
EARLY CHILDHOOD TECHNOLOGY

The use of technology in the classroom is increasing: Many teachers adopt technical devices in their early childhood
classrooms helping them.

New York : Basic. More recently, the government has focused on bandwidth access in schools. While building
basic digital literacy, technology can be used as a tool to build skills in other areas, including reading and
writing, motor skills, and socio-emotional skills. Learning is maximized with social interaction While one of
the attractive features of tablets is that children, from an early age, can use devices independently, research
repeatedly shows that social interaction supports learning. Accessed October 19,  The American Academy of
Pediatrics AAP has recommended that children under the age of two should have no screen time and that
screen time for children of all ages should be limited to two hours a day. It will solve all our problems! We are
always looking for the magic bullet, something that will solve all our problems. TeacherTube , a media site
similar to YouTube , enables teachers to share instructional materials such as videos, audio recordings, and
photographs. Similarly, studying extinct and endangered animals becomes more real and educational through
the use of specific software and websites. This could have learning and workforce repercussions in an
increasingly digital world. A good quality app will present content in a meaningful context that actively
engages the child and allows for creative exploration rather than mere rote-learning. If a goal of the literacy
curricula for a certain age child is to learn to write personal journals, then the computer can naturally support
that through writing software, digital cameras, and other methods. Most experts believe computers are not
developmentally appropriate for children under the age of three Elkind, ; Haugland, ; NAEYC,  Additional
reading. Young Children, 55 1 ,  Throw out the computers! It is also a very powerful tool for students with
specific learning disabilities. We caution, however, that it is easy to mistake the physical movements that
children make when using electronic devices as active learning because of action. A teacher's ability to
properly facilitate technology use has been shown to be an important determinant in whether technology leads
to positive impacts on learning. Every child should have an opportunity to experience ample hands-on
opportunity to explore different software programs. The danger, however, is that computers will be used only
to reinforce the national trend toward earlier and more academic skill acquisition, and that other important
developmental needs will be ignored. Once each child has had this hands-on experience, the computer center
becomes one of many equally important learning centers. It is not enough to ask whether the content appears
educational; it is important to examine how the app supports active learning by the child. The vast majority of
teachers also agreed that they feel confident when they integrate technical devices in the classroom or for their
own professional development. Early childhood education is often a time for preparing students with the basic
skills they need for K education, so digital literacy may be another area in which early childhood education
could help prepare young children. Child Development. Haugland suggests a ratio of one computer to seven
students, the best situation being one to five.


