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Part One: 
Media is made up of many forms of communication, including newspapers, television, radio advertising on billboards, mobile phones, and various other platforms that deliver information. In this essay Digital Media will be focussed on looking at the advantages and disadvantages of children using this form of media in the classroom and at home. Digital media according to Chassiakos et al (2016) is an element of media that is interactive where people can either watch or contribute content. These come in the form of interactive gaming, social media, YouTube videos and the internet.
According to Herring (2008), children of the current generation socialise more online than previous generations, this is referred to as the ‘generation divide’. Nowadays children and young people are more competent and familiar with technology and going ‘online’ than older family members. This means that children will be taught how to use digital devices and access media both in the classroom and at home. The internet, game consoles, mobiles devices and other technologies are new ways of communicating with your peers and finding out what is happening in the world; children also use their digital devices to socialise with their friends online. Therefore, if children are using different forms of digital media in school, the key worker needs to help the children understand them (Buckingham 2015) and practitioners and parents need to ‘encourage age appropriate critical thinking’ (Chassiakos et al 2016).  This process can be defined as digital literacy (Buckingham 2015).
The Welsh Government in their Foundation Phase Framework (2015) states that children should develop their Information Communication and Technology (ICT) skills throughout the curriculum alongside other traditional teaching methods. Children should have access to different digital devices and software to improve their digital literacy and ICT skills. The digital devices that children should be able to access in the classroom are the interactive whiteboard, iPads, tablets and school computer. The National Association for the Education of Young Children (NAEYC) (2012) supports and agrees with the idea of having digital technology and devices used in an early year’s classroom. It is appropriate as it has been shown to improve a child’s social and academic skills, and even help with basic literacy, for example, phonics and story recognition (Anderson et al 2001; Penuel 2012 cited in Blackwell et al 2014).

