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Digital media/ICT on children’s learning and development


Children’s learning and development of ICT and access to digital media is essential within the 21st century as this technology is the future so requires them to gain the skills and knowledge (Kidron, Rudkin, 2017). Technology is an increasing role in the world today becoming the young children’s future. This is due to the fact that children from a young age have access to a variety of technologies as well as observing others on devices on a daily basis (Johnston et al, 2018). The use of ICT and digital devices are very powerful as it allows those to connect across the world via online. As a result, Hague and Payton (2011) suggest that young children within education need to become digital literate. 
Digital literacy involves the use of digital technology becoming skilful knowledgeable, with understanding, creativity and the elements of safe practice using media and ICT knowing when, and how it the use of technology is appropriate (Hague and Payton, 2012). Likewise, digital media can be defined as the ability to access, analyse, evaluate and communicate through a wide range of forms (Strasburger, 2014). 
Children have easy access to digital devices with most households having televisions (97%), tablets (83%) and smartphones (77%) (Hilda et al, 2015). Ofcom (2016) reported that a third of 3-4 year olds own their own media device such as a tablet. Likewise, Sigman (2012) found that by the age of 10 years children have on average access to five forms of screens – digital devices. As a result of children having access and use of them from an early age they are able to gain understanding and explore the devices easily due to frequent and independent use (Hilda, 2015). 
Therefore, given these statistics the use of ICT and digital media by young children can cause debate between positive and also negative factors within education. 
According to Kidron and Rudkin (2017) digital media brings a fun to the environment making it a happy experience of learning with unmissable opportunities for children of all abilities.
The Digital Childhood Report states that due to digital devices and media young children can build autonomy becoming empowered citizens as a result of being in a digital world (Kidron and Rudkin, 2017). Therefore, children living in a digital world today they express their enjoyment of digital entertainment (Ofcom,2016 ).
The use of technology is becoming the future within the classroom in order to enhance education being developed as Digital Literacy. Digital literacy and the use of technology is an advances format for every day interaction for students allows further engagement into their learning of traditional subject areas (Hague and Payton,2011).
Supporting Hague and Payton (2011), Sigman (2012) found that educational media programmes when watched with both parent and child enhanced on the childs development in social interactions and a positive impact on the child learning process.
Within education the use of technology has found to be successful to increase learners attention, participation resulting in their confidence to build (Dunn and Sweeney, 2018), As Dunn and Sweeney (2018) states that ‘everybody has success with an ipad’ they discovered that it scaffold children within their development supporting Vygotsky’s scaffolding theory. 
However, young children’s social interaction and behaviours can be affected when the use of technology is exposed for the wrong reasons such as ‘babysiting’. This can suggest the use of inappropriate games and terminology. The use of digital media and technology when used in the wrong context with young children can cause in some cases addiction (UNICEF, 2019). This is due to the online time scale the child has had access to with no limits resulting in an impact on the child’s wellbeing and development. Therefore, can affect their emotional and social well being if become addicted to the digital device/media. 
Sigman (2012) evaluated that if young children weren’t exposed to digital devices from a young age then they may become intimated by it or less competent later on.   
Although, positively the use of digital media can develop social skills in young children. This is due to the fact that using digital devices as a learning tool can create situations for group work allowing children to work with others and to interact in order to complete tasks (Corr, 2006). Another, is it teaches children to share and take turns gaining positive and the appropriate social skills and manners (Corr, 2006). 
Children’s functional development in relation to their sleep pattern can be affected negatively when digital media is used for a long duration or the context is higher than the age of the child being inappropriate (Nierengarten, 2018).
On the other hand, the use of digital media and devices can enhance children’s fine manipulative skills. This is as a result of children having the opportunity to work with small and bigger devices enhancing on the hand and eye coordination such as pressing a button to take a photo. By doing this it allows them to learn to gain feelings of control and responsible gaining achievement affecting their emotional wellbeing too (Corr, 2006). 
Cyber bullying is a common issue for young children experience when using digital devices and media.  The NSPCC (2019) defines cyber bullying as an individual seeking harm, intimidate or coerce someone using digital technologies which can occur in any environment at any time 24/7. Cyberbullying can affect children’s holistic development greatly due to the fact it can occur in an environment in which they are supposed to feel safe in.  As a result it can affect their emotional development causing young children to feel sad and think thoughts such as self-harm (NSPCC, 2019).
