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Effectiveness of Digital Devices used by Children
At present, young children are growing up in a world where technology is so prevalent that it is becoming a natural part of their lives. Children can access media through devices such as tablets and smartphones and these gadgets are becoming more and more obtainable. (O’Hara, 2011) acknowledges this and explains that children who live in advanced countries experience a range of electronic devices as an element of their everyday lives. These devices include numerous desktop and mobile technologies, including computerized toys and internet-enabled equipment that performs as stages for children’s usage of media and related popular culture. However, research has shown that there are possible positive and negative aspects of the use of digital devices to access media on a child’s learning and development. 
(Garvis et al. 2016, p.1) deliberates that there are particular frameworks and curricula in early education which demonstrates the expectation that young children are developing the skills required to grow into effective communicators that can manage digital technology which allows them to investigate their understandings and exemplify their thinking. As a result of this, educators are expected to passionately develop a child’s learning experiences with technology, providing opportunities that are meaningful to acknowledge the complete change of established authentic educational practice. The source goes on to explain that digital technologies can be used to investigate, manipulate, determine, play and collaborate with genuine and original worlds to enable effective understandings. (Welsh Government, 2015) acknowledges this by stating that the Foundation Phase integrates Information and Communication Technologies across the whole curriculum. These skills should develop a child’s knowledge and understanding through various experiences that include them finding and expanding information through their ideas and creations. It is a practitioner’s role to observe the progression of a child’s ICT capability demonstrating a good understanding of the child development stages that children will progress through. Children need to be provided with opportunities to enhance their skills utilising a wide selection of equipment and programmes.  However, (Yelland, 2011) believes that regardless of many years of research, digital technologies are still not fully unified with pedagogical outlooks on play. (Edward, 2013) agrees that this difficulty exists with educational programmes separating play as support for learning from the use of technologies.
As discussed, the use of media and technology is beneficial for children, however, (Chassiakos et al. 2016) states that this predominantly depends on their age, developmental stage, characteristics and how the digital device is being used, for example, if an adult is present. (Brown, 2011) explains that the use of digital technologies should be discouraged for children who are under two years of age. Research has shown that personal interactions with parents and caregivers are more powerful than non-verbal investigative skills. Young children and toddlers experience something called a ‘video deficit’. This is the struggle of learning from video representations, which results in an infant’s lack of significant thinking, attention control and the memory resilience needed to efficiently transfer the understanding of a two-dimensional platform to the dimensions of the real world. (Barr, 2013) comments further that children who are under two years of age, are continuing to develop their cognitive, language, sensory and social-emotional abilities. This requires a first-hand approach to investigation and social interplay with dependable caregivers for prosperous maturity. (Barreto, 2011) also acknowledges that when digital technology is managed appropriately, it introduces many opportunities for learning as well as recreational practise within the Early Years. However, when digital devices and technologies are used excessively, this dependence can result in overexposure, poor control and very little reading time. Reading is a crucial part of a child’s learning to enhance their cognitive and language development. 
[bookmark: _Hlk33557045](Chassiakos et al. 2016) believes that for children to use digital media effectively, it is essential that there is interaction from adults to support this. The source explains that from one to two years of age, young children are able to learn new words as a result of educational videos; however, this is only effective if the child’s parents share this experience with them whilst embedding the words themselves. This is suggesting that parents must use the videos as an educational scaffold to build on the child’s linguistic skills. This illustrates the theory of Jerome Bruner. (Bruner, 1996) believed that when children begin the journey of learning, they need assistance from caregivers to actively support them. They depend on the support from adults but gradually as they become more independent, this dependency reduces. Scaffolding limits the choices a child may face which allows them to focus on conquering the skill that is required. Bruner’s theory was influenced by the work of Lev Vygotsky who believed that meaning is constructed through communication with others. (Dolya, 2009) explains that Vygotsky’s Zone of Proximal Development theory was about how a person can develop his or her knowledge from being in the presence of another educated person. 
Digital devices such as televisions and video streaming technologies have been recognised as being able to provide high-quality programmes that can enhance a child’s learning. (Anderson et al. 2001) explains that these programmes can evidently enhance a child’s cognitive, language and social skills within the early years. As a result of this, educational television programmes have begun to tackle current health and developmental issues such as obesity with the aim to teach parents as well as children the significant knowledge and skills needed for everyday life. (Calvert et al. 2014) also explains that when children build Para social relationships with the television or video characters that talk to them, this is having a great impact on their learning. Copying and building an emotional bond with an on-screen character can improve a child’s possibilities of achievement but the source also recognises that this repeated media strategy should not replace other learning opportunities and experiences. Watching television programmes also comes with negatives. (Christakis et al. 2013) acknowledges that this can expose children to inappropriate or violent content, which can result in critical implications on a child’s behaviour and attitude. This is similar to Albert Bandura’s Social Learning Theory. (Bandura, 1971) believed that children observe the various behaviours of people in various environments. This is highlighted in the famous ‘Bobo Doll Experiment’. This theory acknowledges the fact that children are surrounded by many different models of behaviour, including fictional characters from television or games or individuals on screen. These models are supplying children with examples of behaviour that they can copy. Children will do this regardless if the behaviour is inappropriate or not. (Tomopoulos et al. 2010) also states that Studies have continued to display connections between extreme television viewing in infancy and psychological, linguistic, social and emotional deferment. Possible components because of these outcomes involve the effects of young children viewing unsuitable, adult-orientated content. (Duch et al. 2013) also adds that the diminishing parent and child intercommunication when the television or other digital devices are being viewed is also another possible component, which effects the development of children in their early years. 
