Element 1.
This paper will critically evaluate the effectiveness of digital devices used within the early years’ settings and seek to establish how this digital media can both positively and negatively impact upon a child’s development and learning. 
The use of technology has increased significantly within the last 10 years (Ofcom, 2018; Education city, no date). Hatzigianni and Kalaitzidis, (2018) suggest that 49% of settings have digital devices in every classroom. During an independent review on the Welsh Curriculum carried out by Professor Donaldson resulted in the publication of the Successful futures paper (2015) and Estyn (2019) where he called for an overhaul of the curriculum and suggested an emphasis on Digital competence.  Professor Donaldson believed it essential for children to develop these digital skills in order meet the digital demands in their future lives.
According to the Welsh Government (2020) It is the intention to use digital competence across all curricula in order to meet all 4 core purposes which are: Ambitious and capable learners, enterprising and creative contributors, Healthy and confident individuals and Ethical and informed citizens of the world. Digital competence allows children to unlock knowledge and learn skills which will be transferable to the world of work and will enable learners to thrive in the modern world.
Early years Teachers need to follow the Digital competence framework, Welsh Government (2018) explains that this framework outlines a set of skills and knowledge for each year group that Welsh Government would like to see children achieve to become a confident digital citizen.  However, the online safety action plan by welsh Government (2018) suggests that within this curriculum it is important to ensure that as well as teaching children digital skills it is essential that they are equipped with the knowledge and skills to navigate this world safely and responsibly building a digital resilience. Furthermore, the Well-being of future generations (Wales) Act 2015 suggests that building digital resilience helps to create well balanced citizens who are able to recognise the impact of their actions online.
This paper will now look at some of the benefits that using digital media within the early years can have on children’s learning and development. National Literacy Trust (2017) suggest that technology can play an important part in communication, literacy and language development in the early years, as it is able to create new learning opportunities through e books, educational apps and even video calling family and friends.  Kervin (2016) explains that carefully selected apps can provide engaging, hands on learning opportunities, by providing opportunities for reading, writing, listening, and communicating, it is argued that purposeful and meaningful literacy learning can be enriched through digital play. She believed that when a child is engaged and interested, they take in more of what they are learning. Digital play provides children the opportunity to become deeply involved as they are in control of where that play takes them. Montessori cited in (MacLeod-Brudenell, 2004) expands on this by stating able that when a child is interested in what they are doing it encourages them to not only continue but to extend their own learning.  However, Chassiakos et al (2016) believe that children under 2 years of age struggle with learning from 2 dimensional videos and apps, therefore it is essential to ensure that there is also plenty of adult interaction. Healthy children. org (2021) further suggests that children under the age of 2 should have very limited use of digital media and solo use is to be avoided. UNICEF (no date) explain this is because babies need human interaction not machines. Babies need time to process what they are seeing and learning, the constant messages and images on screen can affect attention span and focus, also reducing their ability to read emotion.
A study by Deloache et al (2010) cited in Chassiakos et al (2016) discovered that children may learn from these digital apps but only when they have the support of parents or carers to scaffold this learning by repeating the words back to them.  It could therefore be argued that the child would learn these new skills without the apps and just the adult interaction. Hatzigianni and Kalaitzidis (2018) suggests that when children between the ages of 2 and 5 years of age engage in high quality programmes and are supported by their parents or carers they can enhance the learning opportunities by questioning, to extend the child’s vocabulary and their understanding of concepts. Vygotsky cited in Niklas, Cohrssen and tayler (2016) believes that these young children learn from observing and mirroring the adults around them, therefore it is important for these care givers to scaffold the child’s emerging language and literacy skills.
Digital technology allows children to access a world of information, providing open ended learning opportunities that children can control increasing interest and engagement as it is seen as play rather than learning (Liberman et al. 2009; BBC news, 2017). According to an article on Nursery World (2017) Contrary to the teacher’s initial expectations, the use of digital technology within the class actually enhanced the children’s communication skills, especially where children worked together on an iPad. BBC News (2017) expand further suggesting that in particular they found that boys were more engaged in producing written work when they were using the I pads to produce the work.
There has also been some Research conducted by Bedford .et al (2016) on the use of digital media in the development of fine motor skills in children.   This research suggests that often when young children engage with highly responsive and rewarding apps on a touch screen device it encourages experimentation of finger and hand control which is transferable over to real life objects. Although for this to be truly beneficial this scrolling needs to occur prior to the development of their advanced fine motor skills
However, Reigate St. Mary’s (2021) suggests that the overuse of touch screen phones and tablets in very young children is having a detrimental effect on their hand strength and dexterity as the muscles in the children’s hands leading to them not strengthening and developing fully leading to many children starting school and not being able to hold a pencil as these muscles are underdeveloped. 
Future Lab (2009) and Charmilar (2017) digital technology within the classroom can promote inclusiveness by assisting children with additional learning needs to engage with classroom activities that they previously may not have been able to do as they didn’t have the ability to hold a pencil. Future Lab (2009) suggest access to this technology can therefore improve a child’s confidence and independence. Furthermore, there is technology available today that is able to give non verbal children a voice, enabling them to communicate with their peers (Spectrum, 2015: Speech and language kids, 2016).
Along with these positive aspects of digital media use there are also negative aspects associated with media use in children, NSPCC (2021) and Internet matters (2021) both discuss the risks of online predators targeting children and grooming them online for their own sexual gratification. Which is the one most discussed.  However, this paper will focus more on the lesser-known negative aspects linked with the overuse of technology, Chassiakos et al (2016) stresses the importance of finding a balance and weighing up the risks against the opportunities that these digital medias bring. Maintaining physical activity, a healthy diet and sticking to a good sleep pattern.
