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QOutline of talk

Digital literacy: Descriptions and definitfions

Exploring play and creativity in young children’s use
of apps: Findings from research

Young children’s use of tablets in early years
settings and schools: Sharing practice

Conclusion: Looking forward



Digital Literacy
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Childwise, 2014



Digital Literacy

...the abillity to understand and use
information in multiple formats from a
wide range of sources when it is
presented via compufers.

(Glister, 1997:1)



Digital Literacy

METAPHORICAL USES OF ‘LITERACY’
AS COMPETENCE

MULTIMODAL PRACTICES -
COMMUNICATION USING A
RANGE OF SEMIOTIC PRACTICES

ITERACY PRACTICES

DIGITALLY MEDIATED SOCIAL PRACTICES

Merchant et al., 2012



3D Model of Literacy (Green, 2012)




Processes involved in socio-semiotic

communication (Colvert, 2015)

Design
Production
Distribution

nterpretation




Adapted 3D Model of Literacy (Colvert, 2015)
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Research Design

Stage 1 Online survey of 2000 parents of 0-5 year-olds with access
to tablets

Stage 2 Case studies of 6 families with children aged 0-5

Stage 3 Observations of 12 children from Monteney Nursery/

Primary School using the top 10 favourite apps, in addition
to 6 augmented reality apps

Stage 4 Analysis of the afforadances of apps
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Technology: Ownership of Device
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Source: DunitUniversay of Sneffield - Fateuary 2015. AQ1 Which # thesa coes your chid have access to? (Base 2000)



Tablet: Access

® Access in the home " Access elsewhere
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computer g : ==

iPad Samsung Kindle Fire Tesco Hudl Microsoft Surface
Galaxy Tab

Source: Dubf/University of Sheflielc - Febeuary 2015, AQ1 Which It these does youwr chiid have access 107 (Base 2000)



Tablet: Access elsewhere

Of those who access the tablet outside the home we split out the places of access by tablet model. This shows that children of this age often
access tablets in more than one place

M At a grandparent’s house B At another relative’s house M At a friend's house Out of school group
M In an after school / breakfast club B At school B At nursery, early years, playschool B At a child minder’'s house

B None of these

140%
120%

100%

- f
- - —] - I
80%
60% =
40%
20%

0%
|Pad tablet computer Amazon Fire amsung Galaxy Tab Other tablet compuler Microsoft Surface Tesco Hudl Kindle Fire

Source: Dubit/University of Sheffield - February 2015. AQ2. You have indicated that your child can access the following devices elsewhere. For each device listed please indicate where your child accesses it? (Base 2000)



Tablet: Duration

1 hour

19 minutes

Mean hours on a Mean hours on a
weekday weekend day

Source: DubitUniversity of Shetfield - February 2015, AQ3 On & normal weekday, how much time does yout child spend using the devices they have access (o - Tablet (NET)? (Base 2000)



A day in the life of: 0 to 2 year olds

To help with Colouring in or

Collages, search Magazines, search Making videos or

engines Coages engine e'd;ua?::;/ ‘:ogﬂfe:' watching videos Maiag videos
Distraction or Encourage play and creativity Distraction or Distraction or

quiet time quiet time quiet time

Browsing the To help education/

Watching catch  Music videos on internet or leamning, play apps SVBRANDE AUBI S NSO FHIB0

. videos on videos on Reading stories
f , waich
up TV YouTube Walchlrp YouTube for 93'::;% b:a YouTut YouTut
Distiacton:or Encourage play and creativity Bedtime stories  Bedtime stories

quiet time




A day in the life of: 3 to 5 year olds

Browsing
internet, watching
video or drawing

Magazines or
collages

Search engine or
browsing internet

Magazines Play with/use

Distraction or

quiet time Encourage play and creativity

apps for gaming

/ Educational Purposes

Watching video,
listening to stories
or browsing
internet

Browsing internet

Sit back
experience
Encourage
creativity and play

Watch YouTube
videos, play apps
for gaming

Play apps for

Watch YouTube videos gaming

Distraction or

quiet time / Educational Purposes

Encourage play and creativity

Watch YouTube
videos, watching

video, stories/ Browsing internet

audiobooks
Sit back
experience, Bedg:i:(‘:i“es'
=0 experience

creativity and play



Tablet Use: Compete

B Is able to do unassisted

Swipe the screen (e.g. to change photos, turn the ‘page’ of an e-book)
Trace shapes with their fingers

