Jessica Woods

Write a report in response to a ‘current debate’ or ‘hot topic’, demonstrating critical thinking.
Screen Time

    In 2015, ninety six percent of families had at least one television in their household (Lauricella, Wartella and Rideout, 2015). This shows that technology is almost a vital part to every body’s everyday life. However, it does come with various arguments, opinions and myths. A very common saying used by parents, teachers and guardians is that if a child watches too much television or plays their video game for too long then they will get ‘square eyes’, this already creates the impression that technology is damaging to our children today (Facer and Furlong, 2001). Druin (2009) claims that children’s childhood is changing, where a child would normally run around the park or play hide and seek, they would now take pictures through a mobile phone or play games virtually. Wang and Barnard (2003) state that screen time is increasing daily and the public, parents and practitioners are becoming increasingly concerned of the effects that it is having on the children of today. 
    Anuradha (2019) defines screen time as being the amount time spent watching the screen of a gadget such as television, computer, smartphone and video screens. Dror (2008) say that technology is harming our children, it is re-wiring their brains to experience life through technology rather than experiencing real-life. Whereas Ivers (2003) state that technology is a tool which helps students to gather and learn new information themselves. It helps them to engage in real world learning experiences and create projects and presentations (Ivers, 2003). This immediately shows that there are two separate definitions of technology, one which describes it as an aid to learning which promotes the development of children and one which describes the damage that it can have to a child’s wellbeing. Although both sources are quite recent it is reasonable to assume that due to technology becoming more involved in the world’s everyday life more and more people are considering the long term impact that it is having on society, communities and the next generation. Brown and Brown (2010) explain that there is often confusion between the education of technology and the use of technology in education, it can lead to misconceptions in the media. For example, someone may think that children do not need to be using technology regularly in classes but recognise that they should be educated on how to use technology as many jobs require the individual to be competent with technology (Eskil, Ozgan and Balkar, 2010). 
  Throughout this report I will continually be weighing up the advantages and disadvantages of screen time within childhood. Therefore, it is important to recognise the importance of social, physical and emotional development within childhood. Sumaroka and Bornstein (2007) say that children’s play is vital to a child’s social and emotional development however it is arguable as to whether screen time is considered as play, and if it provides children with the learning experiences they need in order to develop. Vygotsky (1978) believed that children sometimes struggle to achieve things on their own to begin with and may need help and support. Crowley (2014) recognise this and state that technology can aid children’s learning giving them the help and support they need to develop fully. Garton (2004) argues that a child cannot develop physically, emotionally, socially or psychologically through a screen as it does not provide children with the components to develop these skills. Although, Garton (2004) recognises that there are different environments in which a child can develop their problem solving skills, such as through an online game or video game. However, it is recognised that it is virtually impossible for a child to develop physically through interaction with a screen (Wyness, 2012). Beauchamp (2012) argue that you can develop physically as there are various interactive games which initiative movement such as ‘WII FIT’ and ‘Just Dance’. Donovan (2012) argues that although these kind of interactive gaming do increase heartrate; they are considered light-intensity activities and therefore does not give children the level of physical activity they need to develop fully. Similarly, Newman, Kim, Tucker, Alvarez and Antonio (2018) argue that although children may be able to participate in low-intensity exercise through video games they will not be gaining the same social skills development that they would be gaining through participating with others in a team physically. If children do not participate in enough physical activity then this can cause harm to their wellbeing (Garton, 2004). 
  The Children’s Society (2019) conducted the ‘Good Childhood Report’ which aims to gain an insight to issues affecting children’s well-being. In 2019, the report shown that many children were concerned with their appearance and many felt unhappy with their lives (The Children’s Society, 2019). The report conducted by the children’s society is reliable as it has taken place for over eight years and collects research from children aged eleven to eighteen years old. Many children chose to spend their screen time on social media which is proved to have a detrimental effect on individuals mental health and self-confidence (Layard and Dunn, 2009). Layard and Dunn (2009) say that it is important for children to have good mental health and be provided with help if they have difficulties. The Department for Education (2019) state that it is important for children to understand how to stay safe online, they should be monitored, and internet content should be filtered, age appropriate and balanced. Madge (2006) argue that the internet is a dangerous place for children and therefore they should not be allowed to use social media/internet browsers. However, Madge (2006) recognise that parents do have a tendency to be over protective of their children, this could cause the child to feel socially excluded if they are not allowed access to the internet. Whereas, Montgomery, Burr and Woodhead (2003) say that despite the dangers of socialisation online it is important for children and young people to use these applications as it gives them a sense of citizenship and belonging. In the classroom, it is possible for the teacher to arrange a virtual guest speaker to talk to the children, they could talk to them through skype and this could promote a conversation of online safety (Irwin and Berge, 2006).  Smidt (2013) say that children in the twenty-first century need to be able to explore all different types of social world in order to understand what society is made up of. Smidt (2013) is a reliable source as she has been publishing books based on child development and early years education since 2007, she also includes conflicting arguments and ideas from multiple sources which makes this reference valuable and significant to this report.