The first digital device that will be focussed on is the iPad. Brand & Kinash (2010) state that the iPad allows for learning to happen anywhere as it is such a portable device. Also, the iPad is less expensive than a computer, but very similar in its capabilities with the necessary software; this means that early years settings are able to purchase more of them, allowing a greater number of children to use the devices (Hutchison et al 2012). One of the ways it is used in schools is through interactive reading, writing and speaking, this is beneficial to the child’s development as it improves their literacy, language, social and communication skills. Lots of these features are activated through apps, which the children can use to develop the appropriate expertise. Beschorner and Hutchison (2013) expands on this by saying that the overall experience of the iPad is unique as it comes with additional features such as interactive pictures, children being able to record themselves speaking and being able to easily find their place instead of having to search through a book or other media.
One study found that children working together on the digital devices promoted social development as they were asking questions of one another and getting their peers to assist them in their work. This links in with the theory of Reggio Emilia who believed that children learn best through direct experiences and allows them to lead their own learning, thus becoming their own teacher in the classroom (Edwards 2002). This shows that the iPad can be used independently by the children either at home or in the school environment (Beschorner and Hutchison 2013). For example, Karsenti and Fievez (2013), Chassiakos et al (2016) and Flewitt et al (2015) all discuss the benefits of children using the iPad both at school and home, as it enables them to access a variety of sources through the internet as finding information is much easier. Another benefit of using the iPad is that it develops both the children’s and the teacher’s ICT skills, as both parties are learning along the way. This links in with Vygotsky’s theory of peer learning, because the children are learning from each other and the practitioner (Lloyd and Fernyhough, 1999; Boud, 2001)
Picture Exchange Communication System (PECS) is an effective use of communication for children who struggle with their speech and language and social and communication skills. It is mainly used for children with Additional Learning Needs and it can be beneficial for the child to use a digital device as they can download images of PEC symbols to communicate with their peers and practitioner. PECS has been linked to supporting cognitive development (Bondy and Frost 1994 and Ganz, Simpson and Lund, 2012). Therefore, because the iPad is a mobile device it is effective to use both in the classroom and at home as the child can carry it around with them everywhere, they go. This means that it will not hinder the individual in their effort to communicate with their peers and teachers. Furthermore, a child can even construct their own PEC book by themselves (PECS 2014).
Although the iPad is effective for a child’s development in all areas of learning, there are a few issues. The first one is that the child could be using the screen for prolonged periods, this can hinder a child’s sleeping patterns resulting in disturbed sleep. Also, it has been stated that even daytime use of the device can affect the child’s sleeping patterns. Other factors associated with too much screen time are that a child can become obese if they neglect physical activity (He et al 2005, Cox 2012, Hysing 2015 and Chassiakos 2016).  Another negative aspect is that more children are gaining access to a digital device or even having their own device to use. This is shown in an Ofcom report (2015) which states that ‘At least three in four children live in a household with a tablet computer… aged 3-4 (75%)’. Cocozza (2014) says that nowadays it is even harder for parents to fully know what their child is accessing on the internet and they have less control because the children are more technical than their parents. Furthermore, it has been found that several supposedly educational apps, in fact have limited education potential as they tend to target only basic academic skills (Guernsey and Levine 2015; Vaala and Levine 2016). In contrast to the above findings that discussed children working with their peers and teachers, one finding has shown that in actual fact the iPad could distract the children from social interaction with their care giver/parents or practitioner (Bus et al 2015).
The other digital media device that will be focussed on is the game console. This device is used to play interactive and online video games. Video games can be described as playing a game online through different media platforms, for example Xbox, computer/laptop, tablets and mobile phones (Kirriemuir 2002). This device can be used in the classroom for educational purposes, as according to Miller and Robertson (2011) and Groff et al (2012) using gaming consoles in the classroom tests children’s computing skills. In both of these studies it was found that children’s computing skills increased, alongside their concentration skills as whilst playing the game they became fully involved with the task at hand. Also, the children’s self-esteem increased as the teachers in the Miller and Robertson study stated that the children’s confidence and enthusiasm increased towards mathematics; although, on-the-other-hand, their self-concept about their ability to do maths did not increase. 