 (Chassiakos et al. 2016) goes on to further explain that the programmes that children watch are often then transformed into apps and games. However, research has shown that these apps show very little educational potential as they include no advice or input from child developmental professionals. Another great concern that (Bus, 2015) acknowledges, is that features which are constructed to engage children in interactive experiences could potentially deteriorate their understanding and divert their attention from social interaction with parents and caregivers. This has been demonstrated through the use of E-books. (Hiniker et al. 2016) explains that the effective involvement from parents in digital play and book reading develops a child’s learning from the experience. A child’s social interaction is limited when they engage in digital play and this can result in tantrums and unacceptable behaviour when it is interrupted. It is recognised to be more beneficial when children are engaged with digital products that are aimed at a wider audience, for example, both the parent and the child. This enables the facilitation of family participation in digital play and allows social interactions to be modelled more effectively. This also allows the child to take breaks from the digital device to allow them to focus and communicate with the real world. 
(Odom et al. 2015) also addresses the valuable benefits that digital media has to offer to young children with disabilities. This is achieved through the increasing use of advantageous and interactive technologies that develop the learning and communication with young children with Autism Spectrum Disorder. This provides children with physical disabilities and speech impairments with the chance to be able to learn and communicate in the most effective way to meet their specific individual needs. However, sometimes, digital devices can be used by parents and caregivers to control a child’s challenging behaviour. This can result in excessive media use as the technologies are given to children to calm them down. (Linebarger et al. 2014) identified that the characteristics of parenting can alter the connections between media use and child development. 
(Cox et al. 2012) discusses the effects that excessive media use has on a child’s development in connection to their weight gain and obesity. Although the connection is minor, there have been a serious increase in children’s weight in the early years, which prepares infants for a higher weight gain in their further childhood. This is because children are isolating themselves indoors on their digital devices which then effects their physical development as they are not benefiting from being outdoors learning and exploring in the real world. (Council for Learning Outside the Classroom, 2009) emphasises the importance of children learning and playing in the outdoors. The source states that it is essential for children to have regular opportunities to investigate in the outdoor environment and this is embedded across the curriculum in Early Years settings. Over the years, there has been a decrease in the use of the outdoor environment for many children and part of this is because of the technological progress that has resulted in an overpowering distinction of more inactive indoor activities such as televisions, tablets and games consoles. Being outside supports the development of children having an active lifestyle as it provides them with the opportunities for physical activity and movement whilst also enhancing their well-being. Although it is not just the outdoor environment that children are not experiencing. As a result of excessive use of media and technology, children are also not experiencing and participating in play, which is crucial for their development in the Early Years. (Fromberg and Gullo, 1992) describes play as being a natural part of a child’s life, which supports the development of a child’s language, social abilities, creativity and thinking skills. (Rogers and Sawyer, 1988) comments further that when children are participating in play, they are developing their fine and gross motor skills. Throughout the experience, they are communicating with others and thinking about what they are doing or what they are going to do next. This enables children to respond emotionally to their experiences. These behaviours are crucial to enhance young children’s cognitive development. However, the connection between cognitive development and play is explained differently in the theories of Jean Piaget and Lev Vygotsky. These theories about cognitive development have influenced the development of early childhood education. (Piaget, 1962) describes play as being the process, which allows children to create natural stimulations, which match their own ideas and understandings. The theory believes that play does not automatically result in the construction of contemporary cognitive structures. Piaget declares that play is for children’s enjoyment which allows them to practise experiences they have already learned, not because it allows children to learn new things. In disagreement, (Vandenberg, 1986) discusses Vygotsky’s theory, explaining that he believed that play promoted cognitive development as children are continuously learning new things. The source further clarifies Vygotsky’s belief that play does not just mirror thought, as believed in Piaget’s theory, it actually creates it. 
To conclude, the use of media today is crucial to develop a child’s digital competency skills. (Welsh Government, 2018) defines digital competency as being certain skills which enable learners to become confident and imaginative when using various technologies and programmes. This is crucial for children if they are to become knowledgeable, competent and successful in today’s society. When used accurately, technology is preparing children for the future; however, when used inaccurately, this can have a negative impact on a child’s well-being and development. 