  Noble (1975) explains that through television children can fantasise about the character or persona that they would most like to be like whether they are a positive influence or a negative one. Lusted and Joffe (2018) say that technology can be used to aid a child’s development and prevent negative behaviours through positive role models. For example, by co-viewing a television the adult could ask the child their opinion on events and characters, this would help to develop their language and narrative skills (Lusted and Joffe, 2018). This is a very recent and up to date scenario showing that it is more reliable than something which is dated. Sharma and Cockerill (2014) say that in order to encourage language and communication development the parent/guardian could emphasise words, leave pauses between words and use gestures, it is arguable that this cannot be done through a screen as it is not personal to the child. Although it may not be personal to the child there are ways in which television programmes can aid a child’s development. Livingstone (2007) state that children’s cognitive and social development can be monitored through their understanding and interpretation of television programmes. Day (1997) say that technology has a large impact on a child’s social development as they are learning to socialise in a different way. But, Klapper (1978) argues that children may learn to socialise differently depending on which stage of development they are in, for example, children may have a different perception of the content on the television and so this will result in different responses to the programme. Although, Klapper wrote this in 1978 and so it is a rather outdated source making it less reliable. Radesky and Christakis (2016) argue that technology is not relevant in relation to children’s learning and development, it is a deterrent as it can affect their early childhood development and behaviour. However, use of technology is recognised in the digital competence framework within the Welsh Government (Welsh Government, 2018). It states that children are able to develop their identity, image and reputation through technology, they can learn about the dangers of cyberbullying and how they should behave online (Welsh Government, 2018). These two references are written by the Welsh Government, this makes them very reliable sources as they are official documents and do not express opinions. Andreson, Boud and Cohen (2000) discuss the theory of experience-based learning otherwise known as ‘learning by doing’ where children must experience real life in order to learn so that they can reflect, evaluate and reconstruct the meaning of the experience. For example, a child may watch the teacher create a pie chart using Microsoft excel but without actually completing the task themselves they may find it hard to use the skill at a later date (Hernandez-Ramos and De La Paz, 2009). 
   Despite children being educated to use technology in their everyday lives and how to portray themselves on social media, it is still a common opinion that this is damaging to their mental, physical and emotional health. Interestingly, Palmer (2006) described the screen based culture within children’s upbringing is giving children a ‘toxic childhood’. As Palmer (2006) is an ex teacher, this makes her a reliable source as she has first-hand experience of the effects of extended screen time. Although screen-based culture may give children a ‘toxic childhood’, The National Curriculum Council (1990) states that education should and must prepare children for their future lives in the world, therefore whether it is approved of or not it is the duty of the Welsh Government to prepare children for the use of technology in their everyday lives. But, Glowacki (2008) argues that parents are setting their children up for disappointment as technology today allows individuals to watch, play or listen to whatever they choose, whereas in real life children cannot receive what they want on demand all of the time.  Lemish (2007) explain that technology and screen time can have positive influences on the family home as a child can be rewarded with time in front of a screen or punished with a restriction on their use of technology. Van Evra (2004) say that television has been linked to increased tolerance, imagination and creativity, but it can also provide children with positive role models. Beauchamp (2012) support this by stating that rewards and sanctions are a vital part of developing operant conditioning in human behaviour. Skinner (1988) describe operant conditioning as being when a child learns behaviours through reinforced rewards and sanctions. For example, a parent could reward the child with a film before bed or sanction them by removing their technology for one day (Center on Media and Human Development, 2014). Blum-Ross and Livingstone (2016) suggest that digital free days could be beneficial for children and their families as it helps to prevent addiction and allows them to interact with others face to face, ensuring that they are still developing their communications skills. 
