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In this essay we are going to highlight how media influences people’s behaviours nowadays, in a positive or negative way, mentally, physically, and emotionally and how it is impacting our day-to-day lives.
 We will start by analysing the roots and the role of media, how it developed and changed throughout the years and understanding the impact.  What role does media play in our lives? And more important what role does media play in the lives of children and adolescents? 
This research will focus on modern media and especially the internet, which has dynamically invaded the lives of children and especially adolescents. An "invasion" that tends to become sweeping, as technology advances by leaps and bounds, having entered a dizzying and clearly irreversible trajectory.

The roots and the role of media 
Many engineers and researchers along the decades have contributed to the greatest invention of the twentieth century, the television. The first discoveries in this field were made by Europeans in 1930s, in 1936 the British Television Society began regular broadcasting television programs through BBC. After WWII television developed rapidly. The first broadcast in United States took in 1939 and European states started falling behind and, in this field, American Model took over. The media family grows by another member, the television which will have a great impact into our lives.
The role of the media is to inform, educate and entertain the public, therefore has an important role in the society and it helps in organising the public opinion positively or negatively. But the media has not only positive functions and parts but also some dysfunctions that Melvin L. DeFleur notices. Some examples are that the media stimulates the delinquency, contributes to moral degradation or to the dormancy of political consciousness, influences how people look at the world, oppress or lower the public views. 
Technology is here to stay, people worry about its use by younger people, and everyone worries about the negative impacts into our lives. 

Media
By "Media" we mean both the traditional media, such as radio and television, or the print media (newspapers, magazines), and the more modern, the media that are the achievements of the latest technological developments, such as mobile phones, and the internet.
There is not many teenagers today who do not have a mobile phone and who do not use the internet to some extent. Mobile phones, in addition to text messages, offer the ability to send picture messages and photos, web browsing, e-mail and video recording. Modern mobile phones allow a stable internet connection.
All teenagers communicate with friends and acquaintances via mobile phones. The mobile phone is something like an extension of their body, it accompanies them everywhere. They communicate with their mobile phone, make friends, argue, and flirt. The risks involved in using mobile phones are like those of the internet, which will be presented below. 
The internet is an attraction for minors and adults. The number of users is growing, internet is allowing us to discover amazing features, it is covering an important part in our social and psychological needs. For the teens is also fundamental in their identity formation.
Teenagers use the Internet much more than children, but the age of Internet use is declining rapidly (Wartella, Vanderwater, & Rideout, 2005). Children are introduced to the achievements of new technologies from an early age and usually know much more about them than adults. They know the world of computers from preschool age, through educational games and programs.
From the first grades of elementary school, they begin to explore the internet and are encouraged by their teachers to look for information on it on a topic. The internet offers many possibilities. Children learn how to get in contact with the world, knowledge, and information.
A child who does not know how to use a computer and who does not have access to the internet will be considered - if not already considered - digitally illiterate, will be possessed by a kind of "disability". Especially during adolescence, we notice that more and more children become attached to a computer, which is often a substitute for friendships or relationships with the opposite sex. Kids are more adept and well-informed about the use of technology than their parents, which has raised significant concerns about this change (Tapscott, 1998). Most research to date has looked at the effect of the media on the behaviour of children and adolescents, just as it has been with television. However, the peculiarity of the internet is that the people who use it are not just viewers, as is the case with television, but they act. Numerous teens prefer the Internet over other media, such as the telephone, television, and radio. When online, they engage in a wide range of activities, including their educational courses, video games, online shopping, and social networking.
The internet expands the good and the bad, as the volume of information it provides is enormous, invading various sources – most of them uncontrollable – and it can either be positive, when the sources of information are valid, or negative, when the sources are false. 
The "virtual world of social networking" is attractive, but also dangerous. The dangers of the internet are well known: child grooming, online bullying, racism, xenophobia, violence, e-gambling.
As for the violence that is projected, we constantly see children in internet cafes playing electronic games that are characterized by a lot of violence, where the winner is the one who kills the most opponents, usually with the emphasis of "good" who neutralizes the "bad". In addition, the number of websites of extremist and racist organizations has increased dramatically in recent years.
Research shows that teens use the internet for the following main reasons: a) to communicate with other teens, b) as a new cultural tool, through which norms are developed that are passed on to new generations of users, constituting an unlimited range of options, c) as a new source of knowledge, a huge virtual complex network of networks, which contributes drastically to their cognitive development (Hayman, 2016).
Internet is being used by adolescents for social purposes (Roberts, Foehr & Rideout, 2005). Research shows that in the past the internet was used mainly for entertainment, today it is used for interpersonal communication (Valkenburg, & Peter, 2007).The internet today raises awareness about the identity, sexuality, self-worth and it suggests another way of communication (perhaps more frequent and popular).
Some people believe that by watching movies with violent content, TV shows or playing violent video games we can project our natural aggression in a passive way. We suppress the anger, and we do not feel that we must be aggressive in our relationships with other people. Other cases have showed that exposure to violence through the media has contrary effect on people. They argue that seeing harsh and violent scenes in the media, can make us more aware of society and as a result it makes them more violent.
Charles R.Wright adds two more dysfunctions of the media: the creation and maintenance of panic or of a catastrophic image of the economic, social and political situation.
Exposure to aggressive television programs influences aggressive behaviour in children (Anderson et al,2003). In a study of national television, Wilson et al. (2002) found that 99% of children’s cartoons with superheroes contain violence or a violent act occurs every 4 minutes. Many of the acts of violence are justified and even rewarded, which sends a message that aggression is accepted.
The exposure of media influences aggressive behaviour and research focuses on physical form of violence. Linder and Gentile (2009) found that children are exposed to indirect forms of aggressions in media from popular television programs and that it is connected to increased levels of aggression in 10-11 years old. Coyne and Whitehead (2008) found that all Disney-produced films show forms of indirect aggression that is generally presented in a way that is difficult to imitate. Evidence suggests that this exposure has an impact in the development of aggression in children and in addition exposure to verbal violence was associated with the manifestation of it.
Psychologists have done many studies on this subject and have some theories about the role that media violence plays in people's behaviours. 
Researchers and behaviour phycologist have tried to prove the fact that children are influenced by external factors, they imitate, and they act from what they see leading them to the so-called learning observation.
Albert Bandura (1961), in his experiment "Bobo Doll" and in further studies he observed that children that have seen violent behaviour from their parents tend to attack a doll. Social behaviour as aggression can be learned by children imitating the behaviour of others. His study is one of the most important and is the one of the basic hypotheses for the effect of media violence, aggression on children. Based on that theory in 2006 a study, lead by development psychologists L. Huesmann and Laramie D. Taylor of the University of Michigan, shows that violence seen in media is a threat to public health and leads to violence and aggression in the real world both on children and adults. Their research showed with a strong evidence that children of all ages provoke aggressive behaviour with classmates or even teachers at school, that can also lead to bullying. This exposure is associated with destructive behaviour, lack of social and communication skills, impulsive control skills, inappropriate language that could lead to lifelong consequences.
The most common and important factor that contributes to children’s violent behaviour, is when they are exposed to “justified” means of violent behaviour via media exposure.
However, many "developmental psychologists" disagree with the findings of the experiments, arguing that the projection of violence in the media and in video games does not cause violent behaviour. Other argue that regardless of age, people can distinguish between reality and virtual reality, and in turn reduces their level of aggression by engaging in playing virtual games.
Other studies were conducted in public schools where students were being observed playing in classrooms and then they were being examined in report of their behaviour after playing violent video games. There was a correlation between who played violent video games and children who exhibited some form of "delinquent behaviour," but this only applies to a minor part of children who have already shown aggressive characteristics.