The use of digital media and ICT can lead young children to have a misunderstanding on things due to accessing images and information online that can result in being unrealistic with misleading messages causing harm (Strasbutger at al, 2014). Young children may access inappropriate content that may be exposed due to lack of restrictions or accidental (GOV UK, 2019). As a result from this it can cause an emotional effect on the child raising cause for concerns within their emotional well being. 
It is believed that technology is changing the way in which we think, especially young children. Exposure to technology has been proven to improve visualspatial capacity, increase attention, reaction time and also identifying details within clutter (Taylor, 2012).
The use of digital media and ICT within education allows young children to begin to become critical learners becoming independent and to engage children in their learning (Hague and Payton,2011). Therefore, educational theorists such as Vygotsky and Bruner would support this as they promote children’s independence (McLeod, 2019). 
Using digital media gives the children opportunity to use a variety of technologies collaboratively, creatively and critically gaining functional skills (Hague and Payton,2011). Becoming independent thinkers and learners through the use of ICT supports children’s cognitive development to learn collaboratively based on Vygotsky’s scaffolding theory (McLeod, 2019). 
Howevevr, Sigman (2012) concluded from his research that screen time on digital devices had a negative impact on children’s development overall especially in relation to their cognitive development. Further research carried out by Sigman (2012) states that reducing childrens screen time on digital devices will improve their health and wellbeing compared to those being exposed to 2 hours plus a day. Sigman (2012) believes that encouragement of no screens in children’s bedrooms should be promoted. 
According to Marsh et al (2018) they believe that the use of apps contribute to children aged 5 and under developing play and creativity. As a result from this, it suggests that the use of technology and digital media assits childrens learning allowing them to gain creativity promoting them to have choice developing their creative thinking (Marsh et al, 2018). As well as this, it is known that digital technologies can assist in stimulating imaginary play within the role play area (Marsh et al, 2018). Therefore, this supports Vygotsky theory regarding similarities of play and creativity In order to develop cognitive development. From this, it implies the use of technology and digital media with young children assist in their cognitive development. 
According to Kidron and Rudkin (2017) they believe that young children need to create a healthy and informed relationship with technology within education as it can be delivered according to their age. By allowing this to be part of young children’s education promotes well being and understanding regarding opportunities, risks and harm of the digital world (Kidron and Rudkin, 2017). In regards to relationships, good role models need to be seen promoting and demonstrating a healthy relationship with their use of digital media.  Chassiakos et al (2016) believes that adults should be good role models, modelling good behaviour of the use of technology and digital media within their daily activities and other activities. 
The use of digital media to children brain is yet uncertain of its long term affects as well as de to that fact that the brain in children aren’t fully developed (Center on Media and Child Health, 2019). However, digital media can be safe when used correctly and in a moderate manner unlike if it was abused resulting in harm to the brain (Pellissier, 2014). Some research suggests that the use of digital devices can improve brain capabilities while others believe it can have the opposite effect having a negative impact (Center on Media and Child Health, 2019). Along with this, the use of digital media can be a huge distraction resulting in consequences or a delay in completing tasks (Center on Media and Child Health, 2019).
Digital media in education
The new Curriculum coming to Wales in 2022 includes digital competence as a set of skills, knowledge and attitudes as its first element within the new curriculum of education. The Digital Competence Framework (DCF) is in addition to Information, communication and technology (ICT) which comes along side literacy and numeracy. Therefore, within the new curriculum for Wales it states digital skills are transferable to the world of work and the future of the children’s generation (Welsh Government, 2018). According to Hague and Payton (2011) their research explains how some teachers feel that their own digital literacy, media and use of ICT aren’t to high enough standard in order to teach and learn children. Therefore, teachers and those working within education are working towards the New Curriculum now to prepare and with help from pioneer schools (Welsh Government, 2018).
Within the New Curriculum Wales it states that learners will become more digitally competent in order to develop enterprise, creativity and to evolve into critical thinkers (Welsh Government, 2018). This is as a result of the research from Donaldson in his report of Successful Futures to enhance learners to prepare for the increasingly digital world (Welsh Government, 2018). Donaldson identified that children need to develop digital competence in order to be able to find employment in the future (Welsh Government, 2018).

