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Part one  

This section will be exploring how children use digital media and explain the benefits and disadvantages of using devices such as iPads, computer games and mobile phones. 
According to Suggate and Reese (2012) children use digital media by watching how others use digital media, and trying it out for themselves, which Bandura believes, Bandura believes children learn by observing, and they mimick, as they want to belong. Suggate and reese (2012) state that if digital technology is interwoven with other childhood experiences such as baking, playing outside, reading stories, digital technology could enhance children’s learning. 
The Digital Childhood report (2017) also states that digital media can be used to meet the milestones of children and young people, however, for children to benefit, it would need to be suitable for that childs age specifically, by using different software for each age, setting boundaries based on the age and maturity of the child. 
According to Flewitt, Messer, and  Kucirkova (2014) the use of iPads offers opportunities for early literacy learning, but there are also challenges of using iPads. In this article, they lent iPads to a Nursrey, three to four, a primary school reception class, wit four to five-year olds, and a special school, seven to thirteen. It was observed to find out how these settings used iPads over two months. It was found that well planned literacy lessions using iPads stimulated children’s motivation and helped with their concentration. Children were given the opportunity for collaborative intervention, improving their communication skills, and independent learning. In this article, practitioners appreciate that iPads can help them meet curriculum guidelines. Arnott, Palaiologou, and Gray (2018) states that children say iPads gives them more of a choice, and creativity, in their writing skills. In an article written by Marsh, Plowman, Yamada-Rice, Bishop, Lahmar and Scott (2018) they found that children who have access to tablets, which are similar to iPads, engage in activities that promotes play and creativity. Vygotsky suggested that play is crucial to children’s development as they can develop new skills, and understanding of the world. However, it was stated that apps on tablets are rule-bound and do not give children the opportunity to engage in free play. Although it was stated that children learn creativity, as apps have different text fonts and styles, and different colours, which differ depending on what messages the apps are trying to convey. There are also drawing apps with different brush sizes and colours so children can choose what they want, children can engage in creative thinking, and involvement. 
[bookmark: _GoBack]Hatzigianni and Kalaitzidis (2018) says teachers believe that the use of technology in class rooms provides opportunities for teacher to collaborate with the learner, this links in with Bronfenbrenners scaffolding approach as the collaborative way of learning, having discussions with the learner, but allowing them to think for themselves. 
However, there are negatives to using technology. In an article written by Becker (2000) he has mentioned that there are concerns about a digital divide, between children who are benefitting from technology and children who are not. It was found that lower income families compared to those of a higher income did not have the same access to technology and the internet at home. However, lower income families that did have access to technology and the internet, did not have the same education as the higher income families, so higher income families tend to have more knowledge on age appropriate activities for children. Therefore, teachers and practitioners need to make sure all children are having access to sophisticated information on technology. 
Other types of technology such as computer games can have a positive impact on children. Griffiths (2002) lists many benefits that video games can have on children, such as, during video games, children interact with other children of different age, gender, ethnicity and educational status, teaching them to be more open minded and talk to people who are different to them. Video games that have missions teach children to set goals, and keep records of achievement, so they can measure their performance. However, Attewell, Belkis Suazo-Garcia (2003)  claims that young children who spend time on computer games for over eight hours a week spend much less time doing sports, playing outside than non-computer users. 
How children are affected by using game consoles may also be down to parent attitudes or knowledge of technology. According to Ofcom (2015) The Communications Act 2003 gave Ofcom the responsibility of carrying out research in media literacy. The report states the attitudes and understanding of children aged five to fifteen and information on how children aged three to four access the media. In the report it also gives parents views about their children’s use of the media, and how they monitor their children’s devices. Parents whose children plays on computer games where asked about their concerns they had, which were the content of the game (if it had any graphic features, and if it is suitable for their age) the pressure on their child to make purchases n the game for additional points, they were concerned that their child may be bullied online or pick up any bad language, and whom they are playing with (could an adult be posing as a child online). Parents were also asked, if they put any controls in place to stop their child from plying a game which is above their age range or restrict them from using their game console to play online games. However, it was found that only 32% of parents of three to four-year olds restrict what their children play on. 
The Guardian (no date) says that not all games are suitable for children to play on. Many games are intended for adult users only due to content of violence, sex and drug use. It has been said by The Guardian (no date) that studies have been carried out on children being exposed to game violence, and many children showed signs of aggressive behaviour. 
Kucirkova (2016) says that an advantage of using iPads in an early years foundation phase class, is that teachers can customise the content of iPads to suit the learning styles of each child. For example, practitioners can change the text size and font style, to suit each child’s needs during reading activities, or use additional software to personalise a devise for children, reiterates a point by to Flewitt, Messer, and  Kucirkova (2014) that iPads stimulate children’s motivation and concentration, during literacy activities. Kucirkova (2016) even states that teachers have re-evaluated children’s literacy skills due to the improvement when using iPads, this had led children to have a higher self-esteem. 
Alitavoli  and Kaveh (2018) says that media has been shaping peoples beliefs on the world ever since it was invented. Gerbners cultivation theory argues media has the power to influence how people see the world. This is a negative point of digital media, as children may grow up to have a negative view of the world as a lot of what is in the news is negative.  
Modernmom (no date) states that a mobile phone can teach a child responsibility, as they will have to take care of it, and keep it charged. It can also teach them to take financial responsibility if they have chores to do at home to earn the phone, and if they have a set amount of texts and calls, they can make. A phone can also be used as a safety tool, if the phone has GPS it will allow parents to check up on where their child is.
Corr (2006) says that children using technology can develop their knowledge and understanding of the world. Children can use the internet to learn about other countries and cultures. However, according to the guardian (no date) iPads are being blamed for children not developing their handwriting skills. 



