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Mental Health for the Media Generation:

Balancing Coping and Riskiness
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The massive presence of media and the time spent on media technologies1 by children are clear

indicators that there is a shift in lifestyles and priorities for our new generation. Children spend
over five-and-a-half hours daily using media in the US (Roberts & Foehr, 2004). This average,
although alarmingly large, seems rather a matter of fact in 2011. Children across countries are

spending more and more time in front of television sets, computer screens, and on cell phones
making media a central part of their lives. Advertising, communications, as well as education have
a brand new social networking image to make it accessible and reachable to children.2

Importance may vary depending on social class, culture, and the geographical regions where

these young people come from. Nevertheless, because new media technologies are so integrated
in young people's lives, they are also valuable resources to promote mental health; to develop a
distinct identity; to give opportunities for social networking; and to provide scaffolds for con-
structing new forms of self-directed, interest-driven activities, peer-based communication, learn-

ing, and support.
Keeping this at the forefront, this chapter will examine healthy media use during childhood

and adolescence and the parameters for media use so that it leads to good mental health and

'Such media technologies or information and communication technologies (ICTs) include computers, laptops, digi-
tal television, cellular phones or smart phones, game consoles like play station, Vii and X-box, mobile game consoles like

Nintendo or PSBs, mp3 players, iPads, etc.

2When we talk about young people in this chapter, we refer to children and adolescents, that is, people under 18
years of age. We are, of course, aware that media use habits vary among those who are younger and older within this

age group.
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well-being. We will also examine the role of various mediators—such as peers, teachers, parents,

community, and state to assist with cultivating sound media use habits and finding a balance in

the everyday user pattern.

Although media technologies are a resource for children and adolescents' mental health, its

intense use leads to questions concerning young people's capacity and interest to bring balance

in physical and mental activity. A Kaiser Family Foundation Study looked at media use in very

young children (0 to 6 years) and concluded that these children spend as much time with a screen

as they do playing outside (Hideout, Vandewater, & "Wartella, 2003). This study and many others

draw links between media use and increase of health issues, such as obesity and other physical and

mental health problems. It is not uncommon for health care professionals to use terms such as

media-addiction implying media as the source of mental illness, dependency, obsessive-compulsive

behaviors, concentration problems, and other attention disorders. Besides these physical and

health risks there are safety concerns in media-heavy communities—issues such as cyber bullying,

young children being exposed to extreme violence, sexually explicit material, as well as other

extreme behaviors are being highlighted. The world at large, including the deviances of society, is

much closer and easily accessible with media tools and other technologies.

This chapter examines children's well-being and their use of media following the guidelines of

child participation and child protection within the framework of the United Nations Convention

of Child Rights. Evidences of media immersion by children, their experiential power and control

over children's lives, and the agencies that support this immersion are weighed against a child

right's perspective. It is important to note that with changing media forms and new technology

and tools there is a shift in how young people socialize, learn, and establish their relationships that

ought to be addressed by psychologists, educators, parents, childcare workers, and policy makers.

Media Generation, Users, and Generators

As anyone who knows a teen or a tween can attest, media are among the most powerful forces in
young people's lives today. Eight- to eighteen-year-olds spend more time with media than in any
other activity besides (maybe) sleeping—an average of more than 7Vi hours a day, seven days a week.
The TV shows they watch, video games they play, songs they listen to, books they read and websites
they visit are an enormous part of their lives, offering a constant stream of messages about families,
peers, relationships, gender roles, sex, violence, food, values, clothes, and an abundance of other
topics too long to list... Understanding the role of media in young people's lives is essential for those
concerned about promoting the healthy development of children and adolescents, including parents,
pediatricians, policymakers, children's advocates, educators, and public health groups. (Rideout,
Foehr, & Roberts, 2010, p. 1)

There are many popular names given to identity generations. The Baby Boomer Generation led

to Generation X, where researchers record birthdates from 1961 to the latest in 1981 (Armour,
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2005). The demographic cohort following Generation X is called Generation Y, Generation Next,
or Echo Boomers. These youngsters' birthdates are from late 1970s to somewhere in the late
1990s and are often known as the MTV Generation (Huntley, 2006), or as in this chapter, the
"Media Generation" (Roberts, Foehr, & Rideout, 2005). This is a generation known for their
expertise in playing video games, their instinctive use of mobile phones, computers, laptops, mp3
players, and virtual social platforms. Most importantly, however, they are the child and adolescent
population that spend a large portion of their everyday life interacting with media technology for
play, entertainment, school, social networking, and relaxation.

