1.  MEDIA SATURATED LIFESTYLE                                                                                                      

1.1 Access to the Television Media
Of the 178 students in the eight participating classes, 124 valid responses for access to television in the home revealed that only one female student did not have access to a television in her home.  

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.  Therefore the results indicated that for our study group the girl participants had slightly more television sets in their home than the boys did.  The plethora of television sets within the home became more apparent when analyzing the number of televisions sets available to children, 24/63 (41.2%) of the male students had three or more television sets, with 11.1% of the boys having five sets in their home.  The female students had a fairly equal percentage of access to multiple television sets compared to the male students at 30/62 (48.4%), but only 4.8% of the girls had five or more television sets.  The girls did, however, show a relatively high percentage of access to three television sets within their home viewing environment with 32.3% or 20 of the 62 total girls having three 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. Access to video game technology such as video game consoles and hand-held consoles became a component in understanding the media usage behaviours of the elementary students in this project. Of the 125 students respondents, 72.0% (90) of the students replied that they did have access to a video game console in their home.  Our results also indicated a gender division in access with 84.1% of the male students and 59.7% of the female students having access to gaming consoles in the home.  (** sig 2 sided--.003, 1 sided  .002)

1.3 Computer access in the home

With market pressures to provide children with computer literacy skills the percentage of students with computer access in the home was as expected quite high.  Of the 125 students 94.4 % (118) had access to a computer at home.  

64 male students, 93.8% (N= 60) had computer access at home and compared with 95.1% (N=58) of the 61 female students with access to a computer in their home.

The mean number of computers in the home for the male students was (1.71 (SD. 1.12) compared with a slightly lower mean of 1.62 (SD. 0.95) for the female students. 

The data suggests that the girls had slightly fewer computers in the home compared with the boys.

2.0  TIME SPENT WITH MEDIA 
2.1  Time spent reading books and magazines

Male student; 30.33 (N=57; S.D. 25.69)

Female student; 48.57 (N=63; S.D. 39.27)

2.2  Time spent with music

Male student; 22.68 (N-57; S.D. 41.28)

Female student; 48.41 (N=63; S.D. 79.21)

2.3  Time spent with Television
As part of the critical media education project the students completed media diary for the first week of the project.  The students were asked to estimate the amount of time they spent with television, the results indicated that for boys 
Table 2.1

	
	                      Boys
	                 Girls

	
	Mean

	N
	S.D.
	Mean
	N
	S.D

	Monday

	230.68
	54
	205.20
	273.96
	54
	253.28

	Tuesday

	209.65
	52
	177.21
	232.21
	52
	194.09

	Wednesday

	194.72
	53
	130.83
	208.37
	49
	145.48

	Thursday

	142.79
	56
	119.88
	202.37
	57
	168.83


2.4  Time spent using media for screen entertainment
Male student; 121.62 (N=56; S.D. 130.29)

Female student; 113.89 (N=62; S.D. 85.68)
2.5  Time spent using the computer for educational purposes

Male student; 4.25 (N=57; S.D. 13.45)

Female Student; 10.86 (N=61; S.D. 27.05)

2.6  Total time spent with game playing

Male; 32.84 (N=57; S.D. 45.85)

Female; 23.54 (N=63; S.D. 43.50)

2.7  Total viewing time spent with media

Male ; 189.23 (N=57; S.D. 130.29)
Female; 239.91 (N=63; S.D. 182.37)

3.0   RITUALIZATION OF MEDIA USE

3.1 Television Viewing Habits

Increased exposure to advertising on television has been linked to unhealthy lifestyle choices, obesity and sedentary living.  The students were asked if they often watched television while eating breakfast, lunch or dinner.  Table 1.0 suggests that 61.4% of the male students and 52.5% 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 52.3% of the boys compared with only 38.0% of the girls engaging in television viewing while eating dinner. 

Table 3.2
	
	BOYS
	GIRLS

	Do you watch TV while eating______?


	% of boys who watch TV while eating
	N
	% of girls who watch TV while eating


	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

2 sided sig= .087                     
 * lunch -- 1 sided sig= .491

2 sided sig=.873
Access to television seems to be a stable medium in the homes of these children with close to 100% access.  With such an immense amount of access it then becomes imperative to assess the total viewing environment of the child.  