 








Part 2 

	Activity Plan

	
Activity: Creating a story using Paint software


	
Number of children: 8

	
Age of children: 4 years old
	
Number of adults: 2

	
Location: 
	
Preparation time: 20 minuets
	
Activity time:  1 hour

	Resources:
Computer 
Paint software 
Interactive whiteboard
Memory card



	
Aim/s of activity:

Develop ICT skills, using a range of different devices, such as a computer, memory stick and interactive whiteboard.
 Have an understanding of saving work on to a memory stick, so it can be used on a separate device.
Be able to explain tools and colours they have used in the Paint software
Develop confidence giving feedback to peers on their ideas
Develop their creativity skills and think outside the box


	Links to outcomes:

The Foundation Phase
Digital competency framework


	Differentiation:

Children are encouraged to use their creativity skills, where there is no right or wrong answer. Children will be supported throughout this activity, and are encouraged to ask any questions they may have. Children with Additional Learning Needs (ALN) will have a practitioner with them to guide them through the task.

	
Health and safety:

Children are to be supervised, practitioners must be alert for ‘pop-ups’ of adverts or viruses.
Safe search must be installed onto Google search, for if a child wishes to use the internet.
Adult sites including social media should be blocked. 
 

	Role of adult/adults:

Encourage children to use their imagination.
Guide children through activity as opposed to doing it with them or for them
Safeguard children from websites that could be harmful to them
Explain to children what to do if an advert ‘pops-up’ or if someone online is being unkind.

	The activity:

For the first 20 minuets explain the task to the children.
Firstly, explain to children how to start up a computer, and how to access Paint software. 
Explain to the children that the task is to create their own story using Paint, then ask a teacher to show them how to save it onto a memory stick.
Then the children will be shown how to access their story on the interactive whiteboard, a different device.
Then the last part of the task is to feedback to the class their story and what tools they have used on the Paint software, such as brush size, what colours they have used, and shapes they have made. 













