Screen Time

Summary: 

This report will be critically discussing and looking at the current debates in and around Screen time use for children, whilst looking at what is and what is not the right amount of time spent on using digital technology within schools as well as at home. Also, it will look at the purposes of screen time, as well as addressing its use by children. However, with much debate on children having too much digital media, is this something that can be limited when the society we live in is turning more digital (Berson and Berson, 2010).
The report will also be looking at the positives of screen time as well as the dangers and negatives that may have some impact on children's self-esteem, confidence, and children's relationships. Furthermore, this report will discuss the leading educational theories underpinning digital technology, while also looking at children’s rights, and looking closely at Donaldson’s forthcoming new curriculum for schools in Wales, 'Successful Futures', (Donaldson, 2015) that is to be implemented in September 2020, and how this will play a big part with the use of digital technology. The report will also be looking at and discussing good practice within schools in Wales.
Finally, this report will conclude with recommendations of what needs to be done to support parents and carers in guiding the positive use of digital media to their children as it is now very clear that screen time is only going to grow not go. 

Background:
 
Over the past few years, technology within education has made some of the most substantial changes that teachers, parents and carers may ever see, which can be at times very overwhelming as these changes are happening so quickly that people are not prepared, which in turn is making it very confusing to see if it will be a positive or negative change (Pierce, 2019). Many great debates are taking place with policy makers, press, parents, teachers, and social media on digital technology and screen time and how to set the correct scene to help the next generation take the right steps. One of the main issues is how much time should children spend on screens at school and at home, what and when is classed as too much screen time, is there really too much or is it just the unknown aspect of the digital world (Berson and Berson, 2010).
. 
With a lot of positives being reported when using technology within the classroom, can it really be beneficial towards children’s learning and how will it be used. Lawler (2019) suggests that yes it can be within many different subjects as it helps to give another way of interacting and exploring with the world around us. However, it can also be distracting, children may go off task by wanting to show peers unwork related items when using it, however it will never replace the social interaction between the teacher and the pupil or pupil to pupil interaction (Himmelsbach, 2019). 

When examining the many reports, studies, and people's different views, it seems there is much more detail reports on the negatives associated with screen time and children's health and well-being and less on the positives due to people’s lack of knowledge. However, there are also many positives towards the use of technology if used for the right reasons and used in the correct context. It is clear that technology plays a huge part in many children's lives today, and it will only continue to do so, as technology is rapidly changing within the environment we live in (Macblain, Dunn and Luke, 2017).
Druin (2009) also agrees that today’s childhood is rapidly changing, the days of a child running around at the park playing tag or British bull dogs are now much less than in previous generations. For example, when today’s children do play outside with their friends, they are now more involved with their mobiles than what is going on around them in the environment. 

Today's generation sees technology as part of their everyday lives. Likewise, the older generation sees electricity as part of everyday life. Therefore, a 'digital child' is living within a time and culture where digital technology is now freely available and used widely in everyday life and will continue to do so for many years still to come (Macblain, Dunn and Luke, 2017). Smartphones are one of the most popular devices because they are not just a way of communicating anymore. They can now be used for a wide range of features and have versatile uses such as watching videos, playing games, taking pictures, and sending messages, looking for research, and much more (Lawler, 2019).

Although not every child has a mobile phone, around thirty five percent of pre-school children have use of their parent's phones. Similarly, Ofcom (2017) found that five percent of five to seven-year-olds owned their own smartphones, whereas eighty three percent of twelve to fifteen-year-olds have their own, making mobile devices most popular for social actives such as meeting friends, sharing photos, and messaging. Palmer (2015) states that it is clear that screen time is becoming far more popular, and this will only continue as time goes on, and technology continues to change.

However, with so many negatives comments being published, parents now feel bad that when their children ask for screen time they are causing their children physical and emotional harm. Within the past decade, British children’s time spent online has more than doubled. Children are now being more exposed to digital footprints from birth. This is due to children growing up and living within a media-rich home, as children are now being in daily contact with digital tools, children are now engaging themselves more into technologies as this is being mirrored from their peers (Kucirkova, 2014 cited in Macblain, Dunn and Luke, 2018, p.168).

