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Digital in early
childhood in the
Conceptual PlayLab

The ARC Laureate Fellowship provides
the basis for establishing Australia’s
first programmatic study of

1) Science, Engineering, and
Technologies (SET) concept
formation of infants, toddlers and
pre-schoolers,

2) contributing conditions of family
pedagogy supporting SET learning
at home, and

3) anational evidenced-based model
of intentional teaching of SET for

play-based settings. /////



O mrome Our research agenda
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Impact research - ‘ Pioneering methodological

Baseline and impact
study of SET Playworlds
forincreased SET
learning

innovations - for
researching concept
formation, including a
digital imagination in SET
scale

New knowledge -
understandings
about infants,
toddlers and
preschool concept
formation of SET
in homes and
play-based
settings
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Follow the new demands made
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* 103 children aged from 3 to 5 years Wl

(mean age of 3.8 years, 4.2 years, and 5
years respectively),

* 3- 8 weeks digital video observations
* Total 371 hours digital data
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Professional development

* Slowmation (Fleer & Hoban, 2012)

O

* ‘Slowmation’ (abbreviated from ‘Slow Animation’) is a simplified way of making stop-
motion animation or movie .

Dramatisation and science

* Storytelling, re-telling, dramatisation role play

* Alongside of a problem formulation to support science learning
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Finding 1

Digital technologies have created new conditions that afforcy////
new possibilities in children’s play and development
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Owen: Motive orientation to play Ginger: Motive orientation to learning
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Finding 2

Owen: Focus of attention is Goldilocks Ginger: Focus of attention is on how to
make an animation
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* For Ginger the digital technology placed
a great deal of demand upon her

because she was interested to make a /////

movie of Goldilocks and the 3 Bears.



,{ft"é:% 3 Finding 3: Examples of Demands Made Upon
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Demands Conceptual Technical | Social
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Position the object so it can be photographed in the scene.
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Introducing figures into the scene in the right sequence. ¥
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Using swiping actions and pinch movement. X
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Working together with other children who have a different
leading activity and who ‘get in the way’ of a clear

photographic shot. X
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Social situation of development
helped with understanding
specific nature of digital play in
preschool settings where new
conceptual, technical and social
demands not previously
discussed before were noted.

But what is missing - how the
imaginary situations created
through play and through the
digital technologies may matter.

Vygotsky’s (1966) conception of
play may open up new lines of
inquiry into the demands made
on children by the use of digital
tools within free play settings.

Can this conception explain
digital play?
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{["ﬂ: % 4 FINDING 4: Meta-imaginary situation: Staging the play as a
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Dual positioning: “Waiting” - socially orchestrating the process with ‘audience’ in mind. /////
Photographing objects - digital placeholders

Making slowmation of the fairytale - digital photos and narration as virtual pivots
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Both directing the play and
being the audience of the play
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Both directing the play and
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CONCLUSION:

The concepts of meta-imaginary
situations, digital placeholders,
and virtual pivots expand
Vygotsky’s (1966; 2005) original
conception of play.

Meta-imaginary situations capture
and name the cultural practices
associated with digital
technologies shown in this study.
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Future thinking....
Future thinking.... /////



View a series of videos from Monash
University to find out about conceptua What are we doing?
playworlds, and how you can best design

and Implement them for your early childnood

context To amplify the research- through a
free app making research accessible to early
- childhood teachers:
L https://www.monash.edu/conceptual-
' playworld
Fleer's Conceptual Playworld

by Monash University

Plan a Conceptual Playworld: Dashboard
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https://www.monash.edu/conce



https://www.monash.edu/conceptual-playworld
https://www.monash.edu/conceptual-playworld







/4

https://drive.google.com/file/d/1vS [WNAFwzVS7hG sJhJipg3cnPU-Y-S/view?usp=sharing



https://drive.google.com/file/d/1vS_jWNAFwzVS7hG_sJhJjpg3cnPU-Y-S/view?usp=sharing
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