We understand the media generation as the youth that live in a hyper-media environment.
In many countries, including India, access is an important concern due to inequity especially
as media technologies (or information and communication technologies [ICTs]) are regarded as
important resources for the future (Nayar & Bhide, 2008). Parents and other stakeholders are
concerned with the potential negative aspects of media use on young people. These negative as-
pects can be simple, potentially harmful content, risk of excessive screen media use leading to less
physical activity, or relatively newer phenomena such as cyber-bullying or "sexting." The Internet
is also becoming the medium of choice for pedophiles to contact children anonymously and track
addresses and other contact information (Livingstone & Haddon, 2009; Medietilsynet, 2010;
Rideout et al, 2010).

Academic researchers are codifying not just access to media but also media content. Ques-
tions like whether there is censorship and who is responsible for media content are being asked.
Who can make media, who may not? Media content such as a YouTube video, Facebook upload,
Twitter, blogs, virtual forums, chat rooms, podcasts, online radio, and so forth are all part of this
large Internet world and everyone can be a user and a generator of the content. We call the media
creators, "media generators" and generators can be anyone with access and tools to make media
messages. For children, these generators include friends, family, community, cultural influences,
market, and state. There is a wide belief that the media generation is a product of nuclear families
(two working parents), city life, and globalization. However, media generators such as cultural
influences, family priorities, lifestyle, socioeconomic power, as well as peer and popular choices
play an important role in the creation and sustenance of this new generation (Nayar, 2011).

Children's Participation and Protection

It is worth taking note of the recent trend in romanticizing children as pioneers with a "natural
gift" for media use or alternatively as particularly vulnerable to new media (Hagen & Wold,
2009). Neither of these views is strictly accurate; children are both more cautious and conserva-
tive than adults perceive them to be. They possess a certain amount of resilience or at least are
able to cope with many of the posited risks online or via new media (Livingstone & Haddon,
2009). It is important to acknowledge both—young people's immersion and experience with the
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(Dunkels, 2007).
There is a kind of frenzy about control, access, and use. On the home front parents install

software to monitor Internet usage on computers, but access to media is so large and sometimes

entirely subtle that it is not possible to completely or effectively monitor children and adolescent's
media use. Moreover, parents are often reluctant to restrict children's media use, as especially
computers and Internet are regarded as tools for learning; an educational aid backed by school

and university systems and one of many methods of communication that has now grown into an
overwhelming Internet and Intranet connectivity. However, an issue that ought to now concern
the generators is that media do not only stimulate the young population but also create depen-

dence. This poses an urgent question as to what kind of side effects this would lead our youth to,
and what is the potential role of peers, parents, teachers, community, and state.

Contextualization

Children and young people's media use needs Contextualization if this practice is to be understood

properly (cf. Hagen 2004/1998; Livingstone, 2002). First of all, children's everyday life, which
includes their home situation, their school, and their leisure activities, provides a context. Cul-

tures and their norms are also contexts to consider when understanding the role of new media
and ICTs in children's lives. Media use has to be related to young people's social context, such as

family, community, and friends or peer groups.
Media landscape which includes traditional media is also the context for how new ICTs are ap-

propriated. Children's use and reception will mediate the potential impact of media exposure. The
consequences of media use can be extensive and may affect how children use their time, socialize,
and even view the world. Thus, young people's media use can be a factor in how they experience

themselves and their lives.
Recently, Leena (name changed), a 12-year-old from a suburb in New Delhi, who subscribes to

YouTube, has been uploading videos of her re-enacting dance moves of popular music celebrities.
She sings about romance, longing, break-ups, and other subjects that are often sung by pop music

icons. Leena gets over ten thousand hits on her channel. She receives comments on her singing

and dancing from viewers all over the world. Culturally, she comes from a protected and simple
background where her singing and dancing may not seem in any way harmful. However, her fans
have access to her directly by way of email and other communication and she writes freely about

her personal life. It is hard to imagine this kind of free access to a 12-year-old without the help of
a. media platform. While the risks of this kind of access are high, the responsibility of such conse-
quences is a grey area. Many can blame the child, her parents/guardians, the users who access, or

YouTube. None of these "responsible" parties are the ultimate answer to media gatekeeping (see
Figure 6.1).
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Figure 6.1 Roles of Media Mediators for Children's Media Use

Awareness of
Related Content

Peer Rote in
providing Positive
Examples as well

as Support

Media information

Source: Authors.
Note: This figure specifies central actors in children's social context that can play a role to mediate
children's media use. For example, while small children need guidance, young people may need
informed discussion and negotiation partners.

