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THE FREQUENCY OF USING SCREEN-BASED MEDIA
AMONG CHILDREN AND ADOLESCENTS AND ITS
IMPACT ON HEALTH-RELATED BEHAVIORS
Aleksandar Višnjić 1,2, Vladica Veličković1, Miodrag Stojanović1,2,
Zoran Milošević1,2, Tamara Rangelov2, Katarina Bulatović2,
Miodrag Stanković3, Snežana Miljković3
Screen-based media are becoming an increasingly important part of life for today’s
children and adolescents. That is why our purpose was to review the literature published
within the past 10 years regarding the use and impact of TV, video game, and computer
/Internet on youth health outcomes including how they affect their psychosocial outcomes
and physical well-being.
Systematic literature search for and analysis of a variety of media used by children
and adolescents from a public health perspective was done. Literature was reviewed from
May to July 2014.
Children and adolescents spend a great deal of time using screen-based media.
This high overall electronic media use was associated with poorer behavior and health
status. A large part of this younger generation’s social and emotional development is
occurring while on the Internet and on cell phones. Screen-based media use was mutually
associated, and the plural use of these media had stronger associations with unhealthy
lifestyles and subjective health complaints. Various physical complaints, like obesity, backache and headache, neck-shoulder pain, and sleep disorders were also found significant.
Children and adolescents are consumers, but also they are producers of social media.
Public health professionals and society as a whole should increase health education
on screen-based media consumption, by stimulating reasonable use and teaching youth to
be critical.
Parents can be most helpful if they understand the core issues and have strategies
for dealing with them. Acta Medica Medianae 2015;54(3):64-73.
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Introduction
Screen-based media is becoming an increasingly important part of life for today’s children and
adolescents. The general term “screen-based media,” as used by Marshall, Gorely and Biddle refers
to television, computer, and video games (1). In
today's era of technology development there is an
exponential growth in the wireless and Internet
communications. Young people quickly go from one
technology to another, or to its more advanced form.
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Although children might still spend more time watching television than using computers, most
children now have access to home computers and
are using them for everything – from playing games, chatting with friends or surfing the Web, to
doing schoolwork. With the increased screen-based
behaviors, concerns have arisen about its effects on
the health and well-being of children and adolescents. For example, a number of studies have
found that the time spent on home computers or
engaging in similar sedentary activities may displace other activities that have more developmental value (2, 3).
Parents usually buy home computers and
subscribe to Internet access to provide educational
opportunities for their children and to prepare
them for the “information age.” Although they are
increasingly concerned about the influence of the
Web on their children and are disappointed with
some of the online activities their children engage
in - such as games and browsing the Internet to
download lyrics of popular songs and pictures parents generally view computers favorably, and
www.medfak.ni.ac.rs/amm
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even consider children without home computers to
be at a disadvantage (4).
Research to date suggests that excessive television watching is associated with negative effects
on sleep, attention, and interpersonal relationships
(5, 6). A strong association between spending prolonged hours on the computer or TV, and fast food
eating, poor lifestyle habits and low vision has been
documented (2, 7).
Viewing television and playing video games
are claimed to be associated with increased subsequent attention problems in childhood, and similar association among television, video games, and
attention problems exists in late adolescence and
early adulthood (8).
The real question is how do these things affect the health, emotional and social aspects of
children and young people? Does spending more
time on screen-based activities mean they will be
less physically or socially active? How much is too
much and how do we measure this? Can negative
effects be avoided and how to enhance positive
ones? Is there a bit of exaggeration with the warnings, just because only 20 years earlier something
like this would have been unthinkable?
Nevertheless, adolescents today grow up in a
world saturated with the mass media. In general,
the media depict a world in which unhealthy behaviors such as physical aggression, unprotected sex,
smoking, and drinking are glamorous and risk-free
(9). There is a considerable research to prove concerns about media violence, the impact of media on
teen sexual attitudes and behavior, the relationship
between alcohol and cigarette advertising and adolescent drug use, but very little research exists con-

cerning adolescents' use of the Internet and the potential behavioral impact (10).
Children learn behaviors and have their value
systems shaped by media. The newer forms of media have not been adequately studied, but concern
is warranted through the logical extension of earlier
research on other media forms and the amount of
time the average child spends with increasingly sophisticated media (11).
Therefore, the main purpose of this study
was to systematically review the literature about
the quantitative effects of television and video
watching, video game playing, and computer and
Internet use on youth health outcomes including
how they affect children’s and adolescent social
outcomes, psychological and physical well- being.
Methods
The purpose of this review was to systematically approach data relevant for analyzing healthrelated behaviors of children and adolescents regarding the screen-based media use. We applied
the PRISMA (Preferred Reporting Items for Systematic Reviews and Meta-Analyses) (12) reporting
criteria as far as was possible in the studies that
were not a systematic review or meta-analysis of
empirical studies.
A literature search and identifying relevant
studies
A literature search on screen-based media
studies was performed in multiple electronic bibliographic databases from January 2004 to July
2014, including: PubMed, EMBASE, Psych-INFO, and

