Technology &

DAP-Style! -

6/6/2012

ARE O ZE-
4 —RERUR e

Agenda !ﬁ' w ':'19) i
TE @
¢ Planning to integrate n - 9
Technology: Foundation i) -
-F EZ .
: ing digi & B 3
Evaluating digital a o <
products b =l
[
* Using technology \ P97 v /”
meaningfully 1= _-ilﬂ w T
AN 1S
- TS
Copyright, Simon and Nemeth -~ : 1

Planning to
integrate

Technology:
Foundation

Our ECE Technology Bible

the ssﬂg@s in
stage Sition
atement,
o8 naeyc
~i

http://www.naeyc.org/content/technology-and-young-
oChildren. ..

4




6/6/2012

FRED ROGERS CENTER

FRED ROGERS CENTER

Takeaway

You don’t have to use technology.
If you do use tech tools intentionally,
you will find they are not always the
best choice.

Takeaway

Adults need technology “play time”
AND formal professional

development to understand the

implications of the tools.
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and ONLY with an adult.
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Takeaway

Time limits: Guidelines and
expectations should consider
variables like age, objectives, and

type of interaction.
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How Much Time?
Recommendations from
Digital Decisions

Typa of Exparienca Approximats Langth of Tima

Neo meore than 10 minutes for infants and toddlers, and
up to 20 minutes for older children

Laptime co-viewing

One child alone or up to three children in a group with
an adult close by, if not directly involved

Teacher-directed activities (group time, small-group No mare than 20 minutes

time)

Child-initiated activities (free play, choice time) using No limit—as long as interest is sustained and leaming
open-ended, creative toals Is evident

Child-initlated activities {free play, cholce time ) using Mo mare than 20 minutes
commiercially avallable software, apps, or websites that
are skill or cancept oriented
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Takeaway

Digital literacy learning should be
woven into the fabric of the day, not
time set aside for “computer time”.

Literacy Safety

Learning

Strategies e
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Digital Literacy Basic Skills Sself-Assessment

I. Hardware and Software Skills

| can log on, kog off, open, use, and close programs.

| understand and use the functions of the mouse and/or touch pad.

| know what an icon is and what to do with it.

| know how to drag icons and files.

| know how to open up multiple programs at a time and move quickly
batween tham,

| kniow how to use thie on-screen help offered in most programs and applications.

1 know how to download and install programs

| know how to search for a file an my computer.

http://bit.ly/DigilitECTeach

Copyright, Simon and Nemeth 12




- Howdow ||:|'|-'-.‘I|-\!'.'i|
€Nsyre &
equity?
Takeawa
\ y

Equity: Include technology that
enhances dual language learning,
represents diversity, and allows
access for children with disabilities.
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T~ Takeaway

Investments in technology tools are
wasted without investments in
professional development.
Research will inform ongoing
investments (or not!)
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Be selective

Bad news — most Early Learning apps,
Websites, and software...

* have moderate entertainment
* have low production value

* have low educational value

e are redundant

* are rote/skill based

What
akes What to look for
interacé’:,e .

Media Apps and websites that:

« fit your philosophy
« fit the needs and interests of the children
e provide feedback, not praise
« offer challenges through “leveled” experiences
* offer more than rote direct instruction
« offer a range of experiences
eoffer high interactivity
s value learning over entertainment
do not include commercial temptations or

inappropriate content

From Digital Decisions
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Decisions about using software:

Level 1- Basic pedagogical decisions

e What are the objectives?

* Is this the right tool for the objective?

e Does it extend other activities?

e Isitinteractive? Is the interaction
meaningful?

e Does it fit in with my project/theme/study?

* Does it work with the curriculum?

e What is my role using this software?
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Decisions about using software:

Level 2 — A question of balance

Is the software for:

e Alarge group, small group, or for individual
children?

e  Teacher-directed or child-initiated activities?
e Open-ended or skill-focused?

e Short periods of time or deeper exploration?

Decisions about using software:

Level 3 — Usability and instructional
design

Is the software:

* Flashy, distracting, overwhelming or just
enough appealing graphics and sounds to
engage, but not distract?

* Free of ads or enticements for children?

e Deemed safe by trusted resources?

e Easy for children to navigate independently?

e Provide feedback to guide children?

e Interactive with meaning or just fun?
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True
Technology

Integration

Make it as natural as possible:
Put technology throughout the room
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Opportumtles to foster relatlonshmm
dren and adults

Make sure adults
are available to
support learning
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Integrate technology throughout
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How can e Daily Routines
inte:gsure
Onalj
L Plan technology use along with ordinary

R day-to-day, project to project planning
Best practice
in the

classroom

¢ Examine the group’s learning objectives
and make choices that fit

Examine each child’s objectives and make
choices that fit

e Work with children to review their
choices in all areas of the room
throughout the week

Intentional /
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Join the Digital Decisions
Virtual Book Network

ECEtech.
on Bne’r

Take the Early Childhood Technology Today

Teacher’s Voice Survey

Technology Use in Early How can v,
Childhood Education: et more
i nfo from
IgBI"II'I'E Who, what, when, where and data?
how...

your summer with a FREE online
book club to read and discuss

Digital Decisions with the authors T wa".;:ﬁ-f:guw?' E E
« Guided discussions Hel find out m
« Live “webinar style” online S P e Ous- P 2
e Y o] L = Take the surveys, and pass this on! Qﬂ

3 o Early Childhood
Technology Colloborative

www.ECEtech.net/surveys
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