2005 saw children between eight to fifteen years spending an average time online of six point two hours a week, whereas, in 2015, it increased to an average of fifteen hours a week. However, this is based on not only screen time within schools but also at home and ranges from watching TV to Information Technology (IT) within school (Blum-Ross and Livingstone, 2016).

With these rapid advancements in information and technology, a report from the Organisation for Economic Co-Operation and Development (OECD, 2015) stated that many countries had made substantial investments towards IT within education. It appears that technology within the class has no beneficial impact on children's learning and is not going to make a difference unless teachers are trained to use it. When effectively used in teaching and learning, teachers can transfer these skills to help promote positive learning and not just pleasure (Ferrari, 2012). 

Teachers have already started to see some drawbacks with a digital world such as when children need to blend a picture in art, for example, this is not possible on a computer as is in real life. Therefore, particular kinds of technology can be supplementary, not a replacement, and this is something that needs to be made clear, technology is not going to replace everything it will just simply help to work alongside what is already in place (Estyn, 2018).

However, with the above in mind, there are many apps in place and used within schools already that have a basis in educational theory.  For instance, apps that reward children for the right answers, the main one being Class Dojo (Whitcombe, 2019).
This app is designed to encourage positive behaviour within the class, rather than discourage the negative, and reward children for hard work and trying, Points are rewarded for good behaviour, but can also be deducted for negative behaviour. 
Teachers used to use a similar approach with a sticker chart, however this is accessed only by digital media which children can see throughout the day, the idea of this allows the teacher to be able to interact with each pupil. This can also be used as a whole class approach. It is similar to Skinner's operant conditioning theory, which rewards good behaviour and punishes bad. Skinner argues that if a person makes a connection between an action and its consequence, it will influence future behaviour (McLeod, 2018). 

 Hywell Dda Primary school have developed the use of this app for home-school communication, so parents can see how their children are progressing throughout the term (Davies, 2019). They see this use of technology as being a positive influence for their pupils and have good feedback from parents when using. However, although used in many schools worldwide there is criticism of this approach as some may not be able to get access to the technology needed to access this be it from not having internet or maybe not even having a device (Whitcombe, 2019).

Other apps available to children, both in school and at home, tend to work on the principle that a user cannot progress on to the next levels until they complete the stage they are on. This principle can become very stressful and may cause disruptive behaviours from the frustration of not being able to complete the levels.  Likewise, these types of learning links to Vygotsky’s theories on how children learn by working alongside others who may be more advanced, teamwork is developed, and interacting skills as, when using handheld devices or computers, some may not be as confident. However, this may not always be possible as when using handheld devices, it may make working side by side harder (Sarikas, 2018).

Screen time in schools is now far more prevalent, with new support and backing helping schools promote this. For instance, The Children and Social Work Act (2017) is helping the government to establish digital literacy and resilience as part of the curriculum for schools making Personal, Social, Health, and Economic (PSHE) mandatory. National statistics show, for example, in 2011, eight point six % of pupils under sixteen spent three hours or more on-screen on a typical school day. In contrast, in 2016, this had risen to 12.8 %. The National Health Service also reported that the number of children with a mental disorder rose from 9.7 % to 11.7 % in 2017, so could there be a link, or is this just a coincidence (Clark, 2013).

These figures are set to be more prominent with the introduction of the new curriculum and the digital competency framework, which talks about the need for digital competence across the whole curriculum (Donaldson, 2019).The thinking underpinning Donaldson’s new curriculum is that children need to be skilled in dealing with modern life and prepare themselves for new jobs in the workplace, as more work places are now based on digital technology (Donaldson, 2019).

Krueger (2019) discusses the fact that 65% of children in the education system today are preparing for jobs that do not yet exist or can be imagined. Furthermore, the Children's Commissioner for England, Anne Longfield, stresses the importance of children developing the necessary skills to cope with online activities in a healthy way (House of Commons, 2019). 
[bookmark: _GoBack]Longfield (2019) further suggests that teachers need to be adequately trained to deliver digital competency in all lessons accurately to help children be able to use technology for learning, not just play and leisure. Himmelsbach (2019) also agrees with this by stating that pupils may even be able to boost their achievements if they can continue to work on tasks when outside the classroom.  

