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Media and digital literacy
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Critical evaluation 
According to Thrive Global (2017) technology has changed virtually every aspect of society, one change being the way children socialise and interact with each other.  Sigman, (2012) suggests that role modelling is an important factor because children copy their parent’s behaviours, therefore parent and child levels of screen viewing are strongly linked. When children are allowed to have access to technology they are less likely to interact with others and spend their time on a screen. Kardefelt-Winther (2017) discusses how children today interact more with their phones than they do with each other; these behaviours allow children to miss out on important social and life experiences. Having friendships and being able to communicate effectively with peers is important and helps develop lifelong social skills (UNICEF, 2017). However according to The Guardian (2014) some forms of technology can help families separated by distance stay in touch and build and encourage stronger emotional connections within families. If you live or are visiting a different country you can contact family members by skype or face time this proves to be much quicker than writing letters or post cards. Furthermore, Donohue, (2015) sees technology as an important tool for communication within the classroom.  It can be used as a digital visual to support and stimulate opportunities for conversations allowing children to have a voice during circle time.  As classrooms become more inclusive, children should be provided with opportunities to share their thoughts, feelings and goals through the use of digital sharing. Bandura, 1977 social learning theory suggests that children observe the people around them in different ways.  Children look to the individuals they observe as models, thus parents, family members, friends, and even characters on the television could all have an impact upon behaviour. Today children are immersed in media and are growing up in a time where media can be highly personalised and children can share their experiences online via social media. Parents should recognise and understand their own roles in modelling appropriate media use and show children how to balance their use of media time. Parents need to model for children to be safe online. NSPCC (2020) describes the internet as an amazing place where children have endless opportunities. But understand with these opportunities come risks. To support children’s development children need a healthy diet, good sleeping patterns, adequate physical activity, and positive social interactions (Chassiakos, 2016). According to Vögele (2018) the commercial sector attempts to create healthy food environments for children. Research suggests that childhood obesity is a wider issue that needs to be tackled, not only by educators but by local governments and the media. Tatangelo (2017) discuss how boys viewed media comparisons as inspirational, however, girls reported negative emotions. Girls around six years old are influenced by the media and have body image issues, where they want to be thinner and are aware of dieting strategies. Similarly BBC News (2017) body dissatisfaction can start as young as six and lead to depression, anxiety and eating issues caused by media influences. The impact on girl’s well-being and the link to depression, as girls have the desire to be thinner to gain satisfaction with their appearance. Dohnt and Tiggerman (2006) states this is because what they see in the media influences their views on their own appearance and body image. Children pay attention to the behaviours they see and copy what they have observed. Bandura (1977) believed observation, imitation and modelling to be key ingredients for children’s learning process. Therefore, suggesting that isolated behaviour from digital device interaction is a learned behaviour, and digital devices limit children’s physical activity and lead to emotional and social isolation (Palaiologou, 2016). The cultivation theory, as explained by Gerbner (1976), proposes that repeated exposure to media over time influences children’s perceptions of social reality. This theory is most frequently applied to television viewing and suggests that frequent television viewers’ perceptions of the real world become reflective of the most common messages advanced by fictional television. Children perceive the world to be more like the world they are watching and this can change their view of the world. However, research by Plante et al (2003) suggests that virtual reality enhances children’s moods and enhances enjoyment, energy, and reduces tiredness. Results suggest that the combination of virtual reality and exercise might improve some of the beneficial psychological effects of exercise compared with virtual reality or exercise alone (Bersan et al, 2010) Depending on what children are watching children can view the world as a dangerous place. This is also supported by Bandura (1977) social learning theory that violent media increases aggression in children. 
Moss (2012) discusses how children live differently today and do not seem to get as much exercise, suggesting this is because children can access the outdoors through digital devices. Moss (2012) continues that this is down to technology such as computers, smart phones and television as these devices allow children to be inactive and spend less time outdoors and interacting with others.  This is supported by BBC News (2017) that suggests that children who are exposed to high levels of screen time are at risk of being overweight. This is because they live sedentary lifestyles, are exposed to junk food advertising, which contributes to an inferior ability to regulate their eating habits when watching television. However, Gill (2017) suggests that the way to improve children’s physical fitness and support child obesity is through increased activity and providing children with opportunities to play outside. These benefit children later on in life, establishing routines and the positive effects of diet and exercise early in life (Berson et al, 2010). Play is important to healthy brain development. Through play children engage and interact with the world around them. Allowing opportunities for risk taking and developing new competencies that lead to enhanced confidence and resilience they need when growing up and to face future challenges (NHS, 2020). However Exposito (2019) suggests that playing game consoles can be a healthy family activity that encourages teamwork and time for family bonding that nurtures family values. Consoles such as the Nintendo Wii offer physical activity. 
However, NHS (2012) sees computer game consoles such as the Nintendo Wii as no substitute of playing real life sports. This being because the energy children use when playing the Wii is not high enough intensity to contribute to physical activity. 
Recent research by thrive global (2017) suggests that screens from devices such as tablets and smart phones are dangerous, because they radiate a harmful blue light that can cause headaches, eye strain and irritate children’s eyes. Furthermore, it is suggested that sleep patterns can be disturbed by the harmful blue light if children are exposed to screen time during the evenings. This is due to the hormone melatonin that supports and regulates sleep and the sleep wake cycle makes it difficult for children’s bodies to wind down and prepare for a goodnights sleep.  Therefore it is important for parents to limit screen time to ensure children are getting enough sleep (NHS, 2018).