Literature from database search
from January 2004 to July 2014
N=158

Relevant from abstract
screening N=42

Review article examination
Total articles added
N=1

Full text articles assessed for
eligibility N=17

Records excluded
N=116

Full text articles excluded
Reasons:
•Examined adults
•Did not report clear results
on screen-based media use
•Did not focus on physical,
psycho-social or behavioral
health outcomes
•Slightly modified existing
findings
•From a country already
approached and well

observed

N=25

Studies included in review
N=18
Figure 1. Flow chart of study selection through the phases of the review
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Google Scholar. The search terms used in combination included “screen-based media” OR ‘‘media
impact’’ AND ‘‘well-being’’ OR ‘‘health-related behaviors’’ AND “children’’ OR “adolescents” OR “teen
-agers”.
The search was not limited geographically or
to English language publications. In addition, we
conducted manual reviews of the citations in the
relevant articles. The contents of identified 158 abstracts were reviewed independently by all the
authors to determine whether they contained data
on screen-based media impact on children’s and
adolescents’ well-being. For many countries of interest, only one study was available. When there was
more than one study for any country, the most recent study was more comprehensive than the previous studies in all cases. eighteen theoretical and
empirical full-text articles were included in the
analysis phase of the review.
To reduce the chance of missing important
articles that did not fit the inclusion criteria, a descendent search was conducted and one review
article was added in order to assess the most
relevant data published before 2004, as illustrated
in Figure 1.
Inclusion and exclusion criteria
The articles were considered eligible if they
dealt with the impact of new media technologies
on children or adolescents, public health concerns
of media use and issues of well-being connected
with extensive use of new media. The studies that
did not focus on health-related outcomes, which
were published before 2004 or just cited, or slightly
modified existing findings and reviews already
published were not included.
Data extraction and synthesis
Key study characteristics of the identified
studies were extracted, including: study design,
size and source of study population, country of
origin, type of media use, and health domain. Data
were synthesized into one table (Table 1.) A narrative review and a descriptive analytical method
were used to extract data on psychological, social
and physical outcomes and associated factors (13).
Results
Out of 42 identified titles, 18 theoretical and
empirical full-text articles were included in the analysis phase of the review (Figure 1). The included
articles’ publication year ranged from 2004 to 2014
and descriptive characteristics of these studies are
outlined in Table 1.
The frequency of using screen-based media
Public perception is that children and adolescents spend a great deal of time online.
For example, American children and adolescents used to spend an average of 3-5 hours per day
66
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with a variety of media, including television, radio,
videos, videogames, and the Internet (10). Nevertheless, a longitudinal field study by Jackson et al.
(14) at Michigan State University (2006) designed
to examine the antecedents and consequences of
home Internet use in low-income fa-milies indicated
that African-American children and younger children used the Internet less than did EuropeanAmerican children and older children, respectively.
In fact, the children who came from lower-income
families spent only about 30 minutes per day
online, logging in only once. Also, their use of the
Internet for communication was rare - those children sent less than 1 e-mail a week (14). Therefore, more precise estimates varied from as high as
several hours a day to as low as 3 hours a week,
depending on how and where Internet use was
measured.
An Australian school-based population study
by Mathers et al. (15) showed that adolescents
spent, on average, 3 hours 16 minutes per day
using electronic media (television - 128 minutes per
day; video games - 35; computers - 19; cell phone
– 13 minutes). A cross-sectional study of teenagers
from schools in six towns in Cantabria (Spain,
2005) by Bercedo et al. (16) showed that teenagers
watched television for an average of 3 hours per
day. They played games consoles for an average of
48 min per day and used the Internet for an average of 54 min per day. Most of the teenagers had
a mobile phone and mobiles were mainly used for
sending messages. Most surfed the net, but boys
preferred surfing and downloading games, while
girls preferred chatting and sending e-mails. Nearly
two-thirds of teenagers had a video console. Boys
preferred video games with shooting, fights, sports
and driving, while girls preferred adventure video
games (16).
A longitudinal study from 27 schools in the
Helsinki region of Finland (17) showed that schoolaged children used a computer for one hour per
day and watched TV over one hour a day in 2006.
Nakamura et al. (18) conducted a cross-sectional
school-based population survey in 2009 in elementary schools in urban parts of Japan. According to
them, the use of games, the use of television, and
the use of personal computers were mutually associated. The time spent playing games was significantly less in girls than boys (p<0.001). In addition, children in older grades spent more time using
TV and PCs than children in younger grades (18).
The data for the cross-sectional survey of Patriarca et al. (19) were collected from children and
adolescents aged 11 to 16 years randomly selected from a sample of 5 public schools in the geographic area of the Campania region (Italy, 2009).
The overall mean length of time daily spent on
television viewing (2.8 hours) and the frequency of
watching for at least two hours per day (74.9%)
were significantly associated with older age; they
always ate lunch or dinner while watching television, spent more time playing video-games and
using computer. Those with parents from a lower
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Table 1. Characteristics of studies included in the review
Article

Study design

N

Target population

Country

Media use

Health domain

Bener et al.
2010

Cross-sectional

2.467

Schoolchildren aged
6-18

State of
Qatar

Physical
(Low vision)