As discussed above, Dewey's social learning theory is that children learn by doing. It implies that children's learning is impeded sitting passively in a classroom while the teacher talks. Therefore, the use of educational apps where the children are interacting with their environment is a positive use of digital media. Slaughter (2009) states that the classroom is now full of technology and will continue to be so as it is now a technological environment we live in. With this in mind teachers need to be fully trained and be able to use this effectively to be able transfer the knowledge. If teachers create lessons that positively use digital technology, children will learn from this effectively not only by being able to have a more up to date and broader range of access to research but the long-term benefits of becoming digitally competent (Williams, 2017). 

Parents feel that these changes towards technology and screen time for children are for both the better and worse. It is unrealistic to say that children have too much screen time and that children are using technology in excess, as the environment children now live in, are now living for technology and a world without it would be out of touch. However, how is this being managed, and what is its purpose? What problems are emerging from the possible misuse or lack of knowledge around screen time is also needs taking into consideration? There is much concern around cyberbullying and child safety, particularly child grooming. Children may also be able to use technology for cheating within class (Blum-Ross and Livingstone, 2016). 

Many are thinking that screen time is the cause of issues such as children’s aggressive behaviour, speech delays, a decrease in academic performance, cardiovascular disease, mental health, and sleep quality.  A recent Canadian study by Neuroscience News states that young children who spend more than two hours of screen time have significant behaviour problems (Guerrero and Talmud, 2019).

 It is considered a knock-on effect of too much screen time, with some suggesting that screen time can and will end up displacing other activities. For example, reading from a book, imaginative play, physical activities all of which are of great importance to a child's growth and development, that are impossible to gain from behind a screen (Palmer, 2015). 

Gardner and Davis (2014) talk about today’s children being the “App Generation”. This puts them in a different world to their parents. As Prensky (2010) explains, they are more competent with technology as ‘Digital Natives’ than their parents who are seen by Prensky (2010) as ‘Digital Immigrants’. However, he also states that some children might find technology overwhelming.

Screen time within the press tends to make links that screen time has many adverse effects on children as well as stating that it makes children 'over-stimulated, moody, and lazy. Also, some suggest screen time makes children cross-eyed. One worrying recurring theme was the drug-like- effect that screen time was having on children and how digital detox or screen-free weeks would be of benefit to help make children, parents, and carers aware (Holland, 2018).

Carey and Hoyle (2015) suggest that increasing numbers of parents and carers are using mobile devices to occupy children both at home and when out and about with families. An electronic babysitter has a negative impact not only on children but also demonstrates poor parenting as parents who use devices constantly are becoming addicted to them and are modelling poor behaviours to children. Palmer (2015) concurs with many concerning screen-based entertainment, stating that some children will be soon after birth introduced to technology in some form.  For instance, in the 1980s Japanese children as young as four months old had access to TV, and this was usually within the room they slept so they could see it from their cots.
Although Palmer (2015) believes there is little evidence linking health problems with children in later life, she has pointed out that for children to learn, they need to be able to interact with people and objects. They need to be able to explore real-life and to physically and mentally interact. Likewise, Dewey (2017) believes that children learn by doing, and this is how children develop language skills by being able to interact. 

Therefore, being in front of a screen does not give us the ability to be able to gain from real-life experiences and develop skills needed throughout our life. These skills are developed from a young age, but without them children may lose the ability to be able to understand other people’s emotions, which could lead to them then having low self-esteem and poor relationships (Austerman, 2018). However, research suggests that screen time can bring some positives within school and home life, such as being a talking point between families, which can help to promote language development. The National Literacy Trust suggested that from looking at disadvantaged children's literacy skills, it appeared that having interaction with handheld devices skills were enhanced. However, maybe this is useful for the short term, but for long term essential skills development, human interaction is necessary (Billington, 2016). 
 
Palmer (2015) suggests that overall screen time can have many positives if the material is used wisely.  Whenever possible, parents need to watch, play, and interact with their children when they have screen time. Screen time can be a bonding experience for children and parents, like when playing games and interacting with each other about what they are doing. Other benefits can include keeping in touch with people that not regularly seen or even the educational gains from being able to find research together for things such as homework.