Chassiakos et al. (2016 p 7) suggest that when children use digital media for more than 5 hours per day, they are 4.6 times more likely to become overweight than those using media for 0 to 2 hours daily. Therefore, the American Academy of Paediatrics suggest no more than 2 hours of digital media use per day.  Robinson et al. (2016) explain that this may not only be due to the lack of physical activity but also from eating whilst viewing, they suggest that children who spend longer periods of time engaging with digital media consume fewer fruits and vegetables a day, preferring to consume energy dense snacks and drinks. Also suggesting that a lack of sleep may increase the likelihood of obesity.
Sleep is a very important factor in a child’s development which can directly impact a child’s health and behaviour. According to Sleep. Org (2021) and the Sleep Foundation (2021) the blue light that is emitted by screens supresses melatonin, the hormone that controls the sleep wake/cycle, making it harder to drop off to sleep. Furthermore they also suggests that digital media keeps the mind active, the mind needs time to unwind before sleep.  A study by Fuller et al. (2017) found that children exposed to screens before bed suffered from increased sleep anxiety, increased sleep waking and sleep disturbance, suggesting that media use before bed increases physiological, emotional and mental arousal. Moreover, Zimmerman (2008) suggests that watching violent or excited drama can lead to the increase in stress and arousal hormones leading to a delay of sleep or a disturbance in sleep quality, this poor sleep quality can lead to behaviour problems, anxiety and depression and cognitive development.  Harvard Health Publishing (2019) explains these issues are caused by the increased stress hormones which can impair thinking and the ability to regulate emotions. 
An over exposure to digital media can lead to an increase in mental health issues in children and adolescents, resulting in Depression, anxiety and low self -esteem (Children’s Bureau, 2021). This is supported by Unicef (2018) who explain that an excessive use can lead to feelings of inadequacy and envy, can exacerbate loneliness and insecurity. Furthermore, a report by The Royal college of Psychiatrists (2020)   states that 57% of teenagers surveyed reported feeling an overwhelming pressure to succeed and 48% saying that they felt anxious about their future lives when viewing their friends lives online.    Children’s Bureau (2021) state that 50% of lifelong mental illness starts by the age of 14, and suggest it is therefore essential to put steps in place such as parental controls to limit media use at a young age to limit the child’s exposure to such media.  However, The Mental Health Foundation (2018)  suggest that this is a complex issue which depends on the type of media the child is engaging with, how long they are spending online, and it will effect different children in different ways.  The Mental Health Foundation (2018) also suggest that often technology can be used to promote mental health issues, highlighting that computerised cognitive behaviour therapy has proven to be very effective in treating young people who have experienced anxiety and depression.  The Royal college of Psychiatrists (2020) also highlighted the many positive aspects of technology stating that the internet can provide rich and valuable information and allowing them to obtain information on hobbies and interests that can express their creativity.  It can also help children to develop friendships and be an important source of peer support.  They suggest there is a digital divide between those who are able to engage healthily with technology and those who are vulnerable to the adverse effects of digital media.
1904409	word count-5244	EAEE6006
What can be understood from this paper is that there are both risks and benefits to media use in the early years for children, but technology is here to stay, and it is essential that children are given many opportunities to develop the skills required for their future lives (Successful Futures, 2015).  According to Kidron and Rudkin (2017) every child has the right to access this digital media and those who don’t are disadvantaged.  They suggest that the government and industry need to work together to design content that has the needs of a child user in mind. NSPCC cited in The Guardian (2018) says it is the role of the parent to set boundaries around home use of media in the same way that they set boundaries for children in every sense, suggesting that parents need to talk to their children about the risks involved with the overuse of digital media and agree these boundaries as a family.  By educating children on the risks they are being equipped with the knowledge to make informed choices.  NSPCC (2021) and Childnet international (2018) both stress the importance of talking to your children about talking to your children regarding internet safety from a young age as this will help them to feel relaxed and able to come to you should any problems arise. UNICEF (2019) explain that children need to learn how to navigate the risks online in the same way that they need to learn how to navigate risks in the real world, if parents are to restrictive it can lead to problems further on in a child’s life.  They suggest that by showing an interest and talking openly with children regarding the risks they are allowing children to gain the resilience needed to thrive.  Chassiakos et al (2016) suggests that parents should also model the behaviour they expect from their children, therefore setting a good example for children to follow. This is supported by Bandura’s social learning theory cited in Crowley (2014) which suggests that children learn the most from observing and modelling the behaviour of others.
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Safeguarding and supporting children in a digital world.
A parent’s guide.Professor Donaldson stressed the importance of children developing their digital skills within his successful futures paper (2015) he believed that these skills should be developed to prepare children for the digital demands of their future lives.
The Lancet Child and Adolescent Health (2018) state that tablets, smart phones along with social media platforms and messaging apps are transforming not only how children learn but also how they spend their leisure time. Along with the many opportunities that the digital age brings there are also many risks and harms.
This was highlighted by Kidron and Rudkin (2017) which explains that as well as the more publicised risks such as Sexual grooming and cyber bullying there are some lesser-known risks that still need to be considered such as, Insomnia, obesity and low self-esteem. 
Below is the link that will give you further information on the risks mentioned above:
https://www.healthychildren.org/English/family-life/Media/Pages/The-Benefits-of-Limiting-TV.aspx 
Talk to Children.
Both the NSPCC (2021) and Childnet international (2018) stress the importance of talking to children about online safety from a young age. It can be difficult to start the conversation but if done regularly it will begin to feel like a normal form of communication. 
The NSPCC website offers some good tips on how to start these conversations. Follow the link below:
https://www.nspcc.org.uk/keeping-children-safe/online-safety/talking-child-online-safety/ 
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Setting Parental controls.
NSPCC (2021) suggest setting parental controls on any digital device a child may use. 
· You can filter inappropriate content as well as preventing unwanted online purchases.
· You can set time limits for children as well as having the ability to manage the content for each child so you may wish to allow different content for older teenagers than you would for a younger child.
Healthy children.org (no date) suggest looking into a family media plan so that media can fit in with your family values and parenting styles.
 A family media plan allows you to tailor the plan to suit your family’s individual needs.  You can find this by following the link below. 
Family Media Plan.
https://www.healthychildren.org/English/media/Pages/default.aspx 

