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This assignment will critically analyse the provision of ICT in the promotion of children’s development and evaluate the safeguarding measures in place to protect children from the digital world. Regarding children’s development and learning experiences, the potential positive and negative characteristics of digital media will be discussed, linking to theory where appropriate. 
In today’s society technology has evolved to being considered a significant feature in the family life of many households with most children accessing a screen every day. This quintessential element of society has been seen to encompass not only the home environment but schools, the workplace and through communities, providing a range of educational and social capabilities (Reedy, K. and Parker, J., 2017). Unicef (no date) explains that being digitally literate involves possessing the knowledge, skills and the attitude in an ever more prominent digital environment, which aids children to feel safe and encouraged. Children’s play, learning, socialising and participation is comprised in this. Varying ages, cultures and contexts can represent digital literacy differently.  
Where the world is now screen-saturated it is important to control the quantity and the quality of the technology that children are currently exposed to (Donohue, 2015). Frameworks supporting and encouraging digital competency have been developed globally, and these are the basis of defining boundaries of digital literacy and a way of informing curricula. These competencies cover technical and transferable skills, such as problem solving and communication (Unicef, no date). 
In the Successful Futures review of the Welsh curriculum, it states that digital competence must be established in children’s learning in order to meet the demands of present-day workplace and into the ever-changing future (Education Workforce Council, 2015). For the report, the ICT Steering Group recommended to the Welsh Government that digital competence is just as vital in curriculum content in the twenty-first century as literacy and numeracy is and has been in years previous (Donaldson, 2015).  

According to Apple (2017) iPads have made their way into classrooms around the globe since their release in 2010 and have shown notable results in children and young peoples learning. They found an increase in academic achievement, a rise in motivation and engagement, an increase in the efficiency of resources and cohesive attention to the design and quality of content. Grigg (2015) describes the iPad as being versatile, offering children the opportunity to take pictures and videos, to edit films and share ideas, whilst supporting the range of abilities that are presented by children in the classroom. Children are also able to coach each other minus the intervention from adults. This type of interaction between children is crucial and Pound (2014) has told us that Lev Vygotsky highly regarded this form of learning as it not only benefits the child needing the support but also the more knowledgeable child as it solidifies their ideas. The theory that Vygotsky developed, known as ‘social constructivist’ reinforces the experiences of the learner but stresses the importance of learning from others, including peers, parents and the community. In the App Store this can be seen through games such as Minecraft, which is a game that encourages problem solving collaboratively, learning and providing support to others (Donohue, 2015). 
The Annual Literacy Survey undertaken by the National Literacy Trust (2019) gathered data from 56,905 children aged 9 to 18 and found that an increasing number of young people are choosing to read digitally. The two groups who they found would benefit most from reading digitally were those who are entitled to free school meals and male pupils with low reading engagement levels. Research outlined by Clare (2016) shows us that there is a positive correlation between a child’s access to tablets and literacy skills, such as name writing and phonics knowledge. This suggests that the tactile nature of the iPad touch screen links with the tactile way in which we know children learn.
Ofcom (2020) report stated that 37 percent of children aged 5-7 own their own tablet, and 14 per cent of these are given the opportunity to take the device to bed with them. Children are at greater risk of sleep issues when they sleep with digital devices in their rooms, due to blue light exposure and the exciting content, which can in turn negatively affect their education (Healthychildren.org, 2016). 

Grigg (2015) outlines the wide range of social networking sites and applications available to consume, these are categorised in three areas: communication, collaboration and multimedia. Communication sites would include those with blogging tools, such as Facebook, Twitter, LinkedIn and iGoogle. Collaberation tools would include apps such as Skype, Dropbox, and Reddit. Finally, multimedia tools would consist of Flickr, YouTube and Ustream. 
The theory of Zone of Proximal Development developed by Vygotsky describes the gap appearing between what a child is able to do with support and what they can do without support. This theory is useful for App developers when designing as it allows them to provide methods to children to support them when the challenges in particular Apps are increased (Donohue, 2015). An example of how this can be seen is through social media is the transmission of others’ ideas through Apps and websites such as YouTube where videos can be posted, allowing access across multiple geographic and socio-economic communities, to people who are more capable. Videos could include how to beat a video game, how to correctly solve a mathematics problem or how to play an instrument. 
NSPCC (2021) is telling us that during the current Coronavirus pandemic the use of social media has increased. Access to social media has allowed many children and young people the opportunity to stay in contact with their friends and family whom they have not been able to see during lockdowns. These include the popular Apps; TikTok, Facebook and Snapchat. RaisingChildren.net.au (2020) list the benefits that social media has for children and young people, which include the ability to explore and experiment, to learn and share content to assist in education, to inspire creativity and to provide a sense of belonging in an immediate or wider community. 
However, while the Director of the National Literacy Trust (2018) accepts the many positive opportunities social media provides, he shows concern over the poor literacy skills that children possess when attempting to filter fake news. Whatever the age of the consumer of media, we can all be at risk; however, our children are particularly vulnerable as they are less equipped to deal with issues online and consequences of their own actions (Get Safe Online, 2021). Risks that children are likely to face online include exploitation and bullying, poor conduct from others and by themselves towards others, access to inappropriate content such as violence, racism, sexually explicit images and bad language. Commercialism is also a risk, leading children to be at the hands of aggressive marketing and advertising.