Wichtowski (2018) states if screen time is being used smartly, then the positive effects can outweigh the negatives. Furthermore, he stresses the importance of parents modelling correct behaviour that is demonstrated through their own activities online, setting boundaries with their child and helping them appreciate the value of connecting with people face to face.  Palmer (2015) also agrees with this and states it is essential that boundaries are set out from the start, or there will be more negatives than positives.  
 
Electronic media is changing at such a fast pace we need to remember that what children are learning in pre-school will be out of date by the time they reach secondary school. Children need to develop their imaginations and learn essential life skills, such as problem-solving skills (Wichtowski, 2018). Palmer (2015) suggests they need to be able to form relationships and get on with real people.  Also, learn communication skills to lay firm foundations for numeracy and literacy through the tried and tested human interaction, children 'hanging out,' singing, cuddling, and playing will stand them in better stead for the future than long hours on a screen.  

It is crucial also to consider screen time usage and its impacts on children's rights. While the United Nations Convention on the Rights of the Child (UNCRC) Articles Fifteen and Seventeen stress the importance of a child's right to have access to information and join groups, both articles also underline that this should not harm children or stop them from enjoying their rights (UNCRC, 1992).  Digital media has become the primary means of how young people now enjoy playing, and children are now exploring things such as their identities online. While learning about their rights, children are now able to express their rights and can overcome some forms of discrimination or exclusion from being able to be heard (Binford, 2015). 

However, the barriers that may have prevented children's play and participation in 1990s still prevail, now limiting children's rights and freedoms in the digital environment.  Article 12 states that children have the right to be heard. it now emphasizes the need for consultation with children regarding any decisions made concerning their use of digital technology (Kardefelt-Winther, 2019). However, there has been criticism of the UNCRC’s approach to children’s rights and technology. Binford (2015) argues that children have a right to be children and not be exposed to information that is not age-appropriate. He is also concerned about children privacy. This is of particular concern when considering parents posting pictures of their children on social media without permission or reflection on a risk they may be putting their child in (Petter, 2017). A recent Guardian article also highlights the impact a child’s online presence may have on their future (Geddes, 2014). 

By working together with children within their rights, it could help to teach children to balance their use of technology and to use it more for learning than a distracting tool. As Piaget (1896) suggests, children learn better from not being told what is right but by learning through experience and each other, through discussion and cooperation, which in turn helps to form their own views (Boden,1979). However, there is a need to balance this, as there are positives to the use of screen time at home. Berson and Berson (2010) stress the opportunities that new technology allows, such as new forms of social interaction, new forms of participation, and broader opportunities for imagination and learning. However, this needs to be supported by parents developing strategies for a more balanced and healthy use of proper online habits. Internet Matters have produced a useful guide for parents. It suggests that educational use, such as doing homework, personal interests, and life skills, should take up the majority of a child's screen time, with social media and interactions coming second, and game time last (Hislaine, 2019).

Furthermore, Graber (2018) agrees there are many positives about screen time, widely debated and researched. For example, children using games to be able to express their feelings or feeling more confident in interacting online instead of face to face. Also, everyday activities can be costly, and screen time is sometimes seen as a cheaper alternative to be able to interact with friends. Obviously, too much screen time is not good for anyone but is the real reason behind all the negativity just because of how fast technology has developed over the years and it is not so much the time spent on it, but more about how it is used and if the content is appropriate to the child’s age (Holland, 2018).

Wichtowski (2018) also agrees with this and feels that if correctly used, screen time has many positives to it. Research from the University of Rochester has established that people who play video games can be better at visual information processing, which helps them to become better attuned to their surroundings while carrying out specific tasks such as driving (Cook, 2019). Statistics show impressive results with a study from the University of Iowa showing that when 681 healthy individuals aged 50+ spent 10 hours playing a specially designed game, they were able to stall the natural decline of different cognitive skills by up to seven years.

After much research and studies into screen time, the Media Policy Project has produced a brief that looks at how parents can and do manage screen time (Blum-Ross and Livingstone, 2016). They have provided advice for parents and carers, setting a range of strategies for parents and carers, which they can discover by answering the policy brief questions that highlight the issues they may need to address with their child. The aim is to help parents not to prevent screen time but to promote positive usage through support to help children learn. On the other hand, this is a potential problem because not all parents have the time or resources to be able to do this. It has been suggested by the media project that the government should take on this role and take the strain for regulation for parents (Young, 2019).