Obesity.
An article by Murphy and Blackstock (2018) claim that modern technology is causing an increasing obesity problem in children.  They believe this to be due to the children leading a far more sedentary lifestyle. Favouring sitting at a computer to getting outside and playing with friends.  Sigman (2019) suggests that the screen itself is not the problem.  The problem stems from the children being allowed to spend a disproportionate amount of time on it.  Setting time limits for children and talking about the benefits of physical activity will help this. 
Insomnia.
There are a few reasons that technology can affect a child’s sleep. One of those is Blue light, Sleep Foundation (2021) explain that the artificial blue light emitted by these screens disrupt the natural sleep – wake cycle by tricking the brain into not producing melatonin a chemical produced by the brain to make us feel sleepy.
Social disconnection.
The increased use of technology within family homes is leading to social disconnection in families. According to Junior Learning .com (2020) the amount of time people are spending on technology is beginning to affect the way social skills are being taught. It is during the early years that children mirror these skills from their peers through face-to-face interaction. It is these interactions were children will learn empathy, forming relationships and understanding how to interpret no verbal communication.
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The Risks.
Online Grooming.
Internet matters.Org (2021) describe online grooming as befriending a child in order to take advantage of them for sexual purposes. Talk to children and explain that people are not always who they say they are. Don’t accept friend requests from people that you do not know.  Online groomers will create fake profiles, say they have similar interests and offer gifts.
Cyber Bullying.
Unicef (no date) explain that Cyberbullying is the use of digital technologies and social media platforms or messaging services to scare, embarrass or anger someone. This may be spreading lies or images of someone, sending hurtful messages or threats.  

