To begin, this essay will define media and discuss its effects on early social development. The definition of adolescents will then be covered. Data on the use of media will be shared.  The essay will examine social media and its positive and negative effects on adolescents.  Additionally, the detrimental effects of cyberbullying will be discussed. Other media forms, such as online gaming and its effects on social development, both positive and negative will also be explored in this essay, along with some studies on the relationship between gaming and violence. We will look at the theory of social learning. Finally, there will be a discussion on the internet safety bill.

Media, in the words of GOV.UK (2011), denotes the spread of information. Media may be used for a variety of things, including entertaining people and spreading information. Media often uses the news to entertain, educate, and inform people. Public service announcements, radio, television, newspapers, and even voice channels are examples of the many media platforms. On the other hand, Patawat and Balamurugan (2018) suggest that media has the power to shape public opinion, initiate trends, and alter personalities positively or negatively. The media affects society in both positive and negative ways. It is the consumers responsibility to make sense of the information provided. Since the majority of media consumers are from younger, more susceptible generations, negative perceptions are frequently presented. This suggests that the media is used to inform and share information with people, in line with GOV.UK. However, since people interpret information differently, it is up to the consumer to define what they learn from the media, and media can negatively affect younger generations who are more susceptible to being influenced.

According to Abedi et al (2010), exposure to media at a young age can negatively affect a child's social development. The process by which a person interacts and communicates with others using their social abilities is known as social development. Underwood and Rosen (2011) agree and adds that a person develops their abilities, attitudes, and behaviours to understand their place in society. Media can prevent children from interacting and communicating with their parents. Even if parents are passively viewing media, early media exposure can have a detrimental impact on a child's brain development. Children can have inadequate memory, attention, and cognitive abilities, brain development can also be severely impacted (Kim, Wi and Kim, 2023). GOV.UK (2011) adds to this by suggesting that television exposure reduces the amount of time children have for creative play and parent-child interaction, both of which are crucial for social development. This can impede social development and result in conditions similar to Autism Spectrum Disorder (ASD). It appears that exposing children to media at a young age could adversely affect their social development and have an adverse influence on their brains, impairing their ability to pay attention and think coherently.  This shows that if children do not spend time engaging in creative and imaginative play, early media exposure may cause symptoms similar to ADS.

According to Zsila and Reyes (2023) social media now plays a significant role in everyday life for individuals by keeping them in touch with their loved ones. Through social media, people may connect with others through online groups, and exchange similar tastes on digital platforms. A new channel for social connections has been made possible by social media since the early 2000s. It has been reported that people use social media for 2.3 hours per day. Social media is the main medium via which children and young people communicate with their friends. Moro, Ruiz-Narezo and Fonseca (2022) adds to this by expressing that social media has made it possible for people to construct identities that would not be accepted in the real world, where people are free to be anyone they want to be. As a result, adolescent’s interactions with their peers have risen and the internet has emerged as a crucial component of socialisation. These social media sites are Instagram, Facebook and twitter which have become part of individuals lives. Social media allows users to post pictures, share their feelings with the same network of friends (Lai, 2023). 
According to Jarman et al (2021), the majority of social media users are young individuals or adolescents. Young people can use social media to meet certain developmental requirements, including self- discovery and peer and societal acceptance. Bozzola et al (2022) mentions that the use of media and the internet has grown since the pandemic's beginning. Kim, Wi and Kim (2023) reveals that, in contrast to previous generations, 90% of children are exposed to media before the age of two. Social media and screens have become part of young people's life and 70% of children aged 12 to 15 have social media profiles, according to Ofcom statistics. According to OECD data, 94.8% of 15-year-olds in the UK utilised social media before and after school in 2015 (House of common, 2019). Adolescent boys and girls may contribute positively to development if they are given the tools and chances they require to succeed (United Nations, 2023). World Health Organisation (2023) suggests that Adolescent is between the ages of 10-19 years. This stage is important for human development and laying the foundations for overall health. Adolescents go through physical, cognitive and psychosocial growth which affects how they think, feel, make decisions and interact with others. 
Office of the Surgeon General (OSG) (2023) indicates that adolescents may gain a lot from social media, one of which is that it gives them access to a supportive network. Adolescent boys and girls can find knowledge and a platform for self-expression on social media. Social media has favourable influence on individuals’ ability to form social relationships and establish friends online. These beneficial relationships can provide individuals with social support. Sumadevi (2023) adds to this by claiming that social media has improved individuals communication and engagement and given them a feeling of community and belonging. Social media has given young people the ability to influence their communities, inspire action, and raise awareness of social issues. It has also given them the power to be socially conscious. 
On the other hand, Cipolletta et al (2020) indicates that Social media can have a lot of disadvantages in addition to these benefits. Research has indicated that there are dangers related to social media use, such as depression brought on by negative social discussions, unhappiness with one's physique, the desire to be thin, cyberbullying, social isolation, and exploitation. Individuals who spend most of their time on social media tend to neglect their academic work, face-to-face social activities, and physical health. Very Well Mind (2022) adds to this by stating that the reason social media has such a bad influence is because it allows for text and visual exchanges, which may lead to stress because of how many likes one gets. Because people compare one another to other platforms and get negative results, social media also encourages social comparison, which can result in depression. Research indicates that there is an increase in suicide rates among girls between the ages of 10 and 14 who use social media extensively in 2014. This rise is likely due to negative comparisons on social media. Bozzola et al (2022) adds to this by implying that social media might be problematic and that addiction signs can be displayed there. Meal skipping for social media, a decrease in academic performance leading to poor marks, and other behaviours are indicators of addiction. Risk factors for social media addiction also include weight loss or increase, withdrawal, impulsivity, and lack of interest. Due to their greater demand for social interaction, girls are more prone to get addicted to social media. This suggests that while social media can help people stay in touch with friends and family and meet new people who share interests, which helps prevent loneliness, it can also have negative effects on social development. For example, using social media excessively can result in depression, social isolation, and cyberbullying. Negative experiences may be encouraged by social media, which can make someone feel insecure about their life since they are comparing it to that of their peers.