Morning cartoons have become a popular form of television scheduling and our study sought to explore media use patterns before school, our results indicate that 23.8% of the boys and 20.5% of girls watched television first thing in the morning.  Thought similar television viewing habits existed among the male and female students; electronic gaming resulted in significant variations with 15.5% of the boys played electronic games in the morning compared to zero percentage of girls playing video games or computer games in the morning before school.

Table 3.2
	
	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.

4.1 Television Bedroom Access
Our study indicated that of the 126 student respondents 25.4% (32) students has access to a television in their bedroom.  

4.2 Video Game Bedroom Access
0ur study suggests that of the 104 student respondents 17.3% (N=18) have access to video games in their bedrooms.  

The survey also asked students to provide other locations in which their video game may be kept.  Of the 53 students who responded 49.1% (N=26) suggested that their video game consoles were kept in their living rooms, followed by 18.9% (N=10) students responding that their console was in their basement. 

4.3 Computer Bedroom Access 
Children seem to have slightly more access to computers in their bedrooms compared to videogames for the sample of this study.  Of the 121 students 24.0% (N=29) responded to having access to a computer in their bedroom. Access to computers seems to be fairly equally distributed between both the male and female students with access levels at 23.3% (N=14) and 24.6% (N= 15) respectively.  

Table 4.4 : access to computer in the bedroom according to grade

	
	Percent of access at the grade level for all student
	N
	total

	Grade 2/3
	16.7
	3
	18

	Grade 3
	15.0
	3
	20

	Grade 4
	31.1
	14
	45

	Grade 5/6
	23.7
	9
	38


*represented in percentage

4.4 Multiple Media Access in the Bedroom  
Student access to media in their bedrooms often reduces the likelihood that the medium will be highly regulated by a parent and the child is given more freedom to use the media in both appropriate and inappropriate ways.  Multiple access to media in their bedrooms may also reduce socialization around the medium because now viewing and electronic game playing may be played in the isolation of their bedrooms and sharing may not be as much of a problem as with a single medium in the family.  18 male student and 15 female students had at least one form of media in their bedroom and 9 males and 8 females had two forms and only 1 male and 3 females had all three forms of media which included a television, video game console and computer.  

Do You Have Access To Media In Your Bedroom? 
Table 4.5 
	
	BOYS


	GIRLS

	Media in the Bedroom
	Percent of student access


	N
	total
	Percent of student access
	N
	total

	Television
	26.6
	17
	
	24.6
	15
	

	Videogame
	14.5
	8
	
	20.4
	10
	

	Computer
	23.3
	14
	
	24.6
	15
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5.0 TELEVISION VIEWING ENVIRONMENT
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 the student rarely watched television with their parents and more often watched alone, 37.5 % of the boys and 41.0% of the girls opting for watching by themselves as their most often viewing pattern, followed by 32.8% of the boys and 36.1% of the girls watching with siblings.  Parental involvement was quite low with only 3.1% of the boys and 1.6% of the girls viewing with their mothers and 3.1% of the boys and none of the girls viewing with their fathers. 

With Whom Do You Most Often Watch TV With?

Table 5.2 
	
	Boys
	N
	total
	Girls
	N


	total

	By Myself
	37.5
	24
	
	41.0
	25
	

	With My Brother or Sister
	32.8
	21
	
	36.1
	22
	

	With My Friends
	4.7
	3
	
	9.8
	6
	

	With My Mom
	3.1
	2
	
	1.6
	1
	

	With My Dad
	3.1
	2
	
	0
	0
	


* represented in percentage
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6.0  TELEVISION RULES AND REGULATIONS

Styles of television mediation vary greatly among families, with some families decisions reflecting more of a laissez faire attitude, while other parents strictly monitor and moderate their children's' viewing habits.  Valkenburg, Krcmar et al. (1999) developed a scale of assessment for styles of television mediation; instructional mediation, restrictive mediation and social co-viewing.  Our study sought to analyze further the ideas of mediation within the home.

6.1 Rules for Television Viewing 
Styles of mediation in the home vary from direct rules referring to how long the child could spend watching television as well as what content they were permitted to view. The students in the study were asked whether they had rules relating to media in their homes and the results indicated that 61.9% of the boys and 76.3% of the girls had rules relating to TV viewing.  Further examination of the data reveals that for boys, the younger students had greater frequency of mediation compared to the older boys with 88.9% of the grade three boys having rules compared to 52.4% of the grade five/six boys.  The rate for the girls remained quite constant.