Child Rights Perspective

Children have a basic right to grow in a healthy environment where they can realize their full po-
tential. ICT has provided a new opportunity to explore and test their autonomy (Hagen, 2007).
From a child rights perspective, children have a right to experience and experiment with new
communication tools (UNICEF, 2005). In fact, children are agents for their learning through
media use, and their participation in production will be an important milestone to highlight
children's perspectives. Children can and ought to be empowered to use media creatively and to
learn skills that can negotiate with the hypermedia environment. Keeping in mind the age and
developmental stage of children, policies and practices have and must keep up with the uses, risks,
and other causal effects of new technology and media.
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Children's Changing Media Habits

Understanding children today involves understanding children's relationship to the media landscape.
A number of studies in recent decades have confirmed that although young people are pioneers in

adopting and using new media, their use of the newest technologies tend to enter into their existing
lifestyles and use of media. Children are expanding their media mix, rather than replacing old media

with new ones (Livingstone & Bovill, 2001; Hideout et al., 2010; Roberts et al., 2005). Children's
media habits change in direct relationship to the ease with which new media integrate into their

existing preferences for social interaction, for communication, and for play (Ito et al., 2009).
Generally, there are differences in media use during childhood that depend on age, gender, and

accessibility. Television viewing is a key activity for children under 12 years in most countries.

The significance of personal computers (PCs) and the Internet increases with age as the children

grow outwards and peer-oriented (Hagen & Wold, 2009). In this process, the mobile phone also
becomes more important for children and youth. SMS, chat, and e-mail are important commu-
nication tools in the peer culture of youngsters.

Changes in children's social environment are directly reflected in children's media use (Living-
stone & Bovill, 2001). Personal media content often changes borders between public and private

and allows for multitasking in a unique social way. A young person can be available socially for his
or her friends while they are at home. While children and young people have intense negotiations

on media use with their parents, having their own TV or PC in their rooms allows for more "free
space" from parental control (cf. Hagen, 2007). Moreover, the increasing availability of portable

media including laptops, iPads, video games, and mobile phones with Internet access makes it
increasingly difficult for parents to monitor what websites their children visit, who they commu-

nicate with, and what they post about themselves online.
Private information and pictures can be available for almost anyone when they are posted

online. It appears that increased multiplicity of media content and forms also result in more

individualized lifestyles. Yet, patterns in children and adolescents' media use determined by age
gender, ethnicity, national background, and region are evident. Children's use of the Internet
continues to grow. Net users are increasingly younger, while parents are catching up with young

people (Calvert, 2005). Gender differences are disappearing with the more communicative turn
in Internet use. However, socioeconomic differences still exist in most countries.

Coping with the Internet

Children today are growing up in a "connected" world, for them the PC and the Internet are tools
of communication. As noted by Livingstone, Haddon, Gorzig, and Olafsson (2011), "The rapidity
with which children and young people are gaining access to online, convergent, mobile and net-

worked media is unprecedented in the history of technological innovation" (p. 11).
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The age at which children are starting to use the Internet and mobile phones is getting younger
and younger. The younger the child, the more vulnerable he/she is and less able to navigate and
negotiate impact of media messages on his/her emotions independently. However, to cope with

the Internet is a precondition for being successful as a young person today socially, academically,
and almost in all spheres of life. This can be a dilemma for parents as well as teachers.

A similar trajectory follows video games. Playing games—fictional games like action and shoot-
ing games, role play games, adventure games, and strategy games—are especially popular among
young people (Hagen & Wold, 2009). When popular movies are launched for children, they are

soon followed by games as is the case for Harry Potter, Pirates of the Caribbean, Lego Star Wars,

Lego Indiana Jones, Avatar, and so forth. Players can be the main characters in the game (e.g., an
avatar in one of the popular SIMs games) and can act towards other characters and objects. The

games contain sound effects and music, just like in a movie. Thus, games can be very involving,
such as the popular online game World of War Craft. In games such as these, players are also part

of a team so they are socially committed to spend time on the game (Karlsen, 2011).
Surfing the web provides young people with access to different types of websites with enor-

mous amounts of information including entertaining genres that are popular from other media,

like music and film. YouTube has been one of the fastest increasing websites in recent years, where
children and youth can see film and video clips. They can also search for information online re-
lated to school, homework, leisure, and hobby activities. Many children report that they use the

Internet alone, more so than acknowledged by their parents (Medietilsynet, 2010). Chatting is
also popular among young people, as they can stay in touch with their friends continuously while
also doing other things. Using a web camera is often part of such chats.

Children tend to use all aspects and all genres of the PC and Internet, such as play games,
search information for school homework, download music, write e-mail, surf websites, chat, and

so forth. There are, however, differences in use according to age: playing games is the key activity
for young children and news reading, e-mail, chatting, and communicating is a teenage year activ-

ity (Hagen & Wold, 2009). In addition, viewing film, TV, or video clips is popular. Both girls and
boys use chat and other messenger clients, e-mail, and social networking sites extensively. Thus,
the general picture is that these genres or platforms have become very important in the social rela-
tions of young people (Turkic, 2011).

