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1) This section will consider some of the advantages and disadvantages of digital media and ICT on children's learning and development. The aspects that will be discussed will be children's communication, health and literacy skills linked to digital device usage.
According to Ibbetson (2020) 85% of children say they have access to a tablet at home and 40% have their own at the age of six and NHSGGC (2021) states that on average children spend 6.3 hours on a screen every day. This can have a negative impact on children's physical health and development as Public Health England (2013) goes onto explain that when children spend a significant amount of time on a tablet, they are not having time to be able to physically move as they are spending more time in a sedentary way which results in many children not meeting recommended levels of physical activity. For example, NHS (2019) highlights children aged 3-4 should spend at least 3 hours a day taking part in physical activities to maintain a child's health and development. This also links to aspects such as obesity, eye problems and tiredness. Robinson (2017) suggests that children who are in front of tablet screens often are mostly likely to experience obesity as children are eating while viewing which leads to greater calorie intake. Schmidt et al. (2012) adds that research shows children who have a television in their bedroom watch a lot more television than children who do not have a television in their bedroom, meaning that children with a television in the bedroom are at higher risk of suffering from obesity and health issues such a mental health problems and lower well-being (Mental Health foundation, 2021). Schoorel (2016) shows there could be negative links to health as children spend too much time on digital devices, for example, children's eyesight could be affected as their eyes are still developing so if a lot of time is spent staring at a screen this could cause future eyesight problems such as eye fatigue, dry irritated eyes and refractive errors. AAOF (2018) goes onto say that these eye problems will leave children with long term issues if not rectified.  As well as an impact on eyesight, children's sleep can be affected too as Sleep Foundation (2021) explains that research shows that when devices are used at night, blue light from screens alters the brain’s sleep rhythms which impacts children's development and results in children being unable to play for long periods of time and maintaining less physical activities due to tiredness. Meates (2020) explains that tiredness can affect children's concentration within classroom activities resulting in children now excelling or achieving the most out of opportunities actives give. Raising Children (2021) adds that children who experience lack of sleep will feel less motivated meaning that they will have difficulties learning due to needing more sleep during the day. These negative aspects can link to Bandura and McClelland (1977) social learning theory whereby some children will copy and imitate what they see therefore, in this instance children will imitate their parents' actions of being tired after being on device at night, this can mean children will model their parents' actions as McGuigan (2013) suggests children learn from imitating adults' behaviours. Furthermore, the social learning theory is based around children learning from what they see therefore if parents at home are sat in front of their phones or screens for long periods of time then children will do the same resulting in decreasing physical fitness and children are not learning anything valuable or enhancing developmental abilities which they could be doing if they were being productive (McDaniel, 2019). Therefore, Raising Children (2021) explain that it is important for parents to be good roles models when using digital devices, for example parents should not use their devices at mealtimes for children to understand and parents should encourage children to have a bedtime story at bedtime instead of using a device while in bed. This links to Heitner (2014) TED Talk where discussions suggest that parents need to reflect on whether their modelling positive aspects of digital media use to their children as the clip shows that children look for and want boundaries. 
A contrasting view that can be argued is that digital devices can be used to support and encourage children to be physically active. Buchele Harris and Chen (2018) explains that devices such as Fitbits can encourage children to be more active as these devices count daily steps therefore encouraging children to take part in activities to reach goals and benefit their overall physical development. Moreover, Caddy (2019) adds Fitbits allow children to complete physical challenges throughout the day as well as containing a chore function whereby parents set children tasks to complete which encourages children to move around but already learn life lessons in and around the house while being motivative by the physical reminders from the Fitbits. Goldstein (2012) agrees and adds that iPads and tablets can also be a device that supports children physically as children can access YouTube fitness and exercise videos that support being active. Robinson (2011) explains that children being physically active has benefits to their gross motor skills and development by allowing them to gain strength and confidence throughout activities which will encourage them to do more physical movements. For example, Joe Wicks fitness instructor encouraged children to be active and physical every day via an online steaming service during the coronavirus Pandemic lockdowns meaning that digital devices were used in a positive and motivating way for children, again encourage the use of body movements while also giving children the opportunity to experience physical activates through digital devices such as televisions, phones and tablets (The body coach, 2020). 