Of the students that had a television in their bedroom 19/31 ( 59.4%) had rules for their television use.  

6.2 Media Rules
Television rules may often to be related to either length of time spent viewing or the programme content in which the parents feel is appropriate for their child to watch.  Television may also be used as a reward for completion of chores or homework or privileges may be taken away if these activities are not completed as a means of punishment. 

6.3 Rules relating to Time spent with Television 
Our results indicate that for length of time spent with the media that 39.7% (N=25) of the boys and 40.0% (N=24) of the girls had rules relating to the length of time they could  spend viewing television programmes.  Therefore over half of the students in the study had no time related rules with 60.3% (N=38) of the boys and 60.0% (N= 36) of the girls had no limits or rules relating to the time spent with television.  Only 25.0% of the student with bedroom access to television said that their rules related to how long they could watch the television programmes.  

6.4 Rules relating to content of the programme  

Television show may be seen as highly regulated because of children's ease of accessibility to inappropriate shows.  Many of these fears of exposure to inappropriate shows were reduced with the introduction of the 7 o'clock watershed, new media such as VCR tapes and DVDs and children's specialty cable channels.  Our results indicate that content, much like length of viewing was not seen as highly regulated according to the 123 students' participating in the media surveys.  Of the students 52.4% (N= 44) of the boys and 47.6% (N=40) of the girls stated that they did not have rules relating to content of shows they watched.  

Similar results are seen with students with bedroom access and rules relating to content as were seen with rules relating to how long they could watch, with only 22.6% (7/31) of the students having such rules.

6.5 Rules relating to completion of Homework
Finally we asked the students how often their homework had to be completed in order for them to watch television and of the three rule related three homework seemed to be the most highly regulated according to the students with 46.0% of the boys and 65.0% of the girls answering that they had rules relating to homework having to be completed before they could watch television.  

As was seen with the total student population a prevalence of rules relating to homework was also seen in the bedroom access student group, with 51.6% having rules relating to homework and once again this was the largest percentage out of the three rules to select from on the survey.

Table 6.6 

[image: image3.wmf]0

10

20

30

40

50

60

70

80

Grade

2/3

Grade

3

Grade

4

Grade

5/6

Percentage of Students for 

Whom Rules About TV Requires 

They Do Their Homework First

Boys

Girls


6.7 Percentage of Students Disobeying Television related rules 
As previously noted 25.4% of the students had access to television in their bedroom.  Bedroom access is often a concern for parents in that there is a high degree of difficult in directly monitoring their television programming choices and time spent with the medium.  Of the 118 student respondents 47.5% of the boys and 25.4% of the girls stated that they cheated and watched television when they were not permitted to do so.  

A grade and gender breakdown of the data reveals that grade 3 and grade 4 boys were more likely to watch television when they were not allowed with 50.0% of the grade 3 boys and 59.1% of the grade 4 boys disobeying rules and regulations related to their television viewing habits.
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Of the 28 students with televisions in their bedrooms 39.3% (N=11) said they cheated and watched television when they were not allowed to do so.

7.0 VIDEO GAME RULES AND REGULATIONS

Our study indicated that 72% of the students had access to videogames at home.  With such a large percentage of access it become necessary to examine what rules and regulations related to the students video game playing are most prevalent.  Of the 102 respondents who answered whether or not they had rules regarding their video game playing 57.1% (N= 32) of the boys and 43.5% (N=20) of the girls said they had rules for their video game playing at home.  The Girls were slightly less supervised than the boys for their video game playing activities, especially for the younger students in the primary grades. 

Of those students with video games in their bedrooms 60.0% reported having rules relating to their use of the video game console.
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7.1  Rules relating to Time spent with the Video Game
Due to the nature of most video games, ie; playing times are arbitrarily set and depend on the levels of the game and skills of the player rather than a programmed time as television shows are therefore we may see a difference in rules and regulation for game playing compared with television programs because of this interactive gaming strategy. Of the 103 student respondents over half of the students did not have rules relating to the length of time spent with 60.0% (N=33) of the boys and 72.9% (N=35) of the girls stating that the rules were not related to the time spent wit their video game console. 

The students with video game console access in their bedrooms showed a slightly more frequency of rules with 46.7%  (7 of the 15 students with video game access) of the students suggesting that their video game play had time restrictions or rules relating to time use.