Cyberbullying has become common with social media, and it comes with negative mental health consequences. The link between social comparison and social anxiety is mitigated, according to research on cyberbullying and teenage mental health (Lam et al, 2022). 
According to UNICEF (2023) cyberbullying can occur on any digital platform, including social media and gaming sites. Bullying that occurs online is known as cyberbullying. Cyberbullying may take many forms, but some examples include sharing or making shaming videos or images, or sending abusive or threatening messages (NSPCC, 2016). Zych et al (2017) indicates that power plays a major role in cyberbullying, with students typically turning into bullies to undermine their friends, who then become victims. It's an imbalance of power, both psychological and social. While traditional bullying occurs only in schools, cyberbullying is more widespread and follows its victim’s home, where they may be reached from anywhere. The primary reason for this is the absence of monitoring how individuals use their electronic devices. Teachers are typically seen as enforcers when it comes to traditional bullying, and when it comes to cyberbullying, young people are reluctant to report it to parents or other authority figures because they fear losing their devices (Peebles, 2014). Individuals who are bullied online may suffer long-term and serious consequences, such as anxiety, depression, and other stress-related disorders in both the bully and victim. Cyberbullying can sometimes end in suicide attempts. The inability to trust others is a common issue for young people who have experienced cyberbullying, making it difficult for them to build connections. Those who are bullied online frequently shy away from social interactions (Chadwich, 2014).

Peled (2019) says that academic difficulties might arise for victims of cyberbullying. This may be brought on by difficulty focusing or feelings of embarrassment about attending or participating in class. Their academic performance may suffer as a result of this. Victims of cyberbullying frequently have psychological effects that hinder their ability to do well in school. Victims of cyberbullying are unable to focus because of the intense emotional stress that it causes. Education is just one more area of life that cyberbullying may affect. The study conducted on American students reveals that cyberbullying has led to academic challenges, including low self-esteem, anxiety, and increased absences and poor grades (Mishna, Faris and Vaillancourt (2016). Aparisi et al (2021) further emphasises this point by stating that victims of cyberbullying may experience increased anxiety, sadness, behavioural changes, and social isolation. In addition, cyberbullying has been shown to demotivate pupils and decrease their ability to concentrate, both of which result in poor educational achievement and disinterested, unwilling students. This implies that social media may have a detrimental effect on education as it disrupts learning and hinders down progress in education.  