As well as physical health factors regarding digital devices, mental health factors from digital devices can also affect children's learning and development. Oslen (2015) demonstrates that the way children see themselves and their body is influenced by multiple sources, one being media and using online devices and goes onto say that children as young as 5 will compare themselves to what is promoted online such as unrealistic and stereotypical images. Mental Health Foundation (2021) explains this can affect children's mental health and development as self-esteem can be affected which in turn has knock on affects to children's confidence within classrooms and learning environments which will show when children approach work and activities. This links to the Cultivation Theory by Gerbner and Gross (1976) who noted that viewers are affected by the content they view and that views of reality is influenced what is seen and heard therefore if children are seeing stereotypical content online, its reinforcing unrealistic expectations of what children should look like and can enhance some pressures (Hutchinson and Calland, 2019)
There are both positive and negative aspects when it comes to digital devices and children's communications skills. For example, Vygotsky (1978) notes the importance of social interaction for children and their cognitive development from interactions from a more knowledgeable other and within the zone of proximal development (Duveen and Psaltis 2013). Similarly, McClure et al. (2019) states that digital devices can support these social interactions as they can allow children to keep in touch with family members, peers or other relatives as well as improving children's communication skills with numerous people (Maree, 2016). Autistic spectrum disorder foundation (2021) states digital devices are also beneficial for children with additional learning needs such as autism, as devices such as iPads can benefit some children who may experience social difficulty. Xin and Leonard (2015) go onto say that the use of iPads can help to reduce anxiety surrounding learning for autistic children as it can be an easier way for children be able to express and communicate thoughts and feelings with parents without frustration as well as being able to understand visual language on iPads compared to speech (Shane et al. 2012). However, Ozyurt and Elikucuk (2017) explains some of the disadvantages digital devices can have on children's ability to communicate by saying that children are not having the opportunity to develop interpersonal skills because communicating over a screen do not have the same affect that face-face communication does. Lengacher (2021) agrees and reveals that research shows that technology is affecting communication negatively as it can decrease communication and the connection that comes with physical interaction. Therefore, face-to-face interaction is important for children to experience in comparison to through digital devices as that physical interaction ensures growth of children's social, emotional and cognitive development (Lowry, 2016).  Another disadvantage for children communicating via digital devices is the cyberbullying that some children could experience. Gualdo et al. (2015) explains that there are many online accesses that cyberbullying can come from such as apps, online games and websites whereby children can be trolled and experience negative responses. Chassiakos et al. (2016) adds that studies have showed that victims of cyberbullying can gain lower academic levels and lead to further academic problems therefore impacting on their learning and developmental aspects through school. 
Despite health worries linked to children's ability to access digital devices, some early years educators have praised their usage in classrooms. A study by Naace (2011) found that iPads can help support numeracy and literacy aspects for children, improve writing and reading skills and allows children to become more engaged in learning. In terms of writing, Clark (2016) highlights that less children are wanting to be involved with physical writing and more involved in technology-based formats which demonstrates the affects digital devices can have in allowing children to become engaged. The use of a tablet has been known to increase independence and motivation for children which often is lacking when writing is physically done, especially children who are reluctant to learn (Gray, Dunn, Moffett, Mitchell, 2017; Flewitt, Messer & Kucirkova, 2015). A study by Neumann (2018) reveals that children who use iPads, show significantly higher levels of name writing skills, knowledge of sound and letter naming therefore these findings showed that devices can support children's writing development. This positive report could indicate that children use apps that are available to download on devices that support children's writing and in turn can support the development of fine motors skills which are required to enable children to physically write (Canlas, Kojima, and Alontaga, 2017). Similarly, Price, Jewitt and Crescenzi (2015) highlights that as children as young as 2 and 3 due to the touch screen technologies available learn and develop as these devices offer opportunities for children to experience mark making interactions which links to literacy development. However, PACEY (2021) recognised that digital technology should complement other activities, instead of prioritising so that children can still take part in physical activity such as messy mark making, as these experiences are still important for children and their learning. As well as digital devices helping children with the ability to be able to enhance their writing skills, Dunn and Sweeney (2018) demonstrates how devices can also allow children to become creative within their thoughts and ideas when it comes to how and what they write. However, even though iPads are mostly recognised within the classroom for being positive asset to classrooms and children's learning, Huber (2012) explains that some teachers view iPads as a distraction to tasks as it is a more for entertainment purposes than for education. Furthermore, Racheal (2018) says that children need to have less screen time and more time taking in the classroom environment and resources for what they are and have to offer which is a rich engaging environment for children to learn within.
A theorist that can link to digital devices supporting children's learning is Vygotsky (1978) sociocultural theory whereby children are best supported by a more knowledgeable other. In this instance the more knowledgeable other is the digital device. Children can use the digital device to help expand knowledge and skills and then use the digital device as a scaffolding support that helps to reach a higher level of development. Therefore, children will use the more knowledgeable other, being the digital device as scaffolding that allows them to learn within the zone of proximal development (Abtahi, 2017). Adding onto this, OECD (2019) explains the digital device can scaffold children's learning and development and can help them to move onto understanding different more complex things after becoming more confident in digital technology which will benefit their intellectual content. 

