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[bookmark: _Hlk64468174]Evaluate and analyse the use of ICT and digital media as a means of promoting and supporting young children’s holistic development.

Part 1
Since the introduction of the iPad in 2010, digital media has been accessible to young children. The development of digital devices for young children has since then been developed at a rapid rate (Arnott et al. 2018) with digital media now a fundamental part of family life in developed countries (Daniels et al. 2019). Children are now immersed in modern and traditional forms of media daily. Throughout the last decade the use of digital media has increased, including the use of social media. Evidence suggests that this increased interaction with digital media offers both benefits and risks to the health and well-being of children and young people (Yolanda et al. 2016). It is through media that children understand the everchanging that world we live in (Davies, 2013). This would suggest that Vygotsky’s social learning theory has taken on a new meaning, that media and digital technology can now sometimes be viewed as the more knowledgeable other. The more knowledgeable other plays an integral part on Vygotsky’s work regarding the zone of proximal development and scaffolding children’s development. Cognitive development in children is supported by their collaborative and cooperative social interaction with others that display the skills that they require to learn. Does this now suggest that with the help of technology, children could scaffold their learning by using digital technology to enhance their development, making digital technology the more knowledgeable other (Vygotsky, 1978). 
During the review of the Foundation phase framework (Welsh Government, 2015) Donaldson (2015) discovered that children were not equipped with the digital skills they would require to excel in the future. Donaldson (2015) wrote that in order for children to become ambitious, capable learners to continue learning throughout their lives they will need to be able to creatively use digital technology to communicate, and to discover and analyse information. Digital competence is as important as numeracy and literacy in the 21st century. Playing a fundamental role in learning and life, therefore stated that digital competence should be cross curriculum. As the Welsh Government states:
Digital competence is the set of skills, knowledge and attitudes that enable the   confident, creative and critical use of technologies and systems. It is the skill set that enables a person to be a confident digital citizen, to interact and collaborate digitally, to produce work digitally, and to be confident in handling data and computational thinking (problem solving) (Welsh Government, 2018).
Introducing digital technologies into the early years setting for children to benefit from their creative possibilities of digital media during this age. Using digital technologies in the early years could expand literacy provision (Daniels et al. 2019). Introducing children to a literacy rich environment at home has a positive effect on a young child’s understanding, and knowledge of written language (Neumann, 2016, Arman and Levin, 2011). Early printing is the foundation for literacy skills, which is achieved by adopting skills such as recognising letters and their sound. Understanding the fundamentals of printing and emergent writing, along with an understanding of phonological awareness (Neumann, 2011). Literacy has always been established to be supported by using non digital resources, such as story books, paints and crayons (Neumann, 2016, Hood, Ford and Neumann, 2011).
However, research has shown that children engaging in print using digital media also has a positive effect on emerging literacy skills (McManis and Gunnewig, 2012). Computers and smart devices too have shown to be a beneficial writing tool for young children. These digital devices allow young children to engage in writing, drawing, game playing and to searching for information (Neumann, 2016). During studies kindergarten children had shown that they independently used both digital devices such as a conventional desktop computer and non-digital means such as pen and paper, to engage in a variety of writing activities. During the study children were observed to easily transfer their knowledge of literacy between both mediums with ease, highlighting that young children can confidently use both digital and non-digital tools to aid their literacy development (Neumann, 2011). Children that engage in digital story books that provide quality text and interactive multimedia features can have a motivational effect on children to engage in reading. By using an open-ended app that allows children to create their own content can aid parent child communication, while children develop their literacy skills. Having this open discussion around digital play has a positive effect on children’s literacy development and social development (Gillen et al. 2018). This is supported by Vygotsky’s zone of proximal development, whereby a child’s learning can be assisted by a more knowledgeable other in this case by the parent and digital device. Vygotsky (1978) stated that the zone of proximal development was:
The distance between the actual development level as determined by independent problem solving and the level of potential development as determined through problem-solving under adult guidance or in collaboration with more capable peers. (Vygotsky, 1978).
However, teachers fear that excessive use of digital devices and reduced amount of hands-on play and writing has meant that some children are starting school not equipped with adequate fine motor skills, with the number of children starting school not ready to learn handwriting is increasing, with touchscreen devices believed to be the culprit (Brown, 2017). However, Gerth et al (2016) states that writing on a smart device is faster than writing on a paper surface, that participants in their study used less pressure on the smart device surface, which caused less friction on the surface and enabled the participants to write quicker on the smart device surface. Other studies had shown that children displayed complex touch sequences on iPads, due to their previous interactions with touchscreen technology (Mortvedt, 2017). While children had developed confident skills using drag and drop while using iPad activities, they do not get to experience multi-sensory experience of finger painting (Crescenzi et al. 2014).
Digital wales (Welsh Government, 2010) state that children and young people lead the way in their use of ICT, recognizing the importance to raise their standards in creative and collaborative use of emerging technologies, whilst also providing guidance on online safety. The Welsh Government (2010) state that ICT provisions in schools across the country has seen significant improvements over the past decade. However, state that improvements still need to be made to encourage young pupils to develop higher level technology skills that will in turn will provide them with valuable opportunities and help build Wales’ digital economy. 
Donaldson (2015) acknowledges that developments in technology throughout the workplace will also have a significant impact on children and young peoples’ future. Therefore, it is essential to children are taught high levels of digital competence throughout their education. Providing children with high quality education interacting with a variety of digital media will allow pupils to become ambitious, capable learners who can use digital technology creatively, to communicate, retrieve and analyse information confidently. Delivering a Digital Wales framework ensures that ICT is a key part of the skills framework for 3 to 19 old pupils, which require pupils to develop and apply their ICT skills in a holistic, integral way across the curriculum (Welsh Gov, 2010). 
The Hwb+ learning platform that has been introduced into the schools in Wales as part of a Digital Wales campaign (Welsh Gov, 2010). The introduction of the Hwb+ platform has been a positive device that has been instrumental to allowing children to become digitally literate. The learning in Digital Wales (2012) programme aimed to support the use of digital tools and resources in education institutions across the country. The objective of the Hwb+ platform was to create a learning environment virtually to all schools across the country (Welsh Government, 2016, Hayward, 2012) Hwb+ encouraged children to engage independently in their work, while also providing a link between in and out of school learning (LPPlusChannel, 2015). 
Seesaw (2019) is another useful digital resource to aid children’s digital competence, especially effective in the foundation phase. It is a learning platform that creates a learning link between pupils, teachers and home. Pupils can engage with seesaw’s built in tools to capture their work in a digital portfolio. Children can navigate the range of seesaw’s activities and tools independently by capturing work done by non-digital tools such as paper-based work or arts and craft and upload them onto their personal learning platform. Children can then add audio using the microphone tool and discuss the item captured. This function enables children to reach outcomes in the Digital Competence framework such as adding feedback to your work relating to the success criteria using recording features in software (Welsh Government, 2008). Through using Seesaw children can improve their digital competence by engaging in digital learning activities set by the teacher and navigate themselves through the activity and upload their work to their personal portfolio. The platform encourages children to be creative in their learning and offer the opportunity to give their own feedback, encouraging children to be more engaged in their learning (Seesaw, no date). 
The impact of COVID-19 has highlighted the importance of digital competence in the education sector. With school closures spanning months around the country putting a temporary stop to conventional face to face classroom learning. Teachers have had to adapt to new modes of delivery of teaching to provide remote learning. This poses a risk to children who do not have accesses to digital learning resources, or the confidence to use learning platforms such as hwb independently, run the risk of falling behind their peers (Schleicher, 2020). During the COVID-19 pandemic, statistics have been collected to discuss the effects of online learning through digital platforms. The Office for National Statistics (2020) collected data that stated that the average number of hours spend engaging in schoolwork per week significantly increased with the child’s age. 5 – 10 year old pupils spend on average 10 hours a week engaging in remote learning. While 11 – 15 year old pupils engaged in 16 hours of remote learning. Remote learning of five to ten years old children was significantly reduced if there was a child aged between 0 - 4 in the home (Office for National Statistics, 2020). 