Bercedo et al.
Cross-sectional
2005

884

Adolescents
14-18

Spain

TV, games,
PC/Internet
TV, games,
PC/Internet,
cell phones

Bucksch et al.
Cross-sectional
2014

16.918

Casiano et al.
Cross-sectional
2012
Davison et al.
Longitudinal
2006

9.137
169

Ekelund et al.
Cross-sectional
2006

1.921

Hancox et al.
2004

1.000

Longitudinal

Iannotti et al.
Cross-sectional
2009

49.124

Children and
adolescents
11, 13 and 15
Adolescents aged
12-19
Girls at age 7, 9 and
11
Children aged 9-10
and 15-16
5-15 and up to age
26 years
Children and
adolescents
11, 13 and 15

Germany

TV, PC

Physical

Canada

TV, games,
PC/Internet

USA

TV

Psychosocial,
physical
Metabolic risk,
obesity
Physical
(Metabolic risk,
obesity)

Denmark,
Estonia,
Portugal
New
Zealand
North
America,
Europe

TV
TV

Physical, social

TV,
PC/Internet

Physical,
psychosocial

Jackson et al.
2006

Longitudinal

140

Children 10-18
Mean age 13.8

USA

PC/Internet

Li et al.
2007

Cross-sectional

19.299

Children
Mean age 9.0

China

TV,
PC/Internet

Marshall et al.
2006

Systematic
review

539
indepen.
samples

Youth ≤18 years

90 studies
from 1949
to 2004

TV, games,
PC/Internet

Mathers et al.
Cross-sectional
2009
Nakamura et
Cross-sectional
al. 2012
Nuutinen et
Longitudinal
al. 2013

Adolescents
Mean age 16.1
School-aged children
3.464
10-12
School-aged children
353
10-11
Children and
Patriarca et al.
Cross-sectional 1.034
adolescents
2009
aged 11 to 16
Silva et al.
5.028 at High school students
Longitudinal
2014
baseline
15–19 years
Swing et al.
2010

Longitudinal

Van den Bulck
Cross-sectional
2004

925

Australia
Japan
Finland

Social
(academic
performance)
Physical,
behavioral
(sleep disorders)
Psychosocial

TV, PC, games,
Psychological,
cell phones
physical
TV, games,
Lifestyle,
PC/Internet
subjective health
TV,
Sleeping behavior
PC/Internet

Italy

TV, games,
PC/Internet

Social, physical

Brazil

TV, games,
PC/Internet

Social

1.323
and 210

Mean age 9.6
and 19.8

USA

TV, video
games

2.546

Adolescents Mean
age 13.2 and 16.4

Belgium

TV, games,
PC/Internet

socio-economic background were also more likely
to spend more minutes viewing television. Twothirds played videogames for 1.6 hours daily and
more time was spent by those younger, males, with
parents that do not control them, who watched
more television, and who spent more time at the
computer. The computer was used by 85% of the
sample for 1.6 hours daily and those older, with a
computer in the bedroom, who watched more television and played videogames were more likely to
use the computer (19). This survey responses indicate an inordinately high amount of time spent in
viewing TV with an exposure of 2.8 hours per day.
Earlier studies showed similar values with 3.1 hours
in children in the United States (20), 3.13 hours per
weekday in New Zealand (21), and 3–3.57 in girls
and boys in Belgium (22). However, substantially

Psychosocial

Psychosocial
(attention
problems)
Sleeping behavior

lower exposure was reported with 1.9 hours per
day in boys and girls from three regions in Europe
(23), 1.91 in girls at the age of 11 in the United
States (24), and 2.2 in children 11–14 years old in
France (25). Multivariate analyses in the study of
Patriarca et al. (19) provided evidence of strong
interrelations among several behaviors: the frequency of TV viewing was positively associated with
the increased frequency of playing videogames and
using computers.
The systematic review of Marshall et al. (1)
consisting of ninety studies published in English
language journals between 1949 and 2004, and
presenting data from 539 independent samples to
estimate the prevalence and dose of television viewing, video game playing and computer use among
youth (≤18 years), suggests that youth view on
67
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average 1.8-2.8 h of TV per day, depending on age
and gender. Boys and girls with access to video games spend approximately 60 and 23 min per day,
respectively, and computer use accounts for an
additional 30 min day. For children with access to a
television set, the number of hours spent viewing
does not appear to have increased over the past 50
years (1).
In order to compare the prevalence of TV watching and of computer/videogame use among high
school students from Southern Brazil between 2001
and 2011 and to identify associated socio-demographic factors, Silva et al. (26) conducted panel
studies and have found that:
Prevalence of ≥2 h per day of TV watching
dropped from 76.8 to 61.5% and ≥2 h per day of
computer/video game use increased from 37.9 to
60.6%. In both surveys, those aged 15–16 and
those who did not work had higher likelihoods of
being exposed to ≥2 h per day of TV watching.
Boys, those with higher family income, and those
who were living in urban areas had higher likelihoods of ≥2 h per day of computer/video game use.
Older age, studying at night and not working were
protective factors to these behaviors (26).
In the cross-sectional German Health Behavior in School-aged Children (HBSC) study, Bucksch
et al. (27) found a strong increase in PC use for
non-gaming purposes over time for girls (only),
with a difference between 2002 and 2010 of 54.1
min/weekday and 68.8 min/weekend day (p<
0.001). This was mainly due to a marked increase
in use of a PC for chatting on-line, internet, emailing, homework etc. among girls during the last ten
years which outweighs the corresponding decrease
in TV viewing (for both boys and girls; p for trend
<0.01) (27). For physical activity, they found a
slight statistically significant increase.
being

