This supporting paper begins by discussing the effects that media has on young people, both good and bad. While positive media provides a forum for young people to express themselves, build new friendships, and grow as individuals. Negative media can lead to issues such as cyberbullying, addiction of social media, poor self-esteem, and social isolation. The supporting paper will then go on to discuss negative effects of media starting with media coverage on cyberbullying and suicide, Molly Russell case will be looked at and how the Online safety Act came into place and the effectiveness of the Act. Next the supporting paper will discuss how social media effects body image and negative emotions and briefly linking it to social comparison theory and Banduras social learning theory. Lastly the supporting paper will discuss how gaming may have a negative impact on individuals’ social development. There will be a conclusion on the negative impacts of media and suggestions for improvement.

There are both positive and negative effects that media may have on individuals. NSPCC (2024) suggests that on the one hand, those who are exposed to media can get a great deal of information, opportunities, and social communications. People may even be able to obtain health-related information from it. Reyes and Zsila (2023) adds to this and indicate that young people can benefit greatly from social media because it can provide a feeling of community with people who share their values, identities, and interests. It enables people to express themselves and obtain information. Social media can help young people to develop their identities, social media can have a great impact on the mental health and welfare of gay, lesbian, bisexual, asexual, transgender, and other young people (National Library of Medicine, 2023). However, there are a number of negative effects of social media use, including loss of privacy, cyberbullying, anxiety, despair, and social isolation. Young people's face-to-face engagement is reduced by social media, which can lead to social isolation and physical, emotional, and psychological issues (Anwari, Sayes and Noori, 2023). According to Malik, Bansal and Tyagi (2021) negative stereotypes can be amplified by a lack of variety and have a detrimental impact on people's perceptions and behaviours. This implies that although media may have a good impact on individuals’ lives, it can also be harmful. The negative impact that media has on young people will be covered in this paper.

Livingstone (2002) suggests that social media affects the audience’s behaviour, attitude, and decisions of an individual, especially young people. Statista (2023) shows that children as young as 3 years old are exposed to social media. In the United Kingdom (UK) 91% of 15–16-year-olds use social media and 87% have their own social media account. This shows that children and young people are being exposed to media at a young age. Memon et al (2018) argues that spending more time on social media is associated with greater suicidal thoughts, psychological suffering, and an unfulfilled demand for mental health help. This is a result of young people being exposed to self-harming content or harmful practices that encourage self-injuries via social media. Individuals with mental health issues use social media to share their views and look for help. It may be harmful if they are exposed to information that encourages self-harm. This suggests that social media can exacerbate mental health issues for people who already struggle with it and young girls compared to young boys are more likely to experience mental health problems. Social media may put a lot of pressure on young people, therefore spending more time on it has been related to stress, anxiety, and depression (Karim et al, 2020). According to Barlett and Coyne (2014) the media mostly focuses on teenage suicide and cyberbullying, and adolescent females are more prone than adolescent boys to experience mental health issues. The media's recent coverage of cyberbullying incidents serves as evidence of this. Take the 14-year-old Mia, for example, who committed suicide due to cyberbullying (Kuenssberg and Seddon, 2024). Another incident included the suicide of 14-year-old Hannah due to cyberbullying (Press Association, 2013). These illustrations highlight the negative effects that cyberbullying may have on a person's life.

Molly Rose Foundation (2022) indicates that the death of Molly Russell, who killed herself after watching graphic content online, was the subject of the most recent public discussion in the United Kingdom. Her father championed the creation of the Molly Rose Foundation, launched a campaign to get harmful content taken down from social media, and helped draft the legislation related to, the Online Safety Bill. Molly was exposed to offensive, depressing, and dark material on Pinterest and Instagram. This implies that if Molly had been looking at anything depressing, more severe content would have appeared, which might have exacerbated her previously existing feelings (BBC News, 2023). According to NSPCC (2024) most social media algorithms display material according to your interests, so if you search for something, more of that content and other kinds of content that are related to the topics will appear to see how people engage. Social media companies including Instagram have stated that they have been working hard to provide solutions to protect young people by controlling what information they view. This is in response to Molly's death, and they have made adjustments that have had a positive effect. However, three issues have been discovered, according to Crawford (2023) and these are, algorithms that intentionally spread harmful content, community standards that are too restrictive, and an inability to deal with harmful content. Soon afterward, the UK introduced the Online Safety Bill, which outlines a series of legislation aimed at safeguarding both adults and children online. Holding social media companies responsible for ensuring their customers' safety across various platforms is the primary goal of the law. Under the measure, businesses will have to put user safety first, handle any risks, and remove offensive information from their website (GOV.UK, 2022). These issues should be addressed by the Online Safety Bill which now has become an Act. Had the Online Safety Act been in effect, Molly may not have been exposed to dangerous material, which may have prevented her from taking her own life. Now many young girls like Molly who experience negative emotion or bullying can be protected online. 

