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AGENDA

Kids these days

Benefits and challenges of
technology for children

* Gaming
e Social media

Tips for healthy technology use




GENERATION
ALPHA

Born in the years
2010-2025

2 billion of them by 2025

Children of Millennial
Parents

Unlike other generations
which merely use
technology, Gen Alphas will
spend the bulk of their
formative years completely
immersed in technology.




_ /S
Each generation is characterized by different
experiences that shape their perspectives and behavior [(

/1 Generation Z includes people born between the mid 1990s and 2010, characterized as ‘Digital
Natives’

Generation Terminology by Birth Year ‘\
1950 1955 1960 1965 1970 1975 1980 1985 1990 1995 2000 2005 2010 ... 2025

Also known as ‘Latchkey Also known as the ‘Millennial Also known as 'Digital
‘Ym MMM Kids', they were rased by  Generation', they were raised Natives', they are being
by the ‘Builders’ the early baby boomers by the late baby boomers raised by Generation X

Source: Tripathi, S. (2017) Neuroscience: Impact on Cognitive and Behavioral Function in Early Childhood




technology Less human contact;
savvy relationships

abit of being independent and self-reliant Very proficient in use of modern technology Virtual apps and online contacts are
favoured over face-to-face interaction with

others




Popular media
platforms:
Movies, print,
radio

Popular media
platforms:
Movies, print,
radio, television

Popular media
platforms:
Movies, print,
radio, television

Popular media
platforms:
Movies, print,

radio, television,

cable television,
arcade video
games

Popular media
platforms:
Movies, print,
radio, television,
cable television,
home video
game consoles,
portable music
players [i.e.

Sony Walkman),
VCRs, home
computers.

Popular media
platforms:
Movies, print,
radio, television,
cable television,
home video
game consoles,
portable

music players,
VCRs, home
computers,
portable
handheld video
game systems,
internet, cell
phones

Popular media
platforms:
Movies, print,
radio, television,
cable television,
home video
game consoles,
portable music
players, DVDs,
home comput-
ers, portable
handheld video
game systems,
internet, cell
phones, MP3
players, DVRs,
electronic
interactive toys,

internet-con-
nected smart Joan Ganz

phones, tablet Cooney Center
computers 2011




using devices to make
social media digital art or music




Percent of Children

Technology Children Use by Age 2

34% 34% 330,
30%

21%

Laptop  Cellphone Smartphone Digital

I 13% 13%
iPod V

Videogame Handheld
(amera Console  Videogame

Devices

Source: American Academy of Pediatrics




Screen Time Recommendations by Age

Here's a chart showing screen time recommendations by age

Babies Toddlers Children
0-18 months 18-24 months 2-5 years

Source: Amerncan Acaodemy of Child and Adolescent Psychiatry (2022)

L

Kids & Teens Teens & Adults
&-17 years 18 and up

€3) ALL ABOUT VISION
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( - Development of digital skills



'gamers) are under
18.




. h as driving a

-

* real-time ¢ aiting to take turns)

* first-person shooter weapon and experiences the game as the Q
shooter)

~ ® multiplayer or single player

%




SEEING PATTERNS TESTING THEIR IDEAS MEMORY AND MAKING DECISIONS HAND-EYE
TO FIND OUT IF THINKING COORDINATION
THEY WORK




.

ame
2 game — Is the

s played with others,
/ho they are?

e type of game — Is the game a competition
or do the players work together?
















* being with fins

* household chores




gcY

3s to games is
sibilities and limits

you'll do if they don't follow rules.
ple, if they don't stop when they're
pposed to, they lose some screen time the next
day.




social media most hours

of the day.







and family as

] provides opportunity
svelop respect and

vith the community with activities

* Provides a platform for collective creativity

® Finding support

® Access to resources

oney for charity or volunteering




Information on the internet can be inaccurate and misleading,
and children lack the judgement to filter what they read

Social comparison

SOCIAL
MEDIA

Cyberbullying

RISKS

Sexting

Risk of predation




ying, disturbing content,
al images and messages

pending more time comparing themselves to others

* Refuse to reduce use even when they know it's a
problem




alled in-app

DL

-

* Teach yor

* Learn how to use the apps that they L 0 make sure they're using them safely.