In the study carried out by Groff et al (2012), it was found that the games provided little educational value but did offer a gateway in helping children develop their mathematical skills. Additionally, children can bring their own skills and knowledge from playing online games themselves and utilise these in the classroom setting. Constrants that were found in these studies were that there was ‘limited direct evidence of their effects on classroom learning’ (Miller and Robertson 2011) and also that the children did not see the activity as a learning tool, but merely as playing a computer game at their leisure. Furthermore, Groff et al (2012) state that there are few suitable games for infants/ early years children to use in the classroom or at home.
Other benefits of playing video games are that it develops and improves an individual’s cognitive, social and emotional skills. The children’s cognitive skills will improve because they are having to process information quicker whilst playing a game. Also, it develops their problem-solving skills; this applies to all genres of video games as it all about how to get from one situation to another. Even individually, the child is trying to figure out how the game works and navigate their way through it with little or no instruction (Pressky 2002 cited in Granic et al 2014; Granic et al 2014).
As a number of games include team playing this will encourage social interaction between players which also motivates children to work as a team even though they are in separate locations. Additionally, it encourages supportive behavioural patterns (Ewolden et al 2012). For example, playing video games is an efficient and effective way for children and youths to generate positive feelings. Russioniello et al (2009) states that it also reduces anxiety and promotes relaxation and positive moods in all ages.
While using or playing video games can be beneficial for young people and children to partake in, there are however issues that need to be noted and monitored. Granic et al (2014) points out that many studies have linked playing violent video games with violence in real life. Anderson et al (2010) looked at several longitudinal studies and found that playing violent video games for a long period of time affected the individual both cognitively and behaviourally. Ferguson (2007) disagrees with this as they looked at several studies and found that there was little correlation between aggressive behaviours and playing violent video games. Another issue that is seen with playing video games is mental health and sleeping problems. Lemloa (2011) states that playing video games late at night causes disturbed sleeping patterns which can, in the future, cause depressive symptoms. Even though this study was carried out on adolescents and is not directly linked to young children, it may be that children between the ages of four and five could also be affected this way in the long-term if no concern is given to allowing devices being used upstairs during night-time. 
Gunter (1998) says that in a study of children aged five to seven, the children copied the behaviour shown on the video game whilst in a play session with their peers. This links in with the Bobo Doll experiment carried out by Bandura which showed young children copying the behaviour the adult showed towards the doll itself. This proves that children will imitate social interactions and behaviour displayed by adults or in a video game. Additionally, this also links in with the cultivation theory; this expands on these points by saying that the individual may see the world as the same as the world created on their digital device. If the child is exposed to certain images constantly then they are far more likely to be influenced by these behaviours rather than an individual who is not often exposed to this type of media  (Shanahan and Morgan 1999). Furthermore, other issues that can occur whilst playing video games are that children may isolate themselves from social interaction and it can cause obesity if the child neglects physical activity to play their game (Chassiakos 2016).
 To summarise, the use of digital media and devices have both positive and negative effects surrounding a child’s development, health and wellbeing. Using these devices either at home or in the classroom are an effective tool to enhance a child’s development, cognitively, socially, emotionally and mentally. However, they can also have a different effect on children as they can increase isolation, disturb sleep patterns and possible long-term behavioural and mental health issues. Therefore, the use of digital devices to access media by young people require provisions to be set in place, such as limiting screen time and setting up parental controls as part of a Family Media Plan. Furthermore, if the parents/caregiver and practitioner are aware of the negative effects these can cause, then these can be controlled and monitored to limit the degree of harm towards the individual.