7.2 Rules relating to Video Game Content
Rules relating to content of the video games were very low compared to television content.  Of the 103 student, 51 (92.7%) of the boys and 42 (87.5% ) of the girls students did not have rules relating to the content of their videogame play.

There didn't seem to be a difference between those student with video games in their bedroom or video games elsewhere in the home with regards to content related rules, only 6.7% of those with consoles in their bedroom reported having rules related to the content of the games.

7.3 Rules relating to Completion of Homework before playing Video Games 
Unlike television viewing, video game playing did not show the prevalence of rules related to homework, though for the boy's homework related rules were slightly higher compared with rules related to time spent playing.  As for girls there was a higher percentage who had rules relating to time spent playing compared with the completion of homework.  

Of the 103 student respondents, 41.8% (N=23) of the boys and 32.4% (11) of the girls did have rule regarding their video game play as a reward to them completing their homework assignments.  

Further analysis of the grade breakdown further reveals a gender difference between the students emphasis on rules relating to homework and video game play.   This analysis of the different amounts of time spent with video game system among the boys and girls may help to illuminate why girls are not as monitored as the boys, since it may be that the boys are the ones who use the video gaming consoles more often.  

Of the students with video games in their bedrooms 46.7% had rules associated with homework and access to the video game console for gaming.
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7.4 Video game ratings systems
With regards to content of different forms of media, the content seen on video games did not seem to concern parents as much as the content from television show or from computer programs.  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 game according to the industry standard ratings system of <EC-Early Childhood, E- Everyone, T-Teen, M-Mature, A-Adults only, RP-Rating Pending> using the ESRB web page.  Of the 73 students that gave data regarding 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 very slight gender differences were evident. The results show that students primarily played E and T rated game and 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 as in many cases age appropriate. Further examination of the game genres indicated that 47.4% of the boys and 60.0% of the girls played adventure/maze game, which generally do not contain much violence or sexual content.  26.3% 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 similar to the most recent Hollywood movies; this particular game contains warning labels such as 'Realistic Violence, Mature Sexual Themes', yet the rating is still considered to be Teen.    Another first person shooter is the war game Medal of Honor which is aptly describe on 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.
7.5 Disobeying Video Game rules 
35.9% (N=21) of the boys and only 11.4% (N=5) of the girls out of a total 98 students who responded to the question of whether or not they cheated and used video game when they were not permitted to do so was much lower than those students who reported disobeying television rules.

Similar responses were recorded for the students with video game consoles in t their bedrooms, with 35.7% having disobeyed video game rules and playing game that were inappropriate, played longer than their time allotment or played before completing their homework assignments. 

8.0 COMPUTER RULES AND REGULATIONS
8.1 Do they Rules for Computer Use
Of the 115 student respondents 56.7% (N=34) of the boys and 67.3% (N=37) of the girls had rules related to their use of the computer in their home.  For those students 24.0% of the students who had access to computers in their bedrooms, 64.3% (18 out of 28 students) had rules related to their computer use.  As Internet slowly penetrated into more homes it maybe become increasingly useful examine the rules and regulations with respect to this new media.  

8.2 Do the rules relate to time spent on the computer  
Students' computer rules tended to differ from television and video game rules in that their rules tended to concentrate more on the time allotted for the use, rather than the content examined or the completion of homework.  36.7% (N=22) of the male students and 40.0% (N=22) 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, with 11out of the 28 (39.3%) 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 25.0% compared with 33.3% (N=20) of the male students and 27.3% (N=15) of the female students having to complete their homework before they were allowed to use the computer.  

Content did not seem as regulated on the computer compared with time spent and homework completion for those students who had rules applying to their computer use. Only a small percentage of student had rules relating to content and of those student that did have computer rules, 83.3% (N=50) of the boys and 70.9% (N=390 of the girls did not have rules regarding the content of the computer activities they were engaged in.   bedroom access didn't result in any difference with the general sample population with 89.3% of the 28 student suggesting that their parents did not specify rules regarding the content of their games, surfing or use of the computer. 

8.3 Disobeying Computer related Rules  
The number of students that claim to use the computer when they were not permitted to do so did not show any significant gender differences, on average 21.2% of the student population of 113 for this particular question stated that they did disobey 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 7 of the 29 (24.1%) suggested that the disobeyed rules relating to their computer use.  