  Tandon, Sasser, Gonzalez, Whitlock, Christakis and Stein (2019) state that children who have high amounts of screen time displace participation in sport, physical activity and other activities which are beneficial for social skills and self-esteem. (Nazir, Hawi and Rupert, 2015) agree, stating that physical activity and dietary habits are negatively affected by screen time, this can lead to long term health problems, heart disease and obesity. Westby (2018) explain that children who have large amounts of screen time are more likely to suffer from delayed language development, ADHD, obesity, increased aggressive behaviour and screen addiction. Research conducted by Sweetser, Johnson, Ozdowska and Wyeth (2012) shows increasing evidence that screen time and physical inactivity is not linked. It suggests that decreasing the amount of time that children spend in front of screens will not necessarily increase the amount of physical activity children participate in (Sweetser, Johnson, Ozdowska and Wyeth, 2012). However, it could be argued that this research is now out of date and irrelevant as the research was conducted in Australasia and not the United Kingdom. According to Sigman (2012) the main culprit of a sedentary lifestyle is screen time. Tandon, Sasser and Gonzalez et al (2019) say that sedentary lifestyles and obesity are closely linked to factors such as screen time and sleep. Birch, Burns and Parker (2011) state that diet and obesity link with screen time so closely due to the amount of food and beverage marketing in social media, television programmes and gaming sites. Ham, Sung and Kim (2013) argue that if there is such a close link between obesity, diet and sleep duration then initiatives to decrease screen time are needed in order to promote a healthier lifestyle for children. Although this reference is based on research in Korea, it is still relevant as this is a problem which is affecting children worldwide. 
[bookmark: _GoBack]  Interestingly, Downing, Hinkley and Hesketh (2015) explain that many parents do not limit use of computer screen time as they believe that children spend less time on a computer and more time watching television. Sweetser, Johnson, Ozdowska and Wyeth (2012) agree stating that most of children’s screen time is spent watching DVD’s as opposed to playing video games and computer use. Keane, Collette, Michal and Saoirse (2017) disagree, they say that it is irrelevant what type of screen the child is in front of whether it be computer games or watching television it is still damaging to their health. They state that understanding the link between sedentary behaviour and screen time will help to inform parents and others of how to design strategies to tackle the issue of screen time (Keane, Collette, Michal and Saoirse, 2017). According to Lemish (2007) there are ways in which a parent/guardian can limit the amount of screen time a child has as well as what they are watching or playing. This can be done through supervision, where the parent can use their discretion to the amount of screen time the child has, the viewing content and the viewing times (Lemish, 2007). Community Preventive Services Task Force (2016) examine two different types of screen time interventions, these are interventions which only focus on reducing the amount of time spent sat in front of a screen and interventions which focus on reducing sedentary screen time and increasing the amount of physical activity undertaken by the individual as well as improving diet, this intervention focuses more on changing a lifestyle rather than just limiting the amount of screen time. These can be self-managed through coaching, counselling, social support and classroom education (Community Preventive Services Task Force, 2016). This is something which parents, guardians, teachers and the community need to demonstrate as many children are becoming addicted to screens (Buckingham, 1996). If this was the case in 1996 then it is worrying to consider the impact technology has had upon children today. 
   Blum-Ross and Livingstone (2016) suggest that children are unique and there are no set regulations in which parents need to follow in relation to the amount of time children spend in front of screens. In order to assess whether the parent should limit the amount of screen time the child has they should ask themselves questions such as is their child sleeping enough, are they achieving in their education and do they enjoy interacting with digital media (Blum-Ross and Livingstone, 2016). Cabral (2011) accepts that technology and screen time can result in changes in behaviour such as interrupted sleep and not reaching their full potential in school. Although, they do recognise that children can become addicted to technology, they can become more anxious and their attention span can be weakened due to the amount of time spent in front of a screen (Cabral, 2011). Morrison and Lowther (2001) state that schools do not contribute to the likelihood of technology addiction as they ensure that they do not rely upon technology in their lessons. For example, electronic whiteboards are regularly used in the classroom as they allow teachers to draw on images and project diagrams big enough for the entire class to see. But teachers should refrain from using electronic whiteboards all the time and use their wipeable whiteboards as these are just as convenient (Morrison and Lowther, 2001). 