Drag items across the screen

Open their apps

Draw things

Tap the screen to operate commands

Exit apps and enter other apps

Drag items and trace shapes

Turn the device on and off

Increase or decrease the volume

Use learning apps

Unlock the device

Use creativity apps

Take photos

Click on a cross in a box to get rid of a pop-up

Use gaming apps

Enlarge or decrease the size of objects by pinching and dragging
Show others e.g. siblings how to use the device
Use video apps

Use reading apps

Make videos

Find new apps in the app-store / market place
Purchase new apps in the app-store / market place
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Apps: Parent vs Child Favourites

e=Parent Favourite

Learning «===Child Favourite

Nurture and
mimics

Style Creation

Creating virtual Vlcsil:aa\:v?rllay/
worlds ing
colouring in
Basic Strategy Creative

production

Escape and Audio play/music
Obstacles

Source: Dubit/University of Sheffield - February 2015. CQ5 Of all the different types of apps your child uses, we'd like you to tell us which one(s) are YOUR favourite(s) and which are THEIR favourite(s)? (Base 2000)



App Features: Important

When searching for new apps for their children parents’ top priority is that the app is fun for their child to use, then followed closely by

educational features. Instructions for parents is only important for around a fifth of parents, and is more important for parents of younger
children

W 0-2s M 3-5s
100%
67% =
33% | I
7%
0%
Fun Educational Easy to use Parental controls Colourful/ Instructions for Games Videos Stories
attractive to parents included
look at

Source: Dubit/University of Sheffield - February 2015. CQ8 Please rank (in order of importance) the following features of apps that you look for when choosing for your child (Top 3 rank) (Base 2000)



Apps: Influences on downloads

® o

Searching the Parents Siblings Friends In-app
App Store/Play advertising

© & & i O

Source: Dubit/University of Sheffield - February 2015. CQ8 Please rank in order of importance If there was more than one influence (please only rank the relevant options) (Top 3 rank) (Base 2000)




Tablet apps: Top 10

TOCA BOCA
General apps

Source: Dube/University of Shelfiek! - Fabruary 2015. C-Q7. Please writa your child’s favourite five apps at this moment in tme? (Base 2000)



Name Gender

Age

Tommy 6 mos

2 yrs
3 mos
2 yrs
9 mos
2 yrs
11 mos

Angela
Kiyaan
Amy

Arjun 3yrs

4 yrs

e 11 mos
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Ethnic
group

White

Social Parent
grade age

E Brother
6 yrs

Brother
6 yrs

Sibling

White

Other
Asian

White —

Sister
10 yrs

White —

Indian

®
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Case Studies
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Key Findings

Similar to survey in terms of range and genres of
apps used and patterns of use across the day

Tablets embedded intfo everyday play activities
e.g. building dens

Parents reported their children had developed
a range of digital literacy skills and knowledge
as a result of using tablets

Online and offline merging in relation to play,
creativity and literacy






Digital Literacy

Children were reading and writing a wide range
of texts on tablets in the home e.g. phonics
games, drawing apps, e-books

They were able to: operate tablet; open and
close apps; navigate apps; use camera
features

YouTube was central to many meaning-making
practices
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Tablet apps: Top 10

TOCA BOCA
General apps

Source: Dube/University of Shelfiek! - Fabruary 2015. C-Q7. Please writa your child’s favourite five apps at this moment in tme? (Base 2000)



Augmented Reality




Data analysis

Hughes’ (2002) Play Types

Symbolic play
Rough and tumble play
Socio-dramatic play
Social play

Creative play
Communication play
Dramatic play
Locomotor play
Deep play
Exploratory play
Fantasy play
Imaginative play
Mastery play