Impact on psychosocial and physical well-

According to Mathers et al. (15), high overall
electronic media use is associated with poorer behavior, health status, and HRQL (Health-Related Quality of Life). Associations with duration of specific media exposures are mixed; there is a favorable association between computer/Internet use and psychological distress, whereas high video game use is associated with poorer health status, behavior and depression or anxiety. TV watching and mobile telephone use were not associated with any outcome measure (15).
According to Nakamura et al. (18), the use of
games, television, and personal computers was significantly associated with lifestyle and subjective
health. In addition, the use of games, the use of television, and the use of personal computers were
mutually associated. The larger the number of media
used for more than 1 hour the higher the odds ratio
of the association of media use with unhealthy lifestyle and subjective health complaints was. The plural use of these media had stronger associations with
68
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unhealthy lifestyle and subjective health complaints
(18).
Multiple logistic regression analyses were
conducted with participants aged 12-19 in the provinces and territories of Manitoba - derived from
the Canadian Community Health Survey 1.1 (standardized in-person interviews in 2001 by Statistics
Canada) to determine the association between
hours of use of television/videos, video games, and
computers/Internet, and health outcomes (28). The
findings included:
Obesity was associated with frequent television/video use. Depression and risky sexual behavior were less likely in frequent video game users.
Binge drinking was less likely in frequent users of
video games and computers/Internet. Alcohol dependence was less likely in frequent computer /internet users. Therefore, most health outcomes,
except for obesity, were not associated with using
media in youth (28).
Another previous study (29) suggested that
increased times spent on viewing television and
using computer were associated with increased prevalence of overweight only among girls. However,
playing digital games was not related to overweight, perhaps by virtue of game playing being
less sedentary or related to a different lifestyle than
viewing television and using computer.
Computer use and television viewing predicted significantly shorter sleep duration and later
bedtimes (17). Screen-based media may increase
physiological and mental arousal, which makes it
difficult to fall asleep (30). In addition, computer
use or TV viewing may actually affect the sleep architecture by, for example, decreasing slow-wave
sleep, REM-sleep, and sleep efficiency (30, 31), or
the bright light of a television or computer screen
may suppress melatonin secretion, which in turn
may delay the onset of sleep (8). Many cross-sectional studies have reported associations between
computer use, TV viewing, and sleep habits among
school-aged children (32-35). However, not all of
the studies have shown significant associations; for
instance, between television viewing and reduced
sleep duration (7, 34, 36).
The presence and daily use of media in a
child’s bedroom was the predominant risk factor for
children’s sleep/wake patterns, duration of sleep
and sleep disorders (34). Also, according to Hakala
et al. (37), daily use of computers exceeding 2-3 h
seems to be a threshold for neck-shoulder pain and
exceeding 5 h for low back pain in adolescents. In
fact, frequent computer-related activities may explain the increase of these symptoms in the 1990s
and the beginning of 2000 (37). Another study
from Torsheim et al. (38) found that computer use,
computer gaming and TV viewing contributed uniquely to prediction of weekly backache and headache among adolescents from the Nordic countries.
The observed associations indicate that time spent
on screen-based activity is a contributing factor to
physical complaints among young people, and that
effects accumulate across different types of screenbased activities (38). Self-reported psychological
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and social health indices were negatively related
and negative health indices such as health complaints and tobacco use were positively related to screen-based media (with a few exceptions) (2).
Hancox et al. (39) assessed approximately
1.000 unselected individuals born in Dunedin, New
Zealand, in 1972-73, at regular intervals up to the
age of 26 years (a longitudinal birth cohort study).
They used regression analysis to investigate the
associations between earlier television viewing and
body-mass index, cardio respiratory fitness, serum
chole-sterol, smoking status, and blood pressure at
age 26 years. Average weeknight viewing between
ages 5 and 15 years was associated with higher
body-mass indices, lower cardio-respiratory fitness,
increased cigarette smoking, and raised serum cholesterol in their age of 26 years. Childhood and
adolescent viewing had no significant association
with blood pressure. These associations persisted
after adjustment for potential confounding factors
such as childhood socioeconomic status, body-mass
index at age 5 years, parental body-mass index,
parental smoking, and physical activity at age 15
years (39).
Few studies and inconsistent findings render
uncertain whether using the Internet has any influence on children's social outcomes. On the one
hand, time spent online is the time not spent elsewhere, including participating in social activities and
communicating with family and friends. On the
other hand, the Internet facilitates communication
with geographically distant family and friends, and
makes it easier to communicate frequently with
those nearby (4). The number of close friends and
the amount of their time spent with family, friends
and extra-curricular school activities remained the
same over time and was uninfluenced by Internet
use (40, 41). How children allocated their time did
change over time but these changes were unrelated
to Internet use. The Internet's social impact may
depend on using these tools to build new relationships and/or strengthen existing ones. Social impact may also depend on personal and situational
factors (4, 14). Alternatively, it may be that Internet use has no social impact. Like media that have
preceded it (e.g. books), the Internet may be
seamlessly integrated into people's ongoing lives.
Jackson et al. (14) found out that children who
used the Internet more had higher grade point
averages and standardized test scores in reading
than did children who used it less, but the Internet
use had no effect on standardized test scores of
mathematics achievement. No gender differences
and no effects of age were noted in the Internet
use (14). Few studies also indicate that children
who play computer games can improve their visual
intelligence skills - skills that may provide them
with “training wheels” for computer literacy (41).
The mass media have been shown to affect a
broad range of adolescent health-related attitudes
and behaviors including violence, eating disorders,
and tobacco and alcohol use (5, 7, 9). Also, the
relationship between exposure to aggression in the
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media and children's aggressive behavior is well documented (42, 43). Certain youth are more vulnerable to violent media messages and images (44).
One largely unexplored factor that may contribute
to adolescents' sexual activity is their exposure to
different type of media (45).
Discussion
This is a computerized world and the children
who use computers and the Internet will better
manage to fit in. Widely accessible new communication technologies may also lower social and cultural barriers associated with socioeconomic disadvantage.
cents?

