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  It seems paradoxical that the modern risk sciences that enable us to predict and control threats to our well being also produce an immobilizing sense of anxiety that surrounds those threats (Furedi, 1997). In our risk society, consumers are both more aware of the health and environmental risks they face and more uncertain about what they can do to avoid them. This seems particularly true of the myriad daily lifestyle choices related to their children's health that Canadians make in a growing atmosphere of fear, anxiety and confusion. Of these lifestyle risks, some of the most difficult to manage and control are those associated with children's increasingly sedentary lifestyles -  especially the time they spend consuming commercial media. Media researchers believe there are two good reasons for linking children's media saturated lifestyles to developmental issues such as academic achievement, poor reading skills, youth aggression and overweight children (Kline 2000; Anderson et al.,2001; Amisola &  Jacobson, 2003; Zuckerman & Zuckerman, 1985):

1) Because of what children learn while watching or playing; commercials filled with high fat foods and snack foods are commonly seen by children watching television. 

2) Because using media can displace other activities like homework, active play, and peer and family interaction which might provide healthier choices for children.

Children who watch more television will obviously be exposed to more violent acts, more high fat or sugar food commercials, and also encounter the idealized and anti-social role models offered in programming and commercials more frequently. Moreover, they will have less time to read, to do homework, to play with their peer groups and learn social skills, and to engage in healthy activities like sports and games. ). Yet after over thirty years of studying the complex impacts of heavy media use on children, social  and familial determinants of media consumption remains poorly understood Van den Bluck and Van den Burg 2001; Kline 2001).  

Media and Aggression: Media Consumption as a Safety Risk Factor  

Of the various risks discussed in the scientific literature, the media's role in the socialization of aggression has been the most studied, and  perhaps the most controversial. In light of available empirical evidence most health professionals now recognize media as a safety risk factor because heavy media use among children is associated with peer aggression (American Psychological Association 2001; American Pediatrics  Societies 2001; Huston et al., 1992). But scientists note that the risks associated with heavy media use are not uniformly experienced. Not all children who watch a steady diet of violent entertainment are aggressive or anti-social because media risks interact with other risk factors such  as class, community crime and family dysfunction. Because there are so many mitigating circumstances involved in children's media use -  such as familial rules, location of technology, modelling, critical dialogue, dietary practice, and activity levels- these media risk factors are hard  to estimate and the models of these interactions are complex (Eron, 1996). 

For example, it has been established that family guidance can influence the amount of time spent watching, the programming preferences  children develop, and their identification with aggressive role models, all of which in turn can contribute to the socialization of aggressive and  anti-social behaviour (Collins et al.,1981; Desmond, 1990; Nathanson & Cantor, 2000; Kline & Stewart, 2000). In this respect, Garbarino (2001) notes that studies of "developmental assets indicate that for asset-rich children, the risk of aggression can be  low while among asset-poor children the risk is high." Assets are found throughout the social ecology of the child, family, school, neighborhood, and community. The rates of significant violence  are 6% for kids with 31 to 40 assets bracket, 16% for those with 21 to 30, 35% for those with 11 to 20, and 61% for those with 0 to 10  (Garbarino,2001).    

Surgeon General reports:  Risk and opportunity accumulate, which is why, as Garbarino suggests, "an accumulation-of-risk model is essential if we are to understand  where televised violence fits into the learning and demonstration of aggressive behavior." Moreover, these community assets imply  possibilities of addressing developmental risks through community-based interventions. The Surgeon General's (2001) report summarized  the controversial evidence concerning the media's contribution to youth aggression in the following way:  "Research to date justifies sustained efforts to curb the adverse effects of media violence on youths. Although our knowledge is incomplete, it  is sufficient to develop a coherent public health approach to violence prevention that builds upon what is known, even as more research is  under way. Unlike earlier Federal research reports on media violence and youth (National Institute of Mental Health, 1982; U.S. Surgeon  General's Scientific Advisory Committee on Television and Social Behavior, 1972), this discussion takes place within a broader examination  of the causes and prevention of youth violence. This context is vital. It permits media violence to be regarded as one of many complex  influences on the behavior of America's children and young people. It also suggests that multilayered solutions are needed to address  aggressive and violent behavior."    

Longitudinal studies:  A recent well-designed longitudinal study published in Science confirmed the importance of these environmental factors as predictors of  youth aggression (Johnson et al., 2002). Yet these researchers noted that even after controlling for other factors known to contribute to  aggressiveness in young people "like childhood neglect, growing up in an unsafe neighbourhood, low family income, low parental education  and psychiatric disorders" there remain "significant associations between television viewing during early adolescence and subsequent  aggressive acts against other persons" later in life (Johnson et al, 2002). The relationship is strongest among young boys who watch a lot of  television: whereas 45% of the boys who watched television more than 3 hours per day at age 14 subsequently committed aggressive acts  involving others, only 8.9% of boys who watched television less than an hour a day were aggressive later in life. Unfortunately, because  longitudinal studies are expensive, we are only beginning to understand how these various mitigating and disposing circumstances contribute  to the media's long-term influence on children's social development.          

Fitness and Obesity: Media Consumption as a Health Risk Factor

Health scientists have long known that childhood obesity is one of the least understood but fastest growing health issues around the world  (Leung 1994; Deitz 1991; duToit & van der Merwe, 2003; Guldan, 1999). According to recent studies, 25% of American children, 16% of  Russian children, and 7% of Chinese children ages 6 to 18 are either overweight or obese (Hope 2002). The child obesity rate is 10.6% in  Chile (Guldan, 1999) and 16% in both Thailand and Saudi Arabia (Macdonald, 1999). In Canada, there is escalating alarm at the growing  numbers of overweight and obese children identified in health surveys (Tremblay & Willms, 2000; Katzmarzyk, 2002; Andersen 2000;  DeMont & Hawaleska, 2002). Stories about the "obesity epidemic" are now featured in the news with increasing frequency and ever growing  alarm. 

Studies in the USA have revealed significant increases in BMI for children under 4 years of age, especially over the last 10 years (Dietz &  Gortmaker, 2001; Flegal, Carroll et al., 2002). Researchers warn that obesity is often associated with "cardiovascular risk factors such as  hypertension, high cholesterol levels, and abnormal glucose tolerance" which have sizeable long term consequences for the health care system  (Birmingham et al., 1999; Ebbeling, et al., 2002), yet the "immediate consequences of overweight in childhood are often psychosocial"  including bullying and depression (Ogden, Flegal et al., 2002). Pediatricians have also cautioned the public that obese children experience an  increased risk of diabetes, heart disease, orthopedic problems, chronic inflammation and many other chronic diseases and psychological  problems such as negative self-image and low self-esteem (Andersen, 2000; Ebbeling et al., 2002; Kiess & Bottner et al., 2003). 

Fast food culture:  Recent authors note that overweight is associated with both physical inactivity induced by childhood fascinations with television viewing and  the worldwide promotion of fast food culture. (Jeffery & French, 1998; French et al., 2001; Chatterjee, 2002; Ebbeling et al.,2002; Coon &  Tucker, 2002; Schlosser, 2001). Media use can become a risk factor in obesity to the degree children habitually snack while watching, or if  their media consumption displaces more healthy and active leisure pursuits (sports, play, work), or if the media exposes them to role models  and messages that convey unhealthy lifestyles. Noting that 10% of 2-through 5-year-olds were overweight, while more than 15% of  6-through 19-year-olds were overweight, recent studies suggest that childhood obesity involves learned risk factors that increase with age and  is then sustained through life (Ogden, Flegal et al., 2002). Because these rates have increased recently in many developed countries, it is also  believed that the obesity epidemic arises from children's increasingly inactive lifestyle and high fat/ carbohydrate diets (Dietz 1996; Dietz  1998). 

Sedentary Lifestyles:  A number of U.S. scientists have found evidence that children's sedentary lifestyles are largely linked to excessive media use (Faith, Heo et  al., 2001), both in its own right or in interaction with other mitigating familial variables like diet and family modelling which increases the  likelihood of inactivity and a high fat and sugar diet among many young people (Taras, Sallis et al., 1989; Anderson, Huston et al., 2001;  Crespo, Smith et al., 2001; Burggrat, 2001). Most of this attention is directed to television (TV) viewing, which has been associated with  childhood obesity in both cross-sectional and longitudinal studies" (Faith, Heo et al., 2001). Research conducted by Crespo et al. (2001) has  also suggested that "(t)elevision watching was positively associated with obesity among girls, even after controlling for age, race/ethnicity,  family income, weekly physical activity, and energy intake". Not surprisingly, researchers regularly find that obesity rates are lowest among  children who consume less than 1 hour a day of television. Our own analysis from the Youth Risk Behaviour Survey (2001) of over 13,000  U.S. teens, provides estimates of the developmental risks associated with heavy television viewing: those who view more than 4 hours per day  are both significantly less active (sports participation and workouts) and are overrepresented in the overweight group (24.5%), compared with  moderate (19.7%) and light (15.2%) media consumers. In Canada too, where children spend 22 hours a week watching television at home,  there is escalating alarm that the growing numbers of overweight and obese children identified in health surveys are linked to their media  consumption (Andersen, 2000). 

Bedroom Culture; Increased access in secluded places:  It is widely believed that the influx of digital media into the home will only amplify the public debates about children's sedentary lifestyles. As  Kline and Botterill (2001) note, the trend of placing media in a child's bedroom tends to decrease supervision of media consumption by  parents while increasing the amount of time children spend playing, watching and listening. One group of researchers argues that "access to  computers increases the total amount of time children spend in front of a television or computer screen at the expense of other activities,  thereby putting them at risk for obesity" (Subrahmanyam, Kraut et al., 2000). In the USA there has been growing focus on the presence of  media in the bedroom: "Almost 40% of children had a TV set in their bedroom; they were more likely to be overweight and spent more time  (4.6 hours per week) watching TV/video than children without a TV in their bedroom" (Dennison, Erb & Jenkins, 2002). Moreover, it has  become apparent that the Internet exposes children to new safety risks associated with cyber-stalking and email bullying (Media Awareness  Network, 2001). In Canada, 30 minutes using the Internet and an hour of video game play has been added to the 22 hours per week children  spend watching TV.    

