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Both positive and negative in new
media use report
A new report from US based Common
Sense Media - Zero to Eight: Children’s Media
Use in America 2013 - indicates significant
changes in children’s media environments
and behaviour since their 2011 report (Zero
to Eight: Children’s Media Use in America).
Parents of children ages 0 to 8 across the
U.S. were surveyed about their family use
of media, ranging from books and music to
mobile interactive media like smartphones
and tablets.
On average, young children are spending
less time with screen media than they
were two years ago, and the organisation
claims that this is the first evidence that
the coordinated and persistent efforts of
parents and public health advocates to
reduce children’s screen time are having
an impact.
However, the total amount of time that
babies spend with all forms of screen
media has not decreased – despite
recommendations from the American
Academy of Pediatrics to discourage screen
time in the first years of life.
As adults increasingly turn to using mobile
devices, so do their children. Over the past
two years, the shift has been dramatic.
Among families with children age 8 and
under, there has been a five-fold increase
in ownership of tablet devices such as
iPads, from 8% of all families in 2011 to
40% in 2013. The percentage of children
with access to some type of “smart” mobile
device at home (e.g., smartphone, tablet)
has jumped from half (52%) to threequarters (75%) of all children in just two
years. Among children under 2, the survey
found, 38 per cent had used mobile devices
like iPhones, tablets or Kindles - the same
percentage as children 8 and under who
had used such technology in a similar
survey two years ago.
Tablets, in particular, have become far
more common. Forty per cent of families
now own tablets, up from only 8 per cent
two years ago, and this year’s survey found
that 7 per cent of the children had tablets of
their own.
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However, despite the dramatic changes of
the past two years, television still reigns
supreme in children’s media lives. It is the
medium children use most frequently, by
far: nearly six out of 10 children (58%) watch
TV at least once a day, compared to 17%
who use mobile devices on an everyday
basis, 14% who are daily computer users,
and 6% who play video games every day.
http://www.commonsensemedia.org/
research/zero-to-eight-childrens-mediause-in-america-2013/key-finding1%3A-young-kids%27-mobile-accessdramatically-higher

AAP: revised policy statement on
Children, Adolescents, and the
Media
According to a revised policy statement
by the American Academy of Pediatrics (AAP), Children, Adolescents and the
Media, released October 28 at the AAP
National Conference & Exhibition in
Orlando, the digital age is the ideal time to
change the way we address media use.
The AAP advocates for better and more
research about how media affects youth.
Excessive media use has been associated
with obesity, lack of sleep, school problems, aggression and other behavior issues.
A recent study shows that the average 8-

to 10-year-old in the US spends nearly 8
hours a day with different media, and older children and teens spend more than 11
hours per day. Children who have a TV in
their bedroom spend more time with media. About 75 percent of 12- to 17-year-olds
own cell phones, and nearly all teenagers
use text messaging.
The AAP policy urges pediatricians to ask
two questions at the well-child visit:
•
•

How much time is the child spending
with media?
Is there a television and/or Internetconnected device in the child’s bedroom?

And to take a more detailed media history
with children or teens at risk for obesity,
aggression, tobacco or substance use, or
school problems.
As the media landscape continues to evolve
at a rapid pace, the AAP calls for a federal
report on what is known about the media’s
effects on youth and what research needs
to be conducted. The AAP calls for an ongoing mechanism to fund research about
media’s effects.
The policy can be found at
http://pediatrics.aappublications.org/
content/132/5/958.full

Adelaide seminar
Daytime Nighttime Screentime:
Getting the balance right!
A presentation for parents and all who work with or
care for children (toddlers to teens)
7.30-9:30 pm Monday 11 November, 2013
Cowandilla Primary School
21 Jenkins Street, Cowandilla SA, 5033
Tickets $20.00
Bookings online at: www.trybooking.com/DUDZ
Attendance certificates available
More information: www.childrenandmedia.org.au
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The Interactive Games and Entertainment
Association (IGEA) has released its Digital
Australia 14 (DA14) report. This would appear
to be the last in a series that began in 2005.
Principal author Jeffrey Brand (Bond University)
says that these reports began “to widen the
conversation about games and tackle stereotypes
that prevented an understanding.......that
computer games were a popular medium “that
had become normalised and valued. He says
that the first report “conveyed the reality that
Australia is a nation of game lovers who enjoy
playing games on a sporting field and on the
screen”.
The 2014 report certainly glows with pride
about gaming: ”computer and videogames are
everywhere”; 98% of homes with children have
a device for playing games; 65% of Australians
play video games; 91% of gamers say games
are mentally stimulating; 83% say games are
educational. Games have given many memories
of having fun times; brought couples together
and improved problem solving ability .
There are downsides that can be gleaned from
DA14:
•

The highest percentage of gamers is
found among 11-15 year olds (96%)
followed by 5 to 10 year olds (87%).