8.4  Computer Game Rating System 
For the students who played video games the results indicated that none of them played mature games and most were everyone or teen.  But for the 61 male students with computer games 33 of the males (54.1%) played games with a rating of E for everyone and 20 of the males (32.8%) play ‘T’ for teens and 8 played mature games (13.1%)
For the girl students 45 respondents and 32 (71.1%) of the females played E for everyone rating, 13 played teen (28.9%).

Table 8.5 
	
	Time 


	Content
	Homework

	
	% with rules


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

	TV 
	39.8
	49
	123
	31.7
	39
	123
	55.3
	68
	123

	Video games
	34.0
	35
	103
	9.7
	10
	103
	33.0
	34
	103

	Computer
	38.3
	44
	115
	22.6
	26
	115
	30.4
	35
	115


9.0 PARENTAL RESPONDENTS; TELEVISION RULES AND REGULATIONS 

9.1 TV Rules and Regulations

Parental response to the existence of rules in their homes was fairly high with upward of 97.5% (N=39) of the male student's parents' and 93.3% (N=28) of the female student's parents' suggesting that their children have rules and regulations for television viewing within their home viewing environment.

9.2 Rules Relating to Time Spent with Television
Of the 70 parents who responded to the media survey many suggested that rules related to the type of shows and the content they watched were the basis of many 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

	
	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
	39.7%
	25


	40.0%
	24
	30.2%
	19
	33.3%
	20
	46.0%
	24
	35.0%
	39

	Total
	
	63
	
	60
	
	63
	
	60
	
	63
	
	60

	Parents
	72.5%
	29


	83.3%
	25
	82.5%
	33
	86.7%
	26
	65.0%
	26
	73.3%
	22

	Total
	
	40
	
	30
	
	40
	
	30
	
	40
	
	30


10.0 PARENTAL RESPONDENTS; VIDEO GAME RULES AND REGULATIONS 

Rules relating to video game playing in the home did not seem to reveal any significant gender differences with 80.0 % (N=56) of the 70 parents suggesting that they did have rules relating to their child's video games playing in their homes. 

10.1 Rules Related to Time Spent playing Video Games
Time spent playing video game consoles seems to have been slightly more of a concern for parents than either the content they were playing or the completion of their homework.  Of the 70 parent respondents 67.1 % (N= 47) had rules relating to time spent playing games on the home video game console.  Results of other rules related to content of video games and if the students had finished their homework first were 54.3 % (n=38) and 58.6% (N=41) respectively.  

11.0 PARENTAL RESPONDENTS; COMPUTER RULES AND REGULATIONS  
Comparatively similar percentiles for the existence of media rules in the home were found among television, video game and computers according to the parental responses.  Of the 70 parents surveyed 82.9 % (N=58) responded suggesting that they did have rules related to the computer use of their children in their homes.  

11.1 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 a factor in their computer related rules with 60.0% (N=24) of the male student's parents and 70.0% (N=21) of the female students' patents suggesting that time spent was a concern when their children used the computer at home.

11.2 Rules related to Content on the computer
With the Internet comes increased freedom of exploration into a variety of fields or topics the students are able to find on the World Wide Web.  Parental responses indicated that over half of the parents were worried about their child's exposure to content with 64.3 % (N=45) of the 70 parents responding that they monitored and developed regulations to promote more appropriate content usage on the computer.  

11.3 Rules related to completion of Homework and computer use
Slightly fewer parents selected the completion of homework as being a component of their computer related rules compared with time and content of their child's computer using habits.   57.1% (40) parents suggested that they had rules that required their children to first complete their homework before access to the computer was granted.   

12.0 Difference between Parental responses and student responses with regards to their rules and regulations
PARENTAL RULES AND KIDS RULES

Table 12.1 
	
	TV


	Video games
	Computers

	
	% with rules


	N
	% with rules
	N
	% with rules
	N

	Students
	69.1
	85
	51.0
	52
	61.7
	71

	Total
	
	123
	
	102
	
	115

	Parents
	95.7
	67
	80.0
	56
	82.9
	58

	Total
	
	70
	
	70
	
	70


13.0 SOCIALIZATION OF PREFERENCES

To further understand the impact of media on children’s preferences we surveyed the students choices of media related heroes and heroines.  Our initial survey asked the students to tell us who they would want to meet from the media.  
When asked to select a celebrity figure they would want to meet the results indicated that music celebrities were most popular as seen in Table 13.1.  
Top Celebrities the students want to meet