Self Esteem and Body image.
Child mind institute (2021) suggest that children are surrounded by adverts and social media accounts of celebrities displaying a perfect life. Don’t underestimate the power of social media, talk to you children about the images they see ask questions such as do you think that photo has been edited to look better? Why do you think that celebrity posted that picture? People will only portray the parts of their lives that they want you to see.  Who would post a photo of themselves if they had mascara running down their face?

Teach Your children to be SMART with a Heart.
Childsnet International (2018) have created these tips to help children to stay safe online.
S – Is for Safe.
Keep personal information safe. Never give out your full name or passwords.
M – Is for meet.
Never meet up with people you meet online.
A – Is for accepting. 
Think carefully before accepting friends online, or before opening links you have been sent. These could be viruses.
R – Is for reliable.
Not everything you see online is accurate or even true.
T – Is for Tell.
If anything happens online to upset you tell an adult.
[image: Heart with solid fill]	Be Smart with a Heart.
Always be kind and respectful to others online.
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Everything in Moderation.
As with most things in life it is important to find a balance.  The world of technology is the way of the future, so it is essential that parents regulate screen time whilst also preparing them to thrive within the digital world.
Mountain Kids (2017) Suggest that habits are formed at a young age so it is important to teach our children healthy habits surrounding their use of technology.  Explain to children why exercise, family time and sleep are so important. [image: A picture containing grass, outdoor, person, child  Description automatically generated]
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Most popular games for children.
You will often here your children discussing games such as Roblox, Fortnight, Among us etc.  But how safe are these games.  Many of these games will offer online chat and in game purchases. Below are a few links to give you more support on safeguarding your children whilst on these game apps.
Roblox.
https://www.internetmatters.org/hub/esafety-news/parents-guide-to-roblox-and-how-your-kids-can-play-it-safely/ 
Fortnight.
https://www.saferinternet.org.uk/blog/parents-guide-fortnite-battle-royale#:~:text=Fortnite%20has%20a%20PEGI%20rating,under%2012%20years%20of%20age'.
Among Us.
https://www.internetmatters.org/hub/news-blogs/is-among-us-multiplayer-game-safe-for-children/ 
These links will provide you with a lot of information about each of these games, from what they offer the child and why children enjoy them so much as well as offering simple advice and tips of how to support and keep your children safe whilst still being able to enjoy these games.





Element 3.
	Activity Plan for Digital Literacy Skills

	Number of children: 6

	Age of children:4 to 5.
	Number of adults:1

	Location: School garden

	Preparation time:10 minutes
	Activity time: 30mins bug hunt and tally chart/picture taking.
30 minutes putting together the video of images.
20 minutes extension later in the week.

	Resources: I pad’s, Pencil, Paper, clip boards and magnifying glasses.