The television set, including both standard and smart televisions, is the most dominant device within most homes. According to Ofcom (2020) 98 per cent of children aged 5 to 15 use the TV set. However, 80 per cent of children of the same age consume some type of Video on Demand content, with the streaming site Netflix being the most popular.   
As television has been present in society for a much longer time than many other screened digital devices there is greater known about the impact that it has on children’s cognitive skills (Anderson and Subrahmanyam, 2017). Content shown on television can be categorised as fictional, descriptive or exhortation.   
Ford-Jones and Nieman (2003) provide many examples of the argument that television programmes have negative effects on children and young people, including the exposure to offensive language, violence and sexuality inappropriate to the child’s age. Clark (2021) suggests that aggressive behaviour witnessed in children can interrelate to the violence exhibited in the media.  
Recent understanding in children’s aggression has noted that the children who show this trait in early childhood continue with this behaviour into teenage years and through into adulthood. This pattern of behaviour could spiral into delinquency and anti-social behaviour, making it a greater risk that without interventions, these individuals will be a greater risk to society committing serious criminal offences such as rape, theft, assault and murder (Lan, et. al., 2010).
Albert Bandura developed Social Learning Theory, which claims that human behaviour is learnt by observing, imitating and modelling (Kurt, 2020). Bandura studied aggression using a ‘bobo doll’ experiment which showed how children learn through imitation and observation, which is especially prevalent with someone who the child admires (Pound, 2014). However, his experiment was subject to scrutiny. There was unfairness in the selection of participants as they were chosen from Stanford University’s nursery, meaning that during the time the study was conducted the children would have come from upper-middle class white households (Hart and Kritsonis, 2006). 
selection bias, history, maturation and ambiguous temporal sequence. The subjects were selected from the nursery of Stanford University hence their parents, given the era of the study, tended to be white, upper - middle class and highly educated.
Grigg (2015) reveals that television is the traditional explanation of the decline in children’s language skills, presently followed by blogs, social networks, emails and online gaming. These forms of media promote short attention spans and ‘scan and shift’ viewing. Children’s instinctive qualities are established in natural settings according to Friedrich Froebel (Duffy, 2010). His work put emphasis on the importance of physical activity, interaction, creativity and play on children’s development and wellbeing. Pound (2014) clarifies how Froebel placed crucial importance on play and the external environment, nature and natural elements.   

The moderation of negative effects that the media has on our children can be achieved by adults observing what children are being exposed to, having open conversations about the issues surrounding what is seen and believed about digital media and the collaboration between parent and child when using media (Clark, 2021). 
Denying young children access to technology in the early years in the fear on negative repercussions would mean that they are at a disadvantage in the ever-growing digital world in which they are inevitably part of (First Discoverers, 2020).
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The UK Council for Internet Safety (2016) notes that all styles of public communication possess some risk, however not all these supposed risks will evolve into issues. Children will never learn how to correctly control risks if they have never been faced with them. Parents and carers play a vital role in helping children to appreciate the potential risks of social media before they lead to real problems. 

Research has provided us with the ideas that children and young people have over their use of digital media. They want;  
· More information
· Less E-Safety
· Support to enable them to get offline
· To be protected from unsuitable content
· Personal control over their digital behaviour. 	(Kidron and Rudkin, 2017)

Since the beginning of the Coronavirus pandemic in 2020 children have been spending an increased amount of time online during numerous lockdowns. Alongside the increase of time spent online by their children, parents are also increasingly worried about what their children are doing and what they are seeing online (ITV, 2021). We hope to provide you with the information needed to ensure children are safe online. 
How parents choose to educate their children has the greatest influence over the impact that technology has on their lives and development (Arli, 2016).