Table 13.1 
	Boys
	Total %
	GIRLS
	Total %

	1.  Eminem


	7.7%
	1.  Avril Lavigne and Hilary Duff


	8.0%

	2.  Adam Sandler 


	6.6%
	2.  Eminem


	6.9%

	3.  Jackie Chan


	5.5%
	3. Jennifer Lopez and Amanda Bynes


	5.7%


Only Eminem was seen as popular star for the student to meet.  Musical talents seemed to be popular in the girls' selections of stars with 45.3% selecting stars from the music genre, followed by stars from the comedy and adventure/fantasy genre; 26.6% and 12.5% respectively.  The boys however selected comedy as their primary favourite at 41.7% followed by music and action; 23.6% and 16.7% respectively.   

As expected for each gender they often selected characters of the same gender with 87.1% of the boys selecting male characters and 66.1% of the girls selecting female characters. 

13.2 Cartoon Characters Students want to meet
Cartoons are typically seen as favourite programmes for children.  We surveyed the students on their favourite television programme and 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 this characters.  Table 13.3 shows the top five characters chosen by the students.  
	
	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


13.3 Genre for cartoon characters 

The favourite cartoons were coded for genre and the results for the 68 boy respondents indicated that 26 boys  (38.2%) most enjoy classic cartoon characters followed by sitcoms with 35.3% (N= 24) of the boys selecting sitcoms.

The girls also suggested that their favourite programmes tend to be from the classic genre with 33 of the 51 girls respondents (64.7%) suggesting that classic cartoons were their favourite followed again by sitcoms with 27.5% (N=14) girls choosing sitcoms. 

13.4 Cartoon character gender 
The genres of the cartoon characters were also coded and the results indicated that all of the 67 boys chose male characters.  The girls, however, selected 89.4% (N=47) selected male characters and 5 girls (10.6%) selected female characters. 
13.5 Television Shows selected by the students.
The top three shows selected by the students in their survey asking what television show they would want to be on include 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).
13.6 Television show Ratings 

The sample of programmes the students chose varied greatly from educational and child orientated such as Rescue Heroes and Zaboomafoo to older adult orientated shows which include; CSI, MTV ‘jackass’, South Park.  
Of the 72 boys 33.3 %(N=24) selected shows that were geared towards a more teen audience and 29.2% (N=21) chose to watch adult orientated television programmes.  
37.9% (N=25) of the 66 girl respondents chose more family oriented shows and 31.8% (N= 21) like the boys enjoyed adult orientated shows such as CSI. 
 PREFERENCES

14.0  Favourite Book and Book Character 
The students were asked about their favourite books and the results indicated that of the 91 students respondents (missing value of 21)   25.3% (N=23) of the boys selected Harry Potter as their number one choice, their second favourite was the  Lord of the Rings with 7.7% (N=7)  and finally their third choice was X-Men  5.5%(N=5).  It was noted that all the top three books also had related movies. 
Harry Potter was also the number one choice for the 87 (34 missing respondents) girl respondents with 17.2% (N=15) of the girls noting that they enjoyed reading the series.  The girls also chose the series Mary-Kate and Ashley as their second favourite with 8.0% (N=8) selecting and finally 5.7 % (N=5) chose Lemony snicket as their third favourite book.   
Since Harry Potter was the students favourite book it was not surprising that Harry Potter was also their favourite character with 19.8%(N=18) of the boys and 12.6%(N=11) of the girls selecting him as their favourite book character .
14.1  Book Genre
Of the 70 boys respondents 52.9% (N=37) of the boys selected adventure books a their favourite and 31.4% (N=22) enjoyed reading comics most. Of the 56 girl respondents 41.1% (N=23)  liked adventure books and 26.8% (N=15) liked book series as their favourite genre. 
14.2 Gender of characters

The students were also asked to select their favourite character from the books and the results indicate that the boys 94.3% (N=66) chose male characters as their favourite characters in the books.   The girl students however chose both female and male characters with 47.7% (N=27) and 52.6%(N=30) respectively.