How do media affect children and adoles-

Media affect youth not only by displacing time they spend doing homework, in social engagement, physical activity or sleeping but also by influencing beliefs and behaviors. According to social
learning theory, children and adolescents learn by
observing and imitating what they see on the screen, particularly when these behaviors seem realistic
or are rewarded (46). Cognitive development theory asserts that children’s cognitive capacities at different stages determine if and how they understand
media content. In addition, media present youth
with common “scripts” for how to behave in unfamiliar situations such as romantic relationships
(47).
Using social media Web sites is among the
most common activity of today’s children and adolescents. Any web site that allows social interaction
is considered a social media site. Such sites offer
today’s youth a portal for entertainment and communication and have grown exponentially in recent
years. Public health workers ought to encourage
healthy use and urge parents to monitor for potential problems. Children and adolescents nowadays
are consumers but also are producers of social media.
Benefits and risks
Engaging in various forms of social media is
a routine activity that researchers have shown to
be beneficial to chidren and adolescents by enhancing communication, social connection, and even
technical skills (48). Thus, a large part of this generation’s social and emotional development is occurring while on the Internet and on cell phones (49).
Social media sites allow teens to accomplish
online many of the tasks that are important to
them offline: staying connected with friends and family, making new friends, and exchanging ideas.
Many parents today use new technology very well.
Nevertheless, some parents may lack a basic understanding of these new forms of socialization,
which are integral to their children’s lives (10). In
addition, these parents often lack a basic under69
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standing that kids’ online lives are an extension of
their offline lives.
But, researchers also have “diagnosed” a
new phenomenon called “Facebook depression,”
defined as depression that develops when teens
spend a great deal of time on social media sites,
such as Facebook, and then begin to exhibit classic
symptoms of depression (50, 51). Acceptance by
and contact with peers is an important element of
adolescent life even in the online or virtual world.
The role of public health workers
Parents can be most helpful if they understand the core issues and have strategies for dealing with children and adolescents whether they take place online or offline.
Some specific ways in which public health
workers can assist parents include:
a) Advise parents to talk to their children and
adolescents about their online use.
b) Promote ideas that parents need to work
on their own participation gap in their homes by becoming better educated about technologies their
youngsters are using (52).
Public health professionals need to become
educated about the public health risks of media
(53). By understanding and supporting media education, public health professionals can play an important role in reducing harmful effects of media on
children and adolescents.
The American Academy of Pediatrics recommends that children should have less than 2 hours
of screen time per day (54). Advice to parents
should include the following: to emphasize alternative activities, to encourage a careful selection of
programs to view, then to limit and focus the time
spent with media and also to be good media role
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models - because children often develop their media habits on the basis of their parents’ media behavior (55). More than 50 years of media research
attests to the significant influence of media on child
and adolescent health (56). Both “old” media (television, movies, magazines) and “new” media (the
Internet and social networking sites, video/computer games, cell phones) can have an impact on virtually every health concern that health practitioners
and parents have about young people (10). Despite
the evidence of potential harm, there is also evidence that media can be beneficial for youth, by increasing empathy and acceptance of diversity through modeling of prosocial behaviors (57) and developing children’s early literacy skills through educational programming (58).
Conclusion
As use of different media formats escalates,
research across multiple specialties will need to incorporate evaluation of media use into its assessments (5). In our increasingly technologically-driven world, the use of media will undoubtedly continue to rise, but media use is not universally harmful.
After all, no excessive activity is good. Public
health professionals and society as a whole should
increase health education on screen-based media
consumption, by stimulating reasonable use and
teaching young people to be critical.
The screen-based media have become everyday needs in learning and communication for
youth. However, with the many advantages that
new media technologies provide youth, there are
certain physical, social and psychological risks that
public health workers had to prevent. Further research will assist in identifying key risk factors.