In these forums, children and adolescents can to some extent play with their identity and often
appear as idealized versions of themselves. They use these arenas both to maintain existing rela-

tionships and friendships and to get new contacts (Hernwall, 2003). The increased significance
of Internet among young people tends to reinforce social differences among children in terms

of competence, social networks, and intellectual resources (Seiter, 2005). Internet use in school
often tends to reinforce existing social differences rather than bridging the gaps (Buckingham,

2007).
The Internet may also provide opportunities for participation and civic engagement. It provides

youngsters with possibilities for being creative through numerous kinds of user-generated content
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(Kalmus, Runnel, & Siibak, 2009; Davidson, 2011). Moreover, the Internet also provides young
people with arenas for identity expression, social connections, and sharing experiences (Ito et al.,
2009). In fact, the results from the latest EU Kids Online survey suggest that as many children
and youth find it easier to "be themselves" online than offline (Livingstone et al., 2011). The chal-
lenges are to understand in new ways how children can develop sound coping mechanism related
to their media use.

Internet Use—Some Related Risks

For most children, the Internet is a great resource and a source of entertainment, communica-
tion, and information. However, there are also risky aspects of Internet use by children and young
people, and as it has been documented in the EU Kids Online project there seems to be a positive
correlation between use and risk (Livingstone & Haddon, 2009). Such risks include, in rank or-
der, giving out personal information (the most common risk), encountering online pornography,
being exposed to hateful or violent material, online bullying, and receiving unwanted sexual
comments. The last risk, meeting online contacts offline is the least common, but potentially the
most dangerous.

The idea of privacy and personal information is still porous for a child. This may be attrac-
tive in the virtual world, especially for actors who target commercial messages as well as actors
with dishonest intentions (Hagen & Wold, 2009; Nayar, 2011). Yet, children are more careful
with giving out personal information when they have been taught about safe use (Medietilsynet,
2010). Older boys seek out explicit sexual content on the web. Girls are more likely to receive

unwanted sexual comments (Brandtzasg, Staksrud, Hagen, & Wold, 2009). Boys tend to search
for violent material, while girls tend to be emotionally upset when faced with similar material.
Cyber-bullying is making headlines across the world; an estimated 10% of children have experi-
enced virtual bullying according to a recent study (Medietilsynet, 2010).

Excessive use of screen-related activities leads to social isolation where young people find it
difficult to relate to their peers in a traditional face-to-face communication model. Internet de-
pendency is a growing risk for the media generation. In media coverage of dependency online
games and virtual worlds, World of War Craftznd Second Life are often mentioned. Young (1998),
a psychologist, defines Internet dependency as an impulse-control disease without drugs. In order
to distinguish Internet dependency from heavy use, this lack of control is central.

For young people the mobile phone is the lifeline of their social life—their way of keeping in
touch with their peers (Hagen & Wold, 2009). As stated by Haddon (2004), "In many countries
the mobile phone has also become a tool to support peer networking" (p. 45). Mobile phones are
increasingly converging with other media, such as web browsing, pictures, games, playing music,
and listening to the radio, in addition to calling and texting. For adults it is easy to underestimate
the social significance of the mobile phone of today's adolescents, making constant availability
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possible. Young people bring the mobile phone along everywhere for constant status updating,
coordination, and documentation with their peers (Staid, 2007). The mobile phone can also be

used negatively for bullying others, for example, by sending SMS messages with unwanted con-
tent or embarrassing pictures.

Media Technologies and Mental Health

The integration of new media in young people's lives can effectively promote mental health for
children. Children develop identity, explore new knowledge, develop new ways of problem solv-

ing, develop resilience, new techniques of manipulation, increase their focused attention, and de-
velop openness to experiences (Hagen, 2010a). However, to achieve the optimal positive benefits

of this integration, media generators and mental health professionals need to not only understand
new media and its many uses but also find effective tools that help navigate this environment.

The intense use of media has led to questions about its consequences on the health of chil-

dren. For example, there is a relationship between media intensive lifestyles and dependency, low
academic achievement, low sensitivity to injury and pains of others, learning of antisocial skills

and aggressiveness (cf. Strasburger, Wilson, & Jordan, 2009). There are attempts to examine the
relationship between excessive media use and overweight and also ADHD (Vaughanbell, 2006).

To find a balance between media use and other activities is important for young people's health
and mental health (Hagen, 2009). The same goes for being able to use media in such a way that
young people feel a sense of well-being and control over their own lives. Good health includes

healthy interpersonal relations, social interactions, age-appropriate emotional maturity, identity,

resilience, flexibility, and sense of control on their own lives. In terms of risks potentially affect-
ing mental health some aspects of media use needs to be reduced amongst children: extensive use
(especially if there are dependency issues); bullying (in Indian context the term commonly used is

teasing); being bullied; being exposed to violence, substance abuse, or aggressiveness.
The Internet can be a valuable resource related to young people's mental health, especially

in terms of help lines; hotlines; Question and Answer-options; and websites related to lifestyle,

well-being, and typical youth challenges and problems (Hagen, 2009). Websites which focus on
mental health can provide supportive environments for adolescents to discuss topics related to
identity and well-being like their body, friendship and love, sexuality, family conflicts, tempta-