•

Only 54% of parents are familiar with
parental controls for game systems.

Video games and war crimes
The International Red Cross and Red Crescent
Movement has publicly stated its interest in the
implications of video games that simulate realwar situations and the opportunities such games
present for spreading knowledge of the law of
armed conflict.
The committee believes that rules on the use
of force in armed conflict should be applied to
video games that portray realistic battlefield
scenes, in the same way that the laws of physics
are applied.
The ICRC is suggesting that these games should
include virtual consequences for people’s actions
and decisions. Gamers should be rewarded for
respecting the law of armed conflict and there
should be virtual penalties for serious violations
of the law of armed conflict, in other words war
crimes. This already exists in several conflict
simulation games. Game scenarios should not
reward players for actions that in real life would
be considered war crimes.
http://www.icrc.org/eng/resources/documents/
film/2013/09-28-ihl-video-games.htm

•

An adult is present only
60% of the time when games
are purchased for children.

•

Only 44% say classification
has a lot of influence on games
purchased for children.

Barbara Biggins
OAM
Hon CEO

We also need to note that a gamer
was a person who indicated “yes”or
‘no” that they play computer or video games on
any device. Play Angry Birds once and you are
a gamer??.
There are problems with playing violent
computer games, and to playing for many hours
that, of course, don’t get a mention here. But the
evidence of harm is growing.
Writing about the 2014 report, Brand claims that
“the moral panic over …music, films, television
and games is now moving on to social media
and the Internet.” Among those who closely
follow the research on the impacts of all these
media, there has never been a “moral panic “,
merely well placed concern that careful selection
of media experiences are needed to protect
children’s health and wellbeing.
The full Digital Australia Report, key findings,
an Infographic and a presentation by Jeff Brand
can be found online on the Interactive Games and
Entertainment Association (IGEA) website at:
http://www.igea.net/2013/10/
digital-australia-2014/

New research from the New Zealand
Classification Office
Young New Zealanders are one of the groups
most affected by the decisions of the NZ
Classification Office.
A set of new research reports explores teenage
perceptions of potential harms from content
in films and games, and the systems that
regulate and restrict access to certain content.
The research is divided into three components:
•
•
•

Young People’s Perceptions of Media Content:
A Literature Review
Survey of Young People’s Perceptions of the
Classification System
Young People’s Perceptions of the
Classification System and Potential Harms
from Media Content: Discussion Group
Findings

The three reports are available on the NZ
Classification Office website:
http://www.classificationoffice.govt.
nz/classification-in-nz/research-by-theclassification-office.html
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NEW PUBLICATIONS
ADVERTISING
Martinez, E; Angel Nicolas, M; Salas, A
Gender representations in advertising of
toys in the Christmas period (2009-2012).
Comunicar, No. 41, Pp187-194
Schwartz, MB; Kunkel, D; DeLucia, S
Food marketing to youth: Pervasive,
powerful, and pernicious.
Communication Research Trends , Vol.32,
No. 2, Pp4-13

text message (SMS) feedback approach.
International Journal of Consumer Studies
37, 250–256

MEDIA EFFECTS – SOCIAL
Pagani, L et al
Early childhood television viewing and
kindergarten entry readiness.
Pediatric Research, Vol.74, No. 3, Pp350355

Powell, LM; Harris, JL; Fox, T
Food marketing expenditures aimed at
youth: putting the numbers in context.
American Journal of Preventive Medicine,
Vol.45, No. 4, Pp453-461

Common Sense Media 2013
Zero to eight: Children’s Media Use in
America 2013
http://www.commonsensemedia.org/
sites/default/files/research/zero-to-eight2013.pdf

Weatherspoon, L.J.et al 2013.
Consistency of Nutrition
Recommendations for Foods Marketed to
Children in the United States, 2009–2010.
Preventing Chronic Disease 10.

Wisenblit, JZ; Priluck, R; Pirog, SF
The influence of parental styles on
children’s consumption.
Journal of Consumer Marketing, Vol.30, No.
4, Pp320-327

Dietz, W.H., 2013. New Strategies To
Improve Food Marketing To Children.
Health Aff 32, 1652–1658.