References

1. Marshall SJ, Gorely T, Biddle SJ. A descriptive
epidemiology of screen-based media use in youth: A
review and critique. J Adolescence 2006; 29(3): 333–
49. [CrossRef] [PubMed]
2. Iannotti RJ, Janssen I, Haug E, Kololo H, Annaheim B,
Borraccino A. Interrelationships of adolescent
physical activity, screen-based sedentary behaviour,
and social and psychological health. Int J Public
Health 2009; 54(2): 191-8. [CrossRef] [PubMed]
3. Costigan SA, Barnett L, Plotnikoff RC, Lubans DR. The
health indicators associated with screen-based
sedentary behavior among adolescent girls: a
systematic review. J Adolesc Health 2013; 52(4):
382-92. [CrossRef] [PubMed]

70

4. Kraut R, Kiesler S, Boneva B, Cummings J, Helgeson
V, Crawford A. Internet paradox revisited. J Soc
Issues 2002; 58(1): 49-74. [CrossRef]
5. Jolin EM, Weller RA. Television viewing and its impact
on childhood behaviors. Curr Psychiatry Rep 2011;
13(2): 122-8. [CrossRef] [PubMed]
6. Jović J, Djindjić N. Influence of dopaminergic system
on Internet addiction. Acta Medica Medianae 2011;
50(1): 60-6. [CrossRef]
7. Bener A, Al-Mahdi HS, Vachhani PJ, Al-Nufal M, Ali AI.
Do excessive internet use, television viewing and
poor lifestyle habits affect low vision in school
children? J Child Health Care 2010; 14(4): 375–85.
[CrossRef] [PubMed]

Acta Medica Medianae 2015, Vol.54(3)

8. Swing EL, Gentile DA, Anderson CA, Walsh DA.
Television and video game exposure and the
development of attention problems. Pediatrics 2010;
126(2): 214–21. [CrossRef] [PubMed]
9. Brown JD, Witherspoon EM. The mass media and
American adolescents' health. J Adolesc Health 2002;
31(6): 153-70. [CrossRef] [PubMed]
10.Strasburger VC, Jordan BA, Donnerstein E. Health
Effects of Media on Children and Adolescents.
Pediatrics 2010; 125(4): 756–67. [CrossRef] [PubMed]
11.Villani S. Impact of media on children and
adolescents: a 10-year review of the research. J Am
Acad Child Adolesc Psychiatry 2001; 40(4): 392-401.
[CrossRef] [PubMed]
12.Moher D, Liberati A, Tetzlaff J, Altman DG. Preferred
reporting items for systematic reviews and metaanalyses - the PRISMA statement. BMJ 2009; 339:
332-6. [CrossRef]
13.Levac D, Colquhoun H, O’Brien KK. Scoping studies:
advancing the methodology. Implement Sci 2010; 5:
69. [CrossRef] [PubMed]
14.Jackson LA, Eye A von, Biocca F, Barbatsis G, Zhao Y,
Fitzgerald HE. Does Home Internet Use Influence the
Academic Performance of Low-Income Children? Dev
Psychol 2006; 42(3): 429–35. [CrossRef]
15.Mathers M, Canterford L, Olds T, Hesketh K, Ridley K,
Wake M. Electronic media use and adolescent health
and well-being: cross-sectional community study. Acad
Pediatr 2009; 9(5): 307-14. [CrossRef] [PubMed]
16.Bercedo SA, Redondo FC, Pelayo AR, Gómez del RZ,
Hernández HM, Cadenas GN. Mass media consumption
in adolescence. An Pediatr (Barc) 2005; 63(6): 51625. [PubMed]
17.Nuutinen T, Ray C, Roos E. Do computer use, TV
viewing, and the presence of the media in the
bedroom predict school-aged children’s sleep habits
in a longitudinal study? BMC Public Health 2013; 13:
684. [CrossRef] [PubMed]
18.Nakamura H, Ohara K, Kouda K, Fujita Y, Mase T,
Miyawaki C, Okita Y, Ishikawa T. Combined influence
of media use on subjective health in elementary school
children in Japan: a population-based study. BMC
Public Health 2012; 12: 432. [CrossRef] [PubMed]
19.Patriarca A, Giuseppe di G, Albano A, Marinelli P,
Angelillo IF. Use of television, videogames, and
computer among children and adolescents in Italy.
BMC Public Health 2009; 9: 139. [CrossRef] [PubMed]
20.Jordan AB, Hersey JC, McDivitt JA, Heitzler CD.
Reducing children's television-viewing time: a
qualitative study of parents and their children. Pediatrics
2006; 118(5): e1303-10. [CrossRef] [PubMed]
21.Hancox RJ, Milne BJ, Poulton R. Association of
television viewing during childhood with poor
educational achievement. Arch Pediatr Adolesc Med
2005; 159(7): 614-8. [CrossRef] [PubMed]
22.Van den Bulck J. Television viewing, computer game
playing, and Internet use and self-reported time to
bed and time out of bed in secondary-school children.
Sleep 2004; 27(1): 101-4. [PubMed]
23.Ekelund U, Brage S, Froberg K, Harro M, Anderssen
SA, Sardinha LB, Riddoch C, Andersen LB. TV viewing
and physical activity are independently associated
with metabolic risk in children: the European Youth
Heart Study. PLoS Med 2006; 3: e488. [CrossRef]
[PubMed]
24.Davison KK, Marshall SJ, Birch LL. Cross-sectional and
longitudinal associations between TV viewing and
girls' body mass index, overweight status, and
percentage of body fat. J Pediatr 2006; 149: 32-7.
[CrossRef] [PubMed]
25.Lioret S, Maire B, Volatier JL, Charles MA. Child

The frequency of using screen-based media among children...

