some children may not be developmentally ready to solve problems by themselves. They say that practitioners should observe if children are confident enough to approach new activities or if they become frustrated or distracted. Through encouragement from a young age, they say that children’s confidence will increase, and they will be happy tackle new problems and be able to draw from previous experiences when attempting to solve new problems.  This suggests that this activity plan may be too difficult for some children, and it would need to be modified and adapted. 
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