tions (to alcohol, nicotine, and drugs), experiences related to violence or threats, loneliness, and
how to get further help. Such websites can be great resources for young people who can discuss

their challenges with other youth, moderators, professionals, or voluntary workers. However,
such websites can also be risky for young people if they are supporters and promoters of unhealthy

lifestyles and values. For example, anorexia websites take a positive stance towards anorexia and
present it as a lifestyle rather than an illness. These user-generated websites offer "thinspiration"
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where young girls get advice about how to lose weight and how to camouflage this from their

parents (Wold, Aristodemou, Dunkels, & Laouris, 2009). Internet can provide valuable resources
related to mental health where websites, blogs, discussion forums, and chat groups can be arenas

for emotional support. However, websites like the pro-anorexia, suicide, and self-harm sites also
demonstrate the potential dangers.

For children, relating to other people is an important part of their development. As much as
59 percent of 9- to 16-year-old European children have a social networking profile (Livingstone
et al., 2011). Social networking sites focus on building and reflecting social networks or relations

among people virtually. These networks are of people who share interests and/or activities; they
create profiles, share pictures, blogs, calendar of events, and so forth. Among the media gen-

eration, the top social networking sites include Facebook, YouTube, MySpace, Twitter, Yahoo!,
Orkut, and Bebo. References to these are made on television, in newspapers and magazines, and
links to their website are available freely when using the Internet. Mobile phones now sync these

social networking sites seamlessly onto the user's handheld device so that easy access is simply one
touch, push, or click away.

For example, Facebook syncs a user's phonebook directory with its own so that contacts are

backed up virtually, provided every person in the contact list also has a Facebook account. But, it
is not that the media generation uses only one social networking site—they use several, and hours
are spent in updating, refreshing, observing status messages, photos, mobile uploads, game ap-

plications, and so forth. MySpace, a popular destination before Facebook is now famous for new
artists, musicians, and bands who, in addition to their own website, cross market themselves using

Twitter feeds, YouTube subscriptions, Facebook, and Yahoo! Groups, and text message updates.
However, in the case of 12-year-old Leena we mentioned earlier, the promotion of her musical

talent on YouTube may translate to real-life risky and dangerous behavior. Leena obtained a YouTube

account, possibly by lying about her age. She sings and dances in her bedroom, living room, and
neighborhood, answers emails from fans. With the help of her parents, she edits and uploads these
video links not only on YouTube but also on Facebook, Twitter, local social networking sites, and

other music talent websites. Among her fans and followers are adult men who she corresponds
with regularly on a seemingly innocent basis (Nayar, 2011). This kind of interaction with strang-

ers who are not peers would not have been possible without the YouTube platform and somewhat
naive parental support. But these are still anomalies in the virtual world. Social networking sites

have expanded the world view for the media generation who now talk cross-culturally, geographi-
cally, and without the language barrier. Short forms for expressions and popular emoticons are

understood across the board. The media generation understands and speaks a language that is
constantly stimulated—often at the risk of over-stimulation. Video games that are one-dimensional

like the Mario Brothers or Packman were a lost cause to boredom and replaced easily by the likes
of Halo, Final Fantasy, and Grand Theft Auto which not only engage the user but also allow users

to interact with other users who are playing the same game, as opponents.
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Figure 6.2 A Framework to Guide the Media Generation

Extensive-use —> increseased risk
and potential harm

Riskiness factors:

Exposure to risks (like giving out
personal information, encountering

pornography, violence or hateful
information, online bullying,

unwanted sexual comments, meeting
online strangers offline -» harm

Guided use ->• More coping and
balance

Protective factors include:

Regulation/supportive policy, support
from mediators, digital media literacy
encouraging children's participation in
other creative and physical activities

Source: Authors (including the risk factors identified in reports by the EuKidsOnline Network, see
http://www2.lse.ac.Uk/media@lse/research/EUKidsOnline/Home.aspx)
A/ore: This figure shows some of the riskiness factors that children may be exposed to when they use
media technologies, especially Internet. The figure also includes potentially protective factors that
may increase young people's coping and being able balance use of media technologies with other
aspects of their lives.

Reducing Risk and Increasing Balance

For the reduction of risk among young media users the role of protective factors is significant.

These include:

Availability and Regulation

New media technologies have become cheaper and more mobile, and are thus more widely

distributed in populations in Europe, North America, urban India, and many other countries

around the world especially among children and young people. Thus, it is not surprising that



Mental Health for the Media Generation 107

t
ng

ting
i

Network, see

vhen they use
^e factors that
ies with other

is significant.

more widely
her countries
uprising that

children's use of Internet continues to grow and mobile phone users are becoming younger and
younger. TV with its increasing number of channels also has a central place in the life of children.
The increased availability and ease of access to media makes it more challenging for parents to

regulate children's media consumption habits (Hagen, 2007). As already mentioned, the rise of a
"bedroom culture" where children consume media in their own very media-equipped bedroom

makes parental guidance of media use more difficult. Use of new media is closely related to young
people's sense of autonomy, and with increasing age they are expecting greater freedom in their
media use.