The Digital Competence Framework also assists the United Nations Convention Rights of the Child considering the child’s rights and holistic development. Within the Digital Competence Framework it works with:
Article 29 –goals of education, in order to provide children with an education that allows them to develop to their full potential 
Article 17- access to information from the media-governments are to protect children from materials that may harm
Article 29 -goals of education, personality, talents and abilities to the full (UNICEF United Kingdom, 2020).
To conclude, ICT and digital media does affect children’s holistic development in both positively and negatively. However, the research shows that the positives outweigh the negatives when children are taught the correct skills and knowledge around digital literacy with the help from teachers and parents. With the new curriculum in lace it will alter the way in which digital devices are used by promoting them as learning tools within education. 
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· Contact and communication
Ensure children are aware of who they are in contact with. Children need to be able to know to not share information and to keep personal information and passwords private. 
· Role model
It is important that adult represent being good role models in relation to the use of digital media and devices. By doing this children can then identify good habits to peruse in the future themselves.
· Talk to the children
It is important that children are explained things with an explanation in order for them to understand the reasons of the actions as they are beneficial. 

These actions are essential to impact the safeguarding of children when using technology of digital devices and accessing online in order to keep them safe and benefit from the digital world. As quoted by the UNICEF Executive,
 “In a digital world, our dual challenge is how to mitigate the harms while maximizing the benefits of the internet for every child.” (UNICEF, 2019).
Useful links for further advice, guidance and information:
· NSPCC
https://www.nspcc.org.uk/preventing-abuse/keeping-children-safe/online-safety/ 

· Get Safe Online 
https://www.ofcom.org.uk/__data/assets/pdf_file/0022/117256/CMR-2018-narrative-report.pdf 

· The Child Exploitation and Online Protection Centre 
CEOP KS1 Film : 'Lee & Kim' Cartoon Suitable 5 yrs -- 7 yrs – YouTube

· Children’s Commissioner for Wales 

· Net Safe – Top tips https://www.netsafe.org.nz/online-safety-for-parents/  

· UK Safer Internet Centre https://www.netsafe.org.nz/online-safety-for-parents/ 




Accessing Digital Media/ICT



A parents/carers guide of supporting and safeguarding young children 



[image: See the source image]

In order to protect and safeguard children from harm in the digital world there are a number of elements we can do. These strategies of safeguarding (GOV UK, 2019) includes:
· Supervision
Supervising children within the early years is essential when they use any form of technology to access digital media and the internet. 
· Research 
Checking the content of apps, websites and searches is important to ensure that they are age appropriate and beneficial to the child’s holistic development. Age restrictions for certain downloads and the internet is essential in order to limit access to appropriate resources.
· Time restrictions 
Restricting a time frame for access to use technology and digital media creates boundaries and understanding to children. It can be beneficial too to create digital free times. This can create time to participate in other activities creating a good balance (Ofcom, 2016).  By doing this It reduces the risk of children becoming addicted avoiding problems with social interaction. 
· Filters 
Ensure that only appropriate content can be accessed by setting safety modes and filters on searches and downloads.