  Not only do children spend time watching programmes, using social media and browsing the internet, a large number of children spend their timing playing video games such as ‘Call of Duty’ and ‘FIFA’. Fling, Smith, Rodriguez, Thornton, Atkins and Nixon (1992) say that video games are causing harm to children’s wellbeing, children are addicted to these games. Although this reference is not current, Patriarca, Giuseppe, Albano, Marinelli and Angelillo (2009) agrees saying that children are spending more time playing video games inside than playing outdoors and socialising with others. Nazir, Hawi and Rupert (2015) explain that by playing violent video games it can increase aggression, promote anti-social behaviour and increase the chances of depression. Packer (2017) considers Bandura’s social learning model, understanding that if a child is observing an adult being aggressive towards others then the child will begin to think this is acceptable and could perhaps behave aggressively in future situations. Cullingford (1984) argues that if the content of video games is changing a child’s behaviour then why not just change the content of programmes and games to imitate good moral behaviour, this would provide children with positive role models. Rideout, Vandewater, Wartella (2003) say that although children may imitate aggressive behaviour from video games, they may also imitate positive behaviours which are observed through their screen time. For example, there are various technologies which can be used interactively in the classroom such as  ‘Kahoot’ this allows the teacher to design their own quiz and each child in the classroom can participate, the teacher has access to the results allowing them to see what students need extra support in that subject (Plump and La Rosa, 2017). 
Bazalgette and Buckingham (1997) recognised that when children are playing violent video games there are often times of intense frustration where a child may shout at the screen, however this could be compared to frustration within a game of football. Palfrey and Gasser (2008) argue that children in this age experience things differently to the last generation, they communicate through the internet, interact with the television and develop their hand eye coordination through video games. This does not necessarily mean that they are being harmed through this development in technology as it is what they have been born into and all they have ever known (Palfrey and Gasser, 2008).  Whereas Plowman, Stephen and McPake (2010) claim that children’s social, emotional and cognitive development is under threat due to the impact of technology today. Plowman, Stephen and McPake (2010) discuss both sides of the screen time argument, they note that it is more common for authors, educators and academics to base their opinions on small scale evidence which makes them fairly unreliable sources. This makes Plowman, Stephen and McPake (2010) a more reliable source themselves as they recognise the importance of strong evidence and a thorough argument describing both sides. 
  Booth (2013) states that globalisation is promoted by the culture of mass media, although this continues to exclude individuals, families and communities who do not have access to the internet. According to Edwards (2012) there are not only disadvantages to the excess use of technology but there are many disadvantages for children who do not or have limited access to technology, they call this ‘the digital divide’. Warner (1989) say that technology should not be depended upon as it is not accessible to everybody therefore it shouldn’t a necessity. Wyness (2012) say that there are many schools in poverty stricken areas who still suffer from the ‘digital divide’, this is differentiating children from a young age. Children cannot do their homework because they do not have access to the internet at home (Prout, 2005). Smidt (2013) share this opinion, stating that children may not succeed at school due to poverty rather than their lack of ability. According to Kallen (2004) children who are brought up through poverty are often considered less capable of learning, but this is not the case, children just need equal access to fulfil their potential. Donaldson (2019) created the new curriculum, which is due to be implemented in 2022, Donaldson recognised that the world is continuously developing. As a consequence, Donaldson (2019) has included digital competence within the curriculum as a cross curricular responsibility, he recognises it as being of importance in order to create ambitious capable learners. It is important to recognise that Donaldson’s new curriculum will only affect children in Wales. Penn (2005) recognise that children may feel socially excluded if they do not have the same access to technology as their friends. Maslow (1998) created the hierarchy of needs which includes safety needs, physiological needs, esteem needs, and belonging/love needs, it is arguable that children need access to allow them to feel a sense of belonging to society. Owen (2017) argue that children should not feel socially excluded from activities due to their financial situation, participation is a right and this is why many schools have decided to include technology in their lessons. 