Exposure to Advertisements:  TV is still at the heart of this debate because it remains the pre-eminent channel for childrens marketing. In the course of their entertainment  viewing, TV presents children with a constant stream of lifestyle advertising, much of it in children's programming for fast foods, snacks, and  sugary cereals (Saelens, Sallis et al., 2002; Lewis & Hill, 1998). By watching TV for 2.3 hours per day, children are exposed to over 20,000 advertisements per year, most of them for snack and fast foods (Gentile & Walsh, 2002). With Channel One beamed into over 30,000 schools, U.S. children are exposed to upwards of 1,000 ads in school. Given current trends in youth marketing of fast foods and video  games, heavy media consumption may be expected to compound the inactivity of the digital generation by exposing them to more and more  'unhealthy lifestyle' messages and unsuitable lifestyle models in advertising. Can it be assumed that children under the age of twelve are  capable of making risk-informed lifestyle choices when they devour their happy meals and drink their colas (Kincheloe, 2002)? 

Impact on Body Image:  The body images projected in advertisements rarely reflect childhood norms (Wolf-Bloom, 1999; Field et al., 1999). As Irving et al. (2002)  note: "Children and adolescents may be exposed to conflicting messages regarding food- and weight-related issues from family members  and from society-at-large as they are encouraged to maintain a thin body while being exposed to numerous opportunities to overeat (e.g., to  'supersize' a food order at fast-food restaurants)" (Irving & Neumark-Sztainer, 2002). Although the impact of food and diet advertising on  children's attitudes, self esteem and behaviour is poorly understood it is generally hypothesized that children who rely on media as their  dominant form of entertainment will be less active, exhibit poor dietary knowledge, and develop preferences for high fat and carbohydrate  diets. They may also lack self-esteem, have fewer friends and develop inappropriate body images. 

Policy Context: limitations in current risk communication approaches 

Since the rapid diffusion of television during the 1950's, the ill effects of children's increasingly media saturated lifestyles have been  matters of intense public controversy (Barker & Petley, 2001). Yet as in so many cases, public perceptions of lifestyle risks to children are  among the most distorted (Kasperson, 1992; Furedi, 1997). One reason is that journalistic coverage of the health and safety risks to children  tend to be sensationalized (Sorenson, S. B., Peterson Manz, J. G. et al., 1998). For example, news reporting has tended to overstate the mortality risks associated with spectacular school massacres at Littleton and Taber, while understating the levels of bullying, peer aggression  and anti-social behaviour youth face (Maguire, B., Weatherby, G. A. et al., 2002; Dorfman, L., Woodruff, K. et al., 1997). Murray (2001) finds that while news reporting of youth aggression is sensationalized, the actual coverage of the scientific findings about media effects has tended to understate and poorly explain the evidence linking heavy media consumption to peer aggression. Thus the public controversy over media effects serves only to increase the anxiety parents feel about raising their children in a media saturated world. 

Failure of Regulations:  In spite of parental support to provide a legislated buffer zone against media violence and children's marketing, the trends are towards growing de-regulation of media and greater responsibility placed on parents to manage those media risks (Kline 1993, 2000). Even much trumpeted technological solutions such as the V-chip have proven of limited value in reducing children's exposure to violent programming  (McDowell & Mailtland, 1998; Roberts, 1998). There has been strong public support for regulation of children's advertising (Montgomery, 1998). The European Community, for example, recently considered extending the laws governing the advertising of cigarettes and alcohol products in prime time TV to other product categories like fast foods - or banning children's advertising entirely (Hansen et. al., 2002).  However, increasingly, regulation of the promotion of risky products (from cigarettes, spirits, video games, prescription drugs), even to children, finds protection in constitutional guarantees of free speech (Kunkel, 1990). Moreover, because lifestyle risk campaigns (i.e. Speak Out Against Violence) are mostly distributed through commercial media channels, they can be swamped by popular culture and lifestyle  marketing messages. It is hardly surprising, therefore, that although the public experiences deep anxiety about the media, they perceive that very little can be done about the risks associated with their children's heavy consumption, other than regulation (Coulter & Murray, 2001).  

Need to Study Media as Risk Factors:  Moreover risk communicators have largely ignored children themselves. Although it was once hoped that media would provide them with a  "window onto the world, fifty years of studying children's media indicates that children growing up in the media saturated household  develop patterns of media consumption which are entertainment oriented rather than information seeking. Children rarely follow the news or watch educational programs, preferring to spend their time in front of the television watching drama, general entertainment and sporting  programmes. So too, despite initial optimism about the digital generation, it is increasingly clear that the Internet is primarily used by children  for entertainment, play and social communication (Media Awareness Study 2001); the information children seek through networked  computers pertains to their leisure interest in music, sports, games and celebrity gossip, more than it does to homework assignments or health  information. The chat room gossip exchanges are more likely to talk about Britney Spears' clothes than her work-out routine. In short, children’s media use is unlikely to help them understand the risks they encounter while using the media. 

Communicating about Media Related Lifestyle Risks to Parents and Children 

Realizing the magnitude of these lifestyle risks, health promotion professionals have called for high profile campaigns targeting sedentary lifestyles and excessive media consumption to be directed at both adults and children (Klein, Brown et al., 1993). Yet some health educators doubt that the current medical channels for health promotion can be effective on their own. However interested parents are in understanding risks associated with children's sedentary lifestyle, the medical information is available long after their children's media use patterns are well established. Moreover, as Irving and Neumark-Sztainer (2002) suggest, the tendency among medical professionals is to treat media risks in a fragmented way: "Despite the fact that obesity, eating disorders, and unhealthy weight loss practices are cultivated in the same cultural context, for the most part these problems are regarded as distinct, with different origins, courses, and approaches to prevention and treatment."  Although "the evidence linking media exposure to these health outcomes is well-documented and accepted by many pediatricians,” researchers state "it is troubling that so few pediatric training programs examine the potent risk factors of media exposure" (Rich & Bar-on,  2001). Because pediatric information is directed at parents, they find their children do not always share their concerns about media use. 

Social Marketing:  Noting the extensive resources devoted to public health promotion campaigns directed at youth (anti-smoking, anti-drugs, etc.), critics of  social marketing approaches have developed campaigns to counteract the sedentary lifestyle risks associated with heavy media consumption  using 'subvertorials' (e.g. Adbusters). Yet health promotion professionals know that advertising campaigns are only marginally effective in reducing smoking or drug taking -- which represent lifestyle choices which are subject to peer group pressure (Bloor, 1999). Even high  profile campaigns such as the 1994/1995 Canadian Association of Broadcasters' 10 million dollar 'Speak Out Against Violence and the  1996/1997 Violence: You Can Make a Difference, have had marginal effect on public attitudes, behaviour or policy. Without funding on a  scale of anti-smoking, anti-drug, and AIDS awareness campaigns, it is unlikely that advertising campaigns will prove very effective in  reducing media risks, let alone counter-balancing the impact of unhealthy lifestyle information presented in children's advertising. 

Risk Communication and Risk Reduction Programmes:  A less tried strategy for risk communication involves the development of risk communication and risk reduction programmes which use community channels for health risk communication (Maccoby et. al., 1977; Dietrich, 2000; Maxwell, 2002; Hanlon & Richards et al., 2002).  One study found that increasing physical activity through family involvement was a more effective means of health education: "finding that  children who are reinforced for reduced sedentary behavior do not simply substitute one sedentary behavior for another but reallocate a  certain portion of time to other physical activities" (Faith, Heo et al., 2001). Other researchers have developed a media education prevention program called "New Moves" which teaches critical viewing skills to girls (Neumark-Sztainer et al., 2000). These researchers suggest that a  media literacy/advocacy approach helps children to become critical consumers through discussions of issues like "body dissatisfaction,  weight preoccupation, and preferences for high-fat food products, all of which will help to prevent the establishment of unhealthy eating  practices " (Irving & Neumark-Sztainer, 2002). Although the programme focuses classroom discussion on the child's eating and lifestyle choices in a way which identifies "role models of all shapes, sizes, and diverse backgrounds... as well as discussing ways of coping with pressures to diet (e.g., teasing, discrimination based on weight), it also builds social support from family, peers, and others into the learning activities (Irving & Neumark-Sztainer, 2002). This integrated approach targets the peer group as a whole, by helping both unaffected and  affected individuals understand eating-related issues, healthy lifestyle choices, and issues of body image attempting to lessen "pressures (e.g.,  from peers, media, family) to engage in unhealthy behaviors" (Irving & Neumark-Sztainer, 2002).    

Pilot Studies: Thomas Robinson Media Risk Reduction Strategy 

Recognizing the pivotal role that television and video games increasingly play in children's lives, and the significant costs associated with their related health risks, Dr. Thomas Robinson, at the Medical Center of Stanford University, remarked how little effort has been expended on reducing these health and safety risks associated with media use. Robinson reasoned that if heavy media consumption increases the risks of obesity then reducing use should lessen those risks. His team developed an in-school media education program for young children in grades 3 and 4, which not only communicated about these health risks but challenged children to limit their total media use (films, TV, and video games) during one month. The programme promoted media use time budgeting and selective viewing or playing as well as providing a media education programme that extended over 18 weeks. Early lessons included self-monitoring and self-reporting of television, videotape, and video game use to motivate children to want to reduce the time they spent in these activities. Newsletters designed to motivate parents to help their children stay within their time budgets were distributed to parents; theses also suggested strategies for limiting television, videotape, and video game use for the entire family.  The Stanford team not only found that this media education program successfully promoted reduced media use resulting in less aggression  and bullying on the playground (Robinson et al., 2001) but also noted a slowing in weight gain among test schools where the programme  was delivered (Robinson, 1999). 

