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ACCM SOS: SAVE OUR SERVICES
In an increasingly complex media environment, parents need all the tools they can get to
help them find enjoyable and age-appropriate content for their children. The unwillingness
of state and federal governments to find funding to support ACCM’s award-winningcost-effective and child-development-based movie and app review services sits oddly
with that growing need. The awards given to these services have mainly come from
the child protection sector. Both services supplement the information provided by the
National Classification Scheme, which parents tell us does not provide them with enough
information .
Here’s what will be lost by June 30 if no further funding is found:
KNOW BEFORE YOU GO movie
reviews (now with well over 1000 titles)

KNOW BEFORE YOU LOAD app reviews (now with close to 800 titles)

Since 2002, ACCM has been sending one
of its team of reviewers, (who all have
child development expertise) to each
newly released G and PG movie, and
those M movies promoted or attractive
to children.These reviewers provide a review of content and suitability for different ages. This is done as soon as possible
after the film’s release.

In 2014, the SA Government commissioned ACCM to develop an app review
service with the aim of reviewing the
apps most popular with children, and to
identify those which contained simulated
gambling behaviour. ACCM developed
the review protocols, and engaged reviewers with child development expertise to provide information for parents to
help them choose the most suitable apps
for their child’s age and interests.

Each review contains recommendations
about age appropriateness for each movie, with and without parental guidance;
detailed descriptions of each movie, highlighting content that may be of concern to
parents.
Reviews focus particularly on violent and
scary content as well as highlighting other elements which may concern parents,
such as sexual references, nudity, sexual
activity, coarse language and use of substances within the movie.
These reviews are entered into ACCM’s
Know Before You Go data base online at

childrenandmedia.org.au/movie-reviews

and can be accessed free of charge. There
are now over 1000 reviews of movies,
plus some reviews of ‘golden oldies’ that
are available on DVD or via streaming
services

With over 1.5 million apps available
through app stores, KBYL reviews focus
on game style apps that are most popular with children, and some educational
apps.
Reviewers include positive features such
as learning opportunities, critical thinking and practising specific skills, and
traps such as in-app purchases, themes of
violence, and gambling or simulated
gambling elements, such as ‘loot boxes’.
The need for this service increases with
growing evidence of persuasive design,
and increased gambling elements being
included in many games for children.
Parents really appreciate these reviews
and their detail - the ACCM website
receives around 35,000 visits per month.

Without your support there will be no new reviews from 1 July
PLEASE DONATE NOW
www.trybooking.com/book/event?eid=490715&

ACCM SOS:
SAVE OUR SERVICES

GUEST EDITORIAL:
DO YOU KNOW WHAT IT MEANS
TO MISS OUR REVIEWS?

This important conference, planned
for 3 June in Sydney, will give educators and other children’s professionals,
as well as media producers and policy
makers, direct access to researchers and
experts in children’s healthy development as media users.
Overseas keynote speakers include Dr
Angharad Rudkin (UK). She was the
co-author of Digital Childhood (Kidron
& Rudkin, 2017)*, an important report
that illustrates the implications of digital technologies for children’s chances
of meeting their developmental milestones. Dr Rudkin’s talk to the conference will develop this theme.
Other speakers represent a range of
disciplines including education, psychology, nutrition, paediatrics and
physiotherapy. They will address developmental matters such as posture, obesity, sleep, eyesight, attention, language
and engagement. All sessions include
time for questions and discussions.
There will also be stimulating reflections
by two Australians of the Year, Richard
Harris and Suzanne Packer, with Kim
Le, child psychiatrist and standup comedian, as compere.
This conference is the first collaboration between ACEL and the Australian Council on Children and the Media
(ACCM).
Further information and bookings are
available on the ACEL website at:
acel.org.au/ACEL/ACELWEB/
Events/2019/Children_and_
The_Media/About
*Kidron, B. & Rudkin, A. (2017). Digital
Childhood: Addressing Childhood Development
Milestones in the Digital Environment. United
Kingdom: 5Rights Foundation.