2) 
KEEPING CHILDREN SAFE ONLINE 
This information leaflet contains information for parents to gain knowledge and understanding about to positive aspects of children having access to digital media and devices as well as recognising the importance of managing risks that access can have on safeguarding children. 
There are many advantages for children when accessing technology. Apart from children experiencing enjoyment as part of playing, socialising and engaging withing media games or apps. Johnson (2010) reveals that online access can support achievement academically for the future and social interactions. Hopkins et al. (2013) says it can allow children to develop skills in creating, accessing, understanding and viewing content in various formats online. Livingstone (2018) recognised the advantages devices have on hand-eye coordination by developing these skills through interaction with touchscreens as well as Holloway, Green, and Livingstone (2013) saying it was stimulating children's imagination by interacting with aspects that encourage thinking and ideas when not overused. However, Chassiakos et al. (2016) demonstrates how there are risks linked to children using the media such as cyberbullying, mental health connections and research that links obesity. 
                                AGE-APPROPRIATE CONTENT                          
                                      [image: ]    (Source: LifeWire, 2019) 
When children begin to investigate what the                         
internet and digital devices has to offer, it can                            
also mean that they come across content that
is not appropriate leaving them feeling worried,
scared or upset or even children sharing                                                                
inappropriate content such as personal information 
just because they don't understand the risks. 
Even though there are safeguarding measure set
out by the welsh Government (2020), NSPCC (2021)
shares advice on how parents can communicate 
with their children for them to keep safe while online. 
Things such as:
· Talking to your children to allow them to understand what content is and isn't appropriate for their age.
· Reassure your children know that if they do see inappropriate, they can tell you so you can report it and show your child how to report things if they're not appropriate.
                                                                                    PARENTAL CONTROLS                                                          
According to the Ofcom report (2020/21) around 6 in 10 parents were aware of parental controls of children's apps and devices, although only around 32% of parents used them. Therefore, more information recognition is needed for parents to understand how to safeguard their children online. 
Child net (2018) explains that parental contents can be used to protect your children from seeing non-age-appropriate content while using the internet. These can be used to observe your child's activity and ensure your child is only seeing things appropriate for them. 
Adding onto this, parental controls and blockers are there to safeguard your children, so it is important that you explain to your children why you're putting this control into place so they can understand and can feel safer online. 
This link provides parents with more information and explains how easy it can be to set up the parental controls on multiple devices-
https://www.internetmatters.org/parental-controls/
                                                                                                         SCREEN TIME                                                                    
Common Sense Media (no date) said that almost half of children under 8 years old have their own tablet and spend around 2.5 hours every day looking at digital devices for various apps and media access although, the safety of children online is paramount no matter what their using the iPad for.
Parents need to be aware of their children's screen time as it can have detrimental impacts on their health, so it would be in the parents and children's best interests to set rules with the children about appropriate time scales spent using devices. Get Safe Online (2021) encourages parents to set limits on digital usage as well as parents leading by example and not being on theirs often around children.
Children who spend time on devices at night-time loose vital hours of sleep which results in negative effects on their abilities in days following. Your children can become more distracted and less focused which can affect learning and outcomes.   
Screen time can also have effects on children's:
-Behaviour
-Educational problems
-Physical and mental health 
(verywellfamily, 2021) 
                                                                                            PHYSICAL HEALTH EFFECTS                                                            
When children spend multiple hours a day on devices, it can result in them becoming lazier and they would prefer to spend time on the screens than they would taking part in activities and physical movements. This can lead to health problems like obesity (NHS, 2020) and later result in more issues linked to mental health (Mental Health Foundation 2018). Therefore, parents need to understand but also help your children understand the negative effects it can have on their bodies, so it prevents mental health issues occurring in the future.
NHS (2018) explains that parents can help children's lack of physical activity and reduce the likeliness for children suffering with health problems by:
· Encouraging your child to be active by setting tasks to complete.
· Parents can be a good role model by doing activities, prompting your child to take part and limiting screen time.

                                                                                SOCIAL MEDIA AND CYBERBULLYING                                                   
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Currently there are many ways online in which children can stay connected with friends and family. According to Ofcom report (2020/21) 57% of children aged 5-7 have their own tablet however it is down to parents to determine what children can and cannot access which can lead to positive outcomes to safeguarding. Some negative aspects to children having media access are:
· People pretending to be someone they're not.
· Paedophile
· Online groomers
· Explain that personal information shouldn’t be shared with people online as once people know information, it's out of your hand with what they do with it.  NSPCC	
· Victims of cyberbullying or become cyberbullies. 
