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	Introduction 
	This report will be assessing how digital media has had an impact on children and young people's development. More specifically focusing on media such as social media and video games has impacted their health and well-being development. Although, the impact of social media on teenagers between 13 years old and 19 years old has not been widely researched due to different factors that also correlates to the impact on health and well-being (Rose, J. et al. 2016). There are many definitions or measurements as to what professionals would call a good health and well-being, the Department of Health would define a good well-being as an individual who is able to 'function well' and 'feels good'. As mentioned, there are different perspectives when considering what a good health and well-being is. The World Health Organization (WHO) (2018) believes that the essence of a good well-being is a positive health, and a positive health integrates mental health into health. As mentioned, there are different aspects (Lovell and Bibby 2018) in measuring health and well-being, these are:
· Physical well-being 
· Economic well-being 
· Social well-being
· Development and Activity 
· Emotional well-being 
· Psychological well-being
· Life satisfaction 
· Domain specific satisfaction 
· Engaging Attitude and Work 
 
Throughout this report, it will be exploring two different development perspectives, which are social and behavioural development and linking this to how digital media can have a positive and negative impact. This paper aims to explore each developmental aspect to understand the way in which young people can be impacted. Whilst considering how this can determine certain behaviours.  For this report, social media such as Snapchat, TikTok, YouTube and Instagram will be mentioned, as well as video games such as HALO, Call of Duty and Grand Theft Auto series (GTA) as a base or a link to previous occurrences which have been portrayed and shown on the media within the last decade. 

	

	
	HEADING
The main aim of this report is to inform individual such as children and young people about the role social media has in our day-to-day life. It will also help individuals to see how media plays a part in changing the way we live today. The benefits of using social media as well as having knowledge on the dangers of it. The reason for choosing the stated perspectives is due to the prevalence of events being connected to certain trends on social media, such as the rise of TikTok which led to their demographic increasing in the past year alone. 
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Figure 1 - https://www.change.org/p/raise-awareness-of-the-detrimental-impact-social-media-has-on-the-youth-of-today
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    digital media consumption 

Digital Media is a key aspect in our daily life, with it being accessible and available anywhere you go to, it is challenging to maintain a ‘no technology lifestyle’ when society keeps on growing. We are in what society has called the ‘digital era’ where technology has now been adapted into different settings (Earl and Rohlinger 2018) such as companies, hospital, and schools. Although we are now more knowledgeable of digital literacy which continues to grow as society learns more about it, there are still more for us to figure out. With many companies working together into making technology more accessible, with Wi-fi being provided by places such as Universities, hospital, shopping centre, and even local cafés.

There are different ways in which we use media, this can be classified as traditional media and modern media, both use by a wide range of ages and gender. Traditional media (Lemish 2015) like it says is types of media which has been used traditionally such as newspaper, radio, and billboard, now these are mainly used by older generations. On the other hand, we have modern media (Drotner and Livingstone 2008), which is more widely used now such as social media platforms (Instagram, Facebook, and Snapchat), video platforms (YouTube) and music platforms (Spotify and Apply Music), these are the types of media that is widely used not by children and young people. With technology further developing and growing, with it also being implemented into educational setting (Kirkland 2017) with the use of tablets in the classroom with reading and interactive questionnaire games such as KAHOOT! these are known as educational technology. 


social development and behavioural development 

Social Development (Turiel 2002) can be described are milestones in which children will learn the meaning of interaction, whilst learning to interact with other people such as family, other children at school or just in public. It considers 3 aspects that can play as a factor of social development which are social cultural and political aspects. Social development alone is an important part of a good health and well-being, with social media coming into the equation, it can cause disruptions in the child's development within these areas. Having a consistent and positive social development helps in creating good relationships (Newman and Roberts 2013) with other people, it is the ability and skill for us to be able to interact with other people. There are indicators in which we can measure social development, these may be health and education, equality and more. These can be measured through observations (Frankel and Hobart 1994) carried out my teachers in school, family or any other guardian or carer.

