Al 4yl
aalail) Baga ojladal dpasil) Aigl) e Bacina 1
(Apalad) Alnall ) alell yiiilly Gigagl) 2300

Using Digital Play in Teaching Early
Childhood Education

By
Arwa Alazwari

Department of Teaching and Learning, College of Education, University
of South Florida,

alazwari@mail.usf.edu

(oY XY Gule — AN aml) — & il apbod) Alaal) }

http://www.aun.edu.eg/faculty_education/arabic


http://www.aun.edu.eg/faculty_education/arabic
http://www.aun.edu.eg/faculty_education/arabic

Using Digital Play in Teaching Arwa Alazwari

Dl JUBY) at ¢ Desd) slall e s Aadyll 53eaY) mual Lae
B cil€ ¢ Youd Gle 4 ¢« (OMara & Laidlaw,2011) call saas Uaj
Guilsa aen e G3S)s (o)l ardaill Bl (e aleilly Gyl Jysail Gl a8yl aglal)
DAl malial maeaiy L)l sl () Geall alailly Cpalad) s e aladl)
Lpad ) bl s (Y)Y ¢ el adaill ALY de genddl) Apaiaad) 4SLadl,
53l Gy o (NAEYC,2012) 58l Algahall dlaje & adaill Gygpm Gils Qs
iy Lpaletll liglail) Aasia) PIA e DUl AL Gilgie <y ¢ (Y4OT)
Gl Wad (805 sade diplay Claghaall asiil L Gl lgale giall w3 ) Zg SN
Aaje b canlll o S Gl 8 La gl oSl aladind 550 e a2yl e L alaadl 5y
b 5yl Algahall ales of @i Sl T V) ¢ JULY) Al Gauat 8 5Sl) Aglal)
el e S el 8 L sl g sy Lovie JULY) aled & syl Jalal)

cplailly Gapal) ¢ alll e S alaal) ¢ LagleSal) ¢ )l caall tolady) clalsl)
sl alaill L gl gkt

wylo - &I saedl = ¥V el @
AY TN



Jagad Aaaly — Ay il A0SY Apalel) ddaall

Abstract

As digital devices become part of everyday life, young children
experience new playing opportunities (O'Mara & Laidlaw, 2011). In
2008, the Digital Education Revolution was a driver for transforming
teaching and learning through digital education and focused on all
aspects of education from teacher training and professional learning to
digital resources, curriculum design and community engagement (Digital
Education Advisory Group, 2012). Currently digital technologies are now
considered a necessary aspect of early childhood education (NAEYC,
2012). According to Edwards (2013), the students‘ engagement levels
have increased through the use of educational applications and E-books
which have been found to not only present information in a meaningful
way but also in interesting ways. Despite the impact of using technology
in play-based learning in early childhood to children‘s learning
improvement, research documents that early childhood teachers are the
main factor in children's learning when they use technology in play
based-learning.

Key words: Digital play, Technology, play-based learning, Teaching and
learning. Professional development. Professional learning.
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Introduction

In the rapidly evolving technological world teachers can feel
overwhelmed with the choices and range in the types of educational
technologies available. The Victoria State Government, on their
Education and Training website (2018) described digital technologies as
—_electronic tools, systems, devices and resources that generate, store or
process datall (n.p.)‘. Digital learning occurs across all learning areas and
domains. It encompasses the application of a wide spectrum of practices
including: blended and virtual learning, game-based learning, and
accessing digital content (Karen, 22018). In 2008, the Digital Education
Revolution was a driver for transforming teaching and learning through
digital education and focused on all aspects of education from teacher
training and professional learning to digital resources, curriculum design

and community engagement (Digital Education Advisory Group, 2012).

By using technology in delivering their lessons, teachers have
been presented with more innovative methods of teaching which have in
turn created a more engaging learning environment for these early
learners. However, the use of technology in teaching Early Childhood
Education has been considered by some researchers as a threat to the
imaginative capacity of young children‘s play (Singer & Singer, 2005).
Nevertheless, more people are still in favor of the idea of using
technology in classrooms thus increasingly challenging the opposing
teams. Currently digital technologies are now considered a necessary

aspect of early childhood education (National Association for the
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Education of Young Children and the Fred Rogers Centre for Early
Learning and Children‘s Media, 2012). According to Edwards (2013),
the students* engagement levels have increased through the use of
educational applications and E-books which have been found to not only
present information in a meaningful way but also in interesting ways.
According to NAEYC (2012), technology can promote effective learning
and development when used intentionally by early childhood educators.
There is a growing body of research related to the ways in which teachers
integrate Information and Communications Technology into their
everyday teaching. However, research suggests that teachers may find it
challenging to integrate ICT in their classroom practices (Gray, Thomas,

& Lewis, 2010). Hence, more teachers should get training.