Social media content that Is harmful for one person may not be for another and it depends on the individuals’ feelings when they see it. Some individuals may not realise if they have seen something harmful. If an individual is experiencing negative emotions or low self-esteem regarding their body and then coming across content that may negatively impact them without realising can harm them (NSPCC, 2024). People who use social media frequently report experiencing depressed symptoms and low self-esteem, in addition to worries about how social media use affects one's body image and level of contentment (Reyes and Zsila, 2023). Vogels and Gelles-Watnick (2023) elaborates on this by stating that statistics has revealed that 29% of young people experience pressure to share content that would receive a lot of likes and comments, and 23% of people believe social media has made them feel worse about their lives due to what they see online. Girls who spend more time on social media are more likely to experience body dissatisfaction because appearance-focused information distorts their perception of their bodies and influences peer norms. Due to the sexualization of pictures on social media, which contributes to body dissatisfaction, young girls are more likely than boys to have mental health issues as a result (Fisher, Cross and Papageorgiou, 2022). McComb and Mills (2022) also says that negative body image is linked to exposure to thin pictures through thin body idealisation and social comparison, and young individuals who compare themselves to others also have low confidence, a greater unhappiness with their body weight, and a greater worry for their physical attractiveness. 
According to Halliwell (2012) this relates to the social comparison theory, which holds that people compare themselves to others who are better than them in some manner. In this instance, that person would be seen as being slimmer or more attractive.  This may cause them to view themselves negatively and become a comparison point, which can make them feel self-conscious and unsatisfied. Fryling, Johnston and Hayes (2011) suggest that Banduras modelling process can be used for this also as his theory suggests that individuals pick up behaviours by observing others and imitating others around us. Social media can expose young girls to idealize other women’s body, their fashion trends to give them an idea of what beauty should look like. Being exposed to that at a young age can shape the way young girls expect and believe they’re bodies should look like. Not every individual is satisfied with their body and young people often look at social media for guidance. This demonstrates how young girls may be encouraged to feel that their worth is defined by their looks if they are sexually objectified through images. When a post receives insufficient likes or comments, it can cause poor self-esteem since the person may begin to compare themselves to others who they believe may be better than them. This can give them negative emotions which can trigger depression symptoms. 

Salerno et al (2023) suggests that the COVID-19 epidemic has led to a rise in adolescent gaming activities and increasing concern about risk factors and excessive gaming. Excessive gaming can have an impact on social interactions as video games is associated with undesired behaviours such as stress, emotional changes, aggressive behaviours, and hyperactivity. Frequently playing video games can lead to loneliness and low self-esteem (Kowert, 2014). 

According to Lerida-Ayala et al (2023), playing video games is associated with anxiety because people use them as a coping mechanism to prevent feeling down. For this reason, young people turn to video games to satisfy their need for rapid satisfaction when they are in a bad mood. This could turn into a habit that keeps them from managing their emotions or worry. Zamani et al (2010) adds by saying that when it comes to gaming, there are two primary issues, the amount of time spent playing games and the type of games itself. Excessive video game use can have a bad influence on one's health, this can be because of poor emotions, depressed symptoms, and reduce interactions with others. Young people who spend their time gaming also tend to avoid social connections. A study was conducted by Xu et al, (2023) which shows the relationship between video games and social development. The study showed that individuals engage in video games for many reasons, one of the reasons was due to social engagements, to connect with other peers and as the study showed social interaction impacted game engagement. However, as engagement with video games intensifies, the close and enduring connections formed between participants within the gaming environment may create a displacement effect. This effect can reduce the quantity of offline communication resulting in less social interactions and problems in developing or sustaining social and emotional skills. This suggests that young people's social development can be impacted by gaming in a negative way. Excessive gaming can hinder the development of social skills, and excessive time spent in virtual environments can prevent individuals from interacting with others in person, making eye contact, and having discussions. 

To conclude, young people are negatively impacted by media, particularly in terms of their social growth. Research indicates that social media use among young girls can have a detrimental effect on their self-esteem. One reason for this is that, since girls are more sexualized than boys, they may begin comparing their bodies to others, which can result in negative body dissatisfaction and low self-esteem. Additionally, the content that girls post on social media may negatively affect their mental health as they compare themselves to others through likes and comments. According to Xu, excessive gaming can cause social isolation, which is one way that gaming might negatively affect young people. Furthermore, as individuals pick up behaviours from others, as noted by Bandura, and since certain video games feature violence, it is possible for young people to adopt aggressive tendencies and act towards others in a way that they believe is acceptable. Social media can be harmful, as seen by the incidents of Mia and Hannah, who committed suicide because of cyberbullying. In addition, Molly Russell's story shows that the media may have a negative effect because of the information or content found online, which can lead to unfortunate outcomes.

The first suggestion would be for social media to raise its age limit from 13 to 16 years old because young people can create accounts on these platforms because of the anonymity they offer. In addition, the evidence presented above indicates that young people who open accounts on social media experience negative mental health outcomes. Young people should be cautious while using social media since it might expose them to risks such as inappropriate material, privacy breaches, cyberbullying, and exposure to disinformation. The age limit should be raised since young people can pretend to be older than they actually are, and they may also be too impressionable to comprehend the seriousness of the postings they make or how to react in dangerous situations.

The second suggestion derived from the age verification would be for users to use a passport or driver's licence to prove their identity. Many social media users have undoubtedly experienced identity theft, online abuse, or even hate crimes. Social media companies should use identification to verify users. This will stop users from creating false accounts and stealing other people's information and photos. Identity verification will provide users greater control over their online experience, a sense of security, and more confidence in social media networks. Identity verification will also stop minors from making fake accounts. 
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