Behavioural Development consists of how our behaviour changes over our lifespan. It focuses on how our environment (Bandura 1971) and our lifestyle can affect certain behaviour, which can potentially lead to challenging behaviour or mental health disorders. Teenagers between the ages of 15-18 years old may experience more changes in their behaviour as they are going through puberty (Shatkin 2015), and although they are still classed as 'children', it is a time where individuals are trying to figure out their personality and trying to fit in with other teenagers. Teenagers also become more independent within this age range and will choose more for themselves, for example choosing their college courses or potential universities they might attend. Although there is no formal way of measuring behavioural development, it can be indicated by certain behaviours adapted within that age range which can also be done through observations, much like how social development would be measured.
Specifically thinking about how digital media can impact children and young people’s social development, this can be in a positive and negative, both will be considered and mentioned in this report. First considering the positive impacts of digital media on socialisation, one report carried out surveys following this to distinguish the usage of social media by teenagers in 2018. There are many individuals that would argue that social media has had a positive impact on us as a society, as previously mentioned, it allows for us to communicate with other people, people we may have something in common with. Based on the survey carried out by the Pew Research Center (2018), Snapchat was the most used social media platform within teens aged 13 – 17 years old, with 35% of teens who took part in the survey stating they use this platform the most. The second platform being YouTube at 32% usage within teens, following with Instagram at 15%. In the same survey, it also asks how teens feel social media has impacted us, asking if they feel it has had a positive effect or a negative effect. 
There are beneficial aspects of digital media on a child's social development, when relating it to our current situation and having to cope with the impact of COVID-19 and countless lockdowns (Mental Health Foundation, 2020) that have been put in place, it can be said that it allowed for us to have a way of communicating with other people. Resulting in us being away from friends and family, we were not able to see them in any way besides video calls or phone calls. Social media was the only way that we could this safely, without putting other people at risk of coronavirus. Having this communication outlet allows for that interaction to take place, and for children it is important to be interactive to learn how to form social relations (Whittingham 2018). By being able to create these social relations, it also gives more opportunity to learn how other children interact with each other.
 
Furthermore, for teenagers between the ages 13-18 (adolescent) it can be difficult in fitting in with certain groups. Through social media they may be able to find support groups (Mowat 2007) or groups who like the same things as they do, such as anime, certain genre of music, celebrities. It creates a link between individuals who have the same interests which can create a connection, developing into good relationship in the future. 

Additionally, social media has acted as the platform which allows individuals to find their identity and personality (Taylor and Francis 2002). Platforms such as Instagram is mainly used to put up pictures and videos of themselves, another example would be TikTok which includes just videos consisting of dancing, signing, cooking and many more. Influencers who started on YouTube now uses TikTok to stay relevant and trending within their audience. Empowerment also being a result of social media connections, as identities and personalities grow, so does the confidence of being able to be their own person, that is able to create what they like. It encourages children and young people self-expression (John 2003), for example for individuals with disabilities apps are now used which helps with being able to communicate using voice auto-mated settings which reads out loud.

Following the same survey by Pew Research Center (2018), it then states that 31% of teens that took part in the survey think that it has been mostly positive, along with 24% feeling the opposite that it has been mostly negative. However, most teens that took part felt that it has neither been positive or negative with 45% saying so. With technology comes social media, they are both continuously moving forwards, with new ‘trends’ becoming viral on different social media platforms such as Instagram, YouTube, TikTok and Meta (formerly known as Facebook). It is also used to advertise many different products or information such as on children shows, adverts shown on children’s channels are filled with advertisements about toy’s enticing children to want the product. Phone advertisements on any channels adult shows are broadcasted, with the newest phones on television, resulting in a growth in people buying it  

It is important to mention that due to our current situation with COVID-19, the whole of United Kingdom (UK) being put under lockdown and not being able to see our friends and family, the public not being able to understand what is going on as the UK and the rest of the world has not been exposed to this situation before. We are on social media (Westwood 2019) more than ever, with reaching out and connecting with other people being more challenging during this time. Through the use Snapchat teenagers 'snapped' each other, Twitter with 'tweets', it is in a new way for us to communicate in a completely different way, or what would normally be 'anti-social' (Curtis 2016), anti-social would normally use when an individual often not spending time with other people.

