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Within this report the author will explore the impacts of the media upon children and young people. Obar and Wildman (2015) explains that the best definition for the media is thought to be how human being’s transmit information such as news, music, movies, education, promotional messaging, and other data. Due to the variety of media available this report will explore more in depth on the impacts of social media and video games on children and young people. The purpose of this report is to explore weather social media and video games have a positive or negative Impact on the emotional development and the mental health of children and young people. This report will focus specifically on the use of social media and video games on 13-17-year olds.
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Ghurri (2015) advises that technology has developed incredibly over recent years and there are many forms of media in the 21st century. Forms of media are magazines and newspapers physical and online, telephone, internet, social media, radio, video games and billboards. Social media, however, is thought to be a typically new direction! Carr and Hayes (2015) suggest that social media has roots deeper than known. According to Hall (2016) Human beings seek social interaction to enable one to survive and flourish. Before the evolution of the internet Chasi (2011) advises that human interaction would be made by landline telephones and letters. In 1983 began the evolution of the modern internet. Curran, Fenton and Freedman (2016) defines the internet as an expansive network that enables the connection of computers world-wide. Following the development of the internet a variety of social media platforms were developed to encourage human interaction, with many societies relying on social and digital media in the 21st century (Albertazzi and Cobley, 2010).
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In the opinion of Zweers, et al (2020) emotional development is crucial in the lives of children and young people, emotional development influences many feelings to enable a child to form positive relationships, to be able to examine their environment and to enable a child to express ad understand different feelings. Popova (2015) advises that emotional development influences all other areas of development. As children transition into their teenage years, they begin spending more time with peers opposed to time with their parents. With this transition teenagers become less emotionally dependant on their parents and begin to explore new emotions. These emotions may come with romance, identity development and peer relationships. Hébert and Kent (2000) advise that it is in the teenage years that young people begin to have a clear understanding of what feelings and emotions are.
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Social media has increased popularity over recent years and is often relied on by majority of the population in the 21st century. Bekalu, McCloud and Vinswanath (2019) advises that recent studies carried out by Statista (2020) shows that nine out of ten of 13/17-year olds use a social media platform. However, these studied showed that girls relied on the use of Instagram a lot more than boys of the same age. Instagram is an online photo sharing application that allows individuals to edit photographs and videos. This application is an entirely visual application with a variety of celebrity’s and influencer’s that update daily. This platform has over 500 million active users with 4.2 million posts being released daily. It provides this age group with the opportunity to share ideas and acts as a creative outpost (Paramboukis, Skues and Wise, 2016).

Thomas, et al (2020) advises that Instagram promotes creativity and innovation, inspiring the youth of today to share their ideas and develop skills to help them later in life. According to Araigy (2018) teenage years can be incredibly challenging as a young person is beginning to find out who they are, by using these social media platforms it has found that social media can encourage social skill development by engaging with their peers. Kim (2020) disagrees with this and argues that teenagers lack physical movement and real-time social interactions by using this platform leading to anxiety within teenagers. Mun and Kim (2021) agrees with Kim (2020) and furthers this in saying there is often a perception on social media platforms of looking a certain way, if an individual does not fit in to this category, they may become isolated from others. However, within social media platforms there are many different communities and influencers, this platform enables young users to connect with other young users who share the same interests allowing teenagers to express themselves as individuals it is thought by Sarmiento et al (2018) that this has seen a positive impact on children and young people with anxiety. 