Office for National Statistics (2020) revealed that around 1 in 5 children, so around 764,000 children have experienced at least one type of cyberbullying behaviours since March 2020. 
Help guide (2021) explains that cyberbullying can happen at any time, anywhere and it's something children can't get away from. It can lead to children feeling isolated and more serious issues linked to mental health such as self-harm. 
Bullying UK (2021) recognised that parents needed to:
· Monitor what your child watches, shares and replies too while on devices.
· Ensure your children know they can talk to you about anything they come across that they feel might not be appropriate and know you won't feel angry with them.
· Parents should be aware of the procedures that comes with reporting anything your child shouldn’t be seeing online. 
All these things above can allow children to feel safer online, feel they can be open with parents about what they are seeing or experiencing online and reassures children that things can be done to stop negative experiences online. 
The video liked below is an animated film that you and your child can watch together to highlight why online safety is so important -
https://www.youtube.com/watch?v=veWYXJd0zKc


3) Activity Plan for Digital Literacy Skills
Number of children: 10 children
Age of children: 6 years old 
Number of adults: 3 adults 
Location: Activity will start on the beach and finish in a classroom 
Preparation time: 5 minutes 
Activity time: 2 and a half hours 

Resources:
10 buckets 
10 spades
10 balls of string 
10 child friendly magnifying glasses 
10 iPads 
10 computers
1 interactive whiteboard 

Links to digital literacy/competence outcomes:
The Digital Competence Framework (2018) contains multiple strands and elements, some of which are linked to the planned activity and are listed below:
Citizenship 
· Digital rights, licensing and ownership.
Interacting and collaborating 
· Communication.
· Collaboration.
· Storing and sharing.
Producing 
· Planning, sourcing and searching.
· Creating.
Data and computational thinking
· Data and information literacy.
There are some areas of learning within the Foundation Phase Framework (2015), that the activity links to:
· Knowledge and understanding of the world. 
· Creative development.

Details of the activity:
The children and adults will all make their way to the beach with all the required resources to complete the activity. When they arrive onto the beach the adults will hand out one bucket, one spade, one ball of string and a magnifying glass to each child. The children will be given the opportunity to use the bucket and space to dig through sand, use the magnifying class to inspect what each item is, explore around areas of the beach to find any loose parts they want whether it be shells, rocks or sticks and use the ball of string to attach different parts together if the children were wanting to create sculptures, while the adults observe the children. The children will then be able to create pictures, sculptures or any type of model out of their loose parts once they have had enough time to collect them to become creative within the outdoor environment. After children have found parts and created their desired model using any of the resources provided, the children will be given an iPad each. Each child will take photographs of their models, sculptures or pictures using the iPads. 
After each child had taken pictures of their model, everyone will lead back into the classroom and start sharing their pictures. Once everyone is back at the classroom, each child will be allocated a computer each. Each child will upload their photographs taken on their iPads and save the photographs they took of their created model onto the computer. Once the pictures have been uploaded onto the computer, the children will share their pictures individually onto an interactive whiteboard. Each child will present their pictures to the rest of the class so they can show what they have found and created while on the beach earlier on in the day while also explaining how they created their model and naming the loose parts they found. Most children will have had experience of uploading in the past although the practitioners would need to be monitoring each child just encase any children have any difficultly with the process at any stage. 

4) This evaluation will focus on how the interacting and collaboration strand and elements, producing strand and some elements and practitioner roles are implemented within the planned activity, alongside some activity-based evaluation.  
Donaldson report (2015) notes that digital competence is across curricular element that should be part of everything children do, not a sperate thing. Therefore, the planned activity is recognising what Donaldson says as digital competence is being embedded into the activity by supporting the child holistically, not a central part of what the children must do throughout, as the activity is supporting other developmental aspects too. 
One strand that contains elements linked to the planned activity is interacting and collaborating which is mentioned in the Digital Competence Framework (2018). The collaborating element within the stand links closely to the digital aspect of the activity. Feist (2018) explains that communication and collaboration skills will ensure children are digitally literate throughout the use of digital devices and adds that collaboration helps improves children's skills overall on digital devices. The planned activity supports this collaboration element as it encourages children to use collaborative platforms such as word documents and presenting tools to create documents containing photographs to present to the class. Ebner and Kienleitner (2014) states that collaboration on a digital device such as an iPad will allow children to have a deeper understand of learning materials as well as develop skills and relationships. This links to Kolb (1984) experiential learning theory whereby knowledge of something can be excelled through the experience of it therefore if children are experiencing digital competence through activities such as the planned one, it can help develop their strengths and address their weaknesses resulting in positive digital experiences in the future as well as providing children with even more digital competence and literacy. The activity could have been adapted in some ways if children had additional needs took part, for example, such as a visual impairment. This could have been adapted by setting the computer settings to a bigger font so that the children with the impairment can still take part without any difficulty or downloading brail software so again, the additional need was not a barrier to the digital aspect of the activity (Booth, no date). 