New media have permeated young lives and youth culture to the extent that they are "always
on"; in constant contact with their friends via SMS, instant messaging, mobile phones, and Inter-
net connection (Ito et al., 2008). This may impact their sense of identity and autonomy in yet un-
foreseen ways. These new media allow young people to extend their friendships and interests, and

also facilitate new forms of self-directed and peer-assisted learning (Jacobsen, 2006). Researchers
emphasize that when young people "hang out" online—they use media in social and recreational
ways (for friendship-driven and interest-driven activities)—they also pick up essential social and

technological skills necessary for their full participation in society. Ito et al. (2008, 2009) claim
that new media forms have changed the ways young people socialize and learn—something that

needs to be taken on board and addressed by educators, parents, and policy makers.
Children today need to use the Internet in order to be socially included for purposes of educa-

tion and a future job, in fact for being able to function in today's technological world. Thus, too
strict rules and regulations by state or caretakers will restrict young people's communication rights

and potentials when it comes to career, friendships, and citizenship. Rather, meaningful guide-
lines and rules in the best interest of young media users may be worked out according to their use
and navigation abilities and in dialogue with young people themselves.

Empowerment through Digital Media Literacy

If media is to be used in healthy and balanced ways and to function as resources to promote
mental health then children need to develop digital media literacy. Digital media literacy means

"the ability to access, understand and create communications in a variety of contexts" (O'Neill &
Hagen, 2009). Adolescents need to learn about ICT risks and safe use, how to cope with online risk
and to reflect about their own lifestyles. However, parents and teachers should also be involved
in guidance, mediation, and continuous dialogue with children regarding the online aspects of

their lives.
Such empowerment is also needed by parents and teachers, who cannot be less literate about

ICT than their children if they are to guide children in this fast changing ICT and media envi-
ronment. The case of Leena mentioned earlier is an example of a parental role which needs to be

played with appropriate knowledge and awareness to protect children from the risks. Educational
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institutions as well as other actors in the community and media industry need to play a central
role in promoting such digital media literacy and promoting child mental health and well-being.
Children's media experiences, competencies, and expressed needs should be taken into consid-
eration when developing digital media competencies and health related programs (cf. Hagen,
2009).

Privacy, Policy, and Responsibility

Policies at national level in various contexts are in place for action. Mostly, these policies are re-
lated to educational settings where schools can address mental health problems of children related
to media use. At the school level there is emphasis on promotion of positive mental health and
prevention of mental illness, and related activities and approaches are needed to improve socio-
emotional competencies of children. Except for bullying and perhaps commercial pressure (chil-
dren being exposed to continuous marketing efforts and advertising online and through media)
the other problems linked with media use or abuse are not so apparent in school settings (Hagen,
201 Ob). Thus, the issue of policy and responsibility of child protection is much more complex
than linking with only educational institutions.

The recognition of linkage between the use of media by children and related mental health
issues in terms of attention deficit, compulsiveness, aggression, emotional sensitivity, sexual abuse,
"grooming," bullying, and self-esteem are the ones that are to be talked about, communicated,
and discussed in platforms of parent child meetings and school counselors. Thus, multi-setting
literacy and mental health problems concerns, prevention, and promotion strategies are to be at
school, home, and community levels.

Conclusion

The challenges are to simultaneously maximize children's opportunities for access and use, while
also minimizing the potential risks. Policies to achieve this balance between providing media ac-
cess opportunities whilst minimizing risks require an evidence-based approach. Such evidence
in form of research is unevenly distributed across Europe and all over the world. Thus, there is
a need for more research on how children and youth use new media as resources in their lives,
what children perceive as online risks, and what strategies they develop to cope with such risks
(Dunkels, 2007).

Children's Internet use continues to grow, also among the younger age groups (Livingstone
et al., 2011). With this growth there will also be an increased exposure to risks, such as giving
out personal information, encountering online pornography, violent or hateful content, being
bullied, or experiencing sexual harassment at an earlier age. Cyber-bullying is an emerging threat
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to children in Europe and elsewhere, and needs to be combated (Brandtzasg et al., 2009). Cyber-
bullying is the risk that upsets children the most. Still, more bullying seems to occur offline than

online. The question is how positive use can be facilitated and how one may empower children to
deal with the problematic and risky media and online use.