15.0 Favourite Television Show 
The students were asked to not only discuss who they would want to meet and what television shows they hypothetically would want to be in, but they were also asked what show was their favourite.  Favourite show for boys the included The Simpsons (22.0%), Yu-Gi-Oh (12.1%)and hockey (5.5%).  The girls also enjoyed The Simpsons (13.8%), as well as Friends (9.2%) and finally Lizzie Mcguire (5.7%), once again the girls tended to enjoy a variety of different shows where the boys tended to agree on favourite 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. 47.2% of the boys and 45.8% of the girls chose cartoons as their favourite programme genre.  Girls also chose sitcoms and comedy as another favourite with 39.0% of the girl respondents.  The boys chose anime as their second choice with 25.0% of the boy respondents.  
15.2 Television Rating System   

When surveying the students about their favourite shows the students responded with a great variety of programmes.   The most popular show genres include;

	
	Boys


	N
	total
	Girls
	N
	total

	Children
	41.7%
	30
	72
	23.7%
	14
	59

	Family
	12.5%
	9
	72
	32.2%
	19
	59

	Teen
	63.9%
	23
	72
	22.0%
	13
	59

	Adult
	13.9%
	10
	72
	22.0%
	13
	59


The boys tended to enjoy more teen oriented shows where the girls selected more family programming.
15.3  Favourite television characters 
With The Simpsons and Yu-Gi-Oh as some of the favourite televions shows, 11.0% (N=10) of the boys selected Homer and Yu-Gi-Oh character as their favourite. Bart Simpson was the second favourite with 9.9% (N=9) students selecting him as one of their favourite character.  
Of the 87 girl respondents, Bart Simpson was seen as their  third favourite with 4.6% of the girl respondent.  6.9% (N=6) however selected Lizzie McGuire and 5.7% (N=5) chose Lisa Simpson.  
15.4 Reasons for why they liked these television characters  
When asking about favourite characters the boys suggested that in order for them to select that characters as a favorite it would have to be; funny 37.2% (N=16),  magical/skilled/fast/brave 18.6%(N=8), and they are heroes/helps/saves/strong/powerful  18.6%(N=8).

The 33 girl respondents selected; funny 69.7%(N=23) and magical/skilled/fast/brave  18.2%(N=6).

15.5  Favourite television show characters gender 
Character preferences for boys were 94.2% male characters and 5.8% female characters for the 69 boy student respondents.   The girls again selected a variety of male characters at 43.9% and female characters at 56.1% of the 57 girl student respondents.  .

16.0 Favourite Video Games 
A small segments of the boys selected The Legends of Zelda and Lord of the Rings as their favourite video games. The girls however selected Super Mario Brothers and The Sims as popular games.  
16.1  Why the students liked video game characters
24.0% (N=6) of the boys suggested that they enjoyed video game characters that are evil, use weapons, fight, use guns or duels. And 25.0%(N=5) of  the girls suggested that the video game characters that they enjoyed were the characters that they considered as 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 47.4% (N=18) selected Adventure games 47.4%(N=18) and 26.3% (N=10) of the boys selected combat, fighting or shooting  games as their favourite.  
The girls also selected adventure games with 60.0%(N=21) of the respondents and another 28.6% (N=10) chose  puzzle/education/edutainment/simulation games. 
17.0 Leisure activities and patterns

In order to understand what other activities the students enjoy besides media we asked how often the students engaged in active leisure activities.  

17.1  Library
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17.2 Swimming
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17.3  Ice Skating
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17.4  Theatre
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17.5 Family 
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17.6 Sports 
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17.7 Play Outside  
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17.8  Play Inside  
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17.9 Favourite Leisure activity

The students were also asked to select a favourite leisure activity in which they wanted to do for fun and the results indicated that  of the 51 boys 33.3%(N=17) of the boy respondents suggested that their favourite activity was organized sports, outdoor play at 31.4%(N=16) and media at 23.5%(N=12). 
47 girl respondents suggested that 38.3%(N=18) enjoyed sports and 23.4%(N=11) enjoyed outdoor activity and 12.8%(N=6) enjoyed media. 

18.0  NEW MEDIA ENVIRONMENT

18.1 Computer usage environment

Our surveys indicate that 94.4% of the student has access to a compute at home, this high level of computer penetration in home require further analysis the possible changes in patterns of media use with it's introduction into the home environment.  When the students were asked with whom they most often used the computer, the results indicated 28.7% of the 115 students answering the question used the computer 'alone' as well as 28.7% stating they used the computer with their 'dad'.  Only 10.7% of the student suggested they used the computer with 'mom' and the same percentage of students suggested they used the computer with their 'siblings'.