Baird, Barbara
National virtue and the media
sexualisation of children’s discourse in
Australia.
Sexualities, Vol.16, No. 5-6, Pp651-664

Borzekowski, D.L.G., Cohen, J.E.,
2013. International Reach of Tobacco
Marketing Among Young Children.
Pediatrics 132, e825–e831

COMPUTERS & INTERNET
Korchmaros, JD; Ybarra, ML; et al
Perpetration of teen dating violence in a
networked society.
Cyberpsychology Behavior and Social
Networking , Vol.16, No. 8, Pp561-567
Katz, Carmit
Internet-related child sexual abuse: What
children tell us in their testimonies.
Children and Youth Services Review ,
Vol.35, No. 9, Pp1536-1542

MEDIA EFFECTS – HEALTH
Busch, V; Manders, LA; de Leeuw, JRJ
Screen time associated with health
behaviors and outcomes in adolescents.
American Journal of Health Behavior,
Vol.37, No. 6, Pp819-830
Steffen, L.M.et al 2013.
Relation of adiposity, television and
screen time in offspring to their parents.
BMC Pediatrics 13, 133.
Nathan, N., Zeitzer, J., 2013. A survey
study of the association between mobile
phone use and daytime sleepiness in
California high school students.
BMC Public Health 13, 840.
Bech-Larsen, T., Grønhøj, A., 2013.
Promoting healthy eating to children: a

Liu, Ru-De; Shen, Caio-Xia; A; et al
Children’s Internet information seeking,
life satisfaction, and loneliness: The
mediating and moderating role of selfesteem.
Computers & Education, Vol.68, Pp21-28
Burkhart, KM; Knox, M; Brockmyer, J
Pilot evaluation of the ACT Raising Safe
Kids program on children’s bullying
behaviour.
Journal of Child and Family Studies, Vol.22,
No. 7, Pp942-951
Danovitch, JH; Alzahabi, R
Children show selective trust in
technological informants.
Journal of Cognition and Development ,
Vol.14, No. 3, Pp499-513
Kelly, Y., Kelly, J., Sacker, A., 2013.
Changes in Bedtime Schedules and
Behavioral Difficulties in 7 Year Old
Children.
Pediatrics 2013–1906.
Simpson, B., 2013. Challenging
childhood, challenging children:
Children’s rights and sexting.
Sexualities 16, 690–709.
Theodosiadou, S., Markos, A., 2013.
Attitudes of preschool teachers in
Northern Greece on children and TV
viewing.
Australasian Journal of Early Childhood 38,
36.

VIDEO & COMPUTER GAMES

Sorensen, Estrid
Violent computer games in the German
press.
New Media & Society, Vol.15, No. 6,
Pp963-981
McKernan, Brian
The morality of play: Video game
coverage in the New York Times from
1980 to 2010.
Games and Culture, Vol.8, No. 5, Pp307329
Brand, J et al 2013
Digital Australia 14, IGEA
http://www.igea.net/wp-content/
uploads/2013/10/Digital-Australia-2014DA141.pdf
Bosley, John J
Gauging engagement in video games:
Does game violence relate to player
behaviour? Report on a study.
Interacting with Computers , Vol.25, No. 4,
Sp. Iss. SII, Pp284-286
Hollingdale, J; Greitemeyer, T
The changing face of aggression: the
effect of personalized avatars in a violent
video game on levels of aggressive
behaviour.
Journal of Applied Social Psychology ,
Vol.43, No. 9, Pp1862-1868

CONFERENCES
Growing Up in Australia
and Footprints in Time:
LSAC and LSIC Research
Conference
13-14 November 2013
Rydges Hotel
Melbourne
http://www.growingupinaustralia.gov.
au/conf/2013/

........................................
Honoring the Child,
Honoring Equity 13:
Narratives of Equity
15-16 November 2013
University of Melbourne,
Melbourne
http://web.education.unimelb.edu.
au/yrc/honoring_equity_conference/
index.html

AUSTRALIAN COUNCIL ON CHILDREN AND THE MEDIA
Membership/Subscription Application
Tax Invoice
Name: ___________________________________
Organisation: ___________________________________
Address: ___________________________________
___________________________________
___________________________________

Membership rates(renewable on July 1st each year)
Organisational

National
State
Individual

New membership
Renewal
small screen subscription
Donation (tax deductible $2 & over)
Total
Payment by:

Donations to ACCM of $2 or more are tax deductible
Fax: 61.8.8376 2122

Helpline: 1800 700 357

info@childrenandmedia.org.au http://www.childrenandmedia.org.au

cheque
bank transfer - BSB: 06 5109 ACC: 10008669
credit card online - www.trybooking.com/CXIM

