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Abstract

This research paper sought to analyse the growing use of technology by children
and adolescents in order to identify any correlations between negative impacts on
health and positive impacts on health. In order to answer the main research question,
the term ‘health’ was dissected into three themed chapters each exploring the effects
both positive and negative on physical health, mental health and social wellbeing.
These three chapters were drawn from the definition of health as stated within the
research papers introduction chapter. Each of these themed chapters were explored in
order to aid in answering the main research question of the paper.

In order to answer the research question as well as the questions presented
within the themed chapters, this research paper focused on pre-existing material and
previous studies which were peer-reviewed and relevant towards this paper. The data
was collected via databases using key terms which were related towards topics such as
technology, health, children and adolescents. The relevant information was then
extracted and analysed within each themed chapter. The extraction considered
literature published on or after 2016 in order to ensure reliability within the paper, as well
as excluding those over-18 in order to fit the research question.

The research conducted showed that, with regards to physical health, increased
screen-time was linked to high rates of sedentary lifestyle behaviours which can
ultimately lead to weight gain and an increased risk of developing metabolic syndrome.
The research gathered shows that technology through the means of mHealth (mobile
health) can aid in physical activity, yet the field of mHealth is still developing and such
devices just be tailored more towards children and adolescents in order to see more
usage which in turn could lead to increased physical activity. The research also showed
that negative mental health and wellbeing implications were also linked to increased
screen time, yet the usage of social media can have more of a positive effect on
children and adolescents through entertainment and humour. Connections with family
and friends proved to be beneficial towards social wellbeing and mental health, yet
increased gaming was seen to be linked to family withdrawals and education
withdrawals which affected social wellbeing negatively. Those who gamed frequently
were shown to prioritise gaming over family activities as well as self-care.

The research identified that, whilst technology can indeed have a positive effect
on the social wellbeing, physical health and mental health of children and adolescents



thus aiding in their overall health, more negatives were identified which were linked to
high usage of such devices. Thus meaning that technology itself is not the catalyst of
the negative implications, but the amount of time spent using it. The implications of the
study could be used to further explore mHealth in relation to children and adolescents,
as well as exploring screen-time limits or recommendations which are more presented
and clear for parents and adolescents. In relation to mHealth, gamification can be
explored further as research showed it could have benefits in this field.
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