The digital competence framework (DCF) is a part of the new curriculum for Wales. From Sept 2020, this will be widely available within schools; it is a set of skills, knowledge, and attitudes that will enable the confident, creative, and critical use of digital technologies, which is essential for success in today's society (Donaldson, 2015). However, digital competence should not be confused with ICT within schools as it does not and will not replace this.
The Digital Competence Framework sets out for school's the cross-curricular responsibilities to help develop digital skills naturally to a wide range of subjects. It aims to help people gain higher standards of digital literacy and numeracy, which in turn will then become more digitally bilingually competent to help to become creative, critical thinkers making sure that pupils are more employable (Arthur, Crick and Hayward, 2013). 
Teachers will benefit from these skills by using HWB within schools, as this is a learning platform to be able to help teachers work together with parents and children alike.  The system helps pupils with a wide range of tasks and activities such as homework or even just classroom tasks. also, it has links to health and well-being and online safety so if pupils do not feel like they can talk to a friend or a teacher they can use the HWB to help. The HWB has also enabled teachers and pupils to be able to share the skills they have gained with other users. To date, this has proven to be a successful approach, and parents, students, and teachers have given positive feedback with this (Woods, 2019). 

The Digital Competence Framework is new for schools. Estyn (2018) has set up a system to help schools to be able to monitor and review their digital competence provision. Donaldson (2015) stated the importance of all schools being digitally lead due to the rapid change in today's society. Winchester (2019) also agrees as a report from the House of Lords suggested that digital literacy should be the final pillar to a child's education alongside the main pillars of reading, writing, and mathematics, and they suggest that it should be resourced and taught accordingly with all teachers having the training needed to be able to correctly and safely teach pupils.

Gardner (2018) also agrees with the theories behind Successful Futures and digital competences within schools as a new way of teaching as it recognises children learn in different ways, with many schools already implementing these ideas. One of which is Ysgol Gymraeg Y Fenni in Monmouthshire, which has stated that the new curriculum and the way the digital infrastructure has been prepared, has proven to help pupils to be able to prepare for the life within the 21st century (Estyn, 2018). Digital competency can also play a big part in helping those who are visual learners, for instance it has been seen that pupils engage better when using digital technology. Visual learners can also absorb information better from images, drawings, colour and computers or other visual media. This approach to learning can therefore help to allow new creative possibilities and can have an empowering effect for less competent learners (Richland, 2018). 


Conclusion 

Whilst this report has been looking at the positives and negatives towards screen time within schools and out of school, it has become clear there are far more negative reports and opinions than there are positive. However, after much research, it is clear to see that the majority of the negative comments and reports focus on the unknown, the negatives are evident, but with the world of technology ever changing, much of it comes from unknown rather than the actual effects (Gardner, 2018). 
With technology changing at such a fast pace within the community as well as the curriculum. Today’s generation is still very unsure and worried that it is showing negative effects towards children’s health and wellbeing, this however, cannot and             has not yet been proved to be one hundred percent true, yes it has been seen that if used incorrectly and too often it may help towards promoting some factors, just like other factors within our life’s that are not linked to screen time (Evans, 2014).

It may be just more to the fact that people are more reluctant to adapt to the new changes that are taking place within the 21st century, the new changes are, however, a more accessible way to be able to communicate and learn, people are classing it as a negative when this could be more of a positive way forward if people were made more aware.  Not everyone is a people person, some find getting out and communicating face to face difficult, and digital technology can be a better option and helps people to be able to reach out or communicate when needed.  With all the different debates in mind whatever does happen in the near future with technology, it is obvious that the internet is here to stay and is now growing at a more rapid rate than ever before (Pierce, 2019). 
It is therefore important that legislators and educators implement policies that are robust enough to protect children from the any negatives that have been attached to screen time, and to help try promoting a more positive and healthy usage of digital technology for children to be able to have the most benefits as possible (Estyn, 2018).
More information or classes need to be widely available to help teachers, parents and carers to be able to understand the changes to technology and the use of screen time in schools as a result of the new curriculum, as well as what benefits these charges are going to bring to today’s society, but also being able to understand the risks, this may help to understand screen time and what is and what is not too much. 
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