In a carefully controlled experiment, these researchers found that at the end of this eight month study, children in the intervention group had reduced their TV viewing by about one-third and their ratings of peer judged aggression were about 25 percent lower than those at the control school. The reduced media consumption school also engaged in about half as many verbally aggressive behaviours - such as teasing, threatening, or taunting their peers - on the playground when compared with students at the control school. Both boys and girls benefited from the intervention curriculum, and the most aggressive students, according to the study, experienced the greatest drop in combativeness. Comparing students in the media education group with those at the control group also showed reduced risk of obesity (measured by BMI and skin fold), although there was no evidence of more active leisure. In short this study demonstrated that  targeting media use in the primary classroom provided a viable way of intervening in the cluster of interrelated developmental factors  associated with a sedentary lifestyle.  

Towards a Canadian Risk Reduction Demonstration Project: Robinson's promising research indicates that targeting media consumption through the schools may be a highly effective strategy for  reducing the interacting sedentary lifestyle risks to playground aggression, overweight and inactivity among children. However Robinson’s pilot study did not address the various other risk factors and mitigating circumstances or community assets that are known to support risk communication as well as reduction. With the help of the Crime Prevention Community Mobilization Fund of Canada, the Media Analysis Laboratory at Simon Fraser University is currently piloting a community risk reduction strategy in North Vancouver focused on improving school safety. This strategy targets elementary children (grades 3-6) because they are in the process of forming their sedentary lifestyle practices, are subject to peer influence, and because parental concern and involvement in media use or its alternatives is highest. The goal of this study is to make children and parents at the pilot schools more aware of media risk factors and more willing to participate in a media reduction week challenge.  We are proposing herein to turn this pilot project into a formative evaluation of a community based media risk reduction strategy that uses educational channels to target families. Our overall goal was to develop, conduct and evaluate a community health promotion initiative that demonstrates whether family focused community risk reduction strategies can increase parental awareness of sedentary lifestyle risks, reduce the time children spend using media, increase their active leisure and promote healthier eating. The research was conducted in three stages:  Stage 1 involved the preparation and analysis of sedentary risks and mitigating factors survey;  Stage 2 involved the design, production and delivery of lifestyle risk education to parents and students; and  Stage 3 involved the evaluation of risk reduction treatment based on a comparison of changes in risk knowledge and sedentary risk factors  and health status in the target families. 

Stage 1: We began this project with a risk factor survey that examined the relationship between children's media use and preferences and the various risk factors associated with sedentary lifestyles. Of primary interest in this phase of the study was exploring the role that gender, family involvement and demographic patterns play in media consumption, attitudes and activity levels associated with  sedentary lifestyle risk  factors (inactivity, dieting, feelings of hostility, identification with aggressive heroes, fast and fatty food preferences,  snacking while watching etc.) . A take-home parental survey explored the degree to which parents are concerned about sedentary lifestyle risks to their children and what they are capable of and willing to do about these risk factors. 

Stage 2: After this risk assessment phase, the project team designed and delivered a media risk education programme through the test schools which volunteered within North Vancouver district. Since we know that providing information about risks will not necessarily be sufficient to change media consumption, eating and active leisure practices of children, this risk communication strategy developed 6 media education units (e.g. adapted from Robinson, Bar On, Irving and others) covering safety and health related risk factors (what makes a hero, bully-victim roles, fast food advertising, body image issues, etc.). Pamphlets and a website supported by parental information sessions and workshops discussing family mitigation factors (arranged with the North Vancouver Parent Advisory Council) to support the classroom curriculum which communicated what is known about sedentary lifestyle risk factors (and ways of mitigating them such as removing media from the bedroom, enforcing media use rules, stopping snacks while watching, using community resources) to families. We worked with various health and safety agencies where possible, to ensure that community support for alternatives (in public spaces, after school groups, recreation centers as well as sports and fitness groups) were available for children who choose to limit their media consumption practices. 

Stage 3: The third stage of the study undertook a systematic evaluation comparing pre and post health status, risk factors and family attitudes and practices in our treatment schools. 
Pilot Project Participants
Our curriculum was developed to be used in the elementary school system. The pilot project consisted of eight classes of students for a total of 178 students, 91 male students and 87 female students. The students were selected from four different schools in the community of Deep Cove in North Vancouver, British Columbia. The students ranged from grade 2 to grade 6. Parental participation was an important element of the project as well, so information packages, pamphlets, surveys and newsletters were sent home throughout the project.

Project Results

Part 1;  MEDIA SATURATED LIFESTYLE                                                                                                      
1.1 Access to the Television Media
The data was gathered by means of diaries and questionnaires. Of the 178 students in the eight participating classes it was found that there were 124 completed diaries containing sufficient data for analysis. For this group, access to television in the home was nearly universal, with only one female student without a television.  

Most households had 2.5 televisions. On average the male students had 2.49 (S.D (1.22) television sets in their home and the female students had on average 2.58 (S.D (1.02) television sets. 41 % of the male students in fact had three or more television sets, with 11 % of the boys having five sets in their home, and for the girls 48 % had three or more, but only 5% of the girls had five or more television sets. 

1.2 Access to Video game console in the home

The implementation of new media into the home recently may be seen as an important element in the increasing media saturation of children's lives.  Of this primary sample, 72% of the students replied that they did have access to a video game console in their home.  There was the usual gender division in access to gaming with 84% of the male students and 60% of the female students having access to gaming consoles in the home.  

1.3 Computer access in the home

With market pressures to provide children with computer literacy skills and with the growing availability of games and on-line entertainment, computers rival video game consoles in the new media stakes. Computer access in this sample was unexpectedly high for such young students compared with evidence from other studies. Surveys often suggest that access to computer and Internet increases with the age of the child.  A report in Education quarterly review (2000) indicated that 90% of Canadian 15-year-old students had access to new technology such as computers at home.  Our results indicated that 94% of the sample had access to a computer at home and there was no significance difference between girls and boys access in the home. Indeed almost 40% of families have more than one computer, although girls had slightly fewer computers in the home compared with the boys.

2.0  TIME SPENT WITH MEDIA 

Based on their diaries over four days the following chart represents the average minutes spent using each medium on a daily basis. It must be remembered that although not every child uses each medium, this represents the time spent for the group as a whole

Chart 2.0 Mean time spent with media
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The data also indicated that the mean time spent using all media (for the four weekdays they completed the media diaries) was 217 minutes for the students.  

Table 2.1  Mean time spent with the media
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3.0   RITUALIZATION OF MEDIA USE

3.1 Television Viewing Habits
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Excessive use of television has been linked to sedentary lifestyles and obesity because children displace active leisure with watching and ritually snack while viewing.  Studies in the USA indicate that in 42% of meals eaten in the home by elementary children in Houston were consumed in front of the television set (Children's Nutrition Research Center at Baylor College of Medicine, 1999).  For this reason, we asked students to indicate if they watched television while eating breakfast, lunch or dinner.  Table 1.0 suggests that 61% of the male students and 53% of the female students watched television while eating breakfast.  Gender does not seem to be an issue in either the breakfast or the lunch time viewing habits, but there seems to be a larger percentage of boys watching television during dinner time, with 52% of the boys compared with only 38% of the girls engaging in television viewing while eating dinner. 

Table 3.1  Eating while watching Television
	
	BOYS
	GIRLS

	Do you watch TV while eating______?


	% of boys 
	N
	% of girls 


	N

	Breakfast
	61.4
	54
	52.5
	42

	Total
	
	88
	
	80

	Dinner
	52.3
	46
	38.0
	30

	Total
	
	88
	
	79


*dinner-- 1 sided sig=  .045

It is not surprising with the popularity of morning cartoons that over 50% of the students watched television while eating breakfast.  Our study sought to explore further the media use patterns by asking the question 'what is the first thing you do in the morning?"  Table 3.2 suggests that 24 % of the boys and 21 % of girls watched television first thing in the morning. 16% of the boys played electronic games in the morning before school as well. Reading was a far less common morning ritual.

Table 3.2 Morning Activities
	
	BOYS


	GIRLS

	What do you do first thing in the morning______?


	Morning activities


	N
	Morning activities


	N

	Watch TV


	23.8
	20
	20.5
	32

	Play Videogames/ Play Computer Games


	15.5
	13
	0
	0

	Reading


	2.4
	2
	3.8
	3

	Total
	
	84
	
	78


4.0 BEDROOM ACCESS

It became important to assess how much of the elementary student population currently has access to media in their bedrooms. Bedroom culture has become an important element in understanding the patterns of media saturation in a child's home environment around the world.  The results of a 2001 BC Teen Media Audit suggested many of the students had access to televison sets but a digital divide still existed among boys and girls in the study with boys having twice as many video games, computers and internet access than the girls (Kline & Botterill, 2001).  This recent study will once again examine media access among the genders to see if the divide still exists among students in BC. 

Graph 4.0      Do You Have Access To Media In Your Bedroom? 
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4.2 Television Bedroom Access

Our current study indicated that, one quarter of primary students has access to a television in their bedrooms.  

4.3 Video Game Bedroom Access

0ur study suggests that 17% of respondents also have access to video games in their bedrooms.  Of those students with gaming systems elsewhere in the home, 49% reported their consoles were kept in their living rooms, and 19% students responding that their console were in their basement. 

4.4 Computer Bedroom Access 
Children seem to have slightly more access to computers in their bedrooms compared to videogames for this study sample. In our sample, 24 % have access to a computer in their bedroom and again this is equally distributed between both the male and female students. 

Table 4.4 Access to computers in the bedroom according to grade level
	
	Percent of students with access 


	N
	total

	Grade 2/3
	17%
	3
	18

	Grade 3
	15%
	3
	20

	Grade 4
	31%
	14
	45

	Grade 5/6
	24%
	9
	38


*represented in percentage

4.5 Multiple Media Access in the Bedroom  

Concern has been expressed that multiple media in the bedrooms increases the child’s sedentary lifestyle options while reducing the ability of parents to know about and regulate children’s use of the various media because consumption happens in isolation.  Our sample reveals that while 25% have one screen medium, 14% have more than one medium.
Table 4.6  Minutes spent with media for student with media in their bedrooms and for those with media in their home.