SYDNEY CONFERENCE:
DIGITAL ENVIRONMENTS
& DEVELOPING MINDS
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Until 30 June 2019
ACCM’s movie and app
review services are
supported by grants
from the SA
Government

Do you know what it means to
miss our reviews?
Our guest editorialist this month is Martha
Depasquale who is the co-ordinator of ACCM’s movie
and app review services. She reflects on the value of
these services from a personal point of view.
In these past school holidays, one of my tasks
was to review the movie Dumbo - a live-action
adaptation of the classic 1941 Disney film.
Memories of the original Dumbo are softened by
time and nostalgia, and parents often relish the
opportunity to revisit old favourites with their
own children. A fellow mum at school stopped
me, her five-year-old daughter at her side. They
were planning a date to the movies and thought
Dumbo could be a good option - it’s PG after all, a
kid’s film…what did I think? Talking both to my
friend and to her daughter, I told them about the
really, really sad parts of the film (like when the
baby elephant’s mother is taken away); about the
parts that she might find a bit scary (nightmare
island with its glowing skull and creepy
animals!); and that although some kids might
really enjoy the thrill of director Tim Burton’s
gritty and darkly-coloured version of a Disney
classic, others might find it a bit disturbing. They
listened to it all and, after much consideration,
decided that perhaps Dumbo wasn’t the film for
them. Not today anyhow.
This conversation was poignant for me as it
illustrates perfectly the value of the Know Before
You Go movie review service which provides
the opportunity to make an informed decision.
Parents really do just. The classification PG (or
even G! And don’t start me on M ratings…) is
so broad and inconsistent that you have no idea,
stepping into the cinema, whether what you see is
going to be suitable for your child. Is there going
to be a lot of violence or guns? Are my children
going to be exposed to themes that they are not
ready for yet? Or is there going to be something
in this film that lingers in their nightmares and
disturbs their sleep for months? (Because yes,
that’s just what every parent needs…less sleep!).
Sometimes, it’s as simple as having the ability to
talk to your child about what they might expect
to see when they watch a movie; giving them the

chance to prepare mentally
and feel brave and ready to
be challenged. Or perhaps to
give you the opportunity to
discuss an important theme
or issue with a teenager who
has been to see a film without
you but could really do with
Martha Depasquale
a debrief. Know Before You Go Reviews co-ordinator
movie reviews provide just ACCM
this kind of detailed content
information, and parents stand to lose it when
funding ceases on June 30. A heavy loss indeed.
It’s common for parents to feel frustrated with
the inadequacies of the classification system. One
parent comments:
There have been so many times my young children
have been scared in G rated cartoons/Disney
movies that we no longer take them to the cinema.
We have been caught off guard too many times and
have paid the price of sleepless nights with scared
kids. I would prefer to have information about if a
movie has any scary characters or incidents. I no
longer trust the ‘G’ rating let alone the ‘PG’.
And the frustration certainly isn’t restricted to
parents of very young children. The obscurity
of our classification system is easily exploited:
movies and associated merchandise being
marketed to children much younger than the age
appropriate audience. Another parent writes:
One of the biggest issues is that merchandise is
marketed to children much younger than 15 years
(7 to 10-year-old boys in particular) so they want
to see it. And if the merchandise is for them, as a
parent you kind of think “oh well it is targeted to
them it must be ok ....“
Think Star Wars, Harry Potter - the list goes on. This
is where the problem actually lies.... changing the
rating will do little unless advertising guidelines
change as well.
The potential loss of Australia’s only movie
review service for parents and children leaves us
all a bit further in the dark.

ACCM’s Website
is designed and
supported by

www.gocreate.com.au
ACCM acknowledges
support from the
Romeo Family

childrenandmedia.org.au/movie-reviews
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NEW PUBLICATIONS
ADVERTISING

CYBERBULLYING

Daems, K.; De Pelsmacker, P.; Moons, I.,
2019.
Advertisers’ perceptions regarding
the ethical appropriateness of new
advertising formats aimed at minors.
Journal of Marketing Communications,
25(4), pp.438-456.

Waller, A.P., et al. 2018.
Cyberbullying: an unceasing threat in
today’s digitalized world.
Psychiatric Annals, 48(9), pp.408-415.

Egli, V., et al. 2019.
Viewing obesogenic advertising in
children’s neighbourhoods using
Google Street View.
Geographical Research, 57(1), pp.84-97.
Emond, J.A., et al. 2019.
Exposure to child-directed TV
advertising and preschoolers’ intake of
advertised cereals.
American Journal of Preventive Medicine,
56(2), pp.e35-e43.
Kelly, B., et al. 2019.
Global benchmarking of children’s
exposure to television advertising of
unhealthy foods and beverages across
22 countries.
Obesity Reviews.
Kim, M., et al. 2019.
Effects of e-cigarette advertisements on
adolescents’ perceptions of cigarettes.
Health Communication, 34(3), pp.290-297.
Laestadius, L.I., et al. 2019.
From Apple to Werewolf: A content
analysis of marketing for e-liquids on
Instagram.
Addictive Behaviors, 91, pp.119-127.
Masterson, T.D., et al. 2019.
Food commercials do not affect energy
intake in a laboratory meal but do alter
brain responses to visual food cues in
children.
Appetite, 132, pp.154-165.