To summarize, the key concerns for the media generation are integration of media with every-

day life of children at home, school, and community. With different media being so integrated in
children's everyday lives, providing them with constant messages, entertainment, and communi-

cation and taking up so much of their time, this new media environment has a great impact on
children's lifestyles and selfhood. In some parts of the world, equal access is a primary concern. In
India, for example, the disparity of the access to media between the low, middle, and high income
is phenomenal. The other concern has been parental and educators' media literacy so that they

can understand, communicate, guide and monitor use of media among children.
In liberal economies as well as in these global competitive environments, to create child appro-

priate media production and tools is desirable—the challenge is who is responsible for it: market,

family, and/or state? From a child protection viewpoint the risks of over use of Internet and going
to unprotected sites carries mental health risks for children. Thus parents and child caretakers
need to be media literate in order to guide and have dialogues with children and teenagers. While

increased use leads to increased digital competence and coping skills among children, the increas-
ingly younger children online is a reason for concern, since they tend to lack the necessary skills

(Livingstone et al., 2011).
Understanding children as participators is important. Involving children both in media pro-

ductions and use is in the best interest of the children. Child protection is the responsibility of

adults; state, parents, and teachers need to be proactive in respecting the resilience and innovative-
ness amongst children. The risks are managed if parents work with their children as partners in
appreciating the ease with which children and young people enjoy using these media for a variety
of purposes, and empowering children to protect themselves from those who could be harmful to

them by "grooming," bullying, and other means.

References

Armour, S. (posted 11/06/2005, updated 11/08/2005). Generation Y: They've arrived at work with a new attitude.
USA Today. Retrieved from http://www.usatoday.com/money/workplace/200511-06-gen-y_x.htm

Brandtzaeg, P. B., Staksrud, E., Hagen, I., & Wold, T. (2009). Norwegian children's experiences of cyber bullying and

harassment when using different technological platforms. Journal of Children and Media, 3(4), 349—365. doi:

10.1080/17482790903233366
Buckingham, D. (2007). Beyond technology: Children's learning in the age of digital culture. Cambridge, UK: Polity

Press.

Calvert, S. L. (2005). Media and early development. In K. McCartney & D. Phillips (Eds), Blackwe II handbook of early

childhood development (pp. 508-530). Maiden, MA: Blackwell Publishing,



110 UshaS. Nayar, Ingunn Hagen, Priya Nayar, and DanY. Jacobsen

Davidson, C. N. (2011). Now you see it: How the brain science of attention will transform the way we live, work, and learn.

New York: Viking Penguin.

Dunkels, E. (2007). Bridging the distance: Children's strategies on the Internet (Doctoral thesis), Umea University, Umea,
Sweden. Retrieved from http://urn.kb.se/resolve?urn=urn:nbn:se:umu:diva-1340

Haddon, L. (2004). Information and communication technologies in everyday life: A concise introduction and research

guide. Oxford: Berg.

Hagen, I. (2004/1998). Mediaspublikum. Fra mottakar til brukar? (Media's audiences: From receivers to users?). Oslo:

Ad Notam Gyldendal.

. (2007). We can't just sit the whole day watching TV: Negotiations concerning media use among youngsters

and their parents. Young, 15(4), 369-393. doi:l0.1177/110330880701500403

. (2009). The role of new media technologies and the internet in the promotion of mental health of children.
In Background document for the thematic conference: Promoting of mental health and well-being of children and young

people—making it happen. Stockholm: Swedish National Institute of Public Health.

. (2010a). Children and young people in a changing media environment: Some challenges. In S. Kotilainen
& S. B. Arnolds-Granlund (Eds), Media literacy education: Nordic perspectives (pp. 29—40). Goteborg, Sweden:

Nordicom.

. (201 Ob). Growing up in a commercial world: Reflections on media, marketing and young consumers. In U.

Carlsson (Ed.), Children and youth in the digital media culture: From a Nordic horizon (pp. 113—127). Goteborg,
Sweden: Nordicom.

Hagen, I., & Wold, T. (2009). Mediegenerasjonen: Earn og unge i det nye medielandskapet (The media generation:

Children and youth in the new media landscape). Oslo: Det Norske Samlaget.

Hernwall, P. (2003). Barn@com — att vaxa upp I det nya mediasamhdllet (Children@com — A growing up in the new

media society). Stockholm: HLS Forlag.
Huntley, R. (2006). The world according to Y: Inside the new adult generation. Sydney: Allen & Unwin.

Ito, M., Baumer, S., Bittanti, M., Boyd, D., Cody, R., Herr-Stephenson, B., &Tripp, L. (2009). Hanging out, messing

around, andgeeking out: Kids living and learning with new media. Cambridge, MA: MIT Press.

Ito, M., Horst, H. A., Bittanti, M., Boyd, D., Herr-Stephenson, B., Lange, P. G., Pascoe, C. J., & Tripp, L. (2008).

Living and learning with new media: Summary of findings from the Digital Youth Project. Retrieved from http://

digitalyouth.ischool.berkeley.edu/files/report/digitalyouth-WhitePaper.pdf, 6.13.2012

Jacobsen, D. Y. (2006, August). Student response—"What does it mean*. Paper presented at the International Human Sci-

ence Conference, John F. Kennedy University, Pleasant Hill, California.