How to set screen time boundaries...
RaisingChildren.net.au (2020) provides some tips on how to develop screen time ules for the home. They would recommend thinking of the following: 
How to handle age appropriateness?
Older siblings may only play certain games when younger sibling is not present. 



Where?
Where can your child use the device?






How to use?
Control how they are using it, e.g., playing computer games or using it for research. 


When?
Avoid use at mealtimes, before school and chores. 
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(Open View Education, 2020)
Ways in which parents can support children’s use of media.
Explore and discuss – Parents should explore the media that their children use with them in order to help children recognise the differences between reality and fantasy, i.e., sex, violence and advertising. 
Suitability – Parents must explain to children why some things are not suitable for them to have or to see. 



Role models – Parents must show that they are making wise choices that they expect from their children. 


Consistency – If children are living between households it is important to ensure that media rules are the same in both home environments. 


Screen time – Parents should limit  and set rules on children’s screen time. 



(Ford-Jones and Nieman, 2003)Privacy – it is important for children to understand and have to correct privacy settings in place in order to ensure control over what they can access and the access that others have to them. 
Forming relationships – real-life relationships that children and young people have should be encouraged, it is important in ensuring they aren’t relying on the opinions formed on social media.  






(Internetmatters.org, 2021)


Creating a Password
When creating a password for anytime of account according to McAfee (2015) the best way to ensure your password is strong enough includes: 
· A mixture of numbers, uppercase and lowercase letter and symbols
· A minimum of 8 characters
· Avoiding words and names that are common. 

 

Children’s RightsUseful Links
Net Aware: Your guide to social networks, apps and games (net-aware.org.uk)
Parent_top_tips_-_fake_news_no_crop.pdf (literacytrust.org.uk)
Online safety | NSPCC


The United Nations Convention on the Rights of the Child is a document that lays down the expectations that society has for their children. These rights encompass all of our children’s lives, whether offline or online (Livingstone, 2017). 
· Article 16 – Right to privacy
· Article 17 – Access to information from the media
· Article 19 – Protection from violence, abuse and neglect
(Unicef, no date)


Prioritising children’s rights in all environment, physical or digital, will ultimately keep them safe.
And ensuring that children are aware that these rights are important online and offline will empower them in the future.
(Children’s Commissioner for Wales, 2021)





	Activity Plan for Digital Literacy Skills

	Number of children: 2/3

	Age of children: 4/5 years old - Reception
	Number of adults: 1

	Location: Classroom and outdoor forest area

	Preparation time: 5 mins
	Activity time: 45 minutes 

	Resources: 
iPad
Puppet Pals app
Outdoor area


	Links to digital literacy/competence outcomes:
Citizenship - Digital rights, licensing, and ownership
· Add their name to digital work.
Interacting and Collaborating – Collaborating
· Work together with a partner/partners on a piece of digital work.
Interacting and Collaborating – Storing and Sharing
· Save work by clicking an icon and understand that the work can be retrieved. 
Producing – Planning, Sourcing, and searching
· Identify a success criterion in response to questions.
Producing – Creating 
· Select appropriate software from a limited range of creative multimedia components; create and explore the use of text, image, sound, animation, and video.
Data and Computational thinking – Problem Solving and Modelling
· Control devices by giving them instructions.
· Listen to and follow a sequence of instructions from others.
· Create verbal instructions.


	Details of the activity:
Children will be read the story ‘Going on a Bear Hunt’. 

Children will be grouped in pairs or small groups to use the Puppet Pals app on the iPad to re-tell parts of the story.

Children will use the iPad camera to take pictures to use as the story background and to take pictures of themselves and some class members to use as the characters.
- Children will be encouraged to ask permission from their friends before taking a picture of them. 

They will set their chosen background and select their characters. 

They will record their voices retelling parts of the story and using the characters and backgrounds to act it out. 

Children will be expected to correctly press record, save, and name their work with their names. 