overweight in France and its relationship with physical
activity, sedentary behaviour and socioeconomic
status. Eur J Clin Nutr 2007; 6: 509-16. [PubMed]
26.Silva KS, da Silva Lopes A, Dumith SC, Garcia LM,
Bezerra J, Nahas MV. Changes in television viewing
and computers/ video games use among high school
students in Southern Brazil between 2001 and 2011.
Int J Public Health 2014; 59(1): 77-86. [CrossRef]
[PubMed]
27.Bucksch J, Inchley J, Hamrik Z, Finne E, Kolip P.
Trends in television time, non-gaming PC use and
moderate-to-vigorous
physical
activity
among
German adolescents 2002–2010. BMC Public Health
2014; 14: 351. [CrossRef] [PubMed]
28.Casiano H, Kinley DJ, Katz LZ, Chartier MJ, Sareen J.
Media Use and Health Outcomes in Adolescents:
Findings from a Nationally Representative Survey. J
Can Acad Child Adolesc Psychiatry 2012; 21: 4.
[PubMed]
29.Kautiainen S, Koivusilta L, Lintonen T, Virtanen SM,
Rimpelä A. Use of information and communication
technology and prevalence of overweight and obesity
among adolescents. Int J Obes (Lond) 2005; 29:
925-33. [CrossRef] [PubMed]
30.Gaina A, Sekine M, Hamanishi S, Chen X, Wang H,
Yamagami T, Kagamimori S. Daytime Sleepiness and
Associated Factors in Japanese School Children. J
Pediatr 2007; 151(5): 518–22. [CrossRef] [PubMed]
31.Punamaki RL, Wallenius M, Nygard CH, Saarni L,
Rimpela A. Use of information and communication
technology (ICT) and perceived health in adolescence:
the role of sleeping habits and waking-time tiredness.
J Adolesc 2007; 30(4): 569–85. [CrossRef] [PubMed]
32.Bullinger M. Assessing health related quality of life in
medicine. An overview over concepts, methods and
applications in international research. Restor Neurol
Neurosci 2002; 20(3–4): 93–101. [PubMed]
33.Taillefer M-C, Dupuis G, Roberge M-A, LeMay S.
Health-Related Quality of Life Models: Systematic
Review of the Literature. Sol Indic Res 2003; 64(2):
293–323. [CrossRef] [PubMed]
34.Li S, Jin X, Wu S, Jiang F, Yan C, Shen X. The impact
of media use on sleep patterns and sleep disorders
among school-aged children in China. Sleep 2007;
30(3): 361-7. [PubMed]
35.Kumari S, Ahuja S. Video Viewing and Cognitive
Development in Preadolescents. Soc Sci Comput Rev
2010; 28(2): 170–76. [CrossRef]
36.Custers K, Van den Bulck J. Television viewing,
computer game play and book reading during meals
are predictors of meal skipping in a cross-sectional
sample of 12-, 14- and 16-year-olds. Public Health
Nutr 2010; 13(4): 537–43. [CrossRef] [PubMed]
37.Hakala PT, Rimpelä AH, Saarni LA, Salminen JJ.
Frequent computer-related activities increase the risk
of neck-shoulder and low back pain in adolescents.
Eur J Public Health 2006; 165(5): 536-41. [PubMed]
38.Torsheim T, Eriksson L, Schnohr WC, Hansen F,
Bjarnason T, Välimaa R. Screen-based activities and
physical complaints among adolescents from the
Nordic countries. BMC Public Health 2010; 10: 324.
[CrossRef] [PubMed]
39.Hancox RJ, Milne BJ, Poulton R. Association between
child and adolescent television viewing and adult
health: a longitudinal birth cohort study. Lancet 2004;
364: 257–62. [CrossRef] [PubMed]
40.Becker HJ. Who's wired and who's not? Children's
access to and use of computer technology. Children
and Computer Technology. Future Child 2000; 10(2):
44-75. [CrossRef] [PubMed]
41.Subrahmanyam K, Greenfield P, Kraut R, Gross E. The

71

The frequency of using screen-based media among children...

impact of computer use on children's and adolescents'
development. Appl Dev Psychol 2001; 22: 7-30.
[CrossRef]
42.Robinson TN, Wilde ML, Navracruz LC, Haydel KF,
Varady A. Effects of reducing children's television and
video game use on aggressive behavior: a randomized
controlled trial. Arch Pediatr Adolesc Med 2001;
155(1): 17-23. [CrossRef] [PubMed]
43.Donnerstein E. Internet bullying. Pediatr Clin North Am
2012; 59(3): 623-33. [CrossRef] [PubMed]
44.Hogan MJ. Adolescents and media violence: six crucial
issues for practitioners. Adolesc Med Clin 2005; 16(2):
249-68. [CrossRef] [PubMed]
45.Escobar-Chaves SL, Tortolero SR, Markham CM, Low
BJ, Eitel P, Thickstun P. Impact of the media on
adolescent sexual attitudes and behaviors. Pediatrics
2005; 116(1): 303-26. [PubMed]
46.Bandura A. Social cognitive theory of mass com
munication. In: Bryant J, Zillmann D, eds. Media
Effects: Advances in Theory and Research. Hillsdale,
NJ: Lawrence Erlbaum; 1994: 61–90.
47.Tolman DL, Kim JL, Schooler D, Sorsoli CL. Rethinking
the associations between television viewing and
adolescent sexuality development: bringing gender
into focus. J Adolesc Health 2007; 40(1): 84.e9–
84.e16. [CrossRef] [PubMed]
48.Ito M, Horst H, Bittani M. Living and Learning With
New Media: Summary of Findings From the Digital
Youth Project. Chicago, IL: John D. and Catherine T.
MacArthur Foundation Reports on Digital Media and
Learning; 2008. Available at: http://digitalyouth.
ischool.berkeley.edu/files/report/digitalyouth-Two
PageSummary.pdf. Accessed July 10, 2014.
49.Hinduja S, Patchin J. Offline consequences of online
victimization: school violence and delinquency. J Sch
Violence 2007; 6(3): 89 –112. [CrossRef]

72

Aleksandar Višnjić et al.