Set Parental Controls- (Internet Matters, 2020a) explains that parental controls are a collection of settings that enable the parent or guardian to be in control of the content that their child is exposed to. These include; 
· Setting up children’s devices before they use them to ensure that they are safe.
· Ensure that parental controls are set on the broadband to safeguard children from being exposed to things they should not experience. 
· Set the device so that children are only able to download age appropriate apps and games. 
· Ensure that devices are secured using a password. 
· Disable location settings to guarantee that the child does not unintentionally share this information. 
When also linked with privacy settings, these can assist in assuring the safety of children online. Parental controls as well as privacy settings are valuable tools to help reduce the risks that children may experience, however they are not entirely effective. It is still crucial that children are educated about how to keep themselves safe and that they are aware of what to do if they experience anything risky. 
                                                                  

                  
                                                     (Source: Ofcom, 2020)
(Ofcom, 2018) state that more than nine in ten parents and guardians of children ages 5-15 use parental control and recognise it as being useful. 
(NSPCC, 2020a) addresses the difficulties of helping children to understand the importance of online safety. There are several risks that need to be identified and understood in order to keep children safe. (Kidscape, 2020) accepts that the advantages of Information and Communication Technologies dominate the possible dangers, however, it is important that parents and guardians are aware of the risk’s children could potentially be exposed to.  
Prioritise Safety- It is crucial that children are taught not to give out any of their personal information when using digital devices. This includes their full name, address and telephone number. (UK Government, 2019) also explains that children can be put at risk as a consequence of the online behaviour from their parents or guardians. This is a result of adults oversharing information about their children online. For example, the name of a child’s school, nursery or pictures of them wearing their school uniform should never be shared as this is identifying where the child is daily. This links with the dangers of social media. Children should not have their own profiles or be able to have any access to social media. (Kidscape, 2020) explains that many social media websites are easily accessible for young children to join because they are able to change their real age effortlessly. This then allows young users to manage a public profile which introduces several anxieties regarding their privacy. Content that is published on public profiles can be accessed worldwide. Therefore, it is crucial that young children have zero access to their own social media or anyone else’s. (UK Council for Child Internet Safety, 2017) also agrees that there are several networking and video-sharing websites as well as multiplayer gaming services that can be a risk to children. Children are able to add new people to their contact list, and although this is a positive way of making new friends, it is important that children are fully aware of who they are communicating with.           (Source: NSPCC, 2020)
         
Safeguarding Children Online








(Action for Children, 2020) focuses on 5 important approaches to take when ensuring the safety of children online. 