For those students with access to a computer in their bedroom, 44.8% suggested that they used the computer alone and only 24.1% suggest they co-used the computer technology with their dad which greatly varies from the total sample population which had identical percentiles for alone and dad thus suggesting that bedroom access warrants more solitary computer use habits compared with household that may have access to computers in a more general family accessible 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 permitted 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 different 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 50.0% (N= 17) of the boys stating this as the primary reason for the computer purchase in their home.  In comparison only 21.7% (10) of the girls suggested that their parents' bought a computer for gaming purposes, instead the girls number one reason for purchasing a computer was for them to complete schoolwork or studying with 34.8% (N=16) of the girls from the 80 students providing reasons for the purchasing of the computer in their home.  
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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 purchased of a computer and 63.6% (N=28) 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 ,rather 31.0% (N=13) selected homework as their most common computer related activity and another 38.1% (N= 16) of the girls selected games as the computer related activity they most often engage in. 
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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. Parents however, suggest that neither of these reasons were the primary reason for the purchase of a family computer system.  Rather parental business opportunities and work related computer activities were the primary reason, the results suggested that 50.0% (18) of the male students parents' and 59.1% (N=13) 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 major household purchases may not always be completely discussed with the children and the parents may present the new media with attributes that are attractive to the child rather than non-child related reasons for its purchase.  
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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, with 51.4% (N=18) of the male student parents and 48.1% (N=13) of the female students parents' suggesting that their children most often play games on the computer. 44.4% (N=12) of the sample 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 
52.5 % (N= 31) 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 25.4% (N=15). 

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 54.5% (N=36) responded that the parents in the home used the computer most often and only 18.5% (N=12) said the children used the computer most often.  

19.5 Parental Worries About television access

Parents were asked about their rules regarding television access in the home and they were also asked to specify what was it about the medium of television that caused them the most concern.  The parents seemed to be most concerned with violence and adult content on the programs available to their children.  75.4 % (N= 49) of the 65 parents felt that violence worried them the most; with 69.2% (N=45) of parents also stating that adult content was a concern.  These two main conerne did not show any significant gender differences, whereas concerns about dispalcment of other activities by the televiosn did show fairly significant gender differences with 26.3% of the boy's parents and 51.9% of the girls parents suggesting that the possibility that the students would watch television instead of engaging in more active behaviours was a major concern for them.  
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19.6 Parental Worries about Video Game Playing

Parents reported being more concerned about violence in video game and displacement of other more active behaviours than adult content, commercialization of video games and increased sedentary lifestyles; 65.6 % (N=42) of the 64 parents were concerned with the level of violence in video game and this cause them to monitor more carefully and 45.3 % (N=29) worried that video game play would displace other activities.  Unlike the concerns with television viewing patters, only 37.5 % (N=24) of the parents showed a concern for adult content in their rule development of video game play in their home. The popularization of electronic gaming rating systems such as the ESRB may be used to promote a sense of security for the parents in that games considered to be extremely adult orientated are rated as so and due to the purchasing powers of many parents they may feel they are more in control over what their children are playing (see rating results on pg. --).  
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19.7 Parental worries about computer use 
Much like the television related concerns, parents suggested that violence and adult content were some of their major concerns when their children engaged in computer related activities with 41.5 (N=27) of the 65 parents showing a concerned about violence on the computer and 52.3% (N=34) of the students' parents suggesting that they were concerned about the adult content on the computer and Internet. Only 26.3 % (17) seemed to worry that computer related activities would displace other activities in the home.  During the media diary we asked the students to tell us who they most often to online, often the students said they used chatrooms to chat with friends from school or friends they knew in real life more often than they chatted with strangers and relatives.  Five of the 64 parents suggested that they worried about chatrooms and the possibility that as their child gets older this may be more of an issue.   The computer unlike the video game or the television may be seen as a more electronic educational medium available to the child in the home therefore concerned over displacement of other activities by the computer may not be as much of a concern because the child may either not spend much time on  the computer or the parent feels that the activities on the computer are not as much of a 'waste of time' as say television or video games.  
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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 (http: programme description) 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?

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.

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.
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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. 
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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.
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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. 
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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 tune 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.

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*

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*

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. … verbatims 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*

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. 

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.
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 play 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 continue 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. 
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