Research by Organisation for Economic Co-operation and Development (2019) suggests that children are introduced to technology before being introduced to books. This is because technology is on the rise and children are enthusiastic users of technology.  However there are consequences to technology use and implications on children’s brain development, their socio-emotional, cognitive and physical development. Bergen et al (2016) discusses that this is due to children being exposed to technology rich environments and less play opportunities, therefore suggesting parents should support children’s growth and development by providing them with opportunities for outdoor play and real life play experiences so that play will continue to promote the development of children’s characteristics needed in the future. Such opportunities create confident, independent, more versatile and resilient children. Bruce (2011) sees play opportunities for children to be important to support their development and learning. When children are exposed to and given opportunities for play, it will contribute to healthy brain development and supports attention and listening. However, Heider et al (2015) when children use technology effectively they are an educational tool to improve learning and enhance children’s knowledge.  Therefore it is the practitioner’s role to identify which devices are most effective to support their learning strategies. However, Sigman (2012) suggests that television viewing in children can lead to attention problems in adolescence. Swing et al, (2010) agrees and believes that watching television and playing computer games are both associated with amplified consequent attention problems in childhood and later into adulthood. Attention difficulties are often demonstrated in the form of attention deficit hyperactivity disorder and are connected to undesirable outcomes for children in school, as they struggle to concentrate and stay on task in the classroom.  Most television programmes and computer games are exciting and stimulating children who play and watch them regularly, who may struggle to pay attention to less exciting tasks because these are seen to be not attention grabbing (Swing et al, 2010). According to Moss (2012) children immerse themselves in a fascinating fantasy world of computer games. The scenarios are so convincing that children sometimes have difficulty distinguishing between this virtual reality and the real world. This contributes to children’s lack of motivation to complete tasks that are less satisfying to them. 
Alkhawaldeh, et al. (2017) suggests that when technology is used purposefully, it can have a positive effect on children’s development. Technology has become more integrated in everyone’s lives, and when it is integrated properly into the setting, children’s learning and development is benefitted. Children's reading, writing, and numeracy skills can also benefit from the use of technology. In addition, various computer tasks and applications increased children's opportunities to work collaboratively with others, problem solve and allows them to explore and experiment. 
Neumann (2016) Suggests that when children are given opportunities to use iPad’s they are providing them with opportunities to develop skills that allow children to be independent and research information. Digital tools allow children to express themselves and represent their ideas through the use of digital symbols, words, sounds, and images. IPad’s have initially become known as a useful learning tool because they are highly intuitive, mobile, and their touch based features make them easy for children to use. Children as young as two years old can successfully and independently use apps and programs, these are used for reading books, playing, creating, and solving problems (Kabali, 2015). Similarly Vygotsky (1974) Sociocultural theory of Cognitive Development explains how the more knowledgeable other supports and extends children’s learning. With the future focusing on digital technology in this instance the iPad can be seen as the more knowledgeable other. This is because children construct their knowledge actively and can ask research information independently, as they even access a microphone in which they can ask ‘google’ questions. Therefore an iPad can be seen as a tool to scaffold children’s learning (Neumann 2016).
Piaget’s constructivist theory discusses how children construct their own knowledge and understanding. He believed children to be independent learners and did not wait to have knowledge given to them. By actively doing and thinking they were developing their own understanding of the world. He called them little scientists because he believed children learnt best though experimenting (Mcleod, 2018). Garvis (2016) supports the use of digital technology and devices such as the IPAD, as they can provide access to the tools that support independent learning.
 Welsh Government (2018) Digital Competence Framework states that in order for children to develop digital competency skills practitioners need to be knowledgeable and understand how they can support and develop children’s digital competencies. Practitioners should have a clear vision for delivering digital competencies skills in the classroom across the curriculum. Therefore, ICT should not be a stand-alone subject it should be embedded into the curriculum.
To conclude Bernardo’s (no date) believes that ICT promotes equality by providing children with equal opportunities to learn and reach their full potential. Children with additional needs benefit from the use of digital technology as it supports them in their efforts to communicate, explore, play independently and communicate with their peers. Children with additional learning needs, hearing or visual impairment, developmental delay or physical challenges might have some difficulty in using the technology, but these barriers can be overcome with appropriate software or adaptive aids. The Welsh Government (2019) suggests that technology has enabled children with additional learning needs to be included more through such software, as it provides children with radio aids can be really beneficial for the language and social and emotional development. This links to the Welsh Government (2019) the new curriculum aims to be inclusive for all and provide children with authentic and real life opportunities and problems and four purposes that enable children to be successful learners.  Teachers and school leaders are faced with major implications for professional development and training, which includes their need to extend their knowledge and understanding and abilities of digital skills and computer science. Donaldson (2015) suggests Children need computational skills to enable them to operate in the world to come in order for children to gain access to fully participate in modern society and into the workplace when adults.
Children need to be confident and competent as the demands continue to increase within an developing digital world.  Welsh Government (2008) says technology should be used creatively for researching and problem solving these are key competences that employers want to see in prospective employees. The new curriculums aim is to create a more interesting and challenging educational experience that will help children to thrive and succeed and have successful futures (Donaldson 2015).
