Byron report
According to the Byron report (2017) children aren’t protected efficiently online by the Government. Due to this, parents/careers and schools are left to take it upon themselves to educate children about online safety, access to digital media and the dangerous of technology in order to safeguard them (Byron Report, 2017).
Although, as a result of the Byron report came the UK Council for Child Internet Safety (Gov UK, 2019). Now, the UK Council for Child Internet Safety intends to improve 0nline safety for all, especially those of those experiences online abuse (Gov, 2018).
Cyber bullying 
Cyber bullying is a common issue for young children experience when using digital devices and media.  The NSPCC (2019) defines cyber bullying as an individual seeking harm, intimidate or coerce someone using digital technologies which can occur in any environment at any time 24/7. Cyberbullying can affect children’s holistic development greatly due to the fact it can occur in an environment in which they are supposed to feel safe in.  As a result it can affect their emotional development causing young children to feel sad and think thoughts such as self-harm (NSPCC, 2019).
To support a child experiencing cyber bullying parents/careers should reassure the child they have done right for talking about the situation. Then action to block the bully should be done to avoid further upset (Kidshealth, 2014). To avoid further repetition of the event strategies can be followed as listed within the leaflet and more support contact details for support on the back of this leaflet


Children’s access to digital media and ICT
Recent figures show from the Children and Parents Media Use and Attitudes Report (2018) that 19% of 3-4 year olds have their own tablet and 52% of them access online on average 9 hours a week(Gov UK, 2019). The digital childhood report (Kidron, Rudkin, 2017) states that more than a third of the digitals world 3 billion users are under 18. This suggests that, a high figures of early years children access digital media and ICT away from their educational setting. Therefore, promoting the importance of safeguarding young children is essential as the digital world was not intended as a place for childhood (Kidron, Rudkin, 2017). 
Due to this, it is essential that we as their parents/ carers promote safety online and for them to learn about the digital world around them.  
Safeguarding 
Promoting safety and providing knowledge and competencies of digital devices and media is known to be more effective than parental control or removing devices from them such as phones (Kidron, Rudkin, 2017). 
Ofcom Report
The Ofcom Broadcasting Code is required under the Communication Act 2003 (Ofcom, 2019). The Ofcom Broadcasting Code has a principle in place in order to protect those under the age of 18 years in relation to the material that is published in the media. For example, this relates to scheduling requirements of programmes to protect children from inappropriate material unsuitable for them.










	Cynllun Gweithgaredd
Activity Plan

	Activity:

Before the activity takes place a class discussion on the carpet will introduce the activity and the importance of safety using digital media and the internet. The activity is to take place in the classroom with a group of children led by a teaching assistant. The activity starts with sorting toy animals as a group in order to then create a pictogram on Hwb using an Ipad individually. From this further elements of using Hwb will be accessed to enhance on the children’s ICT skills. 


	Number of children:

4

	Age of children:

Reception class- 4 and 5 years 
	Number of adults:

1

	Location:

In the classroom

	Preparation time:

5-10 minutes 
	Activity time:

20 minutes 

	Adnoddau:
Resources:
· Ipads 
· Charger
· Access to children’s hwb detail 
· Selection of 5 toy animals (more than one of each animal)
· Whiteboard 
· Whiteboard pen



	Amcan/ion y weithgaredd:
Aim/s of activity:

The activities aim to allow the children to gain a variety of skills including:
· Exploration skills
· Fine motor skills
· Language and communication 
· Problem solving skills
· ICT skills 
· Mathematical skills
· Literacy Skills 
· Working with others 
· Independent working 

However, the main aim of the activity is for the children to gain digital literacy using an Ipad with the appropriate software for their age. By doing this, it will build their skills and confidence around the use of digital media. Using Hwb children will gain a variety of skills by using pictogram, and write. As well as this, this activity involves elements of mathematics getting the children to count and identify the biggest and smallest number identified from each toy animal in order to create a pictogram. 



	Cysylltiadau â deilliannau:
Links to outcomes:

The Welsh Government (2015) states that within the Foundation Phase children should be given the opportunities to gain knowledge and understanding of ICT skills via a variety of experiences. This can include children exploring to develop information and ideas as well as creating and presenting their information using the digital devices. Therefore, in order to so this children are given the opportunity to develop their skills using a range of software (Welsh Government, 2015). Likewise, through the activity children are able to use pictogram, write and paint a variety of software through Hwb. 