Part 3 – Activity Plan



Selecting the use of an iPad for this activity was based on their ability to provide a media rich opportunity to promote remixing, interpreting and sharing. Children also find iPads engaging and allows children to utilise their current and known experiences (Reedy and Parker, 2017).
National Literacy Trust (2016) outlined a study which was carried out in three different classroom settings and the results showed the introduction of iPads into these classrooms had an encouraging effect on the children literacy development as they gave opportunities for a language rich environment and collaborative working. This activity provides the same opportunities as well as storytelling and individuality, aiding in the children being able to express their opinion and building identity.
The Puppet Pals app imitates a puppet show where the user can use a background and characters to tell a story, also allowing the user to record the actions and their voice. Backgrounds and characters can either be from the in-app choices or the user can take their own photos to use (Digital Classrooms for Primary Teachers, 2021). Polished Play (no date) describes the app as an “adaptive educational tool”, “which inspires creativity”. 
The effective use of digital technology in education heavily relies upon the confidence of the teachers and staff. It tends to be that the staff who are not confident in the use of digital devices and technology avoid the use of them altogether (Grigg, 2015). To overcome this for the activity, it would be beneficial for all staff who will be present in the class during the day this activity is carried out to be made aware of the how the Puppet Pals app works. This will allow them all to gain some confidence in how it works in order to properly provide support to those children that will need it. 
When developing activities, it is important to ensure that the children’s individual abilities are considered in order to differentiate or ensure correct support is provided (Reedy and Parker, 2017). During the activity staff can pair/group the children in terms of ability and skill, to allow peer support, as suggested by Lev Vygotsky and the Zone of Proximal Development (Pound, 2014). Pairing a child who is knowledgeable with the use of the use of an iPad with a child who may not be as confident will allow them both to gain a learning experience from this activity. This may be particularly helpful with children who have learning difficulties, such as speech or social as they will not feel the pressure to speak on the recording as they are paired with someone who will, but they are still able to access the task by taking the photos or moving the puppets on the screen. 
The Digital Competence Framework (DCF) in Wales is structured similarly to the Literacy and Numeracy Framework (LNF), providing statements for year-on-year progression (Welsh Government, 2018). Not all children show the same levels of progress at the same stage, so the framework provides clear outlines for progression planning over numerous years. For this activity, the focus is on the DCF strands for Reception children. 
For the strand of Citizenship, the children will be asked to add their name to the recording once they had completed the activity. Social interaction and collaborative working are enhanced by this activity, supporting the Interacting and Collaborating strand of the Digital Competence framework (Hwb, 2021). Collaborative working on a piece of work has shown through research that children who share technology do so cooperatively and instinctively engage in turn taking and willingly provide support to their peers (Lieberman, et. al, 2009). They are also able to understand storing and sharing by saving their recording and being able to retrieve it from the gallery.  
Planning, sourcing and searching from the Producing strand is achieved by the children responding to the task which was asked of them, sourcing their own backgrounds and images for use in their retelling of the story. They also use the appropriate software in creating, exploring different media including, text, image, sound, video and animation (Hwb, 2021).  
In regard to the strand labelled Data and computational thinking, the children show problem solving skills and are able to model for others. They control their iPads and the Puppet Pals app by giving instructions such as taking a picture, changing the background moving the characters using their fingers and selecting it to record. They are also able create verbal instructions for their peers and follow instructions given by others. 
Alongside the Foundation Phase framework and the Digital Competence Framework (DCF) in Wales there is also the Literacy and Numeracy Framework (LNF). This was devised to embed the cross-curricular teaching of literacy and numeracy for children aged 3 to 16, instead of having set lessons of Maths, English and Welsh (Arts Council of Wales, no date). The framework provides teachers with the planning tool to provide practical opportunities for the development of literacy and numeracy skills and is broken down into Literacy (Oracy), Literacy (Reading), Literacy (Writing) and Numeracy.
The Literacy strands of the LNF provide examples of skills which children would be expected to be working towards at the different years of schooling. Linking the skills in the framework to this activity it is clear that there are numerous opportunities for learning. In the strand for Oracy, the children are able to talk about and share their experiences, this is seen by more knowledgeable children supporting their peers, they are able to speak audibly using simple sentences, words and phrases and by using relevant language they will be able to contribute to role play activities. Through joining in and repeating a known story they will show that they possess listening skills and that they have listened to others. They will be able to demonstrate the collaboration and discussion through the exchanging of ideas in their pair or the small group in which they are placed in, whilst taking part in the activity alongside others showing appropriate interaction (Hwb, 2013). The main skill which can be observed from the Literacy Reading strand would be the ability to retell the familiar story in a simple way. This activity perfectly shows how DCF works alongside the LNF to provide a holistic learning experience. 
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