	
	TV
	Gaming
	Computer entertainment
	Computer homework
	Reading

	
	Boys


	Girls
	Boys
	Girls
	Boys
	Girls
	Boys
	Girl
	Boys
	Girl

	Bedroom Access
	324
	315
	209
	138
	22
	48
	13
	31
	112
	123

	Total Access
	312
	290
	149
	74
	33
	51
	17
	30
	107
	161


Our sample also indicated that the mean time for viewing television and playing electronic games was slightly higher than for those students with media in their bedrooms.  Using the computer for homework did not however show the same results, and mean time spent reading was slightly higher for boys and lower for girls with media in their bedrooms.  
Part 2;  SOCIAL CONTEXT OF MEDIA USE

5.1 Who do you watch television with?

Styles of family viewing may vary dependent on the age of the children and the family structure.  Our research suggests that less than 5% of the students watched television with their parents whereas 39% watched alone. 35% of the students reported that watching with siblings was the next most common pattern.  Parental co-viewing was quite low with only 3% of the boys and 2% of the girls viewing with their mothers and 3% of the boys and none of the girls viewing with their fathers. 

Graph 5.1  Television watching habits
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5.2 Parental Concerns about Media
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Styles of television mediation vary greatly among families, with the majority of families adopting a laissez faire attitude to media even for young children. A recent study of media use in American homes  examined rules in the home and the results indicated that there was a "lack of parental involvement in the television program selection process", infrequent use of co-viewing as a mediation technique and that family characteristics, such as birth order and number of children, may cause inefficient enforcement of rules (Schmitt, 2000).  Further studies on parental involvement indicated that mothers and fathers might often contribute to an the inconsistency seen in the enforcement of media related rules in the home because of varying degrees of concern with regards to their child's media use (Kline and Stewart, 2000).  

Although parents claim to strictly monitor and co-view with children, evidence from children reveal that the child does not often acknowledge this.  Valkenburg, Krcmar et al. (1999) developed a scale of assessment for styles of television mediation; instructional mediation, restrictive mediation and social co-viewing which our study sought to use to understand the family dynamics of media consumption within North Vancouver homes.

5.3 Parental Worries About television access

Parents were asked their concerns with television.  Previous studies have indicated that mothers of grade 6 students were most concerned about the television programming or content available to their children (Schmitt, 2000).  The North Vancouver parents seemed to be most concerned with violence and adult content in the programs available to their children.  75 % of the 65 parents felt that violence worried them the most; 69 % of parents also stated that adult content was a concern.  These two main concerns did not show any significant gender differences, whereas concerns about displacement of other activities (sports, reading, and family) were significantly less for boys 26% than girls 52%.  

Graph 5.3  Parental concerns with child’s television viewing habits
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5.4 Parental Worries about Video Game Playing

Schmitt's (2000) study also indicated that the mothers of boys were more likely to be concerned with violence in video games compared with the mother of girls.  Our study indicated that 66% of the parents were also concerned with the level of violence in video games while 45% were worried about the displacement effect video games may have on their children's leisure activities.  Compared with television, fewer (37%) were concerned about exposure to adult content and few associated video game play with sedentary lifestyle issues. In our study there was little difference among the parents of the boy and girls students with the exception of the sedentary lifestyles risk associated with excessive video game play. 

Graph 5.4 Parental concerns with their child’s video game playing habits
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5.5  Parental worries about computer use 
A 1999 report on the Internet and the family indicated that "the rush to connect the Web to American homes is happening despite parents' substantial insecurity" (Turow, 1999). Those concerned with the Internet often feared that the exposure of their family to the contents of the web would interfere with their family values, would cause isolation and could increase the likelihood of anti-social behaviour in their children (Turow, 1999).  Our study indicated that compared with other media, parents were most concerned with adult content on the computer and Internet 52 %, 38% with violence, and  26 % with the displacement of other activities. 

Graph 5.5  Parental concerns with their child’s computer use habits
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As in the Media Awareness Study, a few parents also expressed specific concerns about chatrooms and cyberstalking; there concerns were that as their child got older this might be more of an issue.  

PART 3: THE DYNAMICS OF MEDIA REGULATION IN THE HOME 


Given their concerns many parents monitor and try and establish rules for media use within the home. Styles of mediation vary greatly from family to family, including direct rules to anything goes. The most common rules pertain to the length of time spent viewing or the programme content that parents regard as appropriate.  Television may also be used as a reward for completion of chores or homework or a privilege that may be taken away if these activities are not completed as a means of punishment. In this section we examine the part played by family mediation from both the parents and the students’ point of view.

6.0 PARENTAL RESPONDENTS; TELEVISION RULES AND REGULATIONS 

6.1 TV Rules and Regulations

Research on media use in the home and American families indicates that mothers often consider regulating their children's media use in an effort to reduce the negative effects they feel are associated with excessive media use (Schmitt, 2000).  Our research suggested that 96% of the parents in the survey had rules regarding television viewing in their homes.  

6.2 Rules Relating to Time Spent with Television
Schmitt (2000) also found that television rules diminished with age.  The grade 3 students in her study were limited to only one to two hours per day of television a day with restrictions decreasing on weekends.  Of the 70 parents who responded to our media survey, many suggested that rules relating to the type of shows and the content they watched were of most concern and became the basis of their rules and regulations in the home.  Time spent viewing was seen as the second most common regulation stipulation and finally completion of homework was seen as the least important element in their television viewing regulations.    

Television Related Rules
Table 6.2 

	
	Time spent with television
	Content on the television
	Homework completion before television viewing

	
	Boys
	
	Girls
	
	Boys
	
	Girls
	
	Boys
	
	Girls
	

	
	
	N
	
	N
	
	N
	
	N
	
	N
	
	N

	Students
	40%
	25


	40%
	24
	30%
	19
	33%
	20
	46%
	24
	35%
	39

	Total
	
	63
	
	60
	
	63
	
	60
	
	63
	
	60

	Parents
	73%
	29


	83%
	25
	83%
	33
	87%
	26
	65%
	26
	73%
	22

	Total
	
	40
	
	30
	
	40
	
	30
	
	40
	
	30


7.0 PARENTAL RESPONDENTS; VIDEO GAME RULES AND REGULATIONS 

Much like television rules, our results suggest that 80 % of the 70 parents had rules in their home regarding their child's video game playing.


7.1 Rules Related to Time Spent playing Video Games

Of the 70 parent respondents 67% had rules relating to time spent playing games on the home video game consoles.  Previous video game research found similar evidence with parents reporting time related rules most frequently, yet often they were not explicitly stated rules, rather their time allotment was often a result of the child's good or poor behaviour during the day (Schmitt, 2000).  

Our research also indicated that 59% of the parents had rules relating to completion of homework, and 54 % of the parents stressed content as an important element guiding their television rules and regulations in the home.  Research dealing with parental rules has indicated that often parents fear violent content in video games and will forbid their children from trading games with friends as a means of monitor game content more closely (Schmitt, 2000).   

8.0  PARENTAL RESPONDENTS; COMPUTER RULES AND REGULATIONS  

Researchers have argue that the Internet will become an integral part of children's lives and parents will need to learn more about the consequences of their child's involvement with this new technology.  This involvement may often cause the current rule and regulations to be alternated and shifted to meet the new demands of the wired world (Turow, 1999). Our survey found that of the 70 parents surveyed 83 % stated that they currently have computer related rules in their homes.   

8.1 Rules related to Time spent on the computer

Much like the concern over time spent on the video games, many parents responded that time was also a factor with their children's computer use, 60% of the male student's parents and 70% of the female students' parents suggesting that their rules regarding computer use in the home dealt with the time spent using the new medium.  

8.2 Rules related to Content on the computer

With the use of the Internet comes an increased freedom of exploration into a variety of fields or topics often unattainable to children before the introduction of this new medium.  Parental responses indicated that over half of the parents were worried about their child's exposure to content with 64% of the 70 parents responding that they monitored and developed regulations to promote more appropriate content usage on the computer.  

8.3 Rules related to completion of Homework and computer use

A fewer number of parents suggested that completion of homework was a major component of their computer rules and regulations in their home. Only 57% parents had rules that required their children to first complete their homework before access to the computer was granted.   

9.0 STUDENTS’ PERSPECTIVE ON MEDIATION
9.1 Rules for Television Viewing 

The BC Teen Media Audit suggested that approximately 40% of the teen's media use was not monitored or restricted by any rules or regulations in the home (Kline, 2001).  The students in our study were also asked whether they had rules relating to television. 62% of the boys and 76% of the girls reported they did. For boys, however, rules declined significantly as they grew older, 89% to 52% for the grade five/six boys.  The girls showed no variance in rules. The students with access to television in their bedrooms had a slightly lower frequency of rules with 59% of students reported they had rules for its use compared to 72% without bedroom access.   

9.2 Rules relating to Time spent with Television 

Our results indicate that only 40% of students had rules relating to the length of time they could spend viewing television programmes. For those with TV’s in the bedroom this rule was only reported by 21% of the children. 

9.3 Rules relating to content of the programme  

Television shows may be seen as highly regulated because of children's ease of accessibility to inappropriate shows and parental fears about violence and adult material. Qualitative data from 2 of the 7 mothers interviewed revealed that their child's nightmares caused the mothers to become more concerned with programme content and programme choices in the home.  Yet, less than half the children stated they had content rules, with 52% of the boys and 48% of the girls claiming that their parents didn’t really care what shows they watched.  Those students who had TV in their bedrooms were less likely to report content rules (22%).

9.4 Rules relating to completion of Homework

The homework rule was the one that most children reported. 46% of the boys and 65% of the girls claimed they had to complete homework and chores before they could watch television.  As with other rules, those with TV in their own rooms are less likely to report this rule.

Table 9.4  Rules related to Homework and Television viewing habits
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9.6 Percentage of Students Disobeying Television related rules 

Classroom discussion during the project prompted discussions of access to media in the home and preferences for media programmes and games.  The informal discussions revealed that 11 grade 3 students were not allowed to watch The Simpson, yet 6 of these students did, one student in particular claimed he watched this show in his basement and without his parent’s knowledge.  

Knowing the rules does not always mean obeying them. 48% of the boys and 25% of the girls admit that they sometimes ‘cheat’ and watch television when they are not permitted to do so.  Analysis reveals that 50% of the younger boys and 59% of the older ones admit to disobeying rules.