Engagement in online learning has also been an issue during the COVID-19 pandemic, with live interactive learning resources only utilised by 44% of students from the age of 16 - 18, and only 13% engagement from children aged 5 – 10 (Shauq, 2020). Between the 3rd April and 10th of May 2020 43% of parents stated that homeschooling was negatively affecting the well-being of their child(ren). While 64% of children aged 16 to 18 believed that by continuing remote learning would have a detrimental effect on their future life plans and opportunities (Shauq, 2020, Office for National Statistics, 2020). During times of closures due to the Covid-19 pandemic students are using digital tools and forms of technologies to develop skills that they believe are essential in today’s world, tools such as YouTube (Barnes, Greenway, Morgan, 2021). Teachers have had to accommodate their pedagogies to ensure that they can transition intro delivering online learning, with a major barrier to this being teacher reluctance among some who feel that they do not have the training or confidence in their skills to provide efficient online learning (Barnes, Greenway, Morgan, 2021, Schleicher, 2020). The speed at which educators had moved to online learning had caused some trepidation and feelings of being unprepared (Kidd, 2020) with some educators citing that it had a negative effect on their well-being due to lack of contact with colleagues (Barnes, Greenway, Morgan, 2021). Educators also spoke of feeling moving to online learning made it difficult to create bonds with their students. However, felt that switching to blended learning also had positive aspects that included flexibility for their teaching and planning opportunities (Barnes, Greenway and Morgan, 2021).
However, while digital media has positive outcomes on children’s learning, excessive use of certain types of digital media can have a negative effect on children and young people’s health and well-being. Studies do show that excessive interaction with certain types of media, such a television does have an association with language, cognitive, social and emotional delays (Yolanda, 2016). These findings could be contributed by the effects of viewing inappropriate, adult orientated content, also inappropriate child-directed content. A decrease in parent and child interaction while the television is playing which can lead to less enriching play experiences and language rich play activities which in turn will affect vocabulary development (Yolanda, 2016, Nierengarten and Augustyn, 2018). This is supported by Vygotsky’s (Vygotsky, 1962) theory that social interaction is fundamental to the role of language and cognitive development.
As with all forms of media there are negative aspects with excessive use. The Royal College of Paediatrics and Child health (no date) wrote that children that engage in screen time for long periods tend to have an unhealthy diet and have pronounced indicators of obesity. With children who engage in more that 2 hours of screen time per day tend to have more depressive symptoms. The RCPCH also state that children that engage in longer periods of screen time tended to have poorer sleep and fitness levels and poorer educational outcomes. 
Digital exclusion is also a negative aspect of digital media, new evidence shows that ongoing push to move services online disadvantages children in poverty and those with disabilities. The pandemic has highlighted digital poverty in Wales, whereas before children could access digital media in school or libraries, with school closures where households require intensive digital use (Welsh Gov, 2020). Research has shown that 23% of children in poverty do not have access to broadband, desktop, laptop or tablet (Good Things Foundation, 2020), with households often having the difficult decision between paying for Wi-Fi or other essential items such and food and energy (Welsh Gov, 2020). The Blueprint for a 100% Digitally Included UK (Good Things Foundation, 2020) aims to find solutions to ensure all citizens of the UK are digitally included
Part 2. Welcome to the digtal world! Supporting and safeguarding your child in the digital realm.
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Introducing children to digital media can seem frightening, but this guide is here to help you along the way. The digital world is here to stay and is a necessary component of 21st century childhood (Kidron and Rudkin, no date).
Media is ever changing, with new trends, behaviours and platforms arriving that our children might feel like they need to keep up with. For parents, it can be difficult to keep up to date with these changes and the new risks children can be faced with online (Ofcom, 2020). This leaflet aims to support you when introducing your child to digital media. To help children build a positive relationship with technology, and to ensure they are safe while doing so. 