House of Parliament (2012) suggests that with the growth of the gaming business, gaming has become another popular form of media. There are several platforms and ways to play video games. Concerns about the content, effect, and age of misuse of games emerge as the number of young people playing them rises. Games with violent content are the most popular ones being marketed. While certain video games can be extremely violent, gaming also has negative effects on brain development, social interaction, addiction, and educational attainment. As suggested by Vandehey (2017) gaming has advantages and disadvantages, much like the use of social media.  Gaming has several benefits, including the potential to improve young people's social skills through connecting them to their peers and providing them with entertainment. Individuals who play video games might feel accomplished and gain new abilities like problem solving. McInroy and Mishna (2017) adds to this and says gaming can offer individuals with developing friendships. Gaming can be important for young people to build connections and maintain friendships with their peers. Statistics show that 52% of gamers participate with friends online and offline. Gaming may benefit individuals in a number of ways, including lowering the symptoms of post-traumatic stress disorder, encouraging youth involvement, and demonstrating their capacity for visual-spatial cognition and leadership (Shi et al (2019).  
However, Zamani et al (2010) mentions that there are certain worrying consequences that gaming can have on young individuals. The quantity of time spent gaming and the game's content are the two primary issues. Teenagers that spend excessive amounts of time gaming neglect their academic obligations. McInroy and Zamani (2017) explains that among young people, health concerns such as irregular eating and sleeping schedules, as well as physical soreness, low self-esteem, social anxiety, and difficulties with academic performance, might occur. High gaming levels were associated with bullying victimisation and perpetration, according to research done on males in the United Kingdom. Studies showed that playing video games might lead to aggressive behaviour and poor focus. Video games is related to aggressive behaviour and reduces pro-social behaviour (Moro,Ruiz-Nazero and Fonseco, 2022). Another research was conducted by Wei, Liu and chen (2022) and reports that the study in China looked at how playing violent video games affected children and adolescents, with participants ranging in age from 9 to 17. The study found that playing violent video games affected pupils' aggressive behaviour, violent desensitisation, and mental health. According to the study, individuals might exhibit undesirable behaviour issues by copying the actions of video game characters. This can result in individuals displaying externalisation issues in real life. Rule-breaking, violence, impulsivity, and inattention are examples of problematic behaviour linked to poor impulse control that characterise externalising disorders (Samek and Hick, 2014). This suggest that even though gaming has some benefits such as individuals being able to connect with their friends and also build new friendships, on the other hand it can also have negative impact such as violent games played by young people can lead them to have behaviour problems, it can become an addiction and create unhealthy eating and sleeping patterns. 

Albert Bandura developed the social learning theory, which examined how people pick up behavioural patterns through modelling, imitation, and observation. According to his research, children pick up social skills by seeing and mimicking the behaviours of those around them (Merrell and Gimpel, 2014). According to the social learning theory, there are two ways in which people can develop unwanted behaviours.  First, through observational learning, in which individuals pick up unpleasant habits by watching or copying those of others. And the other is through direct learning, in which individuals participate and acquire unwanted habits (Wei, Lui and Chen, 2022). This suggests that by watching or copying characters in violent video games, children and adolescents can learn unwanted behaviours. Although individuals may not actually imitate aggressive behaviour, they may come to believe that it is acceptable, which could lead to a change in their perception of aggression (Shao and Wang, 2019).

A new internet law has been implemented to safeguard young people by holding social media businesses accountable for preventing them from viewing dangerous and unsuitable information. Social media companies will need to swiftly take down unlawful information and make sure it never appears in the first place. In order to enforce age restrictions and facilitate the reporting of online issues by children and youth, age verification procedures will be implemented. The purpose of the internet safety bill is to compel social media firms to prevent minors from using their services (GOV.UK, 2023). There are some materials under this new online safety bill that might be dangerous or unsuitable for children.  Therefore, social media companies will need to protect children from such content, which includes bullying, violence, and pornographic material as well as anything that encourages eating disorders, suicide, or self-harm (GOV.UK, 2023) This demonstrates how the new internet safety bill will protect children from bullying and violence but only on social media, not on gaming platforms where these things can also happen. 

The media may be useful because it gives individuals access to information, entertains them, and facilitates social connections. With the ability to keep in touch, meet new people, and pursue interests in common, social media and gaming have become integral parts of our everyday lives. These are not inherently harmful, but a lot of people use them as a coping method on a daily basis, which leads to issues like loneliness, the development of antisocial behaviours, and the escalation of violent behaviour. These forms of media can affect a person's ability to socialise, do well in school, and maintain mental health. It's how individuals utilise the media that determines whether or not it is bad. 
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