Activity plan 
	Activity Plan

	Activity: Algorithms through Beebot 


	Number of children: six

	Age of children: six to seven years old
	Number of adults: one

	Location: Year two classroom – small world area

	Preparation time: thirty minutes
	Activity time: thirty minutes

	Resources:
Previous activity – arrow cards / picture cards of the story for sequencing.
Beebots
Beebot map of the story setting.
Formats for creating Beebot costume
Template for recording
Story book

	Aim/s of activity:
To work collaboratively with others to sequence the story Little Red Riding Hood using the Beebot


	Links to outcomes:
LOL07
Retell narratives or information that they have heard, sequencing events correctly
LOL08
Use prepositions within their play and structured activities
KUWRPP02
Learn about distance and how to follow directions and routes
KUWR05
Work on their own and in pairs and small groups.
KUWS03
Listening to others’ ideas
KUWS04
Identifying what they want to find out and how to do it
KUWS20
Reflecting on and evaluating their own and others’ work.
DCF 4.1
Explain to others how a designed solution works. Predict the behavior of simple sequences of instructions. Create a simple solution that tests an idea. 

(Welsh Government, 2008).
(Welsh Government, 2008).



	Differentiation: Pupils work in a mixed ability group.  The adult observes and supports as necessary thought activity.
Lower Ability: Pupils have the use of arrow cards and visual prompts of the story map and characters to visit. 
Middle Ability: Pupils program the Beebot to visit one character on the map at a time.
Higher Ability:  Pupils are set a challenge to program the Beebot to complete the whole story map, writing their instructions then reviewing the success to offer edits.  