Donaldson (2015) wrote that our children are being raised in a digital world, with their personal, social and educational lives relating to technology in varying forms. High levels or digital competence are needed to excel in modern society and in the workplace in the 21st century. This will be supported by the Digital Competence framework as part of the new curriculum for Wales in 2022 (2018). Education Wales (2018) state that digital competence are sets of skills, knowledge allowing children to be confident, creative and critical in their use of technology.
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Social Media
The internet has many benefits for children and young people when interacting with social media. Through social media children and young people can stay connected with their family and friends, discovering news ways of learning and discover creative ways to express themselves (NSPCC, 2020).
Popular forms of social media children might engage with:
[image: Online Network with solid fill]Facebook, Snapchat and Instagram have been joined by WhatsApp on the top social media platforms used by children (Ofcom, 2020).
[image: Presentation with media with solid fill]YouTube is a favourite among children. Children between 5 – 15 years of age choose YouTube as their platform of choice over other on demand services (Ofcom, 2020).
[image: Video camera with solid fill]TikTok has grown in popularity with children and young people. It is used by 13% of 12 – 15 year old’s, this is up by 8% since 2018 (Ofcom, 2020).








Snap Map
Snap Map is a location sharing feature that is built into the Snapchat app since 2017. It automatically updates when the app is in use. This allows your Snapchat friends to see your exact location, including the street name (Harris, 2018).
What can you do?
Discuss with your child the risk this poses, sharing your exact location with your friends, especially as they might have accumulated some friends on Snapchat that they do not know personally. The best way to over come this, is to select Snapchat’s “Ghost mode” feature, which will hide your location being shown on the Snap map (Harris, 2018).
Online risks 
With 87% of households now with internet access, it is important to ensure that children are using the internet safely (Welsh Government, 2019).
The main concern about children having access to online content is the possibility of being exposed to inappropriate or upsetting content. Especially if there are no robust privacy and security settings in place. Inappropriate content can be sexually explicit, or content that can be harmful to children in other ways, such as cyberbullying, radicalisation and upsetting content (NSPCC, 2020).
A worry for all parent’s is that their children may be at risk of grooming when they have an online profile that allows strangers to contact them privately (Childline, no date). 
Occasionally children can naively post and log information in their profile that can expose personal information, that can put them at risk. Examples could include children posting identifiable information such as locations, or visual clues in photographs, this information can be used by perpetrators to exploit, abuse and groom children (NSPCC, 2020).
Perpetrators of abuse, such as adults posing as children sometimes create fake profiles to contact children and young people through social media (NSPCC, 2020, Childline, no date). 
However, the most prevalent risks that pose children are obesity, insomnia, low self-esteem, addiction and oversharing (Kidron & Rudkin, 2017).
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(GeoMarketing, 2017).

What is in place to protect children?
Defamation Act 2013 – Under Section 13 it is stated that it is the responsibility website’s host to remove any malicious material that is posted on their page, and to order secondary publishers to stop distributing content that contains the malicious material (Smith, 2021).
Digital Economy Act 2017 – Under section 103 it is stated that social media providers must have policies and procedures to protect individuals against bullying, insulting and intimidating behaviour that is displayed or used on their social media platforms.
The Welsh Government (2017) continue to work with partners to improve online safety in Wales. Over the last few years, the Welsh Government (2017) have strengthened their online safety procedures in education through such means as 85% of all schools now use the 360 degree safe Cymru tool, that allows settings to view their current online safety policies and provisions against national standards and receive practical suggestions and ideas to improve online safety.








Using parental controls.
Parental controls are functions on digital devices that can help block upsetting and inappropriate content. Parental controls can be added to family devices such as tablets, phones, laptops, games consoles and the home internet. Parental controls can allow parents to set screen time restrictions, which will only allow children to use that device for the time set and will restrict access when that time is exceeded (NSPCC, no date). Discuss with your children the reasons why you are using parental controls, and the importance of keeping them safe online.
A useful link for further information about setting up parental controls: Parental controls | NSPCC





Further reading
Advice to parents and carers on keeping children safe from abuse and harm - GOV.UK (www.gov.uk)
Information, Advice and Support to Keep Children Safe Online (internetmatters.org)
Get Safe Online | Free online security advice
Online grooming | Childline






Part 3
	Cynllun Gweithgaredd Sgiliau Llythrennedd Digidol
Activity Plan for Digital Literacy Skills

	Nifer o blant:

Number of children: 10

	Oed y plant:

Age of children: Year 1 & 2. (5 to 6 years old)
	Nifer o oedolion:

Number of adults: 2

	Lleoliad:

Location: Classroom and outdoor playing yard.

	Amser paratoi:

Preparation time: 15 minutes
	Amser gweithgaredd:

Activity time: 1 hour.

	Adnoddau:
Resources:
For the first part of the activity children will require an iPad, along with a printout sheet where they can tick off what they have found. A pencil and a clipboard for the worksheet. 
For the second part of the activity children will require access to desktop computer and their log in details for their hwb account, and log in details for their SeeSaw account.