O’reilly (2020) Argues that social media is having a significant impact on the emotional development of children and young people. It is thought that social media provides a false conception of an individual’s life, leaving a young person feeling insecure around their own lives (Ana, 2021). Boulianne (2015) agrees with this and argues that images seen on social media are manipulated, people only share the highs in their lives leaving peer’s feeling dissatisfaction and envy. According to Weinstein et al (2021) there has been a rise in children aged 12/17 having low self-esteem because of images portrayed on social media. An image is portrayed on social media of having a “perfect” body and “perfect” life, O‘keeffe and Clarke-Pearson (2011) puts forward that a child’s teenage years is when they are most influenced, by having these expectations on social media it is significantly affecting the emotional development of children and young people leaving them with heightened depression and anxiety. Conforming to Hogan and Strasburger (2018) it is evident that social media has many detrimental issues, however, it also has many benefits on the emotional development of children and young people, with different social media platforms allowing children and young people to seek and in turn offer emotional support by creating a community of youths experiencing the same emotional issues. Shankleman, Hammond and Jones (2021) agree with Hogan and Strasburger (2018) and adds that many children and young people live in remote areas and suffer with social anxiety, by having social media platforms encourages to connect with other individuals without as many anxious feelings surrounding it.
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Video games have developed significantly over recent years. Vorderer and Bryant (2012) defines a video game as a game on an electronic device and a type of game played using a visual user interface. Video games make up £100 billion global Industry with two thirds of households actively using video games. According to (statista) children between the age of 12-15 are most likely to use video games with 89% of this age bracket using video games in 2020. Statistics show 12-15-year-olds are spending on average over 14 hours per week on video games (Donohue, Woldorff and Midroff, 2010).

In adolescence, technologies offer a fantastic chance to develop social-emotional competencies, well-being, and adjustment (Blumberg et al, 2013). Serious games and game-based programmes are digital tools that aim to achieve an educational purpose in an appealing setting for teenagers. Liu et al (n.d) argues that whilst the purpose of these games seems beneficial to teenagers it has been found that teenagers are not participating in outdoor play and have replaced the outdoor play with gaming. Outdoor play according to Colwell (2007) is beneficial for teenagers as it can reduce stress levels and encourages social development. Video games were created with the purpose of testing and improving social and emotional skills, as stated by Ferguson and Olson (2012) children and young people learn to deal with frustration in playing video games. Adachi and Willoughby (2012) agree with this and puts forward that in a study of 159 adolescents regular gamers were able to able to regulate their emotions more than adolescents that do not use video games. Kovess-Masfety et al (2016) argues that there are both positive and negative effects on the emotional development of adolescents, however, believes if video games were used correctly and efficiently it could just have a positive impact. It is believed that the negative impacts on emotional develop comes from over usage. With 3/4 adolescents playing video games daily over half of these adolescent’s free time is spent on video games. A study showed by Mayer, Parong and Bainbridge (2019) compared these to fewer active players and non-players and found that the group of adolescents that played less had fewer emotional problems.

It is thought that video games act as an escape for many children and young people and can help with depression, anxiety, attention deficit hyperactivity disorder and post-traumatic stress disorder. James et al (2014) puts forward that many teenagers hide behind different characters in video game and portray a different image of themselves because of their own self-worth, this helps them with their emotions as they have a sense of not needing to face their own emotions whilst playing video games. It is found that extreme video gaming usage is associated with maladaptive coping strategies, low self-esteem, loneliness, and negative emotions. Rozgonjuk, Schivinski, Pontes and Montag (2021) agrees and furthers this in saying video games suppress negative emotions and adolescents often feel as though it is the only place, they can immerse themselves and escape the reality of life. Ferguson and Wang (2021) argue this and put forward those negative emotions are one of the brain's most powerful trainers. Because video games suppress unpleasant feelings, they make it more difficult to learn from our mistakes. Conteras-Espinosa and Scolari (2019) explains that because of this adolescent’s develop Alexithymia, this is where adolescents do not have the ability to recognise their inner emotional state. Alexithymia is a self-protective and adaptive mechanism. Studies show by Ferrari et al (2019) adolescents with depression are typically more drawn towards video games therefore, it is unclear to measure if video gaming increases depression within adolescents.
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On concluding it is evident that there are few positive impacts of the use of social media and video games on the emotional developments of 13–17-year-olds. It was found that there were significantly more negative impacts. It was found that all aspects of media have developed incredibly with more 13-17-year-olds relying on the usage in the 21st century. It is argued throughout the usage of media within teenagers, researchers have argued that although media may not be the cause of emotional issues, it is thought that the usage may be furthering their emotional issues. 

With the media developing regularly there are many ways to limit screen time by:
· Setting up parental controls
· Setting time limits for usage
· Keeping friendships
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