Graph 9.6 Percent of students who 'cheat' and watch TV when they are not allowed to


[image: image7.wmf]Total Percentage of Students 

Asked Who Watch TV When 

They are Not Supposed to

Boys

Girls


Only 39 % of children with TV in the bedroom said they cheated a figure which is perhaps lower because they are less likely to have any rules to violate.

10.0 VIDEO GAME RULES AND REGULATIONS

57% of the boys and 44% of the girls said they had rules regulating to their video game playing at home.  The girls’ video game play was slightly less supervised than the boys, especially for the younger female students. Of those students with video games in their bedrooms 60% reported having rules relating to their use of the video game console.

Graph 10.0 Video game rules in the home
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10.1 Rules relating to Time spent with the Video Game

Video games are quite unlike televisions because of their interactive quality.  This ability to engage in game playing negates any time frames because the time spent playing is a result of the levels of the game and the skill of the player rather than a set time frame developed by the industry.  Therefore we may assume that more stringent time regulations may exist for video game playing compared with television viewing. Yet, of the 103 student respondents over half did not have rules relating to the length of time spent with only 40% of the boys and 27% of the girls suggesting that their time spent with the video game console was monitored and restricted. The students with video game console access in their bedrooms had slightly higher levels of regulations at 47%.

10.2 Rules relating to Video Game Content

Once again there was a trend for fewer rules and regulations with video game playing compared with television viewing.  Of the 103 students, 93% of the boys and 88% of the girls students did not have rules relating to the content of their videogame play.

Rules relating to content of video games for the students with bedroom access did not vary from the total population. 

10.3 Rules relating to Completion of Homework before playing Video Games 

Once again homework completion seemed to be the most prevalent aspect leading to video game rules in the home.  The percentage of boys with video game rules related to homework was 42%, which was similar to television viewing results at 46%.  The girls however, showed a significant decrease in rules regarding homework and video games compared with television viewing with only 32% having to complete their homework or chores before engaging in game playing.   As chart 7.4 shows there is a constant gender difference in homework rules for all grade levels. We may assume fewer rules exist because the girls tend to use games less, so parents may not feel the need to highly monitor or regulate.  Bedroom access did not reveal any significant differences from other students in the survey.

Graph 10.3  Homework rules and Video game playing 
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10.4   Video game ratings systems

Content in video games did not concern parents as much as television programming content for this sample.  A further analysis of the types of games that the students played may help to understand why less than 10% of parents worried about content. Using the ESRB rating system we coded the games according to the industry standard ratings system of <EC-Early Childhood, E- Everyone, T-Teen, M-Mature, A-Adults only, RP-Rating Pending>.  Of the 73 students with data for their favourite video games 51 students selected games with an ESRB rating of  'E' for Everyone and 22 chose games with a 'T' for Teen ratings.  For each rating in the sample population only slight gender differences existed. The results show that students primarily played 'E' and 'T' rated game with no students selected games with a ‘M’ rating or above.  

These results may provide an explanation for why parents do not often worry about the content; since the games are rated in many cases age appropriate. Further examination of the game genres indicated that 47% of the boys and 60% of the girls played adventure/maze game, which generally do not contain much violence or sexual content.  26% of the boys, however, played combat, fighting or first person shooter games.   Some of these games included 'James Bond' and 'Medal of Honor'; both according to the ESRB are rated as Teen.  The 'James Bond' game is a first person shooter based on the highly successful movies series; this particular game contains warning labels such as 'Realistic Violence, Mature Sexual Themes', yet the rating is still considered to be Teen. 'Medal of Honor' another first person shooter was selected by some of the students and is describe by the Electronic Arts website as giving the player the ability to be “Armed to the teeth with 18 authentic WWII Weapons".  Technology advancements have helped these realistic war games find their way to smaller handheld platforms such as GameBoy Advance, thus becoming more accessible to a wider audience.  
10.5   Disobeying Video Game rules 

The percentage of students who disobeyed rules regarding video game play was lower than television viewing cheating with 36% of the boys and only 11% of the girls out of a total 98 students cheating and using the video game console when they were not allowed to do so. 

Similar responses were recorded for the students with video game consoles in their bedrooms, 36% disobeyed video game rules and played game that were inappropriate, played longer than their time allotment or played before completing their homework assignments. 

11.0  COMPUTER RULES AND REGULATIONS

11.1 Do they have Rules for Computer Use?
As Internet slowly penetrated into more homes it maybe become increasingly useful to examine the rules and regulations with respect to this new media.  Of the 115 student respondents 57% of the boys and 67% of the girls had rules relating to their use of the computer in their home.  Similar responses were seen for those with bedroom access ot computers at 64%. 

11.2   Do the rules relate to time spent on the computer?  

Students' computer rules tend to concentrate more on the time allotted for the use, rather than the content examined or the completion of homework.  37% of the male students and 40% of the female students had rules relating to time spent using the computer at home.  Similar results were seen for those students with access to computers in their bedroom, 39% having time related rules.  As for rules relating to completion of homework once again similar response was seen with 28 students with bedroom access at 25% compared with 33% of the male students and 27% of the female students having to complete their homework before they were allowed to use the computer.  

Content did not seem as regulated compared with time spent and homework completion for those students with rules for to their computer use. Only a small percentage of students had rules relating to content and of those students that did, 83% of the boys and 71% of the girls did not have rules regarding the content of the computer activities they were engaged in.   Bedroom access did not show in any difference with 89% of the 28 students suggesting that their parents did not specify rules regarding the content of their games, surfing or use of the computer. 

11.3 Disobeying Computer related Rules  

On average 21% of the 113 students stated that they disobeyed rules relating to their computer use in the home and used the computer when they were not permitted to do so.

 Of the students with bedroom access to a computer a similar response was indicated with 24% suggested that they disobeyed computer related rules. 

11.4 Computer Game Rating System 

The video games selected by the students were primarily rated as Everyone and Teen. The rating for computer games, however, showed more variance with 13% of the males students playing mature rated games, 54% of the playing games with a rating of 'E' for everyone and 33% of the males play teens rated games.

There was no indication of the girls playing mature computer game but 71% played E for rated games and 29% played Teen games.

Table 11.4 indicates that rules relating to time, content and homework were more prevalent with regard to television rules than video games and computers though the significance varies greatly.  

Table 11.4   Rules in the home    

	
	Time 


	Content
	Homework

	
	% with rules


	N
	Total
	% with rules
	N
	Total
	% with rules
	N
	Total

	TV 
	40


	49
	123
	32
	39
	123
	55
	68
	123

	Video games


	34
	35
	103
	10
	10
	103
	33
	34
	103

	Computer
	38


	44
	115
	23
	26
	115
	30
	35
	115


12.0 DIFFERENCE BETWEEN PARENTAL RESPONSES AND STUDENT RESPONSES WITH REGARDS TO RULES AND REGULATIONS IN THE HOME
Table 12.0 reveals a difference in opinion amongst the parents and children when asked to discuss rules and regulations in the home.  Other research has revealed that parental rules in the home are often not explicitly imposed or are a result of favourable or unfavourable behaviour on the part of the child during a given day, therefore may go unnoticed by a child.   It then becomes difficult to assess the actual regulatory methods in the media environment with great variance in responses from parents and children.  Our data reveals that children and parent mutually agree that the television is highly monitored, followed by the computer and finally video games, though the parent and child subjects differ in the rate of these rules in the home.  

Table 12.0  Parental Rules and Students Rules
	
	TV


	Video games
	Computers

	
	% with rules


	N
	% with rules
	N
	% with rules
	N

	Students
	69
	85
	51
	52
	62
	71

	Total
	
	123
	
	102
	
	115

	Parents
	96
	67
	80
	56
	83
	58

	Total
	
	70
	
	70
	
	70


13.0 SOCIALIZATION OF PREFERENCES


To further understand the impact of media on children’s preferences for entertainment, we asked the students to examine their preferred characters from the media.  Our initial survey asked the students to tell us whom they would want to meet from media programmes and games they were most familiar with.  

The results in table 13.0 indicated that music was a major influencing factor in their lives with the top two favourites coming from the music genres.  The BC teen media audit found that 15 hour a week was dedicated to music and 12 hours to television, therefore music remains an influencing factor for children in varying grade levels (Kline and Botterill, 2001).  

Table 13.0 Top Celebrities the students want to meet
	Boys
	Total %
	GIRLS
	Total %

	1.  Eminem


	8%
	1.  Avril Lavigne and Hilary Duff


	8%

	2.  Adam Sandler 


	7%
	2.  Eminem


	7%

	3.  Jackie Chan


	6%
	3. Jennifer Lopez and Amanda Bynes


	6%


Eminem was the only star that made both male and female students lists.  Musical talents seemed to be most popular among the girls' with 45% from the music genre, followed by stars from the comedy 27 % and adventure/fantasy genre 13%.  The boys however selected comedy as their primary favourite at 42% followed by music and action; 24% and 17% respectively.   

As expected for each gender they often selected characters of the same gender with 87% of the boys selecting male characters and 66% of the girls selecting female characters. 

13.1 Cartoon Characters Students want to meet

Cartoons are typically seen as an element in the modern day child’s' entertainment repertoire.  We surveyed the students on their favourite television programme and more specifically on their favourites cartoon character.  The results indicated that the top cartoon character was Bugs Bunny with 17 of the boys and 14 of the girls selecting these characters.  Table 13.3 shows the top five characters chosen by the students.  

Table 13.1  Number of students selection 

	
	Boys
	Girls
	Total

	1. Bugs Bunny
	17
	14
	31

	2. Bart Simpson
	12
	2
	14

	3. Homer Simpson
	8
	2
	10

	4. Scooby Doo
	1
	6
	7

	5. Yu-Gi-Oh
	6
	0
	6


13.2  Genre for cartoon characters 

The favourite cartoons were coded for genre, and the results indicated that for the 68 boy respondents 38% chose characters from the classic cartoons, such as Bugs Bunny and Scooby Doo, followed by 35 % of the boys selecting cartoon characters from sitcom style programmes.  