On reading Welsh Government (2015) it became evident that this activity can enable children to explore Personal and Social Development, Well-being and Cultural Diversity. Children are encouraged to express themselves, through their stories they express what they like, and what they do not like. They may explore different feelings in their stories, if a character is happy or sad, or more complex emotions such as jealousy, anger. They start to understand that other people feel the same emotions as they do from time to time. During discussions children may learn that they are very similar to someone and become friends. 
Children can learn knowledge and understanding of the world. Although this is a child-led activity, an idea for an adult-led activity, could be to give children a theme such as, fire trucks, or baking, and they would come up with a story based around that. However, as this is child-led, the child is still gaining a knowledge and understanding of the world, as they are coming up with characters, choosing their hair colour, eye colour and their name, they are creating a picture of how they see the world. Welsh Assesmbly Government (2018) says, to ensure the children gain a knowledge and understanding of the world out of this activity, children should be allowed to have discussions about their stories, and for example, the practitioner could ask them where they got their ideas from, or if their character looks like anyone they know, talk about the animals in their stories, and the weather. 
Welsh Assesmbly Government (2018) states that creative learning is about children being able to think for themselves and have their opinions be valued. To promote this, the activity was planned so that the children could come up with their own story, with no right or wrong answer. In this activity children make up their own stories but are encouraged to collaborate with others if they wish, so they get the benefit if working alone and with peers, that way they can explore different ideas and listen to each other’s opinions, this will work towards their social development. According to Welsh Assembly Government (2018) children also benefit from having a practitioner work alongside them, however children should be encouraged to have their own opinions, the practitioners role would be to ask open-ended questions, to get the child to think for themselves as opposed to telling them what to think, this links in to Bronfenbrenners scaffolding theory. Children are also encouraged explore different colours and tools and are free to change their minds or make mistakes. Creative thinking does not just help with art but in their lives, where they may have to think outside the box to solve problems.  
Allegra, Chifari and Ottaviano (2001) highlights how the use of Information Communication Technology (ICT) can stimulate creativity and divergent thinking. This is because children are coming up with different ideas and problem solving, teaching them to think about different ideas at the same time. Teach Early Years (2019) also states that ICT encourages divergent thinking. But Teach Early Years (2019) also states that ICT helps with their physical development, as the use of the computer mouse promotes hand-eye coordination. They are deciding for themselves what size they will need the mouse, using different sized brushes on Paint software. 
This activity promotes the National Literacy and Numeracy Framework (LNF) written by Welsh Government (2015). Children are encouraged to think for themselves and take part in discussion, they are taught different communication methods, such as, telling a story though pictures, and explaining it verbally to peers. The activity had a list to follow, children are learning to listen to instructions. Children may be retelling an experience that happened to them, but also listening to and responding to their peers’ stories. Numeracy is being used by drawing, they are deciding what sized tools to use, what shapes they draw, learning about bigger and smaller objects, such as drawing a tree bigger than themselves, they also learn about the world in that aspect. 
Practitioners should encourage children to ask for help if they are unsure of anything when they are using digital media. From what they observe from practitioners may prevent them from harm in the future, for example, if an advert pops-up which a child clicks on and it asks them for details about themselves, or it turns out to be a virus. However, according to Croner (2019) practitioners should know that digital media is not just the use of a computer or laptop but can be a toy with batteries that can say words, or a remote control to a Television or DVD Player. Safeguarding them also means teaching children to use electricals in a safe way. 
After reading The Digital Competency Framework on Welsh Government (2018) it was clear that Digital Competency is cross Curricular, this can be used in any subject. The aims is similar to The Foundation Phase in the way that it aims to promote health and well-being, children learn about their identity and image, and children also have opportunities to interact and collaborate with each other, and give pointers to improve ideas. 
However according to Estyn (2018) in a recent Estyn Inspection to prepare schools for the Preparing for the Digital Competence Framework, it became evident that members of staff were unaware of what the Digital Competence Framework is, and were not confident enough in using Digital Media enough to implement it in lessons. It was said that before schools implement the Digital Competence Framework that they are given staff training sessions. 





















What is media?