Part Two:
The activity being carried out is called Ladybirds Spots. The game is aimed at children aged four to five in reception class, and the interactive task aims to improve the children’s numeracy skills and encourage them to work as a team and interact socially with their peers. This also supports children’s digital competency. The size of the group is 15 and it is a game the whole class can play together as a team.
 The activity is aimed at helping children develop their mathematical skills, by sequencing or ordering numbers. This can be carried out either on the interactive whiteboard, if the practitioner wanted the whole class to participate, or the classroom devices which the children can use individually or in a pair. The children have to match the right order or sequence of numbers with the ones on the ladybird’s spots. The children are allowed to choose whether they want to put the numbers in an order or in a sequence. If the option ordering is chosen, the individual is shown two options either forwards from 1-5, 1-10 and 1-100 or backwards from 5-1, 10-1, 100-1. If the individual chooses the sequencing option, the child is given two choices to choose from; either simple sequencing which has the choice of counting in ones from 1-10, 0-10, 1-100, 0-100 and counting in twos from 0-20, 20-0.  The last choice is counting in multiples, this gives the option of either multiples of 5 or 10. 
This activity should encourage social interaction with their peers and practitioner; whilst playing the game the children should use their problem-solving skills. Also, the children’s numeracy skills should develop as it is a mathematical game. Additionally, their confidence and independence should increase from using the interactive whiteboard. Whilst carrying out the activity the practitioner will be encouraging the children to be independent and complete the game with as little help as possible, although the practitioner/teacher will be there to assist the children if they are struggling. 
Clark and Moss (2001), Dahlberg and Moss (2005) and Rinaldi (2004) state that it is very important for the practitioner to listen to the children. This is because each party can expand and develop their own knowledge on that specific subject. Additionally, Purton (2014) says that the practitioner needs to know the child and the level of development they are at in order to support and develop new knowledge and skills. This will increase a child’s self-confidence, creativity and even how they interact with their peers. This is shown in the activity as the practitioner will explain to the children how the game works. As each child carries out the activity the teacher will allow the children to ask them questions at any time if they need help and make it clear that if they make a mistake it does not matter as they will not get into trouble. The children will also be given the option on whether they want to do the activity as a group, or if they would like to work on their own on the school’s digital device if they do not feel confident.
This activity links in with the Foundation Phase because it enhances a child’s mathematical, language, literacy and communication skills and their personal and social development. These are all part of the Foundation Phases statutory areas of learning and are required as part of the curriculum. According to the Welsh Government (2015) in each of the six required areas of learning, each child should experience a range of different play based activities, making sure that some of them are child-led, using different types of resources, including ICT, whether that be using the interactive whiteboard or computer, encouraging them to work with their peers as a team and making sure that the activities they partake in inspire the children to problem solve and discuss the task at hand. During the activity the children will be using their problem-solving skills; as a team they will have to work out what number goes next in the sequence when shown on the interactive whiteboard. Additionally, this activity is child-led, as the practitioner does not need to get involved with the interactive game but can supervise the children and intervene when required; the children will make their own decisions on what answers they choose and how the game evolves. Learning Wales National Literacy and Numeracy Framework (2014) states that children aged 3-5 should be able to use their mathematical skills whilst playing and participating in classroom activities and show that they have the skills to complete the activity/task at hand by coming up with a solution and use their knowledge to inform estimations.
The Digital Competency Framework is designed to develop children’s digital skills. The aim of this is to teach children new skills and knowledge about technology so that they are more confident when using it. Also, this links in with children’s numeracy and literacy skills as it is cross curricular and can be developed over a wide range of subjects (Learning.Gov.Wales 2018). According to The Welsh Government (2018) the Digital Competence Framework is made up of four strands, Citizenship, Interacting and Collaboration, Producing and Data and Computational Thinking. Additionally, by September 2020 The Welsh Government aims to have the digital framework in the new school curriculum. The activity which is designed for children in reception (age 4-5) fits in with the Welsh Governments Digital Competency Framework (2016).
The first topic of Citizenship, health and wellbeing, states that the practitioner should make observations about the child’s use of digital devices. This is shown in the activity as the practitioner will monitor how long each child is on the interactive whiteboard and making sure they are not on it for a long period of time. Interacting and Collaborating links in with this activity because this strand talks about each individual working together and as a team. This is shown in the activity if the children work as a class to solve the sequence, or order, of numbers in front of them.  Also, it talks about making sure the children know how to store and share information; this is shown in the interactive game as the children can save their progress if time runs out during the lesson, and they can pick up where they left off next time. The last strand, which is Data and Computational Thinking, links in with the activity because the framework states that children will be using their problem-solving skills to carry out and listen to a set of instructions, working out what orders the numbers go in and controlling the digital device themselves with minimal help. The activity supports this as the children will be told how to play the game by the practitioner and then will then have to play the game unassisted. Additionally, they will be given a choice to attempt different types of sequences, for example they can choose even numbers or odd numbers, multiplications of 5s or 10’s.
The activity is child-led and allows the individual to make their own choices and decisions throughout the game. This links in with the theorist Regio Emilia as Staley (1998) states that children are encouraged to ask questions and question themselves whilst also coming up with solutions to problems. Also, Hewitt (2001) expands on this by saying that the children are not only learning from the practitioner but are leading their own learning by testing their own solutions to any problems, so the child is seen as the teacher as they self-direct their own learning. This is shown in the activity as the children will not have to ask the practitioner for help, as everything they need to teach themselves is on the interactive whiteboard. Montessori links in with the activity because according to Montessori St Nicolas (No Date) Montessori believed that children learn best through hands-on learning and having a holistic approach to a child’s development. This is shown in the activity because, as said above, it is child-led and it links in with the 6 areas of learning from the Foundation Phase. 
Another theorist that relates with this activity is Sirajo Blatchford and her theory of Sustained Shared Thinking. Sustained Shared Thinking is when two or more individuals work together to come up with a solution to a problem, using their own skills to come up with the answer (Blatchford 2009). This is shown in the activity as the children can work together as a team/class to come up with the sequence or order of the numbers. Vygotsky (1986) and Rogoff (2003) (both cited in Purton 2014) confirm this by saying that children learn best through community thinking and interaction with peers, as it develops their speech, language, social and thinking skills.
A problem with this activity is that the teacher/practitioner would need to make sure that there are time limits set on how much screen time the children have. The UK Chief Medical Officer (2019) stresses the importance of maintaining a healthy balance of screen time with children and the dangers of too much screen time. Giordano (2019) agrees with this with a detailed look at a study testing 2,400 children which found that too much screen time can delay a child’s development. It also recommended that parents should work with ‘a health professional’ to make ‘a Personalised Media Plan’ which would allow parents to put boundaries on their child’s screen time. Furthermore, the more screen time the children have, the less time they will be developing their motor, social and communication skills.
In conclusion, the activity at hand promotes learning in numeracy, literacy, social skills and digital competency. An important aspect is that good practice is introduced by the teacher, monitoring the amount of time the child spends on the digital device, enforcing good future habits. It also links in with the Foundation Phase as it covers the statutory areas of learning and also their teaching methods that should help the child develop their skills, knowledge and understanding in all subjects. The activity is child led, allowing children to use their problem-solving skills by letting them ask questions and be questioned, and interacting with their peers. The Digital Competency Framework fits in with the activity as it will enhance their digital skills as the game can be played on either the interactive whiteboard, or individual devices.