65% of the girls also suggested that their favourite programmes tend to be from the classic genre their second choice was again from the sitcom programmes with 28% of the 51 girl respondents. 

13.3  Cartoon character gender 

The genders of the cartoon characters were also coded and the results indicated that all of the 67 boys chose male characters.  The girls, however, selected male characters 89% and 11% selected female characters as their choice from their favourite cartoon programme. . 

13.4  Television Shows selected by the students.

The students were asked to select three shows they would like to be on. The top three shows chosen are as follows; The Simpson (22 boys, 6 girls; N=28), Yu-Gi-Oh (9 boys, 1 girls; N=10) and Lizzie McGuire (0 boys, 8 girls; N=8).

13.5 Television show Ratings for Shows the students wanted to be on

The programmes selected by the students varied greatly from educational and child orientated such as Rescue Heroes and Zaboomafoo to older adult orientated shows such as MTV 'jackass’ and South Park.  

Of the 72 boys, 33 % selected shows that were geared towards a teen audience and 29% chose to watch adult orientated television programmes.  

38% of the 66 girl respondents chose more family oriented shows and 32% enjoyed adult orientated shows such as CSI. 

14.0  PREFERENCES


An understanding of the children's programme and gaming preferences may reveal the role that these media characters play in the lives of children.  Program discussions based on real and fictional heroes revealed few students actually had real life heroes.  Students in a grade 2/3 class were asked 'who their real life heroes where?'  3 of the 10 boys replied that a doctor and parents were their heroes, while the other 7 claimed they did not have a hero in real life.  All of the 7 girls claimed they too did not have a hero in their life. The students, however, have little difficulty in describing their favourite media related characters and why these were their preferred choice.  This once again indicates that media plays a major role in the lives of children today. 

14.1  Favourite Book and Book Character 

The students were asked to describe their favourite book characters and why and the reasons behind their choice. The results indicated that of the 91 students respondents 25% of the boys selected Harry Potter as their number one choice, Lord of the Rings (8%) second and X-Men  (6%) third.  It was interesting to note that the top three choices for the male students were related to movies.  An examination of a grade 2/3 library class time revealed that books related to television programme, such as Pokemon, were readily available to the students and quite popular amongst a group of children who were subsequently observed on the playground discussing Pokemon characters and game features. Lord of the Rings, which typically wouldn't be geared towards a younger reading population, was seen quite popular amongst these grade 2/3 students. Another student signed out Lord of the Rings and was heard explaining to a friend that he would "have to renew it about 30 times" in order to finish it. 

Harry Potter was also the number one choice for 17% of the 87 girls.  8% of the girls also chose the series Mary-Kate and Ashley as their second favourite and 6 % chose A Series of Unfortunate Events as their third favourite book.   

Since Harry Potter was the students' favourite book it was not surprising that Harry Potter that 20% of the boys and 13% of the girls selecting him as their favourite book character.

14.2 Book Genre

Of the 70 boys respondents 53% of the boys selected adventure books a their favourite and 31% enjoyed reading comics most. Of the 56 girl respondents 41% liked adventure books and 27% liked book series as their favourite genre. 

14.3Gender of characters

Recoding of the favourite book characters indicated that 94% of the boys chose male characters as their favourite characters in the books.   The girls, however, selected characters from both genders with 48% choosing female characters and 53% selecting male characters.

15.0 FAVOURITE TELEVISION SHOWS 
The students were asked to not only discuss who they would want to meet, but they were also asked what their favourite show was.  The favourite shows for the boys were The Simpsons (22%), Yu-Gi-Oh (12%) and Hockey Night in Canada (6%).  The girls also enjoy The Simpsons (14%), but they also selected Friends (9%) and Lizzie Mcguire (6%) as other favourites.   Once again the girls tended to enjoy a variety of different shows where the boys’ selections cluster around a few popular shows.  

15.1 Genre of Television Shows
The students' television shows were coded and cartoons were seen as the overall favourite for both the boy and girls students. 47% of the boys and 46% of the girls chose cartoons as their favourite programme genre.  Girls also chose sitcoms and comedy as another favourite with 39% of the girl respondents.  The boys chose anime as their second choice with 25% of the boy respondents.  

15.2 Rating System for Favourite TV shows

When surveying the students about their favourite shows the students responded with a great variety of programmes.   The most popular show genres include; Teen for boys and Family for girls.  The Simpsons was rated as teen because the majority of parents we spoke to indicated that they found this show to be highly inappropriate for elementary students.  Show like Yu-Gi-Oh, Pokemon, Bugs Bunny and X-Men were considered children's programming, variety shows such as Amanda Show and family style sitcoms like The Cosby Show and Full House were coded as family and finally show such as CSI and Friends were considered adult shows. 

Table 15.2    Percent of students' selection of Favourite TV shows and their corresponding Ratings

	
	Boys


	N
	total
	Girls
	N
	total

	Children
	50%
	33
	66
	16%
	9
	58

	Family
	12%
	8
	66
	40%
	23
	58

	Teen
	35%
	23
	66
	30%
	17
	58

	Adult
	3
	2
	66
	16%
	9
	58


The boys tended to enjoy more teen oriented shows where the girls selected more family programming.

15.3   Favourite television characters 

It was of no surprise since The Simpsons and Yu-Gi-Oh were some of the top rated shows that 11% of the boys selected Homer and Yu-Gi-Oh character as their # 1 favourite shows. Bart Simpson was the second favourite with 10%.  

Of the 87 girl respondents 7% selected Lizzie McGuire and 6% chose Lisa Simpson.   Bart Simpson was also seen as a favourite with 5% of the girl selecting him.  
15.4 Reasons for why they liked these television characters  

The students were asked to give 3 reasons why they liked the television character they had chosen, some of most popular characteristics of the boys included; their first choice were characters who were funny 37%, second choice was funny again at 18% and stupid at 15% and finally their the third most popular choice was cool at 28% of the students. 

The 33 girl respondents also selected funny (70%) as their first choice and pretty/nice/soft hearted as their second choice at 24% and pretty once again as third choice 44% followed by cool and smart/solves mysteries both at 17%. 

15.5  Favourite television show characters gender 

Character gender preferences revealed a tendency for the 69 male students to select male characters 94% with only 6% choosing female characters.   The 57 girl respondents again selected a variety, with 44% selecting male characters and 56 % selecting female characters at 56%.  

16.0 FAVOURITE VIDEO GAMES 
Favourite video games choices varied with the students’ selecing a number of different games, but a small segments of boys selected the same games with The Legends of Zelda (6%) and Lord of the Rings (5%) as favourite video games. The girls selected Super Mario Brothers (9%) and The Sims (5%) as popular games.  

16.1  Why the students liked video game characters

24% of the boys suggested that they enjoyed video game characters that are evil, use weapons, fight, use guns or duels. 25% of the girls suggested that features of video game characters they enjoyed were pretty, nice or soft hearted.

16.2  Genres of their favourite video game characters  

The students’ favourite games were coded for genre and of the 38 boy respondents 47% selected Adventure games, and 26% selected combat, fighting or shooting games as their favourite.  60 of the girls also selected Adventure games and another 29% chose puzzle/education/edutainment/simulation games as their favourites
17.0 LEISURE ACTIVITIES AND PLAY HABITS
In order to understand what other activities the students enjoyed during their free time we asked them to rate how often they engaged in active leisure activities, use community facilities and take part in family related activities.  .

17.1  Library

Only 6% of the boy students and 4% of the girl students always go to the public library and 17% of the boys and 12% of the girls never go.

Graph 17.1 Visits to the Library
[image: image10.emf]0

5

10

15

20

25

30

35

40

45

Percent of Students

Never Rarely Sometimes Often Always

Events scale

How Often did the Students go to the Library

Boys

Girls


17.2  Theatre

1% of the boys and 4% of the girls always go to a theatre production and 32% of the boys and 18% of the girls have never been to the theatre.  
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17.3 Family 

19% of the boys and 19% of the girls always spent time with their families outside of the home and 3% if the boys and 8% of the girls never spent time with their family outside of their home. 
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17.4 Sports 

Sports seemed to be quite popular with 39% of the boy students and 32% of the girl students always playing on an organized team or playing sports outside of school.  6%pf the boys and 14%of the girls revealed they never played on organized sports teams.  
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17.5 Play Outside  
Playing outside also was the most popular activity asked with 50% of the boys and 39% of the girls playing always outside during their free-time.  3%of the boys and 1% of the girls suggest they do not play outside during their free time. 
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17.6 Play Inside  

Inside play was not as popular as outdoor play with only 13% of the boys and 19% of the girls saying they always play inside and 6% of the boys and 8% of the girls saying they never play indoors.  
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17.7  Favourite Leisure activity

The students were also asked to describe a favourite leisure activity which they enjoyed, 33% of the boy respondents stated organized sports 33%, outdoor play 31% and media 24% were their top three favourite activities.  

38% of the girl respondents suggested that they also enjoyed sports and 23% enjoyed outdoor activity and 13% enjoyed media. In each case media was ranked as the third most popular activity for the students to engage n during their free time. 

18.0  NEW MEDIA ENVIRONMENT

18.1 Computer usage environment

Our surveys indicated that 94% of the student has access to a compute at home.  This high level of computer penetration in home require a further analysis of the possible changes in the family's media use patterns.  When the students were asked with whom they most often used the computer, the results indicated 29% of the 115 students answering ‘alone’,  29% stating they used the computer with their 'dad'.  Only 11% of the student suggested they used the computer with 'mom' or ‘siblings’.

For those students with access to computers in their bedroom, 45% suggested that they used the computer alone and only 24% suggest they co-used the computer with their dad this greatly varies from the total sample population.   This  suggests  that bedroom access warrants more solitary computer use compared with household use which may have the computer in a more central area.  We may also be able to assume that those with computer access in their rooms may be more computer savvy and their access was based upon their ability to use the computer alone and without the support of other family members. 

18.2.  Why did they purchase a computer 
The decision to purchase a computer varies among families. In our study, of the 80 student respondents the number one choice for why the household invested in a computer seemed to varied dependent on the gender of the child.