This a brief review of literature highlights the impact of using
digital play in ways that foster student learning. | focus on both aspects
positive and negative impacts of digital play in early childhood
education. As such, this brief review of literature provides early
childhood teachers with a useful frame for the attainable results through

integrating technology with play-based learning.

Using digital play has become one of the fastest moving trends in
early childhood education, and it represents an alternative to traditional
learning. Research is needed to ensure educators‘ pedagogy with
technology that is based on evidence and provides learning experiences
that promote young children‘s cognitive and socio-emotional

development (Zabatiero et al., 2018).
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Literature Review
Digital Play in Early Childhood Education

A study carried out by Edwards and Bird (2015) presented a
detailed framework of how young learners understand the use of
technology through play. This study is informed by the fact that digital
technology is increasingly being appreciated as a very important tool in
early childhood education. They found that children were able to learn
some skills using all the devices provided to them. This was established
through the epistemic play where the learners exhibited some abilities
like exploration, problem-solving skills and acquisition. This confirmed
the fact that the participants could use technology to solve some problems
as they could deliberately control some functions to do perform specific
tasks like playing a game.

Furthermore, Marsh et al. (2016) study focused on how using apps
in enhancing creativity among pre-school children in the UK. The
author's main goal was present that if the apps are effectively used, they
can help promote creativity and play among young children. According
to the authors, this is because when the children use the devices, they
learn some problem-solving skills and also identify other interesting
activities.

According to Marsh et al. (2016), —it would be possible, and even
desirable, to engage young people in critical reflections on their own play
across digital and non-digital spaces in order that the definitions could be
refined further and be built on participatory approaches to the
development of analytical tools.ll(p.250). Hanes, information is easily
retained when using educative mobile applications, most of which apply
the integration of multimedia features to engage the child.
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Early Childhood Instruction: Using Technology
in Teaching

There are new methods of learning and teaching as well as new
strategies about how to integrate technology in teaching young children.
Technological tools can make learning more accessible and more fun.
Thus, teachers who work with children do not deny the effects of using
technological tools to accelerate learning. Xinyun and Nicola (2017)
examined the preservice teachers use of ICT and their ability to integrate
ICT into their teaching practices in preschool across the Hong Kong
Special Administration Region (SAR). They found that pre-service
teachers used ICT mostly in the context of a teacher-directed approach to
learning. Moreover, their findings indicate that school factors, such as
school-level curriculum, ICT infrastructure, and the mentor teacher‘s
teaching philosophy exerted a powerful influence on the way that

preservice teachers were able to use ICT in their teaching practicum.

According to Karen, Coral and George (2018), -the success of
digital technology curricula in EC education is not so dependent on the
availability of technology as it is on appropriately designed activities and
supporting materials integrated into learning environments by well-
informed and prepared educators.ll (p.260). This study establishes the
trends of integrating digital technology in early childhood education with

a focus on the relational issues and challenges in educational practices.
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The study is informed by the fact that technology has continued to
advance and has become a very important component in play-based
learning programs. With that view, the study demonstrates how teacher
training approaches can be adopted to enhance digital outcomes among
the learners. The researcher also talks of how the educators can develop
certain competencies in digital technology. Most importantly, educators
must have a positive attitude and self-confidence towards technology. In
so doing, Edwards (2013) drew that the only way that early childhood
teachers can bridge the gap in curriculum, and technology is by
understanding the cultural context of the children and participation, and
how they relate to development of creative thinking and problem-solving
skills. Additionally, Yelland‘s (2011) suggestion that new concepts of
play are necessary to help teachers address the problem of technology

integration in early childhood education.