Object play

Role play
Recapitulative play

Robson’s (2014) Creative Thinking
Indicators

EXPLORATION

E1 - Exploring

E2 - Engaging in new activity

E3 — Knowing what you want to do

INVOLVEMENT AND ENJOYMENT
I1 - Trying out new ideas

I2 — Analysing ideas

I3 — Speculating

I4 — Involving others

PERSISTENCE

P1 - Persisting

P2 - Risk-taking

P3 — Completing challenges




Example of Analysis

App Types of Play Types of Creative Thinking

CBeebies Playtime 4. Social play Creativity:
5. Creative play Drawing
6. Communication Making sounds
play Creative Thinking:
8. (Virtual) E1l: Exploring
Locomotor play E2: Engaging in new activity

10. Exploratory play = E3: Knowing what you want to do
12. Imaginative play 11: Trying out ideas
14. Object play 12: Analysing ideas

13: Speculating

14: Involving others

P1: Persisting

P3: Completing challenges

Candy Crush Saga 14. Object play Creative Thinking:
E2: Engaging in new activity
E3: Knowing what you want to do
13: Speculating



Features of apps that limit play
and creativity

Purpose of app Purpose not clear
Design features Tappable areas leave little margin
for error

Commercial properties |In-app adverts in the form of
pop-ups

Scaffolding of use Limited use of text-to-speech
function

Promotion of play and |Few opportunities to explore and
creativity experiment




Features of apps that foster play
and creativity

Purpose of app Does not have too many aims

Design features Home icon visible on each screen

Commercial properties | In-app purchases limited

Scaffolding of use Modelling of responses used
where appropriate

Promotion of play and | Few opportunities to explore and
creativity experiment




Using Tablets in Early
Years Settings and Schools



Choosing apps for pre-schoolers

* Isthe app designed for a pre-school audience?

» Isthe app produced by a company that has an established catalogue for this age
group<

« Are the aims of the app clear?

 Does the app allow practitioners to set levels of challenge?

* Isthe app easy to navigate? For example, is the home page clearly visible? Is the use of
written text limited?

« Does the app offer guides for children in how to use it e.g. arrows that point to what to
tap, or a voiceover that tells children what to do if there is a long pause?

« Ifthe appis an e-book, does it highlight words as they are read by a narrator?
* Are pop-up adverts and in-app purchases absent or limited in number?

« Can children add their won features by taking photographs that appear in the app,
insetting drawings etc,2

« Are children rewarded for effort e.g. by characters cheering, badges and so one

« Does the app promote play and experimentation, rather than focus on a narrow set of
skills2

» Does the app challenge children to solve problems and speculate about possible
alternatives?

* Does the app prompt children to ask questions and reflect on their actions?



Creating stories and films

Sock Puppets

Imagination
and creativity

Storytelling

iStopMotion

Share - Get it out into the world Oral Skllls (e D srom——— ies!t
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Drawing and
early mark-making

Sock Puppets

)
Using line,
shape, form, @&

exploring
shapes and
patterns

Letter Sago Mini-
Draw and Tell formation Doodlecast

= T
= diawetell Oral skills




Adapted 3D Model of Literacy (Colvert, 2015)
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Augmented Reality Apps
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Information/ digital
literacy

Choosing and
applying
information
Technical skills
related to
operating
technologies

Multimodal design

Learning about
the affordances
of modes
Choosing modes
to suit the
purpose
Understanding
audience

METAPHORICAL USES OF ‘LITERACY’
AS COMPETENCE

MULTIMODAL PRACTICES -
COMMUNICATION USING A
RANGE OF SEMIOTIC PRACTICES

ALPHABETIC
TERACY PRACTICES

COnt

EXPANDED

FXTENDID

DIGITALLY MEDIATED SOCIAL PRACTICES

Merchant et al., 2012

Alphabetic literacy
practices

Phoneme-
grapheme
correspondence
Writing simple
sentences

Understanding
narrative

structure
Comprehending
and responding
to stories




Conclusion

Many children are using tablets/ touchscreens from birth — this
has major implications for learning

Literacy in the 215" century is much more than alphabetic prinf,
but alphabetic print still key to communicative practices

Play, creativity and digital literacy can be fostered through
the use of tablets, but apps need to be carefully chosen

It is important for schools and kindergartens to introduce
tablets into the curriculum as otherwise the digital divide wiill
be even greater

We have to prepare children for their future lives, so looking
forward...



The future is now!
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