The psychological effects of media on our children 
Violence on television can have effects on children's aggression. Following destructive programs can lead families to use aggressive behaviour in various life situations. Josephson did an experiment in 1987 in which he exposed a group of boys to aggressive movies and a group to non-aggressive movies before a game of hockey. Boys who watched aggressive movies tended to use more aggressive gestures than those who did not watch such movies. However, if children are exposed in childhood to the violence presented in the media, this exposure can lead to the development of long-term aggression. Huesmann, Moise, Podolski and Eron discovered in 2003 that those children who are exposed to a lot of violence on television in their youth, they are more prone to aggression during childhood, adolescence and even adulthood. Children are very vulnerable to violence in the media because they are still developing their attitudes and beliefs about aggression.
 The interest in aggression has increased a lot lately. This interest is not only evident in the numerous researches published but also in very popular books, successful Hollywood, as well as in highly publicized shows, "Oprah ”And“ Dr. Phil ”being some of the most watched shows on this topic.
 Although it seems impossible, physical aggression occurs very early in children, around the age of 2 and a half, long before speech is so developed that the child can use verbal aggression.
 Relational aggression is in a way unique in the way it manifests itself over time. In preschool children, relational aggression is direct and simple, a very good example would be when a child tells his colleagues that they will be invited to his birthday party only if they do certain things to deserve this invitation. Also, at this age the verbal form of aggression tends to be simple, the gossip usually taking place right in front of the subject being talked about. As we age, aggressive strategies tend to become more complex, as children begin to take advantage of the benefits of manipulating relationships.
Everything our children hear or see early in their lives affects them in some way and that is also a case for media. As parents we should limit their exposure to violence and to televisions show for their best interest. Although is one of the most common form of entertainment in our current times. Significant exposure to violence in the media increases the risk of aggressive behaviour in some children, trigger people to violence and make them suppose that the world is a place scarier than it is, making them hostile. That leads to normalizing violence and aggression and this could lead to a difficulty of change later in life.
However, no research has been able to demonstrate either the positive or negative effects of violent media coverage of violent scenes. The fact is that as parents we need to be more suspicious and careful about the programs our children attend.
In conclusion, parents need to acquire "media literacy", both for themselves and for the guidance of their children. "Media education" or "media education" refers not simply to the knowledge of the handling of the Media, but to the knowledge of their rational handling. The media and the internet are now an important part of our lives. For this reason, the proper use presupposes knowledge of the dangers that lurk, constant information, vigilance and active treatment of the difficulties and problems that arise from our involvement with it.
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