Kalmus, V, Runnel, P., & Siibak, A. (2009). Opportunities and benefits online. In S. Livingstone & L. Haddon (Eds),

Kids online: Opportunities and risks for children (pp. 71-82). Bristol, UK: Policy Press.
Karlsen, F. (2011). Entrapment and near miss: A comparative analysis of psycho structural elements in gambling games

and massively multiplayer online role playing games. International Journal of Mental Health and Addiction, 9(2),

193-207. doi: 10.1007/sl 1469-010-9275-4
Livingstone, S. (2002). Young people and new media: Childhood and the changing media environment. London: SAGE.

Livingstone, S., & Bovill, M. (Eds). (2001). Children and their changing media environment: A European comparative

study. London: Lawrence Erlbaum.

Livingstone, S., & Haddon, L. (2009). EU Kids Online: Final report. London: LSE, EU Kids Online. Retrieved from

http://eprints.lse.ac.uk/24372/

Livingstone, S., Haddon, L., Gorzig, A., & Olafsson, K. (2011). Risks and safety on the internet: The perspective of European

children: Full findings. London: LSE, EU Kids Online. Retrieved from http://eprints.lse.ac.uk/33731/



, work, and learn.

Jniversity, Umea,

tion and research

to users?). Oslo:

nong youngsters

:alth of children.

nit

In S. Kotilainen

iteborg, Sweden:

:onsumers. In U.

•127). Goteborg,

edia generation:

ig up in the new

'.gingout, messing

fripp, L. (2008).

ved from http://

>nal Human Sci-

,. Haddon (Eds),

gambling games

'Addiction, 9(2),

Condon: SAGE.

^ean comparative

. Retrieved from

Mental Health for the Media Generation 111

Medietilsynet (Norwegian Media Authorities). (2010). Barn og digitale medier 2010: Fakta om barn og unges bruk og

ofplevehe av digitale medier (Children and digital media 2010: Facts about children and young people's use and

experience of digital media). Fredrikstad, Norway: Medietilsynet.

Nayar, P. (2011). Innocent young girls and new media: Case studies in India. Unpublished manuscript, The New School

For Public Engagement, Media Studies, The New School University, New York.

Nayar, U. S., & Bhide, A. (2008). Contextualizing media competencies among young people in Indian culture: Inter-

face with globalization. In D. Kristen & S. Livingstone (Eds), The international handbook of children, media and

culture (pp. 328-335). Thousand Oaks, CA: SAGE.

O'Neill, B., & Hagen, I. (2009). Media literacy. In S. Livingstone & L. Haddon (Eds), Kids online: Opportunities and

risks for children (pp. 229-241). Bristol, UK: Policy Press.

Rideout, V. }., Foehr, U. G., & Roberts, D. F. (2010). Generation M2: Media in the lives of 8-18year-olds (Research

Report No. 8010). Menlo Park, CA: Henry J. Kaiser Family Foundation.

Rideout, V. J., Vandewater, E. A., & Wartella, E. A. (2003). Zero to six: Electronic media in the lives of infants, toddlers

and preschoolers (Research Report No. 3378). Menlo Park, CA: Henry J. Kaiser Family Foundation.

Roberts, D., & Foehr, U. (2004). Kids and media in America. Cambridge, MA: University Press.

Roberts, D. E, Foehr, U. G., & Rideout, V. J. (2005). Generation M: Media in the lives of 8-18year-olds (Research

Report No. 7251). Menlo Park, CA: Henry J. Kaiser Family Foundation.

Seiter, E. (2005). The Internet playground: Children's access, entertainment and mis-education. New York: Peter Lang.

Staid, G. (2007). Mobile identity: Youth, identity and mobile communication media. In D. Buckingham (Ed.), Youth

identity and digital media (pp. 136—157). Cambridge, MA: MIT Press.

Strasburger, V. C., Wilson, B. J., & Jordan, A. B. (2009). Children, adolescents andthe media (2nd ed.). Thousand Oaks,

CA: SAGE.

Turkle, S. (2011). Alone together: Why we expect more from technology and less from each other. New York: Basic Books.

Vaughanbell. (2006, April). Electronic media causing ADHD? (Weblog post). Retrieved from http://mindhacks.

com/2006/04/20/electronic-media-causing-adhd/

Wold, T, Aristodemou, E., Dunkels, E., & Laouris, Y. (2009). Inappropriate content. In S. Livingstone & L. Haddon

(Eds), Kids online: Opportunities and risks for children (pp. 135-146). Bristol, UK: Policy Press.

UNICEF. (2005). The media and children's rights manual. Retrieved from http://www.equityforchildren.org/the-media-

and-childrens-rights-manual-387/index.html

Young, K. S. (1998). Caught in the net: How to recognize the signs of internet addiction—and a winning strategy for recovery.

New York: John Wiley & Sons.

•ctive of European

\l