Part Three:What is safeguarding and why is it important?
According to The Ofsted Safeguarding Policy (Gov.uk 2018a) safeguarding is protecting children from harm, so that their development, health or wellbeing is not affected. Any individual who is at all responsible for a child has a responsibility for keeping them safe. It is paramount that the parents, practitioner and other agencies work together, because each body can determine their role in safeguarding the child and collaborate effectively to help keep the child safe. Anyone who is responsible for a child can raise any concerns they have to the appropriate body.  Any concerns or actions the local safeguarding authorities have must be taken on board and put into action (Gov.uk 2018b).

What is Parental Control?
 Online parental control is a parent or caregiver restricting their children from access to certain entertainment content and the time spent online (Shane et al 2008).



Dangers of no Parental Control
· Madden et al (2012) says that without parental control, parents may be worried about not knowing who their children are interacting with online.
· A 2015 Ofcom Report states that ‘the number of children with their own tablet has risen from one in five 3-4 year olds, and two in five 5-15 year olds’. This means that there is less control over what parents can supervise when their children go online.
Benefits of using Parental Control
· The National Society of Protection of Cruelty to Children (NSPCC) (NO DATE) states that parents are able to use software that blocks harmful or upsetting content, while it can also manage how long your child is online for.
·  The Family Media Plan is an individualised plan for each family member, identifying an appropriate balance between screen time and online time, setting boundaries for accessing content and encouraging communication between parent and child about the rules of media use online (Chassiakos et al 2016). 
Why you should set up parental control
The Welsh minister (Welsh Government 2018) urges parents to set up parental control and monitor what their children view online. This is because the ‘National Survey for Wales, published in 2017, showed 95% of children aged 7 to 15 in Wales used the internet at home, but only 56% of households with children aged 7-15 used parental control filters on their internet connections to block adult or illegal content’.


Cyberbullying and the effects it can have
· Bullying can take place online, either through social media, texting, or any other platform that a child can use to communicate with others. It can also be when harmful or false information is uploaded or posted about someone online. 
· DeHue, Bolman and Völlink (2008) says that being a victim of cyberbullying can have serious effects physically, socially and psychologically, such as showing signs of depression and stress.


Being online and the effects on a child’s mental health
Young minds (NO DATE) says that children who are constantly on their devices looking at social media or other platforms suffer with mental health issues as they use social media as a way of obtaining support, advice or attention.  Research shows that children who use the internet frequently will say that they are suffering with low well-being, depression, anxiety, low self-esteem, or even loss of empathy.

Ways to safeguard and support/monitor your child on the internet:
Davies, Atherton, Calderwood and McBride (2019) suggest that parent/caregivers take this advice regarding their child’s screen time and social media use:
· Making sure they take a break from social media, by managing the amount of time they are allowed on their own device.
· Making sure they do not take their phones upstairs, as it is important each child gets a good amount of sleep per night.
· Educate them on the dangers of going online by talking about the dangers of sharing information online with other people and how to protect their information online.
· Monitor what social media they use.
· [bookmark: _GoBack]Make sure your child feels that they can come and talk to you as the parent/caregiver about any advice or questions they have.
· Putting parental control on their devices to prevent them from going onto inappropriate websites.

Grooming and the effects it can have
Grooming is yet another issue a child can face whilst being online. Grooming is when an individual try to contact a child through different social media platforms, usually to try to get the child to meet up with them, with the objective to commit a sexual offence.
Survivors.org (NO DATE) states that any individual who has experienced grooming will be left feeling as though they are to blame because they ‘let it happen’; this can make it difficult for the individual to talk because they are ashamed of their actions. Grooming can also have an effect on a person’s mental health, self-esteem and self-confidence.

How using a device can affect a child socially and during their development 
Walters (2015) says that tablets or other online devices can affect a child and impact on them socially and emotionally. Also using a device as a child under the ages of three can impact a child’s ability to learn and develop in maths and science. These devices can also influence the individual’s relationship with their caregiver/parents because the child may start to isolate themselves because they are so wound up in their online device. Additionally, allowing a child to use their device can also impact their speech and language because Radesky, Schumacher and Zuckerman (2015) state that children may become distracted from reading the text because of the noises, different colours and touchscreen. This can interfere with the educational aspects as well.
Furthermore, it can affect a child socially because they may be obsessed with their device, not engage verbally with their friends anymore, except on their games and social media platforms.
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