	Cysylltiadau â deilliannau llythrenned/cymhwysedd digidol:

As stated in the digital competence framework outcome, children in Year 1 should be able to collaborate with a partner on a piece of digital work (Welsh Government, 2019).
To select appropriate software to complete tasks to use text, image, sound, amination and video (Welsh Gov, 2019). 
Also stated in the digital competence framework for the Foundation Phase (Welsh Gov, 2015) children in year 1 should be able to collate and group together data using simple words, and record data collected in a suitable format.
This activity will also support the Foundation Phase (Welsh Gov, 2015) language and literacy communication skills for children in year 1 by discussing what they have done and explain the process.
This activity supports the Digital Competence Framework (Welsh, 2019) for children in year 2 to collect and organise data in a variety of formats including pictograms and block graphs.
This activity also links to Foundation Phase (Welsh Gov, 2015) for Mathematic Development by allowing children to gather and record data and to create pictograms, and to extract and interpret information from graphs.



	Manylion y weithgaredd:
Details of the activity:

In keeping of the class theme animals. The activity will be an ICT animal hunt. I will create QR codes and place them around the classroom and on the playing yard. The children will use the iPad and hunt around the classroom and the playing yard to discover what animals lay in the QR codes. Children can work in pairs and take a clipboard with a sheet that will be provided to them, on this sheet there will be pictures of the animals they will likely find. Once the children have scanned the QR codes they will then need to place a tick next to each picture of an animal, each time it appears. Once the children have discovered and used the QR reader to read all the QR codes, they will now analyse their data. The next step would be to log into their hwb accounts, and open jit. While in jit, children will then need to open the pictogram function on jit.
Children will then need to input their findings into jit to create a pictogram of the animals they have found and the amount. Children will then need to save this pictogram using their names and the date and print out their pictogram. Once printed children should upload a photo of the pictogram to their seesaw accounts and use the microphone tool to discuss what animals they found and how many cats, dogs, fish and so on. Once they are happy with their recording they are to upload their work to their digital profile on Seesaw. 



