Facing The Facts:

Reports show that children spend an average of 6 hours 32 minutes per day with
various media, including television, computers and video games'. Parents now more
than ever realize the need to put controls in place to help regulate their children’s
exposure to these stimuli. Read on for more interesting facts about over exposure to
media and the potential consequences for our children.

Plugged In: Television

O

Children in the United States watch more than three hours of TV daily.

The American Academy of Pediatrics does not recommend television for children
age 2 and younger, and no more than 1-2 hours daily for older children limited to
educational nonviolent programsi

Two out of three children under six live in_homes where the TV is left on at least
half the time, even if no one is watching."

By the time children complete elementary school, the average child will witness
more than 100,000 acts of violence on TV."

Childhood exposure to media violence predicts young adult aggressive behavior
regardless of the intellectual capabilities, social status, or parenting style.”

25% of all MTV videos contain alcohol or tobacco references.”

According to a study conducted by the National Institute for Health, The Center
for Disease Control, John Hopkins University and The University at Buffalo, the
incidence of obesity was highest among children who watched four or more
hours of television per day.*

Virtually Hooked: Internet & Video Game Addiction

O

Young people on average clock 17.7 hours per week online, not including time
spent sending and receiving emails™

In it’s first three months on the market, Grand Theft Auto: Vice City sold over 4.4
million copies."ii In this game, players have the opportunity to engage prostitutes,
have sex with them, and beat them to death to avoid paying for sex.




o Nearly half of kids surveyed go online at least four fimes a week, and 20% go
online every day, according to a recent report by American Online and Digital
Marketing Services.”

o By 2007, 57% of kids aged 11 and under will be online *

o Among 7™ through 12 graders surveyed, more than half play video games by
themselves.® In addition, over dependence on video games can foster social
isolation.™

Children’s Learning and The Media
o Researchers and educators are finding that electronic entertainment is leading fo
a disturbing decline in imaginative play among children."

o Children who play more imaginatively generally develop better vocabulary skills
than children who engage in less imaginative play.®

o Good early play skills predict the ability to be creative and generate alternative
solutions to everyday problems.

o In one experimental study, reducing the amount of television children watched
by half improved Performance 1Q, and increased the amount of time children
spent reading.

o Of children watching af least 10 hours of television per week, school performance
declined proportionately to the amount of television they watched.™
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