CHILD DEVELOPMENT
Ersoy, M., 2019.
Social Media and Children.
In Handbook of Research on Children’s
Consumption of Digital Media (pp. 11-23).
IGI Global
Healey, A. ; Mendelsohn, A., 2019.
Selecting appropriate toys for young
children in the digital era.
Pediatrics, 143(1), p.e20183348.
Tamana, S.K., et al. 2019.
Screen-time is associated with
inattention problems in preschoolers:
Results from the CHILD birth cohort
study.
PloS one, 14(4), p.e0213995.

EDUCATION

In Global Perspectives on Childhood Obesity
(pp. 421-428). Academic Press.
Sugaya, N., et al. 2019.
Bio-psychosocial factors of children
and adolescents with internet gaming
disorder: a systematic review.
BioPsychoSocial Medicine, 13(1), p.3.

Bird, J., 2019.
How children engage with provided
technologies in early childhood
settings.
In Digitising Early Childhood.
Cambridge Scholars Publishing.

Wang, Z., et al. 2019.
Females are more vulnerable to Internet
gaming disorder than males: Evidence
from cortical thickness abnormalities.
Psychiatry Research: Neuroimaging, 283,
pp.145-153.

Bouck, E.C., et al. 2019.
Using technology to educate
young children with and without
disabilities.
Educating young children with
and without exceptionalities: New
perspectives, p.119.

MEDIA CONTENT

Chiang, F.K., et al. 2019.
Design and development of a
safety educational adventure game.
International Journal of Emerging
Technologies in Learning, 14(3).
Ricci, J.; Breitinger, F.; Baggili, I.,
2019.
Survey results on adults and
cybersecurity education.
Education and Information Technologies,
24(1), pp.231-249.
Scharrer, E., 2019.
Teaching about media violence.
The International Encyclopedia of Media
Literacy, pp.1-10.
HEALTH

Goldstein, T.R.;Alperson, K., 2019.
Dancing bears and talking toasters:
A content analysis of supernatural
elements in children’s media.
Psychology of Popular Media Culture.
Denner, J.; Martinez, J., 2019.
Children and youth making digital
media for the social good.
In Civic Engagement and Politics: Concepts,
Methodologies, Tools, and Applications (pp.
946-965). IGI Global.

VIDEO GAMES
DeCamp, W., 2019.
Parental influence on youth violent
video game use.
Social Science Research.
Lobel, A., et al. 2019.
Gaining a competitive edge:
Longitudinal associations between
children’s competitive video game
playing, conduct problems, peer
relations, and prosocial behavior.
Psychology of Popular Media Culture, 8(1),
p.76.

Amendola, S., et al. 2019.
The relationship between difficulties in
emotion regulation and dysfunctional
technology use among adolescents.
Journal of Psychopathology, 25(1), pp.10-17.

Santos, M.F., et al. 2019.
Hands up! Atypical defensive reactions
in heavy players of violent video games
when exposed to gun-attack pictures.
Frontiers in Psychology, 10, p.191.

Beyens, I.; Nathanson, A.I., 2019.
Electronic media use and sleep among
preschoolers: evidence for time-shifted
and less consolidated sleep.
Health Communication, 34(5), pp.537-544.

Verheijen, G.P., et al.2019.
The influence of competitive and
cooperative video games on behavior
during play and friendship quality in
adolescence.
Computers in Human Behavior, 91, pp.297304.

Hegde AM, et al. 2019.
Effect of electronic gadgets on the
behaviour, academic performance and
overall health of school going childrena descriptive study.
J Adv Med Dent Scie Res 2019;7(1):100-103.
Jordan, A.B., 2019.
The role of media in childhood obesity.

VIOLENCE
Barranco, R.E., Rader, N.E.;Trinh, M.T.,
2019.
Ticket sales and violent content in
popular movies.
Deviant Behavior, pp.1-13.