Part 4
This animal hunt and pictogram activity is an ICT activity that builds on the children’s previous learning as supported by the Foundation Phase framework (Welsh Gov, 2015). The Foundation Phase framework (Welsh Gov, 2015) believe that holistic development should be at the center of the curriculum, with children achieving their highest potential through hands on experiential learning. During this activity children will have hand on experiences collecting data, which is supported by Froebel (Tovey, 2013) who states that children’s learning is optimized through play and first-hand experiences, that through play children will function at their highest level. This is also supported by Piaget’s (Miller, 2011) constructivist theory, where children’s cognitive development is learnt through experiments and actions. 
Digital technologies such as computers and tablets are now an essential part of our lives. The use of digital technology is commonplace in educational settings across the country (Drori and Shabat, 2020). Donaldson (2015) wrote that digital competence in the 21st century is as essential as literacy and numeracy. It is our role as practitioners to construct activities that we believe will promote their digital competence and further their learning to become ambitious, capable learners who are able to use digital technology independently to communicate and find and analyse information (Donaldson, 2015). Donaldson (2015) recommended that in the revised curriculum of Wales coming into force in 2022, that literacy, numeracy and digital competence are to be cross curriculum responsibility for educators working with children and young people. 
To enhance the children’s development the Foundation phase framework (Welsh Gov, 2015) state that there needs to be a balance between child-led and adult-led activities, for an enhanced their learning experience. An adult-led activity is when the practitioner plans, organises and shows the children what they need to do. My activity is an adult-led activity, however, to improve this, I would like to see the children engage in a child-led, self-directed ICT activity. It is through self-directed play that children display their knowledge and understanding of the world, discover new ways of being creative and using imaginative play (Smith et al. 2010). Froebel theorised that through self-directed play children the richest learning opportunities (Hoskins and Smedley, 2019). This is supported by Bruner’s theory that children display different behaviours when engaging in self directed play, something that they might not feel as confident displaying while taking part in an adult led activity (Moyles, 2005). Self-directed play has beneficial effects on children’s development. Children should experience unhurried spates of self-directed play as children who are practical in their own development can transform themselves (Boyd, 2018, Lillard, 2013). It is because of this I believe this activity would be improved with a more self-directed approach.
A guide time for the activity is stated as 1 hour on the plan. However, to improve this and offering a more self-directed approach, increasing this would be beneficial. Possibly letting this activity continue over a few sessions. By allowing the children to have unhurried periods during their activity will promote creativity, digital and mathematical development, by offering ample opportunities to reflect, and revisit the task (Smith et al, 2010).
This activity supports the interacting and collaborating strand in the Digital Competence Framework (Welsh Gov, 2019) outcomes for children in year 1 by allowing children to work in pairs and being able to collaborate with a partner on a piece of digital work. This activity also supports another interacting and collaborating strand outcome when children save work using their names (Welsh Gov, 2019). Children will also use appropriate software to complete this task by using text, image, and sound and reaching an outcome in the producing strand of the Digital Competence framework (Welsh Gov, 2019). 
While creating their pictogram using the jit function on hwb this will allow children to reach another outcome on the Digital Competence framework (Welsh Gov, 2019) under the data and computational thinking strand when they collate and group together the data they have collected in a suitable format. As the children are using data to create a pictogram, this also thinks to the Foundation phase framework (Welsh Gov, 2015) mathematical development outcome, as they will be gathering and recording data to create pictograms and extracting information from these to interpret the information from the graph.
After the activity, children are to then upload their work onto SeeSaw and use the microphone tool to discuss their process and their findings, which will link to the Foundation phase (Welsh Gov, 2015) language, literacy and communication skills outcome for children by discussing what they have done and explain their process.
To ensure that this activity is inclusive to learners of all abilities it will be differentiated to suit individual pupils’ needs. This allows equal opportunities, allowing children to experience the same learning opportunities (Smith et al. 2021). The location of the hunt will be at a level that is accessible to all children, more able-bodied children and less able bodies children. QR codes will be placed at child level allowing them to independently retrieve the information they require with little need for adult assistance. More able and talented children will be asked to extract information from the graph to answer questions, and to create two different types of graphs to present their findings, for example a pictogram and a pie chart or a column graph. Children with additional learning needs will have work tailored to their specific needs, for some, scanning the QR codes and discussing their findings on Seesaw independently will be beneficial to promote their development. A practitioner could them collaborate with the pupil with additional learning needs to help create a pictogram if they found this too difficult to create alone or in a pair with another pupil. Prints out to collect the information will also be differentiated pictures of the animals they are likely to find on the hunt will be used on younger children and children with additional learning sheets, while older children or more able and talented children will have sheets that have the names of the animals written down, and other sheets where children need to write down the names of the animals themselves.
As improving children’s digital competence skills is a crucial to their participation in the technological world of the 21st century, it is essential that education settings in Wales prepare children to meet digital demands the future might require (Ilomaki et al. 2011). This activity aims to build children’s confidence by interacting with three different means of digital technology. First by allowing children to experience and understand how to read and access QR codes. Secondly, by accessing their hwb accounts and using the software in jit to input data and to create a pictogram with their findings. Finally, to build their confidence and independence interacting with digital technology by uploading their work onto Seesaw, another learning platform used in the classroom and to discuss their process and findings by using the microphone tool. 
As there are two practitioners involved in this activity it can allow ample opportunities for sustained shared thinking during this task. While doing the hunt we will discuss with children about the animals that they discover and what habitats they think they live in. We could also ask them to interpret the data they have collected, and how they believe their graph will look like at the end by what animal will have the highest bar on the pictogram and which will be the lowest and what will be in between. By asking these questions during the activity we allow opportunities for the children to discuss what they have already learnt evaluate their findings and conclude about what outcome they will have when they have collected their data. Sustained shared thinking allows children the opportunity to make connections, develop their ideas and explore different concepts (Smith et al. 2010). Vygotsky’s ‘Zone of Proximal development’ (Murphy, Scantlebury and Milne, 2015) is where learning can flourish. The role of the practitioners and the digital technology in this activity is to scaffold children’s learning by working alongside and to extend their learning by social interactions. Practitioners should support children when they are encountered with new ideas and new challenges, that are slightly above what they can do independently and scaffolding their learning until they learn the new skill (Vygotsky, 1978). We as practitioners will scaffold children’s learning during this activity as creating a pictogram is an activity that is new to them, we will be nearby to support the children if they require assistance.
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