Boys suggested that the number one reason for purchasing a computer was for the playing games, with 50% of the boys stating gaming as the primary reason for the computer purchase in their home.  In comparison only 22% of the girls suggested that their parents' bought a computer for gaming purposes, instead the girls’ number one reason for the purchase was for them to complete schoolwork or study (35%).
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18.3 What did the students do on the computer 

Reasons given by the students as to why their parents purchased a computer seemed to correlate with the preferred computer related activities of the child.  Boys most often selected gaming as the reason for their parents buying a computer and 64% boys of the 42 student respondents selected gaming as their favourite and most common computer related activity.  The girls, however, did not seem to primarily focus on games, though 38% dud select gaming, 31% suggested the computer was for their homework and studying activities.  

Graph 18.3 Why the computer was purchased?
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19.0 PARENTAL REPORTING 
19.1 Why did they purchase a computer for the family?   

With such a high percentage of students with computer access at home it became important to access why parents purchased computers for their families.  The students' responses suggested that games were the primary reason the male student thought their parents bought a computer.  As for the female students, many suggested that it was to help them with their schoolwork as well as gaming. The results suggested that 50% of the male students’ parents' and 59% of the female student's parents' suggesting that the computer purchase was not for their children's benefit, rather for the parent's work or business endeavors.  The second most common reason for the purchase of a computer was to help the children with their schoolwork and studying.  Gaming was not a very prominent reason, with only one male student's parent and one female student's parent suggesting that gaming was the primary reason for the purchase of the computer in their home. The students’ perception of why the computer was bought sharply coincided with their favourite or commonly usage patterns of the media yet the parental responses did not support these student responses.  We may assume that the major of household purchases may not always be completely discussed with the children and that the parents may discuss the new media's attributes to their child in terms of what the child can do and not do on the computer rather than the reasons for the family’s new purchase. 
Graph 19.1 Parental responses for why the computer was purchases
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19.2 What does the child do on the computer?  
Parental responses suggest that even though parents did purchase the computer for their child's school work and studying, when asked what their children actually did on the computer, the majority of the 27 parents respondents suggested that their children did not use it for school, rather used it primarily for playing computer games, 51% of the male student parents and 48% of the female students. 44% of the parents of the female students also suggested that along with playing games their daughters used the computer for schoolwork and studying. 

19.3 What do you do on the computer? 

53% of the 59 parents suggested that they used the computer for activities such as email as well as using the Internet for information searching followed by business and work related tasks at 25%. 

19.4 Who uses the computer the most? 

The parents were asked who in the household used the computer most often, the results indicated that 55% of the parents used the computer most often and only 19% said the children used the computer most often.  

20.0  EVALUATING THE MEDIA RISK REDUCTION STRATEGY  
This report has so far described how a group of North Vancouver primary grade students have adjusted to the media saturated lifestyle of today. But the most important goal of this pilot project was also to establish whether a media risk education programme  delivered to primary school children through the schools could reduce the health and safety risks associated with heavy media consumption (http: Robinson study section).

The media education programme was designed not only to communicate to North Vancouver families about the lifestyle risks associated with excessive media consumption, but also to do so in a way that made tuning out the screen a cool thing to do. So how did the students respond to the challenge? Did they actually use media less during tune out week?

20.1 Taking the Challenge

The ‘tune out’ challenge was accepted enthusiastically. Of the 121 students who kept a record of Tune Out Week activities, we found that sixty percent of the students reported getting through tune out week without using screen entertainment (TV and VCR, computer games, video games) at all.  Girls were slightly more enthusiastic (62% vs. 54% for boys) thought older boys (grades 4-6) were far more successful than younger ones (63%) compared with 41% of younger ones. The opposite was true for girls as 65% younger in grades 2-3 were ‘media free’ compared with 59% of older girls.

	
	                     Boys
	             Girls



	
	2/3
	N
	total
	4/6
	N
	total
	2/3
	N
	total
	4/6
	N
	total

	Tune Out


	40.9%


	9
	22
	62.9%
	22
	35
	64.5%
	20
	31
	59.4%
	19
	32

	Not Participate


	59.1%
	13
	22
	37.1%
	13
	35
	35.5%
	11
	31
	52.4%
	13
	32


Interestingly most students considerably reduced their media consumption during tune out week. In these classes the time devoted to screen entertainment dropped to only17 minutes a day. This amounts to an 80% reduction in media consumption during tune out week for those students in the programme. 

Although gender differences were not significant, it was noted that boys averaged 21 minutes screen time during tune out, while girls watched 14 minutes. Children in the lower grades watched  slightly more than older children (19 minutes vs. 15  minutes) although closer analysis of the gender differences by grade level revealed that it was the grade 2-3 boys who engaged in screen entertainment most during tune out week (29 minutes) while the youngest girls did so least (12 minutes). Grades 4-6 boys averaged 17 minutes compared with the 15 minutes for the older girls. Even the 40% of students that continued to watch and play during the week reduced their screen time to 42 minutes which is still considerably less than the 117 minutes average daily use observed during the audit week.

20.2 Displaced Activities

The ‘displacement effect’ was estimated by subtracting the amount of time spent using media in tune out week from that during audit week. The net effect was that students gained 100 minutes a day of leisure time from reducing their dependency on screen entertainment. Those that tuned out gained 35 minutes more than those that didn’t, but all children seemed to benefit from the challenge. 

The programme did seem to have a greater impact on the grades 4-6 students who gained 117 minutes compared with 79 minutes for the grades 2-3 students. Those in grades 2/3 that tuned out gained on average 90 minutes while those that didn’t gained only 66 minutes.  Those grade 4-6 students who tuned out gained 133 minutes compared with 92 minutes for those that continued to use media.

Graph 20.2 Contract Selections for the Media Risk Reduction Intervention
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Evidence gathered in the form of contracts for the ‘tune out the screen challenge’ revealed that the contract process was important for the success of the challenge: 64% of the children chose to go cold turkey, 29% adopted a ‘controlled use’ approach, and less than 7% ‘opted out’ the challenge. Analysis showed that the ‘controlled use’ strategy was far more popular among the younger students where as the ‘cold turkey’ strategy was chosen by 82% of the older ones who seemed to take up the ‘challenge’ more enthusiastically. It was noted that those refusing to take the ‘tune out challenge’ were disproportionately boys (83%) and also were far more likely to be from grade 2 and 3. 

Of those that adopted a controlled use approach, 56% chose to allot themselves a time limit (average 1 hour) while 44% chose to only watch their favourite programmes. 

Graph 20.3  Contract choice for Grade Level
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This is not to say that all those that signed the contract did not use media during ‘tune out week’.  But the contract made a difference: Of those that chose cold turkey, 76% made it through the week without media; of those agreed to controlled use, 33 % made it through the week without media; of those that opted out, one actually reported not using the media during the challenge week.


Taken together, the study provided strong evidence that those students who made a greater commitment actually watched less during tune out week (TUNOUT5), gained more leisure time (TUNDFSCN) and increased their total free time activities more (ACTFIN) compared with those that made no commitment. 

F statistic p> .05
The ‘cold turkey’ group consumed media on average only 5 minutes a day during tune out week, gaining 109 minutes of leisure time, and participating in 4.3 activities whereas the ‘opt out’ group consumed 27 minutes and gained 97 minutes, and participated in 3 alternate leisure activities. The ‘controlled use’ group used media for 22 minutes per day on average and gained 90 minutes of leisure time, although this was dramatically different for the younger students (who only gained 64 minutes) when compared with the older students (153 minutes gained).  Again it was those ‘opted out’ younger boys who consumed the most media during tune out week (38 minutes).

So what did those who participated in the Tune Out challenge do with the discretionary time they gained? The analysis of 65 tuned out week diaries indicates that sports and outdoor play was the most frequent activity accounting for 34% of their responses. Indoor play and hobbies (19%), eating (15%), homework (14%) and media (8%) accounts for more than half their recorded time. Reading 6%, and just resting/ ‘vegging out’ (2%) accounts for the rest of their discretionary time. Sleeping, travel and self-maintenance time were eliminated from this analysis.  It was noted that active leisure is much more common in the after school hours than in the evening.

Evidence from this pilot study showed that all students, whether they used media or not during the tune out week preferred active outdoors sports and play. Since all students gained discretionary time, there was no evidence that those who ‘tuned out’ spent more time in physically active leisure than those that watched, although there was some evidence that those that tuned out completely did undertake in indoor play and hobbies (30% vs 23% of activity responses) and reading (13% vs 7%) more frequently. Overall the impact of the programme seemed to be that all children were willing to try out new activities, or to spend more time doing what the enjoyed most. 

The verbatim accounts of their Tune Out experiences give a clear sense of how the programme encouraged children to explore ‘unscreened’ leisure activities more.

20.4 Reversing Dependency (* students opted to not participate in Tune Out Week)

Their descriptions about their experience of the tune out challenge revealed that for some kids, tuning out was like breaking a bad habit.

"It was hard without any media, but I still had some fun. First I took out the batteries in my TV, then I unplugged my computer. Then I played scrabble and checkers with my grandpa.  Then I played hockey, outside.  I didn't watch or do any media today". Grade 5/6 Boy
"I was tempted to go on the computer because my brother was playing my
   favourite game, but I read a book with my mom to take my mind off it". 

                                                                                                        Grade 5/6 Girl
" Used no media. It's hard but I'm doing good so far".  Grade 4 Girl*

Monday" Today was quite strange without the sounds of videogames, the computer, TV, and the radio. I realized that without media, life can be quite fun and entertaining. Instead of using media I read some books, played outside and finished my homework early".

Tuesday" Without media the day seemed longer. I had more time to study for my tests, more time to play with my friends, and more time to read books. I think that the house seems very quiet without cartoons on all day. Doing this doesn't seem so hard" Grade 5/6 Girl*
" I didn't watch TV. I went outside instead. I didn't miss the TV, but I did miss the computer. I played go fish with my brother-it was sort of fun. I also played with my dogs". Grade 5/6 Girl
" I could not help myself from watching TV. But when my mom came home, I forgot all about media tune out. So I watched a little TV, then went outside to wash the car, then went for a walk".  Grade 4 Girls*
20.5 Creating Alternatives

On the other hand, many children did not find it difficult to find alternatives to the screen during the week and did discover alternative leisure activities were both available and pleasurable.  