Following this, it has also led to more children and young people to not know what a suitable social interaction would be, with more awkwardness and shyness rather than the confidence to go out and meet new people. Based on a recent article, it social and emotional loneliness has been results of frequent social media use. The increase in usage of social media has also made individuals feel isolated from others despite it being the only way in which we were able to communicate. Leading on from this, the prevalence of children and young people feeling lonely, many individuals have also said that they feel that bullying has become easier due to being behind our phone screens. Research by cyberbullying research center has implicated that 31% of teenagers have felt that their peers have misunderstood certain social posts they have posted online. 

This is where video games can come into play, with any ages having access to video games, this could lead to children being exposed to indecency from individuals who are older than they are. Although there is not many research that can link violence to video games, there have been instances where violent video games have been associated or has inspired certain behaviours of teenagers. For example, the game Grand Theft Auto has been subject to being a potential cause of certain occurrences for its controversial portrayal of women in the games. 











































References

Rose, Gilbert, L., & Richards, V.  (2016) Health and well-being in early childhood. First edition. Los Angeles: SAGE.

Anderson, M & Jiang, J. (2018) “Teens, Social Media & Technology 2018” Pew Research Center. 

The World Health Organization (WHO) (2018) “Mental health: strengthening our response”. Available at: https://www.who.int/news-room/fact-sheets/detail/mental-health-strengthening-our-response. Accessed on: 19th November 2021) 

Lovell, N. & Bibby, J. (2018) “What makes us healthy? An introduction to the social determinants of health.” London.: The Health Foundation


  Earl, J. & Rohlinger, D. A. (2018) ‘Social movements and media’. First edition. United Kingdom: Emerald Publishing.

Lemish, D. (2015) ‘Children and media: a global perspective’. Chichester: Wiley-Blackwell. 

Drotner, K. & Livingstone, S.M. (2008) ‘The international handbook of children, media and culture.’ London: SAGE 

Kirkland, W. (2017) ‘Children’s media and modernity: film, television and digital games.’ Oxford: Peter Lang

Turiel, E. (2002) ‘The culture of morality: social development, context, and conflict.’ Cambridge: Cambridge University Press. 

Newman, M.L. & Roberts, N.A. (2013) ‘Health and social relationships: the good, the bad, and the complicated.’ Washington: American Psychological Association. 

Frankel, J. & Hobart, C. (1994) ‘A practical guide to child observation’. Cheltenham: Thornes. 

Bandura, A. (1971) ‘Social learning theory’. New York: General Learning Press. 


Shatkin, J.P. (2015) ‘Child & adolescent mental health: a practical, all-in-one guide’. New York: W. W. Norton & Company. 

Whittingham, M. (2015) ‘The Self and Social Relations’. 1st ed. Cham: Springer International Publishing. 

Mowat, J. (2007) ‘Using support groups to improve behaviour.’ London: Paul Chapman. 

Taylor & Francis. (2002) ‘Self and identity.’ Vol. 1, no. 1. Philadelphia: International Society for Self and Identity. 

John, M. (2003) ‘Children’s rights and power: charging up for a new century’. London: Jessica Kingsley Publishers. 


Westwood, J. (2019) ‘Social media in social work practice’. Los Angeles: SAGE Publications, Inc. 

Curtis, C. (2016) ‘Anti-social behaviour’. Los Angeles: SAGE 




















2

6
	Digital/social media and development
	   



image1.jpeg