This Leaflet will explain, what media is, and how it can be used, it will explore the risks of children using Digital Media, and how parents can prevent them from coming to harm.
Understand Media (2019) says Media is anything you get information from! Examples of this are:
· TV
· Newspapers
· Software
· Magazines 
· Music
· Books 
· Journals
· Legislation
· Mobile phones 
· Leaflet 
· Cinema
· Radio
· Online games
· Online dating 
· Social media
· Photography
· Apps
· Advertising 
· Internet
· Pod cast
· PowerPoints
· University 

Digital competency framework
According to Welsh Government (2018) along with Literacy and numeracy, the Digital competence framework focuses on developing digital skills which can be used various scenarios. The digital competence frame work was developed to be cross-curricular, and can be used in numeracy, literacy, science, welsh, and art. There are four sections:
Citizenship- This includes, identity, image and reputation, health and well-being, digital rights, licencing and ownership, and online behaviour. 
Interacting and collaborating- This includes, communication, collaboration, storing and sharing.
Producing- This includes, Planning, sourcing and searching, creating, and evaluating an improving
Lastly, Data and computational thinking-This includes, Problem solving, and data information
.
How Media Promotes learning
According to Welsh Government (2015) Information Communication Technology (ICT) is a cross-curricular subject. Children learn a wide range of skills, such as, communication, when writing a story or drawing a picture, creativity, learning to be independent, feeling trusted by an adult to use technology, writing and oral skills, and numeracy, through toys that teach children numbers and shapes. The use of Digital Media links to theorists such as Vygotsky who according to Cherry (2018) believed children learn from more knowledgeable other, iPads and computers can be the more knowledgeable other. Digital Media does not have to be just about computers, babies learn through digital media when they play with a toy mobile phone, they are learning to initiate a conversation. Other toys that have batteries in that have voice recordings of the alphabet and counting, these are how children learn to use digital media. 
Digital Media is now the way of communicating with someone who is far away. Writing letters is Media, but Facebook, email, mobile phones, are Digital Media. The Digital Childhood Report (no date) says that there are risks to this, cyberbullying, online grooming are the immediate thoughts, however, these happen rarely, the more day to day risks that children most likely face, are addiction, insomnia, lack of concentration, unhealthy body image expectations. 
According to Smahel, Wright and Šmahelová (2015) Overuse of the internet also causes problems with menta health, as well as headaches, tiredness and lack of appetite. 
However, it is said in the Digital Childhood Report (no date) that parents should not limit their children’s use of Digital Media because of their concerns, because children benefit from some risk, if they are taught how to protect themselves. 

UK Council for Internet safety (UKCIS)
According to Gov.uk (2018) UK Council for Internet safety (UKCIS) was created to make a safer online experience for those who are vulnerable, protecting them from abuse. The main priorities are protecting children online, preventing radicalisation and extremism, violence against women and girls, serious violence or hate crime, discrimination against protected groups. 
The aim is to provide teachers, professionals and parents with the information to recognise online danger. 

How parents can protect their children
NSPCC (2019) says parents should explore the internet with their children, teach them what they can and cannot go on by law because of their age. Getting to know what they like to go on, and what they think is appropriate for their age will make them feel involved in decision making. Through research on Unicef (no date) it was found that this links in to Article 12, right to a choice, of the United Nations Convention on the Rights of the Child.

Social Media
NSPCC (2019) Also states that to give children more independence, parents can tell them how to keep information private, and what they can and must not share over social media (their address, phone number, personal information that can be used against them by cyberbullies). It is important they know that some people online are not who they say they are. 
Show children how to block and report anyone who is using social media to harass them.
If children are not of an age where they understand internet safety, parents can use controls:
· Arrange a time of day that the child can use the internet
· Stop them from downloading apps they are too young for
· Buy software that has child safety filters
Additional Information
https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/talking-your-child-staying-safe-online/
https://www.gov.uk/government/organisations/uk-council-for-internet-safety
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