WORLD NEWS
New WHO guidelines on screen time
Children under five should spend less time
restrained in prams and seats or sitting
watching screens, get better quality sleep
and have more time for active play, if they
are to grow up healthy, according to new
guidelines issued by the World Health
Organization (WHO).
The new guidelines on physical activity,
sedentary behaviour and sleep for children
under 5 years of age were developed by a
WHO panel of experts. They assessed the
effects on young children of inadequate
sleep, and time spent sitting watching
screens or restrained in chairs and prams.
The WHO experts also reviewed evidence
around the benefits of increased activity
levels. Their guidelines state that babies
should be placed on their stomachs on the
floor for at least 30 minutes every day and
not be seated for more than an hour at a
time. Children aged from one year to two
should spend at least two hours a day being physically active.
Infants three months or younger should
rest for between 14 to 17 hours a day, while
those aged four to 11 months should get 12
to 16 hours of sleep. .
The panel concluded that infants should
have no screen time and children aged 2 to
4 should spend no more than an hour a day
in front of a screen. This advice focuses on
passive viewing - children being placed in
front of a TV or computer screen or handed
a tablet or mobile phone for entertainment.
The authors say that the guidelines are
aimed at tackling child inactivity, a leading
risk factor for global mortality and obesity-related ill health. However they stressed
that quality sedentary time spent in interactive non-screen-based activities with a
caregiver, such as reading, storytelling,
singing and puzzles, was seen as important
for child development.
who.int/news-room/detail/
24-04-2019-to-grow-up-healthychildren-need-to-sit-less-and-play-more

Report on digital play in
6-12 year olds
A US team of developmental and cognitive psychologists and learning experts
have published a report on digital game
play and app use among 6-12 year olds.
The authors of the report say that this age
group comprises a large percentage of the
pre-adult population that plays and uses
these media forms. Surprisingly, however,
this age range remains under-studied with
regard to the impact of their interactive
media use as compared to young children
and adolescents.

EVENTS

The report considers what is known and
not known about the impacts of such play
on cognitive development and learning.
The authors recommend target research
areas to maximize child educational outcomes, best practices in schools, and policies for developing effective educational
games and apps for this group of children.

National Families Week
15-21 May 2019
nfw.org.au
**************
Digital environments
& developing minds

onlinelibrary.wiley.com/doi/
full/10.1002/sop2.3

3 June 2019
Sydney Masonic Centre,
Goulburn St, Sydney NSW

Electronic games and social
development.
Electronic games are popular and many
children spend much time on this activity. Recent Norwegian research investigated whether the quantity of time children
spend on gaming is related to their social
development. The researchers claimed that
this was the first study to examine this relationship in children.

acel.org.au/ACEL/ACELWEB/
Events/2019/Children_and
_The_Media/About.aspx

****************
Early Childhood Australia (ECA)
National Conference
From vision to action

They examined prospective relationship
between time spent gaming and social
competence in a community sample of 873
Norwegian 6 year olds who were followed
up at ages 8, 10, and 12. controlling for socioeconomic status, body mass index, and
time spent gaming together with friends.
The results revealed that greater social
competence at both 8 and 10 years predicted less gaming 2 years later and that more
age‐10 gaming predicted less social competence at age 12 but only among girls.
When looking at boys only, the study found
that time spent gaming did not affect their
social skills and competence at any time
point. the authors suggested that this could
be because gaming is an integrated in boys’
play culture, and so plays an important
part of boys’ socialization, while girls who
play a lot of games are more isolated from,
or less accepted by, their peers.
onlinelibrary.wiley.com/doi/
full/10.1111/cdev.13243

London junk food ads ban
A ban on promotions for unhealthy food
and soft drinks on trains, buses, boats and
trams across London has come into effect.
The ruling covers food such as softdrinks,
chocolate bars, and cheeseburgers. Large
companies who regularly advertise on
public transport such as McDonald‘s and
Cadbury are only able to feature their
healthier products on any advertising they
want to run.
It is hoped that the move will help families by reducing the exposure of children to
such advertising
www.bbc.com/news/ukengland-london-47318803

Hotel Grand Chancellor,
Hobart, Tasmania
25–28 September, 2019
ecaconference.com.au
*****************
The Mental Health and Wellbeing
of Young People 2019
Generation Next seminar series
in all mainland state capitals
and Canberra
generationnext.com.au/seminars/
generation-next-seminars/

SUPPORT ACCM
ACCM is a national, community-based,
not-for-profit organisation. We rely on
your generous support to continue our
work
You can support us by:
•
•
•
•
•

Becoming a member
Making a donation today.
(Donations of $2 or more are tax
deductible).
Providing a link to our website, or
mentioning our services, on your
website or in your publication.
Writing to your local and federal
Members of Parliament.
Liking us on Facebook or
following us on Twitter

For more information see:
childrenandmedia.org.au/accm/
support-us