(Source: Action for Children, 2020)  




1. Prioritise Safety
2. Set Parental Controls
3. Discuss their Activity
4. Set Boundaries
5. Be Open
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Be Open- (NSPCC, 2020) acknowledges that children may experience different emotions when sharing and discussing their online activity with their parents or guardians. These feelings may include; discomfort, anxiety, frustration, confusion or excitement. However, the child is feeling or whatever the experience there is lots of support available for the whole family. 
If a child has experienced something inappropriate online or if you are worried that they might in the future, contact the NSPCC helpline for extra support and advice- 0808 800 5000


Set Boundaries- (Ofcom, 2018) explains that in 2017, 55% of parents of children aged 5-15 believe that the benefits of the internet outweighed the potential risks. Three quarters of those parents also believed that the internet and digital devices supported children with their homework and their digital competency skills which are identified as being very important. Statistics also show that 92% of children go online using various devices and parents admit that they find it difficult to control their children’s screen time, with this becoming more challenging the older the child gets. (Internet Matters, 2020b) gives advice on how to limit a child’s screen time to enable them to make the most of their time offline, as well as online. This can be done by;
· Parents setting a good example to their children when using their own digital devices as children often model their adult’s behaviour. 
· Come to an agreement together about an appropriate length of time that digital devices can be used by the whole family. These boundaries should not be broken.
· Spend time together as a family without the use of any digital devices. Use this time to communicate with each other about everyday life. 
· Download particular apps that support the management of screen time. 





Discuss their Activity- (NSPCC, 2020b) identifies the difficulties of knowing how to talk about children’s online activity. Although the topic can be challenging to approach, it is crucial that parents and guardians are aware of what their children are doing and whom they are communicating with online. Talking regularly to children and showing an interest will encourage them to feel comfortable in sharing any worries that they may have from any of their experiences with ICT. For example, a child may be experiencing cyberbullying. The source explains that engaging in conversations about online safety can help to;
· Give children reassurance that you are interested in their hobbies.
· Allow children to demonstrate what they enjoy doing online and the apps they are using for you to gain a better understanding of them. 
· Be honest about anything you or the child is worried about. 
· Become familiar with their friends they communicate with and allows the parent to question how they know them. 
· Come to decisions collaboratively about sites and apps that are suitable and why. 



(Source: NSPCC, 2020) 





STATISTICS
· Every year there is an increase of police-recorded child sexual offences online (NSPCC Learning, 2020).
· There has been an increase of police-recorded offences regarding obscene publications and indecent images (NSPCC Learning, 2020).
· The majority of parents have agreed that social networking sites should have a legal responsibility to keep children safe (NSPCC Learning, 2020). 
· 60% of children have witnessed online bullying however, they do not intervene (The Children’s Society, 2018). 




(Source: Action for Children, 2020)
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60% of parents are concerned that their children do not have any other interests other than technology (Ofcom, 2018).

Activity Plan 

	Activity: Children are invited to create characters from ‘The Gruffalo’ story using playdough and then work as a group to retell the story using the models they have created. The retelling of the story will be recorded on the iPad by the children, taking it in turns.                                                                        


	Number of children: 4                         Age of children: 4-5                       Number of adults: 1 facilitating the area                               

Location: Classroom           Preparation time: 15 minutes         Activity time: 30 minutes


	Resources

· Playdough and tools; e.g. rolling pin, plastic knives, cutters
· ‘The Gruffalo’ story
· Recycled materials for detail e.g. buttons, bottle tops, pipe cleaners, pasta, wool
· iPad


	Aims of activity: 

· Create characters from the story by looking at pictures and listening to the description from the book.
· Re-tell the main events of the story in the correct order.
· Use expression to take on the role of the different characters.
· Work together as a group throughout the activity.
· Use the iPad to confidently record the retelling of the story.
· Ensure that the performance can be seen and heard on the iPad clearly and that everyone is included on screen.
· Ensure that the recording begins and ends at the right time. 
· Save the recording


	Links to outcomes: 

Foundation Phase Framework (Welsh Government, 2015)
· Different types of play and a range of planned activities, including those that are child-initiated.
· Different resources, including ICT.
· Use a range of media and stimuli including emerging technologies.