Another Digital Competence Framework (2018) strand the planned activity links to is the Producing strand. The element being creating which is also mentioned within the Foundation Phase Framework (2015) areas of learning. It links to these elements whereby the children had to be creative at the beach while collecting parts and making models but also back in the classroom where the children had to find ways of sharing their findings and pictures as well as producing them. Trnova (2015) says that it is necessary for children to become creative and hands-on learning ensures that children are being creative within their experiences. This links with Piajet (1983) that mentions the importance of hands-on learning, as children would have had hand on experiences on the beach with the resources provided to create a picture or model as well as in the classroom as it is the children who are responsible for and involved in uploading, saving, naming and sharing their work. The creative side of the activity also comes down to the amount of time the children have to complete the activity. In the activity plan, the children have two and a half hours altogether therefore giving the children enough time to explore the beach while also needing to create and present. When children's holistic development is taken into consideration it is important to note that children need time to be able to explore for example. This again links to what Piaget (1983) notes about exploration cited in Leva (2014) whereby children learn best through actively doing and exploring. However, if the children were older and even more digitally competent the activity could have been more complex by giving the children the opportunity after the beach to create more of a presentation by using text or sourcing information resulting in another element within the producing Digital Competence Framework (2018) strand to have been met. 
Throughout the planned activity the practitioner had many roles. When the children and adults were at the beach the practitioners were there to observe the children and help if and when asked or needed. This observation links to Montessori, Hunt, and Valsiner (2017) who notes the importance of observing in order to understanding children's skills, recognise how children can be supported and allows people like practitioners to recognise why, how and if children will need that support. When everyone was back at the classroom the observation continued when the digital element came into play as it gave practitioners the opportunity to observe and identify the different developmental levels of the children using the digital media. Harmon (2018) explains taking photographs on an iPad or digital devices is user friendly and something that most, if not all, children will be able to do. However, Clarke, Attkinson and Svanaes (2015) states that not all children have the same level of digital competence as they may have different devices at home or use devices in different ways meaning that practitioners might need to support, facilitate and scaffold the children as they are responsible for multiple things during the planning activity, such as saving, naming, creating and presenting. Wood, Bruner, and Ross (1976) cited in Fani and Ghaemi (2011) explains that scaffolding consists of planned activities provided by practitioners which allows to support children through the zone of proximal development and goes onto say that the support will be withdrawn once the child is competent enough as the child will be able to complete activities unsupported. It goes onto say that children, with the help of a more knowledgeable other, will share and develop complex tasks. This is what the role of the adult was during the digital aspect of the activity. However, the Digital Competence Framework (2018) notes that all practitioners would need a clear understanding of how to use all digital devices so that they could scaffold children's learning. Furthermore, the Digital Competence Framework (2018) explains that all practitioners would need to receive training based around digital learning and digital competence which would include training on strands and elements where appropriate and enhance their technology knowledge. The training aspect is something that is essential for schools, practitioners and children as they could face similar issues or problems that were raised by Siraj et al. (2014) in their independent stocktake of the Foundation Phase if training is not implemental effectively. 
Within the planned activity, the strand ‘Data and computational thinking’ within the Digital Competence Framework (2018) is touched upon, although the children had the opportunity to meet some elements. As the children were told to present their photographs and information about what was found back to the class, there is an element of data sharing. However, if the planned activity was more child initiated then the children could have chosen how they were to present their photographs or models of the beach which could enable more strands and elements of the Digital Competence Framework (2018) to have been met. According to Ephgrave (2020) child-initiated play allows children to be more engaged, gives them more control of their ideas and learning as well as giving children first-hand experience of activities. The activity could have been more play based for the children, however when planning an activity that needs to show children's digital competence and literacy, it can be difficult to ensure it has play based around the core of the activity.  Adding onto this, the Donaldson (2015) states within the new curriculum for Wales that following the interests of individual children is important. The planned activity was suitable for children as the beach is often a place children have an interest in however, the activity was given and already set out for the children, therefore they had no choice about where they were going or what they were to do or create while there so the activity could have followed what Donaldson (2015) says by allowing the children to decide what their interested in which would have met some of these principles and purposes as well as potentially meeting some other strands and elements of the Digital Competence Framework (2018). 
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