	Links to digital literacy/competence outcomes: 

This activity will link with the strands within the Digital Competency Framework (2008) Interacting and collaborating. Collaborating: children will be working together taking pictures individually but merging these together to create a short video clip. 
Storing and sharing: Children will learn how to save and retrieve the pictures taken.
Children will Also cover the strand for Producing.  Creating:  Children will work together to choose the best pictures to include and decide if they want to add any music or do a voice over. Evaluating and improving: We will have a discussion as a group at the end to establish if the children feel they could have done anything differently to improve the result.

As an extension task the children will link their work into the Data and computational thinking. 
Data and Information literacy: Children will look at the data collected and input this into the computer to create a pictogram displaying the finding from the bug hunt.

This activity is supported by Education for Sustainable Development and Global Citizenship Welsh Assembly Government (2008) by encouraging children to care for the bugs and the habitat where the bugs live, this helps the children to build a bigger picture of the world they live in and their role within it. During this activity, the children will also create and present their ideas for a given purpose Page 24 of the ESDGC.


	Details of the activity:

 This activity will take place within the school garden, with a group of 6 children aged between 4 and 5 years of age, with a ratio of 6 children to 1 adult.  The activity will consist of a few elements, firstly the bug hunt. This will include children looking for mini beasts listed on a sheet and tick off each one they see as a tally chart. The children will also use I pads to take digital images of the mini beasts and can examine them closer using magnifying glasses if they wish.
The second element consists of the children working together to establish which pictures they would like to use to create a short video of the digital images they collected, they will also work together to decide if they would like background music to the video or if they would like to do a voice over with some fun facts about the mini beasts we found.
Children will also select the top 5 images to display in their books along with a QR code for the video. Teacher to create QR code on the children’s behalf.
As an extension to this task later on in the week the children will create a pictogram displaying which of the mini beast’s they found the most of during their bug hunt.