50.Davila J, Stroud BC, Starr RL, Miller RM, Yoneda A,
Hershenberg R. Romantic and sexual activities,
parent-adolescent stress, and depressive symptoms
among early adolescent girls. J Adolesc 2009; 32(4):
909–24. [CrossRef]
51.Selfhout MHW, Branje SJT, Delsing M, Bogt ter TFM,
Meeu WHJ. Different types of Internet use,
depression, and social anxiety: the role of perceived
friendship quality. J Adolesc 2009; 32(4): 819–33.
[CrossRef]
52.O'Keeffe GS, Clarke-Pearson K and Council on
Communications and Media. The Impact of Social
Media on Children, Adolescents, and Families.
Pediatrics 2011; 127(4): 800-4. [CrossRef] [PubMed]
53.Višnjić A. Models of health care organization of
student population and promotion of mental health
[dissertation]. Nish (Serbia): University in Niš; 2010.
141 p.
54.American Academy of Pediatrics. Children, adolescents,
and television. Pediatrics 2001; 107: 423-6. [CrossRef]
[PubMed]
55.Strasburger VC, Council on Communications and Media.
American Academy of Pediatrics. Media education.
Pediatrics 2010; 126(5): 1012-7. [CrossRef] [PubMed]
56.Pecora N, Murray JP, Wartella EA. Children and
Television: Fifty Years of Research. Hillsdale, NJ:
Lawrence Erlbaum; 2007.
57.Hogan MJ, Strasburger VC. Media and prosocial
behavior in children and adolescents. In: Nucci L,
Narvaez D, eds. Handbook of Moral and Character
Education. Mahwah, NJ: Lawrence Erlbaum; 2008:
537–53.
58.Linebarger DH, Walker D. Infants’ and toddlers’
television viewing and language outcomes. Am Behav
Sci 2005; 48(5): 624–45. [CrossRef]

Acta Medica Medianae 2015, Vol.54(3)

The frequency of using screen-based media among children...

UČESTALOST KORIŠĆENJA ELEKTRONSKIH MEDIJA
MEĐU DECOM I ADOLESCENTIMA I NJIHOV UTICAJ
NA ZDRAVSTVENO PONAŠANJE
Aleksandar Višnjić 1,2, Vladica Veličković1, Miodrag Stojanović1,2,
Zoran Milošević1,2, Tamara Rangelov2, Katarina Bulatović2,
Miodrag Stanković3, Snežana Miljković3

Univerzitet u Nišu, Medicinski fakultet, Niš, Srbija1
Institut za javno zdravlje Niš, Srbija2
Klinički centar Niš, Srbija3
Kontakt: Aleksandar Višnjić,
Institut za javno zdravlje Niš, Srbija
Bul. dr Zorana Đinđića 50, 18000 Niš, Srbija
e-mail: alex.visnjic@gmail.com

Elektronski mediji postaju sve važniji deo života današnje dece i adolescenata.
Cilj ovog rada bio je da prikaže pregled literature objavljene u poslednjih deset godina
na temu upotrebe i uticaja televizije, video igara i kompjutera/Interneta na zdravlje
mladih, uključujući i to kako deluju na psihološko i fizičko zdravlje.
Sa stanovišta javnog zdravlja, urađen je sistematski pregled literature kao i analiza velikog broja medija koje koriste deca i adolescenti. Pregled literature je obavljen u
periodu između maja i jula 2014. godine.
Deca i adolescenti provode puno vremena uz elektronske medije. Ovako značajno korišćenje medija dovodi se u vezu sa lošijim zdravstvenim statusom. Društveni i
emocionalni razvoj mlađe populacije odvija se uz korišćenje Interneta i mobilnih telefona. Korišćenje elektronskih medija je uzajamno povezano, a upotreba većeg broja
medija utiče na vođenje nezdravog načina života i pojavu subjektivnih zdravstvenih
tegoba. Utvrđeno je da je značajan veliki broj fizičkih tegoba poput gojaznosti, glavobolje, bola u leđima, bolova u vratu i ramenima, poremećaj sna. Deca i adolscenti su
konzumenti, ali i stvaraoci društvenih medija.
Trebalo bi da zdravstveni radnici i društvo u celini rade na zdravstvenoj edukaciji
u smislu korišćenja elektronskih medija podsticanjem njihove razumne i kritičke
upotrebe. Roditelji bi mogli da budu od pomoći ukoliko razumeju srž problema i da
učestvuju u njihovom rešavanju. Acta Medica Medianae 2015; 54(3):64-73.
Ključne reči: zdravstveni status, način života, Internet
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