" I survived tune out week by doing things outside like bike around and play basketball. I didn't like anything on the TV anyway" Grade 5/6 Boy*
" Monday-- It was hard not watching tv, not using media, and this is how I survived. When I wanted to watch tv I just went in my room and I drew on my sketch book.  After I wanted to use my computer, I phoned my friends to bike ride or play outside". Grade 5/6 Boy*
" It was really hard for me to survive without media, but I used lots of things to help me. I went outside and played. I also read books. I also played my flute. Because I have a concert. Those are some things I did to get away from media"

             Grade 5/6 Girl*

20.6 Peer Culture

Primary aged students are influenced by their peer culture. If their friends are talking about video games and media then they want to in order to fit in. But if their peer group supports active leisure then being social means participating in those activities too. In the Tune Out Week verbatim we have some evidence that part of the success depended on perception that kids could arrange to do other activities with their friends. 
Social analysis 

"I had no problem without media.  My friend Kevin and I started on a rock quiz book.  We went outside and took a break from our rock project.  We had a great day without media".  Grade 5/6 Boy*
" I watched no TV. Instead I played with my friend".  Grade 4 Girl
"I did not watch any TV because I wanted to go to the park with my friend then I ended up playing at another friend's house and we made a slide on her staircase. I think tune out the screen media week is really fun so far". Grade 4 Girl*
20.7 Other Effects

Interviews with the teachers confirmed that not only did the students get excited about the programme, but that the effect of tuning out had a positive impact on their classroom. One teacher described a calming effect, remarking on the absence of disruptive behaviour as a refreshing change from the usual atmosphere in her classroom. Another talked about the completion of homework and the solidarity that developed in her class as the students coalesced around taking the ‘challenge’ together. The principles review of the behaviour reporting system in EBS schools revealed that there were not incidences of bullying in a school during tune out week, when on average there are x reports.

In order to assess whether reduced media consumption and increased active leisure had any impact on the children’s play behaviour, three observers undertook qualitative observations of about 15 students on the playground during recess at one school. Mostly the students formed into two loose clusters at recess (one group of grade 2-3 students and the other, a group of 5 or 6 boys from grade 4/5. These students were observed on the playground during three separate recess breaks over a period of three consecutive weeks and their activities were recorded for the time period before Tune Out Week (May 28th), during Tune Out Week (June 4th) and after Tune Out Week (June 11th). 

As in all groups the gender makeup of the playgroups, the game, and the participants changed constantly over the period of observation making comparison very difficult: yet there is also a degree of routine (controlled chaos) the pervades recess play, because loose clusters of children form regular playful interactions often  organized around specific routines. One cluster of 3-5 younger children (grade 2/3) spends most of their time around the swing area while a group of 4-6 boys from grade 4/5 spends their time in the chain bridge area, which is located directly across the swing area. The groups do not largely interact across grade and gender lines.

Over three weeks the younger mixed gender group spends most of the recess time at the swing competing with each other to see who can swing higher or jump farther. 

Although physical conflict (pushing, hitting, tripping) is not often observed among these younger children on the playground, aggressive language, shouting and insults were often noted, especially before tune out. Shouting and screaming is a common part of games, and children constantly offer other players both helpful cries of “watch out!” and warnings or threats “I’m going to slay you”. Conversation between these kids is constant, and yelling is an frequent accompaniment to their swinging contests, games of tag, and role-play episodes although aggressive verbalizations are often accompanied by laughing. Throughout the three weeks their conflict remained playful, being more symptomatic of exuberant active games than of regular bullying or intimidation.

It is in these verbalizations of their role play, that media’s impact was sometimes noted. One group who had just seen the movie pretended they were Harry Potter characters all recess. Among the younger group it is not uncommon to here someone to pretend to be a WWF wrestler or shout ‘I am Spiderman’ while swinging on a rope. Their role-play games were largely unstructured consisted of conversations, which contained little real conflict.  Occasionally however, conflict from media is expressed on the playground. For example, one child among a group of older boys playing on the swing was using his hands as a make-believe gun and shouting “bang bang” noises. When asked he mentioned he imagined himself to be a Soprano’s hit man he had seen who was taking out someone he didn’t like. During the first week of the project the researchers brought in a CD of movie themes, which included songs from Friends, Pokemon, Hockey Night in Canada and Sopranos.  The students in the older classes did not know the Sopranos theme music, but 3 kids from the grade 2 and 3 class knew the theme song right away.  One of the boys even sat up straight and in a gruff voice proclaimed 'Oh Yah, I am Tony'.

Among the younger players especially, these taunts, poems of insult, and rhyming rebuffs are considered fun and part of the games these kids play, When not playing or conversing, these children are inventing, negotiating, and enforcing the rules for future play. For example one girl in the younger group spent most of the recess explaining to another how to play a version of what she called ‘Dragon’ tag.  The other asked questions about how different situations were resolved. Although they did not end up actually playing the game the rules were now passed on, and several weeks later the girls were noted playing what was called ‘dragon tag’.

 Across the swing area is the chain bridge area where the group of older boys hangs out most of the time. This group regularly engages in highly competitive rough and tumble games on the chain bridge, the most frequent which is a version of ‘king of the castle’ where one player holds precarious ground while fighting off others who are trying to knock each other off. They claimed their game was modeled on American Gladiators. 

This group of older boys did a fair bit of ‘rough housing’ as they used the chain bridge (part of the playground facility) as their battle arena for American Gladiators.  Two of the children sit on top of the beam waiting for their turn while the other two children engaged in a rough-and-tumble assault in which they try to bump each other off the rope that they are holding on to.  Two other boys are also waiting for their turn, but also engaging in the play by sitting on top of the beam and swinging the rope to make the game tougher for the two competitors.  Even though these boys are engaged in constant physical contact (tackle, pushing) they all seemed to be very happy and no real fighting or any physical confrontation or anger is observed among them.
20.8  Conflict

The need for agreed rules of play is  accepted by all on the playground, but occasionally conflict does occurs, resulting from failed negotiations over play, or when individuals break  into an ongoing  game in a disruptive way.  For example, in the first week it was observed that one young boy who always wanted to be “it” intruded into a group of girls playing tag. This generated a certain amount of tension among the tag players.  Two girls tried their hand at explaining the rules of their game of tag to no effect. Realizing their tag game was being effectively obstructed by this male player who wanted to turn their game of tag into  ‘chase the girls’ a few went to the ‘home safe’ area to have a conversation. Although the players were obviously miffed at having their group play disrupted no physical confrontation or angry words were exchanged.  During the three weeks observations although energy levels remained high, there was little evidence of persistent bullying or physical conflict among this group of young elementary.

 During week one as well towards the end of recess another incident occurred when a boy from the swinging group (who used a stick as gun and wanted to be ‘it’) became very interested in the older boys game on the bridge.  The younger boy accompanied by a friend tried to join in without getting the other players consent to be part of the game by bumping an older player off the rope. The older boys responded more aggressively to this young player, than they have been with each other. Pushing kicking and tripping breaks out as an angry shouting match is joined by the other older players.  When the recess bell rang, the older boys ran back to their class leaving the one young intruder crying on the playground.   

During tune out week there are only slight variations in both groups play behavior. The children of group 1 remained in their swing area, competing for height perhaps with less shouting and rivalry than the week before. Most of the recess is spent in conversation and teasing. The older group played on the same chain bridge area but this week one of the boys has made a paper plane which he begins flying when he comes out of class. Because the plane becomes crumpled during the gladiatorial contest, the boys break off from the competition to have a funeral for the plane, burying it and then putting a flower on top of the mound.  Then several of the boys saw two girls at a bulletin board outside the fence of the playground.  They went over and helped them to redecorate the bulletin board until a teacher asked them to come back inside the school ground.  The group cooperated without hesitation and continued to converse rather than return to their game. 

  During the final week of observation, the younger students were in the swing area. A mixed group spends the recess swinging high and chatting. Two other boys are talking to each other while using two swings as beds, rather than competing.  Another group were lying on the swing facing down and winding them up to twist them in a circular motion. They then (perhaps dizzy) begin running across the playground and back to the swing. No acts of aggression were observed in either of these weeks and the children seem to be mellower.  Yelling and shouting are also more subdued than previous two weeks. No incidences of conflict are observed confirming the teachers suspicions that the groups seemed to ‘chill out’ during tune out week. 

Although the data from this pilot study is anecdotal, it provides telling evidence of the potential of this media risk reduction intervention. Once they tried it, reducing media consumption seemed easy enough, and the alternative of active play proved more fun. 

I watched the TV show call train 48 it is so good to watch on a Monday night I like it because it is a good TV show for Monday nights.


					                           Boy, Grade 5/6





"We own a 15 year old TV and stopped cable last September, it was getting hard to pull our son away for homework and dinner.  He was mindlessly addicted to Power Rangers, Digimon and other mindless, violent shows.  As well he was becoming an 'I need' ' I want' kid  from all the commercials.  Our TV does not pick up CBC very well so our kids now spend more time at the library picking decent videos and DVD.  We as parents are in better control of what they watch and less fights ensue regarding TV time".                                                      





                                                                                   Parent of grade 2/3 boy 








TV is not for every child.  In our family TV has always been used for educational purposes and limited… TV is not his favourite, he likes to play Lego or action figures, he builds new world around the house before he sits to watch TV, however his favourite never miss show is Power Rangers since he was 2.  Does he fight a'la Power Rangers?  No… only like other 8 year old boys.


				                                 Parent of grade 2/3 boy











I like Homer Simpson because he if funny, he drinks and he is cool"


				Grade 4 Boy





I like Lisa Simpson because she is smart, funny and the only normal person in her family"


				Grade 5/6 Girl





I like Neo (Matrix) because he uses guns"


				Grade 5/6 Boy				








I like James Bond because he kills people and he has every gun"


				Grade 4 Boy














Today I only watched TV for 2 and a half hours, but most of it was because I was eating my dinner while watching.


                                                                               Boy, Grade 4
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