	Health and safety:
Are all parts of the Beebot intact and secure.
The map will be positioned on the floor to avoid any hazards of using a table.
Ensure no trip hazards from working on the floor.


	Role of adult/adults:
To discuss the stimulus story (Little Red Riding Hood) and model programming the Beebot by following a previous planned algorithm – however this has an error for the pupils to discover and discuss how to debug.  Support pupils to determine the success criteria of the activity and note this. 
Set the task then step back and observe whilst checking other pupils as necessary.  

	The activity:
Stimulus – to recall previous learning the story prompts are shared asking the pupils to sequence and retell the story.  To link to the whole class lesson we will describe the setting and characters.
Display the previous arrow cards and how the group used these to map the journey – list these with the characters. 
Program the Beebot (ensuring a mistake) as the Beebot does not go in the intended direction ask the pupils to work together to spot the error and ‘DEBUG’ the algorithm.
Set the task to decorate the Beebot and program their own character, in pairs to follow the route.  See ‘Differentiation’ for levels of challenge – however pupils will not be set and are expected to challenge themselves by choosing the level of challenge to make them think and get stuck.  
Prompt and support through questioning and nudging using collaboration cues.
Note pupils showing :
· Understanding of what algorithms are; how they are implemented as programs on devices; and that programs execute by following precise and unambiguous instructions.
· Create and debug simple programs.
· Use logical reasoning to predict the behavior of simple programs.

Recap the activity by asking the pupils to tell the next group what they learnt, found easy / a challenge and any top tips.