Element 4.
This activity will take place within the school garden affording children with a safe space, offering them the freedom to explore and discover their surroundings independently.  The children will be provided with a pencil, paper, clip board, magnifying glasses and I Pad’s.  The role of the teacher in this activity is simply to explain the task at hand. Once this has been explained the children may go about the mini beast hunt as they wish.  The children will be given a sheet of paper with pictures and the name of the mini beasts they may find in the garden.  The task for them is to make a tally chart of the mini beasts found and take pictures of the bugs they find.  The children may decide to use the magnifying glasses to take a closer look if wanted. 
The children will be using the I pad’s as a tool to explore and interact with the world, this style of learning is supported by Piaget (Crowley, 2014 p59) who saw children as little scientists who are able to make discoveries themselves via exploration and interaction with the environment, adding the I pad enhances the activities providing children with an additional area to explore and learn from. This is also supported by Vygotsky and Montessori (Garhart Mooney, 2013) who suggest that children develop a deeper understanding when given the opportunity to experiment.   The teacher will also be on hand to offer any support the children ask for. Vygotsky suggests that children may require support from a more knowledgeable other before feeling confident enough to try the task independently, this is known as the Zone of proximal development, this is further supported by Bruner who suggests that the adult is able to adjust the level of support on offer to the child as they progress through the task (Crowley, 2014 p61).
Due to this activity being carried out in the school garden it is supported by the Welsh Assembly Government (2008) Education for Sustainable Development and Global Citizenship as it provides opportunities to discuss the habitats that these bugs live in and how we should always place the bugs back in their natural habitat once we have looked at them as they may not survive if we put them back into the wrong place.  These discussions help children to build a bigger picture of the world they live in.  This activity will also support children to become ethical, informed citizens of the world, this is one of the 4 core purposes of the New Curriculum for Wales, Welsh Government (2020).
Andrew (2017) explains that young children are often more at ease with technology than they are in the outdoor environment, therefore by introducing technology to their outdoor learning experience can help to improve the standard of work produced.  She also suggests that this style of learning may engage a child with ADHD more than class-based activities. Kuo and Taylor (2004) carried out some research where they established that symptoms of ADHD were greatly improved after spending time in the outdoor environment.
During the first element of the activity the children were asked to use the I pad’s to take digital photos of the bugs they discovered.  Using the I Pads to take photos allows the children to develop their digital competence skills in line with the Welsh Government Digital Competency Framework (2008). This section of the activity will link to the strand Interacting and collaborating. It meets the requirements for the element for storing and sharing as the children will learn how to save and retrieve the photographs taken during the bug hunt.  There is also the opportunity to collaborate with one another whilst taking the photos or work alone if they wish.  The children will also be using their sheets to complete a tally chart of the bugs found during the hunt. This element links to the mathematical section of the Foundation phase framework. Welsh Govenment (2015) showing that the children are able to collect, record, present data and to interpret the results. 
The second element to this activity will take place within the classroom, this will see the children collaborating with one another to pick the best pictures taken during the bug hunt and display them in a creative way. By collaborating the children are able to explore, experience and create, gaining confidence as they progress within a safe environment (Welsh Government, 2020. P.59) This section links well with the strand for producing within the Digital competency framework (2008) The children will collaborate closely to decide on the best pictures to use and decide which app on the I Pad would be the best to use to create their video.  They may also choose whether they would like to include music or a voice over, which could include some fun facts they have learnt about bugs on their clip. This could also be linked to the Core purpose with the New Curriculum for wales (2020) Enterprising, creative contributors. By creating this video of digital images, the children are creating a piece of digital art Welsh Government (2020, P56) suggest that creating expressive art can support children to become curious and creative individuals and develop their imagination.
Once the children have completed the video there will be a short discussion where the children will evaluate their work.  During this section the Teacher may ask the children if they are happy with the work they produced, and do they think they could have done anything differently to improve the end result.  This will also sit within the producing strand of the Digital Competency Framework (2008) under the element Evaluating and improving as this allows the children to look back upon the activity and discuss ways they could improve in the future. Welsh Government (2020, P66) Suggests that allowing children this time to reflect and evaluate upon their work allows them to develop their problem solving and questioning skills. This is a skill which children will develop gradually over time.
As mentioned in the activity plan there is an extension task listed to take place later in the week which will enhance and develop the children’s skills further.  Children will be asked to look back upon the findings in their tally charts.  The children will work in pairs to create a pictogram to display the data for these findings to establish which mini beast they found the most of.  This activity will support the Data and Computational strand of the Digital Competency framework (2008) under the element Data and information literacy as they create a simple pictogram which will help them to interpret the data collected during the bug hunt.  Extension tasks provide children with the opportunity to revisit what they have learnt and develop this knowledge further (Department for children, schools and families, 2009). By revisiting a topic, it allows children to consolidate their learning, this is supported by Bruner’s spiral curriculum as he believed that every time a topic is revisited a child is able to reinforce and solidify this knowledge, gaining a deeper understanding of what they have learnt (Clark, 2010).
This Activity not only supports the children in their digital competency skills but opens up and underpins all areas of children's learning, rather than being a standalone subject. This sits well within the New Curriculum for wales (2020) p6 which outlines the desire for Teachers to create activities with a more integrated approach to learning.  Having a more integrated approach to learning strengthens knowledge and allows children to make more meaningful links across different areas of learning. This activity was planned with the New curriculum for Wales (2020) in mind and has taken into account using digital media to develop skills across the curriculum.  By the end of the activity the children have developed their digital competence skills as well as tapping into some of the six areas of learning such as expressive art, Numeracy, Language, literacy and communication, science, health and wellbeing. 
 In future this activity may benefit from differentiation as some children found doing the tally charts difficult and needed a lot of support in this area of the task.  The activity could also be extended further to cover more areas of the curriculum such as Science, by going into more detail with the children about the habitats of the mini beasts and literacy, by following clues to decode a word, again this area would require differentiation based on the current abilities of each child.  By extending this activity across all areas of learning it is working line with the requirements of the New curriculum for Wales, Welsh Government (2020) which It encourages the use of digital competence across all areas of the curriculum in order for children to meet all 4 core purposes, helping them to unlock new knowledge and skills which will enable learners to thrive in their future lives.
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