National Literacy and Numeracy Framework (Welsh Government, 2008b)
R.OS- use words, phrases and simple sentences.
R.OS4- speak audibly.
R.OS5- contribute to role-play activities using relevant language.
R.OL2- join in, repeat or memorise rhymes, songs and stories with some support.
R.OC1- exchange ideas small group discussions.
R.OC2- take part in activities alongside others.

Digital Competence Framework (Welsh Government, 2008a)

      Interacting and collaborating-
· Work together as a group on a piece of digital work
· Save work by clicking an icon and understand that the work can be retrieved.
Data and computational thinking-
· Control devices by following instructions.
· [bookmark: _GoBack]Listen to and follow instructions from others.


	Differentiation:  Mixed ability groups of children. 




	Health and safety: 

Play dough;
· Ensure the ingredients are child friendly and children are not allergic.
· Remind children not to put it in their mouth. 
· Children to be careful of their eyes, they should not rub them when experimenting with the play dough. Always wash their hands after they have been using it. 


Play dough tools;
· Ensure the children use the tools carefully. 


	Role of adult:

· Encourage the children to complete the activity and stay on task.
· Ensure the resources are being used appropriately.
· Promote positive behaviour.

	The activity:

Resources to be set up on a table ready for the children to use. Children can be encouraged to refer to the book throughout the activity to help them with ideas for their models and the sequencing of the story. Once the children have created their characters, the adult can question them about what they have made encouraging the child to describe their model using descriptive vocabulary. 
Children are then invited to work as a group and retell the story using their character models whilst one person is recording. This must be taken in turns. Adult to support if children need help with using the iPad correctly but children should be encouraged to carry out this task by working together as a group.