Knowledge and understanding of the world is another outcome touched upon the activity (Welsh Government, 2015).  An element placed under this Is that children should use ICT to complete activity in order to sort information (Welsh Government, 2015). 

Throughout the activity all areas of learning are touched upon developing their holistic development. Intellectual development is enhanced as sustained shared thinking is driven allowing them to think for themselves in order to work out the digital technology. As well as this identify and understanding the most and least number using the pictogram enhances their problem solving and cognitive development.

Throughout the activities the children constantly use their fine motor skills with their hand and eye coordination using their fingers to touch the screen correctly and accurately. This also links to the outcomes of the Foundation Phase as they require children to develop their fine motor skills through practical activities including ICT (Welsh Government, 2015).



	Gwahaniaethu:
Differentiation:
In order to provide a range of experience for the children, it is important that differentiation can be implemented during the activity in order to create an easier or more challenging task allowing children to challenged (Welsh Government, 2015).  
Therefore, the differentiation involves 2 more toy animals and with higher numbers of each for those more able.


	Iechyd a diogelwch:
Health and safety:
Throughout this activity there is limited health and safety issues to consider.
The children will be spoken to before being taken into groups for the main activity to discuss rules of the equipment and safety of the use of digital media.
To ensure the health and safety of both the children and staff are met during the activity as the use of electricity might be used such as ipads on charge, we will ensure hands are always dry and clean before using the devices.


	Rôl yr oedolyn/oedolion:
Role of adult/adults:

In order for the activity to run smoothly the adult will gather and prepare all the necessary resources. This will also include ensuring that ipads are fully charged with the working app to access the software needed- Hwb. 

The role of the adult is to firstly discuss and promote the importance of safeguarding online and the use of digital media to the class on the carpet. As well as this the safety of digital devices and explanation of how they should be used and looked after. 

The adult is then to explain the activity to the group of children. After doing so will individually assist each child to log onto their Hwb account. Throughout when the children carry out the tasks of the activity the adult should support children to ensure they become familiar and confidence using the software of pictogram, write and paint. 


	Y weithgaredd:
The activity:

One to one with an adult the children within the group are to log on to their Hwb account.

Once all are ready, within pairs children are to sort toy animals into the type of animal into groups in order to count how many there are of each. 

After sorting, individually the children are to recognize and click on the required app to create a pictogram of the animals. Children are to then independently create a pictogram based on the animals tallied. Once created the pictogram they are to edit and add in the word for each animal (can copy spelling from a whiteboard if required). Once complete they are to add their name, find the icons to then save and print.

From this, as a group they can discuss which animal has more and which animal has less using the pictogram as a visual aid with the adult.

Once discussed, individually the children are to recognize and click on the required app to write. Then the children are to type two sentences identify the more and less of the animals (can copy from a whiteboard if required). They are to change the style of the font, colour and size. Once complete they are to add their name, find the icons to then save and print.