WORLD NEWS
US study - 1 in 10 young people
have perpetrated sexual violence

Nearly one in 10 young people report
being a perpetrator of sexual violence
— either coercing or forcing some type of
sexual contact upon another, according to
a new US study that suggests a connection
between such behavior and being exposed
to violent X-rated material. Of the 9% who
reported being perpetrators compared
with the rest who weren’t, 17% of the
perpetrators had looked at violent or Xrated material in the past year, compared
with 3% of the non-perpetrators.
The research, published online in the
journal JAMA Pediatrics, is based on data
from 1,058 young people aged from 14 to
21 collected in 2010 and 2011 by the Center
for Innovative Public Health Research, a nonprofit organization based in California. It
is part of the center’s ongoing Growing up
with Media study, which began in 2006.
Ybarra ML, Mitchell KJ, 2013. Prevalence
rates of male and female sexual violence
perpetrators in a national sample of
adolescents. JAMA Pediatrics

Digital citizenship

MediaSmarts—a Canadian centre for digital
and media literacy—has launched a series
of digital citizenship resources. Stay on
the Path: Teaching Kids to be Safe and Ethical
Online is a new program for parents and
teachers to teach young people to be ethical
online citizens.
The bilingual program teaches young
people to respect people’s privacy (by not
oversharing), respect people’s feelings
(by not bullying) and respect people’s
property (by understanding copyright and
plagiarism).

$66.00
$66.00

In Australia
Outside Australia
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Tel: 61.8.8376.2111

$210.00
$75.00
$55.00

small screen subscription (for non-members)

___________________Postcode:________
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$Aus (inc GST)

The program includes a four-lesson unit
on search skills and critical thinking; a selfdirected tutorial that examines the moral
dilemmas that young people face in their
online activities and strategies for dealing
with them; and three tip sheets for parents
on how to teach kids to be safe and ethical
online.
http://mediasmarts.ca/stay-pathteaching-kids-be-safe-and-ethical-onlineportal-page

Bedtime and behaviour

According to a study of more than
10,000 children carried out by University
College London (UCL), children with
irregular bedtimes are more likely to
have behavioural problems – including
hyperactivity, problems with peers and
emotional difficulties. They may also
demonstrate symptoms similar to jet lag.
For children who go for longer periods
without a regular bedtime, there is a more
pronounced impact, caused by disruptions
to natural body rhythms that can cause
sleep deprivation. This in turn has been
found to undermine the way the brain
matures and children’s ability to behave
well.
However, the impact of erratic sleep
patterns was found to be reversible: parents
who started putting their children to bed at
consistent times noticed an improvement
in their behaviour, as did teachers.
Kelly, Y et al (2013) Changes in Bedtime
Schedules and Behavioral Difficulties in
7 Year Old Children Pediatrics published
online October 14.
http://pediatrics.aappublications.org/
content/early/2013/10/09/peds.2013-1906.
abstract

KIDS’ TV
A selection of children’s programs
screened on TV during the period
ABC 1
Backyard
Science;
Play
school;
Five
Minutes More; Daniel Tiger’s
Neighbourhood;
Half
Moon
Investigations; Me and my Robot.
ABC 2
Thomas and Friends; Elmo the Musical;
Sesame Street; Chuggington; Play
School; Bookaboo; Mofy; Mouk; Mama
Mirabelle’s Home Movies; Mister Maker;
Joe & Jack; Little Charley Bear; Pingu;
Louie; Thomas and Friends; Fun with
Claude; Humf; Laura’s Star; Octonauts;
Peter Rabbit; Q Pootle 5
ABC 3
Kid vs Kat; Kaeloo; Oggy and the
Cockroaches; Stoked; Almost Naked
Animals; League of Super Evil; Gawayn;
Erky Perky; Tracey McBean; Old Tom;
Pixel Pinkie; Nono Forest; I Got a Rocket;
Sea Princesses; BTN Extra; A World of
Wonders; Ocean Girl; Animalia; Mortified;
Dani’s House; Astro Boy.
SEVEN
Saturday Disney; Mickey Mouse Club
NINE
Bubble Guppies; Dora the Explorer
TEN
Wurrawhy; Totally Wild
NICK JNR
Go, Diego, Go!; Little Bill; Maurice
Sendak’s Little Bear; Ni Hao Kai-Lan; Miss
Spider’s Sunny Patch Friends; Yo Gabba
Gabba; Olivia; Julius Jnr; Tickety Toc;
Peppa Pig; Max and Ruby; Lalaloopsy
DISNEY CHANNEL
Jake and the Never Land Pirates; Tree
Fu Tom; Slim Pig; Alpha Breaks; Stanley;
Sam Sandwich; Jungle Junction; Doc
McStuffins; Fuzzy Tales; Wordworld;
Abadas; Chloe’s Closet.