Guidelines for Technology Integration in Play-Based

Learning in ECE

In order to integrate technology into early childhood education,
teachers need to consider the ways in which technology fits within play-
based learning. | organized this section to illustrate the impacts of using
technology in teaching early childhood under two aspects: (1) the impact
on teachers® professional development (2) the impact on students'

professional learning.
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The Impact of Using Technology on Teachers’
Professional Development

In the field of ECE, continual professional development for
teachers is important. As a result, researchers are always disclosing new
and effective strategies to enhance children learning. Many educators
lack the required knowledge and confidence in handling technology
related areas. This is because they do not have a better understanding of
some ICT skills. However, teachers can develop confidence and essential
concepts that can inspire meaningful learning in a class environment by
using technology due to its importance in understanding and regulating
the learners® needs. For example, technology can be used in aligning
children‘s digital experiences and knowledge with play-based learning
experiences. Teaching by using technology can promote intentional
teaching. According to Karen, Coral, and George (2018), -the success of
digital technology curricula in EC education is not so dependent on the
availability of technology as it is on appropriately designed activities and
supporting materials integrated into learning environments by well-
informed and prepared educators.ll (p.260)

Thus, there is a need to check on how teacher training is being done
with the objective of disclosing how play-based learning can be
incorporated to enhance students‘ outcomes. Preparing teachers on how
to use technology effectively can help students interact with the real
world and easily learn it. Therefore, teachers should to make play-based
technologies more available. By doing so, these teachers allow the
learners to explore the world by themselves, and develop good masterly
of some skills; thus, young children learn some innovative ideas as they
engage with technology.
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Notably, teachers must consider both the positive and negative
effects of using technology when they are preparing to integrate digital
resources in their lessons. When teachers integrate technology in play-
based learning correctly, it can increase the social and learning skills of
students. To reduce the negative impact of digital resources on early
childhood development, teachers could reduce their use of technology by

choosing to teach in specific hours without the air of digital resources.

Teachers are considered one of the main factors affecting the
children's success in their school and in their life alike. Hence, investing
in early childhood teachers' professional development will benefit
teachers and students as well. Teachers need professional development in
the pedagogical application of technology to improve teaching and
learning. Experience around the world in developing, industrialized, and
information-based countries has shown that teacher training in the use
and application of technology is the key determining factor for improved
student performance, in terms of both knowledge acquisition and skills
development enabled by technology. Educational technology is not, and
never will be, transformative on its own—it requires teachers who can
integrate technology into the curriculum and use it to improve student
learning.1 In other words, computers cannot replace teachers—teachers
are the key to whether technology is used appropriately and effectively

(Delannoy, 2000).
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The Impact of Using Technology on Students'
Professional Learning

Digital play has become one of the fastest moving trends in early
childhood education, and it represents an alternative to traditional
learning. Research is needed to ensure educators‘ pedagogy with
technology is based on evidence and provides learning experiences that
promote young children‘s cognitive, and socio-emotional development
(Zabatiero et al., 2018). According to the NAEYC (2012), statement,
using technology should be complementare and supports the learning that
occurs in the classroom. For instance, technology can enhance young
children‘s learning, particularly in reading and writing skills. Technology
is also associated with increased motivation, student learning practices,
and the development of social skills. Furthermore, the use of technology

benefits children who have disabilities to facilitate their learning.

Aldhafeeri et al.( 2016) shared that children‘s interactions and
experiences with digital devices can no longer be ignored as they are an
integral part of their repertoire of activities. In fact, Wood (2014) stated
that —the traditional ideology of play as a mode of children being
physically active needs to be reconceptualized as children create _their
own playful meanings, symbols, and practices, which are imbued with
cultural significance and result in self-development and self

actualizationll (p.14).
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To this end, technology must be part of a professional learning
system in ECE and should be performed within a cycle of continuous
improvement. The integration of technology with traditional education
approaches leads to higher academic achievement in a variety of aspects
such as thinking skills, creativity skills, and social skills. In other words,
digital play helps the students to learn more quickly and with greater
understanding.

Conclusion

In conclusion, due to the changing times we live in today, it is
important for teachers to start considering the use of technology in their
classroom. Even though there are different research studies carried out
for and against the use of technology, | believe that the benefits of using
digital resources and technological educational tools in the early
childhood education classrooms outweigh the disadvantages. Some of the
benefits include increased student concertation, increased student
engagement, increased student participation due to their increased
interest. In addition, digital resources and technological educational tools
provide the students with better information illustration through different
graphics and visuals, all of which are created specifically for young
children. With that in mind, moderation and careful implementation
should be considered when using technological tools or digital rescores in
the classrooms. In other words, teachers should not plan all their lessons
to use devices as the early childhood education children need to get an all
rounded education; an education that develops their minds and bodies
alike.
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