Evaluation of Activity Plan
Within the activity plan, there are clear strengths but also areas that need improvement. 
To begin, the activity is engaging and involves child-lead learning as the children are able to create their own models and retell their own version of the story. They are also learning through play which is highly beneficial as well as enjoyable for children to participate in. (Welsh Assembly Government, 2008) describes play as being a vital element in the Foundation Phase Curriculum which young children should find fun and inspiring. The source continues to explain that when play is planned well, this supports children in making sense of the world around them. It develops their language and communication skills, which allows them to be creative whilst using their imagination to investigate different materials providing them with opportunities to predict new outcomes. Friedrich Froebel also believed that children’s knowledge and understanding was built from first-hand experiences with the world. He trusted that child-led activities provided children with independence to develop through play (Early Education, 2019). This evidence shows that the activity is very suitable and effective for a group of Early Years children. 
The resources that are used within the activity are appealing to children and this will encourage them to explore the activity and the area. The play dough and tools support the development of children’s fine motor skills and these are important as they help to build the child’s strength so that they gain more control over different objects. (Pitchford, 2016) recognises these particular skills as being an important foundation for young children’s development. The activity invites the children to create their own models using the storybook ‘The Gruffalo’ which also supports them when retelling the story. This book is very popular and inviting and when used in this activity, it allows children to be creative and encourages them to use their imagination. Through children’s creativity, this allows them to discover and question new things that they have learned and made. (Piaget, 1962) believed that children are able to control their learning by taking on the role of little scientists. From their own experimentation, this allows them to make their own observations to help them gain a better understanding of the world. The children also have access to other materials to help bring their model to life by adding detail. These materials are all recyclable which provides the children with open-ended resources. (Nursery World, 2005) explains that this implements many more learning opportunities as the use for these materials are not limited unlike commercially made materials that can only be used in a certain way. (Welsh Assembly Government, 2008b) also demonstrates that by using recycled materials, the activity is following the guidance of the Education for Sustainable Development and Global Citizenship framework. The activity also encourages the use of an iPad. This falls in line with the Foundation Phase Framework and the (Welsh Government, 2015) states that digital skills should be holistic across the whole of the curriculum. It also meets the requirements of the Digital Competence Framework which is part of the new curriculum. The framework focuses on the development of children’s digital skills, which can be used in a range of different subjects to prepare them for the future (Welsh Government, 2008a). 
There are clear aims to the activity, which require the children to demonstrate and develop their different skills. They are realistic and suitable for the age of the children and they also provide the opportunity to meet many important outcomes. There are clear links to the Foundation Phase Framework; however, when reflecting on the activity plan, the activity meets other outcomes not just links to media. The activity is not primarily focusing on the children’s use of technology, as all activities should be cross curricula, so the children are also achieving other outcomes within the framework. The learning experience is allowing the children to embrace a variety of different roles, including leadership when working within a group of children. The activity is also allowing them to be creative and imaginative and they are encouraged to express this. They are also provided with the opportunity to experiment with a range of materials and resources whilst using different techniques to shape, arrange and combine them, creating their own models and objects. (Welsh Government, 2015) evidences these outcomes. The activity plan also makes links to other outcomes included in the National Literacy and Numeracy Framework. However, there are only links to oracy in the plan. The activity meets other requirements within the framework as they are also using their reading skills to recognise simple words, make meaning from visual features and retelling a familiar story (Welsh Government, 2008b). There also needs to be a cross curricula link to mathematics within the activity. When children are designing their models, the adult could encourage them to describe it using mathematical vocabulary. They could be questioned about the size of their model compared to others in their group. This will support them in describing the length, height and width. This would meet another outcome in the National Literacy and Numeracy Framework as (Welsh Government, 2008b) encourages direct comparisons with length, height, distance and weight. 
The activity also meets some outcomes from the Digital Competence Framework. These specific strands are; interacting and collaborating, as the children are given opportunities to work together as a group and then save their finished piece of work and data and computational thinking, as the children are expected to control the iPad device and listen to instructions from others helping them do this (Welsh Government, 2008a). However, there are further opportunities for the children’s digital competency to be developed. Once the children have recorded their performance of retelling the story, they could then mirror the video to the Interactive Whiteboard. This then provides them with the opportunity to watch their performance back and comment on how they think the activity went. A success criterion could be created for the children to follow. This would then allow them to meet another strand in the framework, which is ‘producing’ which allows the children to follow a success criterion to comment on a piece of work they have completed (Welsh Government, 2008a). 
Differentiation is very important within the Early Years. The activity is aimed at groups of children with mixed abilities. (National Assembly for Wales Research Service, 2016) explains that educators must demonstrate high standards for all children, and this includes children with additional learning needs. It is a vital role of an Early Year’s practitioner to provide suitable provision to allow all children to reach their full potential. The activity allows the children to work together, which promotes inclusion and enables them to learn and support each other in order to complete the task. (Hewett, 2001) explains that this falls in line with the Reggio Emilia approach as it is allowing the children to become researchers as they are given the opportunity to explore and communicate about their observations. Problem solving is an essential part of a child’s development, which is effective when children are given opportunities to learn from each other.  
The Health and Safety element of this activity plan is cautiously considered as it covers all unnecessary potential risks whilst providing children with enough opportunity to manage certain risks themselves. (Department for Education, 2018) explains that all potential hazards must be assessed before any activity ensuring the safety of the children. 
The expectations of the adult are limited. Although it is important for the activity to be child led, it is still essential that the adult is monitoring the knowledge and understanding of the children. This can be done through questioning the children throughout the activity. The adult could question the children about what they have made, how they have made it and what materials they have used. They could also encourage the children to describe their model using descriptive vocabulary. These questions also add challenge to the activity if a child is finding it too easy. (Welsh Government, 2017) agrees that children achieve better outcomes when they experience interactions with educators who ask them open-ended questions to extend their thinking. 
To conclude, the activity is highly effective to enhance the learning of young children and falls in line with the expectations of the new curriculum. The activity meets the Four Purposes, as it requires the children to be ambitious, capable learners; enterprising creative contributors; confident individuals and ethically informed citizens. The activity also provides a broad educational experience that contributes to the Six Areas of Learning. Within the new curriculum, there is also a heavy focus on literacy, numeracy and digital competency being holistic. Digital competency is newly focused on because there is such an increasingly high demand of digital skills needed within the workplace, so this is preparing young children for the future. Evidence of this is found in the Successful Futures guidance (Welsh Assembly Government, 2018). 
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