   Beauchamp (2012) think that technology can be used positively within the classroom as it can transmit information in a different way to practitioners and it can show many different viewpoints and opinions quickly and efficiently. Prout (2005) state that the internet is a good environment for children to understand different viewpoints which they may not have been exposed to otherwise. This is a reliable source as Prout (2005) has worked in the childhood studies field for many years and it is recognised in the acknowledgements that Prout has considered debates, arguments and discussions from other colleagues within this field, which makes Prout more reliable as it delivers a well rounded argument. Technology is also beneficial to children with additional learning needs as it can aid their understanding and development (Department for Education, 2019). For example, Gwenllian Education Centre aimed to improve communication skills with some of their pupils who have difficulties with communication. In order to do this, they used speech assistive technology which helped the pupils to understand what was being said more clearly (Estyn, 2019). There are various other uses for technology such as communicating, making payments, organising travel and running a business (Hristov, Strohecker, Allen and Merson, 2019).
    Technology can even relieve childcare duties from parents, Sigman (2009) describe electronic media as being the third parent within the family household, as children spend the same amount of time in front of a screen as they do interacting with their parents. Kane (2019) describe the idea of the ‘electronic babysitter’, she says that so many parents are using an iPad, television or gaming console as a distraction so that they can continue with everyday life demands such as housework, cooking or working from home. Similarly, Smith (2010) describes the ‘invisible child’ which is when technology is used to occupy the child, so they are neither seen nor heard. Windell (2017) state that due to technology being a quick and easy option to keep children occupied it is being used more often, but this is depriving children of the physical interaction that they need to develop. Burriss and Burriss (2011) argue that children need to spend a considerable amount of time outdoors in order to enhance their personal and social communication skills, outdoor learning allows children to develop spiritually and enhance their aesthetic awareness. Packer (2014) discusses Piaget’s view of constructivism through which a child would learn through interaction with the environment, it is arguable that if a child is not physically interacting with the environment around them then they will not construct knowledge structures about their surroundings. Buckingham (1996) say that whilst children are spending more time in front of screens and playing video games this means that there is less time for physical interaction, family interaction and exercise. Although, Taveras, Blackburn, Gillman, Haines, McDonald, Price and Oken (2011) argue that many parents put a television in a child’s bedroom, this encourages children to engage less with others and spend more time in their bedroom alone. Tandon, Zhou, Sallis, Cain, Frank and Saelens (2012) found that parents of low social economic status spent more time co-viewing programmes with their children than families of higher social economic status. Arguably, technology and screen time could help families bond together by co-viewing, due to parents and adults spending more time themselves on screens, this is an activity which children and parents can do together (Warren, 2005). 
    Christaskis (2018) say that people should be less concerned about the length of time children spend in front of screens and worry more about the screen time of parents and adults. Masheder (2004) say that children are constantly imitating their parents and others around them when they are developing, therefore the amount of time spent in front of a screen is the responsibility of the adults around the child as they should be setting a good example. Buckingham (1996) say that parents/guardians are there to guide children as they are their first teachers, so they should execute the behaviour they wish to see in their child. Although this source could be considered as outdated, it is still very relevant as children today are still developing through imitation of their parents and others around them. Hendry (2010) say that teachers, parents and practitioners should recognise that there are positive and negative developmental outcomes in relation to screen time in childhood. 
   It is obvious to see that there are many advantages and disadvantages in relation to screen time, perhaps more negatives than positives. Although, it is important to recognise that many of these references used are more recently published, this shows that the information included in this report is current and relevant to this debate on screen time. Although, many of the sources failed to include an arguments from both sides of the debate which therefore makes them less useful to this report. It is important to think critically and analyse sources to ensure that this report is reliable and shows both sides of the argument equally (Cottrell, 2019). According to Latto and Latto (2009) state that it is important to read between the lines to understand truly what the author means; sources should be well supported by other references as well as be written by a recognised author who has been widely cited. This is especially important when discussing a current debate as it is common to find that many journals and articles in the news base their reports on opinion, they sometimes lack the evidence to support their view. 
   There are various dramatic arguments which blame technology for the ‘death of childhood’ (Buckingham, 2000). Many argue that there are various reasons for the ‘death of childhood’ such as longer working hours for parents resulting in latch key children and the introduction of various types of technology such as gaming consoles, mobile phones and televisions (Kane, 2019). However, children are only moving with the times and as new technology continues to be released it is only expect for them to spend so much time using it (Prensky, 2008). As technology is becoming more and more popular there are no results to show the long term effects that technology will have upon children in adulthood, so it is difficult to understand the full extent of the damage that they may be subject to (Saunders and Vallance, 2017).
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