Activity Evaluation 
The Welsh Government (2018) suggests that Practitioners must understand how children develop in order for them to plan an appropriate curriculum that takes account of children’s developmental needs and the skills that they need to grow to become confident learners.  The activity plan has been differentiated, ensuring it’s inclusive to all abilities and allows children to make choices in their own learning. Welsh Government (2015) similarly suggests that in order to plan a curriculum that is inclusive for all children, practitioners must understand that all children develop at different stages. Therefore, when planning activities, practitioners need to consider planning a curriculum that is stage related rather than age related, accommodating children of different abilities. In order to plan an appropriate curriculum practitioners must understand how children develop. Becoming independent and confident is a key part of the Foundation Phase and the environment should allow opportunities for children to make choices in their own learning and promote discovery and independence.  
This is supported by Article 28 of the UNCRC (no date) every child has a right to an education no matter who they are, regardless of race, gender or disability. All children should be given equal opportunities to learn and develop in their own way (Reedy, 2018).  The planned experience provides children with opportunities to work collaboratively with others allowing them to problem solve, figuring out their own errors. Cherry (2019) discusses Piaget’s theory of cognitive development that suggests children take an active role in their learning process, performing like little scientists as they carry out experiments, make observations, and learn about the world. When children are provided with experiences they interact with the world around them. According to Gravells (2010) problem solving and collaboration are both important skills that children need later in life and are useful for future employability. Practitioners should provide children with opportunities for problem solving and critical thinking by providing them with real authentic learning opportunities. This is linked to the new curriculum for Wales the Welsh Government (2019) want practitioners to support and develop children who are ambitious, capable learners that are fully equipped with the skills they need in order to learn throughout their lives. Each of the four purposes detail the range of skills for impendence and fulfilled employment.  Becoming creative and enterprising whilst developing an ethical informed citizen of Wales.  (Welsh Government, 2017).  
This is supported by Donaldson (2015) it is his ambition that all children in Wales have successful futures. Therefore, it is the role of the practitioner to guide children’s learning and support their development enabling them to grow into capable, healthy, well-rounded individuals, who thrive in the face of future challenges.  
Similarly According to Garvis (2015) practitioners are expected to actively enhance children’s learning by providing them with learning experiences that allow opportunities to access technology when balanced and used purposeful these are seen as authentic learning opportunities. Digital technologies can be used to explore, manipulate, discover, play and interact with real and imaginative worlds to allow active meaning making. The activity plan supports Piaget’s constructivist theory that suggests children are little scientists who learn through actively doing. He believed children to be independent learners. The activity plan provides plenty of opportunities for children to be hands on and have opportunities to programme the Beebots. Mcdonald (2012) describes the use of robotics in the early year’s classroom as affordance to aid children’s understanding and development of technological skills and provide language and numeracy opportunities. Similarly Crompton et al (2018) discuss how robots are becoming increasingly prevalent as a technology that can be used in school classrooms. Beebots have been seen to increase children’s attention levels and interest during activities, children have become successful in programming robots this increases children’s computational thinking skills.  Ehsan (2019) discusses that computational thinking is a fundamental skill for children. When children develop computational skills they are able to articulate problems and think logically. Computational thinking can provide a basis for problem solving and making decisions. It helps children to explore cause and effect and analyse how their actions or the actions of others impact different situations.
According to Welsh Government (2018) the digital competence framework has been created to support and develop children’s confidence using digital technology by providing them with the skill set, attitudes and knowledge they need to become digital citizens. This will help children interact and collaborate digitally and become confident computational thinkers. This links back to Donaldson (2015) who suggests the DCF will provide children with the skills they need to be successful and thrive in an increasingly digital world.
The activity plan shows how the digital learning was within the context of learning within a cross curriculum lesson. Therefore providing context and for application of digital skills as suggested by Welsh Government (2008) digital competency framework that ICT should not be taught as an explicit stand-alone lesson, it should be embedded into the curriculum. This also supports the ethos of the new curriculum.  Welsh Government (2019) who discusses how the Curriculum for Wales’s guidance promotes collaboration across the curriculum and suggests planning, learning and teaching will enable learners to build connections across their learning and combine different experiences, knowledge and skills.
The activity plan suggests that the role of the adult offers opportunities for the children to ask questions again the Welsh Government (2019) suggests that children should be supported to ask meaningful questions, and to evaluate information, evidence and situations. They should be able to analyse and justify possible solutions, recognising potential issues and problems. Learners should become objective in their decision-making, identifying and developing arguments. Yelland (2018) practitioners must take into consideration that careful and well-planned questioning, observing and listening are vital pedagogical skills that can help children to clarify what they have learnt, understand, and provide support for their learning and investigations.  Questioning children scaffolds their learning.  This is supported by Vygotsky’s sociocultural theory of cognitive development that discusses how adults are seen to be the more knowledgeable other who have a crucial role in children’s learning and development they do this by scaffolding children’s learning. Children learn by observing others (Cherry, 2019). The role of the practitioner in the activity plan was to model programming the Beebot by following a previous planned algorithm. When practitioners model activities this helps guide children’s leaning and provides them with the skills they need to become independent and confident learners. This is supported by Bandura (1977) suggests children learn observationally through modelling. The activity plan provided opportunities for the practitioner to take a step back and observe children’s learning. Observations are important as they provide teachers with a better understanding of each child’s strengths and weaknesses and help inform their decision making when planning. Also provides opportunities to gauge children’s needs so they can plan more accurately to suit their individual needs as a next step (Veal, 2017). The Welsh Government (2008) when practitioners observe children while they are involved in activities they will find out how the children’s skills are developing and observe what they are able to do independently. This allows practitioners to assess the children’s progress and identify any difficulties to help decide if the children need to move on or they need further opportunities to consolidate their learning (Welsh Government, 2008). 
To conclude after every activity practitioners should reflect upon the planned learning experience. When practitioners have the ability to reflect thoroughly on their pedagogic practice this means that practitioners are improving their teaching and providing children with well organised and planned activities that support their learning by helping them become the best that they can be (Welsh Government, 2008) (Veal, 2017).
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The purpose of this leaflet
This leaflet provides information for parents and carers about online safety. Knowing how to keep children safe online is fundamental in the increasing digital world we live in. 
The use of internet and digital technology is constantly evolving and has become an integral part of everyday life for children. As the internet and its usage evolves so does the opportunity for misuse and potential risk of harm to its users. Therefore, it is critical that we teach children and young people the skills they need to use the internet safely. Providing them with the knowledge and skills to think critically and navigate the digital world in a safe, responsible and respectful way (Welsh Government, 2008).