Planned Activity Evaluation
Technology and the use of digital media is becoming a common tool for learning and play and is less thought of now as a replacement for interaction as it is now becoming an opportunity for learning within education (National Literacy Trust, 2017). Therefore, within the activity I have used an ipad as a tool in order to create a pictogram and a document while enabling the children to gain practical skills and knowledge of ICT as well as the importance of safeguarding.
Therefore, the planned activity with the use of digital devices and software allowed children to have an education with the opportunity to demonstrate their abilities to the full. By allowing the children to have this opportunity and tool to develop it meets article 29 of the UNCRC – goals of education personality, talents and abilities to the full (UNICEF, 2019)
The structure of the activity consists of scaffolding theory developed by Vygotsky like wise to Bruner’s Spirial curriculum as both theorists believed children’s learning should be activity assisted by adults (McLeod, 2019). The activity smoothly transitions back and forth between the adult teaching and explaining to the child allowing them to carry out the activity independently. By doing this, it gives the children independence and allows them to critically think for themselves. As believed by Bruner, young children are able to learn any material once clear instructions are given (McLeod, 2019).
Within the planned activity I have ensured that aspects from all four strands have been included in order to incorporate the Digital Competence Framework along with the curriculum requirements within Wales of the Foundation Phase and the New Curriculum. The four strands within the Digital Competence Framework are all equally important (Welsh Government, 2017).
1. Citizenship 
2. Interacting and collaborating 
3. Producing 
4. Data and computational thinking (Welsh Government, 2018)
In order to evaluate the planned activity I will identify the elements of the strands in further detail.
Firstly, by having a discussion explaining and stating the facts about the safety aspects of digital devices and media introduces the topic and engages the children to listen. When stating rules of ICT, digital devices and the media it gives the children a base line to follow creating norms within the future of the digital world (Kidron, Rudkin, 2017). Therefore, this represents the health and well being aspect of the children being aware of the daily uses of different devices (Welsh Government, 2020). 
Discussing the dangers or harm that may occur can allow children to think developing an understanding of right from wrong situations enabling the children to make their own choices and responsibilities (Kidron, Rudkin, 2017). During this discussion including cyber bullying and the effects it can cause allows the children to have the opportunity to put themselves in others shoes as they can develop a ‘theory of mind’ (Kidron, Rudkin, 2017). Therefore, by this discussion it represents the element of citizenship allowing the children to recognise and identify simple rules in order to keep them safe both online and offline (Welsh Government, 2020). When promoting safeguarding it is teaching digital literacy to children allowing them to be kept them informed, engaged and how to learn to be safe online (Welsh Government, 2020).
Within the activity plan, it requires children to enter their name and save their work. As a result from this I am allowing the children to gain ownership over their work which is another element within citizenship (Welsh Government, 2020). By letting children save their work it meets the element of storing and sharing, this enables children to understand their work can be accessed at a later date (Welsh Government, 2020). This element gives children a sense of achievement and confidence impacting not just their emotional development but their holistic development. It also gives children responsibility with independence gaining opportunities to prepare for their future in the digital world when they grow up (Ager, 2020). 
The Digital Competence Framework promotes interacting and collaborating as a strand (Welsh Government, 2020). Throughout the activity I plan to allow the children to work with others as a group as well as independent work meeting the requirements, giving the children opportunities to work as an individual and as a team. By allowing both forms of working also learners to gain communication skills improving their social development as well as being independent in their learning (Bertrand, 2020).
When allowing the children to alter the text to change the font, size and colour of their choice within write on Hwb it enables them to explore and to experiment (Welsh Government, 2020). By doing this it allows children to become independently creative promoting choice and individuality of the UNCRC (UICEF UK, 2020).
Apart of the activity requires comparison as a result to creating a pictogram which meets an element under data and computational thinking of the digital competence (Welsh Government, 2020). By including this aspect of the activity requires the children to think critically developing their intellectual and brain development (Welsh Government, 2018).
In relation to the New Curriculum in Wales of Donaldson Successful Futures it highly regards focusing on working in partnership with the Digital Competence Framework as one of its four enablers alongside strong school to school working by collaborative practice, inspiring leadership and inclusivity (Welsh Government, 2015). Therefore, in relation to the activity plan is shows elements of the New Curriculum. As within the activity plan it enforces digital literacy that includes aspects of the 4 purposes of the new curriculum:
1. Ambitious, capable learners
2. Healthy, confident individuals
3. Enterprising, creative contributors
4. Ethical, informed citizens (Welsh Government, 2015).
These purposes put in place all result in preparation for their future life and work within the more digital world we are becoming as stated by the Welsh Government (2015).
Overall, after researching and evaluating the effectiveness of digital devices used by young children to access media content/support ICT development I have concluded that it is a strong tool to enhance children’s learning with play within their education. I believe this as the use of the ipad within the activity not only allows children to gain ICT skills but improves their fine manipulative skills with the use of their fingers. It allows them to critically think using their cognitive development in order to problem solve when completing an activity.
To conclude, I support the use of technology within schools as they learn and enhance digital competency skills as it is going to be even more enhanced in the future In their adulthood and careers. I believe that the New Curriculum will enforce digital literacy to become the norm within the classroom and a major toll within children’s education now and in the future.
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