What is a digital footprint?
A digital footprint is a trail of data you create when using the Internet.
There are two types of digital footprints passive and active.
A passive footprint is made when information is collected from the user without the person knowing this is happening. 
An active digital footprint is where the user has deliberately shared information about themselves either by using social media sites or by using websites
· It is important that children are taught how to keep personal information safe online
· Understand rules about being online
· Everything children put online leaves a digital footprint or a trail (Safety, 2019).




As parents / carers it is important to talk about online safety at a young age. Children of all ages have access to the internet. It is your responsibility to help children build an understanding of how to stay safe online.
· Be curios ask and find out their interests.
· Be proactive use your own experiences of apps and games.
· Talk about the benefits, dangers and risks.
· Be sensitive explain, if they ever see anything worrying or upsetting online reassure them they can talk to you or a trusted adult.
(NSPCC, 2019) (Think you know, no date).
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Using the internet responsibly, safely and under supervision offers many learning opportunities. Whilst the role of parents and carers is to supervise, it is also essential to teach young people the risks and potential dangers to ensure safe habits are formed as early as possible (Unicef, 2019). (Global Kids online, 2020).
Having parental controls on all devices at home will establish safe online habits. BT, Sky, TalkTalk and Virgin Media offer free parental controls which can be activated any time. To find out more or for support visit https://www.saferinternet.org.uk/advice-centre/parents-and-carers/parental-controls-offered-your-home-internet-provider 
(UK safe internet centre, 2020). 



What are parental controls? 
Parental controls help you to block or filter any upsetting or inappropriate content that children could be exposed to. Parental control also controls purchases within apps . 
Parental control software can be simply installed on any of your family’s devices including phones, tablets, games consoles, laptops and your home internet.
Remember parental controls can help you to:
· Plan what time of day your child can go online and limit their time.
· Block apps that may have inappropriate content.
· Can manage content to suit all family members.
(NSPCC, 2020) (Global Kids online, 2020) (Ofcom, 2015).
To help support your child successfully towards becoming safe when they are online, discuss and set up some rules with your child.
Think about:
· Which sites and apps they can use.
· Remind your children to ask permission before to downloading games, apps, or making any in app or game purchases 
Parents 

· Remember to use parental controls to support you and regularly review the rules you have agreed. 
(NSPCC, 2015)











Be aware of cyber-bullying.
Understanding the dangers of cyber-bullying will help you keep your child safe online 
Teach your child to:
· Tell an adult they trust.
· Not to respond or retaliate to inappropriate messages
· Block users who send you inappropriate, upsetting or unkind messages
· Save any abusive emails, messages or texts you receive
· Make a note of dates and times you receive them
· Make a note of the users identification or profile name  
· Never pass on any cyberbullying videos or messages 
· Change your user identification, or profile or use a different name  (Safety Kids net, no date).
Children can contact ChildLine for free, confidential support by simply calling 0800 1111  (NSPCC, 2020)
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It is parents and carers responsibility to help keep children safe when they use the internet. Remember children’s rights.
Article 19 children have the right to be safe and to be kept from harm (UNCRC, no date).





Useful websites for parents and carers 
· NSPCC (2015) https://www.nspcc.org.uk/globalassets/documents/advice-and-info/share-aware.pdf
· Think you know (no date) https://www.thinkuknow.co.uk/parents/jessie-and-friends/
· UK Safer internet (2019) https://www.saferinternet.org.uk/advice-centre/parents-and-carers/parental-controls-offered-your-home-internet-provider
· NSPCC (2020) https://www.nspcc.org.uk/what-is-child-abuse/types-of-abuse/bullying-and-cyberbullying/
· NSPCC (2019): https://www.net-aware.org.uk/news/online-safety-whole-family/ 
· 
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