* Know the signs of social media becoming a problem.

%







CREATING A
FAMILY

MEDIA
AGREEMENT

Establish tech-free
zones (e.g., during
meals, in bedrooms).

Set consistent rules for
all family members,
promote a unified
approach

Schedule tech breaks
and encourage
outdoor play.

Model healthy tech
habits as parents by
limiting your own
screen time,
prioritizing face-to-
face interactions, and
demonstrating
responsible online
behavior.



COMMON SENSE MEDIA @ common
COMMOM SEMSE MEDIA - . .
(v cemmon Family Media Agreement sense

Family Media Agreement

sense’

, will:

. stay balanced.

O 1 will help my family set media time limits that make sense, and then | will follow them.

... take care.

O 1 will be mindful of how much time | spend in front of screens, and | will continue to enjoy the other activities —
O | will take care of the device I'm using and tell my family if it's broken, stolen, or lost. As a family, we have agreed and peaple = in my life.
on the consequences if | lose or break a device, and | understand those consequences.
O If using media or being online is making me unhappy or it's hard to stop, | will take a break and talk to a family
O Unless | have paid for a device with my own maney or it was a gift, | understand that the device belongs to the member.

family member(s) who bought it. O

O

- COmmunicate openly.
. stay safe.

O 1 will talk te my family about what media | use and what | do online and answer any questions they have openly
O | will not create accounts or give out any private information — such as my full name, date of birth, address, phone and hanestly.
number, ar phatos of myself — without my family's permission.
O 1 will tell my family if I'm struggling with media use, have made a mistake onling, or nead help.
O 1 will nat share my passwords with anyone other than my family. | will ask my family to help me with privacy

settings if | want to set up devices, accounts, or profiles, O

O If anyone makes me feel pressured or uncomfortable or acts inappropriately toward me anling, I'll stop talking to In exchange, my family agrees to:
that person and will tell a family member or other trusted adult about it.
O recognize that media is a big part of my life, even if they don’t always understand why.

a

O talk with me about what worries them and why before saying "ne.”
... think first.

O talk to me about my interests and embrace my world, including helping me find media that's appropriate and fun.
O 1 will nat bully, humiliate, or upset anyone online — whether through sharing photos, videos, or screenshots,

spreading rumors or gossip, or setting up fake profiles — and | will stand up to those who do. m]

O I know that whatever | share online can spread fast and far. | will net post anything anline that could harm
my reputation.

Whenever | use, reference, or share someone else's creative work enline, | will give proper credit to the author or
artist.

O 1know that not everything | read, hear, or see onling is true. | will consider whether a source or author is credible. SIGHED BY ME SIGHED BY MY PARENT OR CAREGIVER




1\\; RESOURCES:

For Parents For Educators Our Work and Impact Language: English v

@/ common sense media° Find movies, books, and more ... Signin

Movies ™V Books Apps & Games Podcasts Parents' Guides Tips & FAQs Celebrating Community

Ratings and reviews parents trust

0006000

Movies Books Games Podcasts Apps




I * Government Gouvernement
of Canada du Canada Search

MENU «

Canada.ca

‘—~

GETCYBERSAFE.CA

Get Cyber Safe is a national public awareness campaign created to

inform Canadians about cyber security and the simple steps they can
take to protect themselves online.

Follow: li m “ @ n




Child Mind
' Institute
EDUCATION

Resources to Help
Our Kids Thrive ‘

Monitoring Your Teen’s Social Media

Once you've gotten your Kid a phone, should you start monitoring their social
media? Some argue that it's an invasion of privacy, while others insist that it's
necessary given growing concerns about cyberbullying and the negative
effects social media can have on self-esteem.

This week at childmind.org, we take a deep dive into the ongoing debate
around keeping a close eye on your teen’s social media use. And we provide
tools and tips for monitoring their social media, should you choose to do so.
We also discuss how to know when your kid is ready for a social media
account and provide useful strategies for helping them get started.
Additionally, we cover the potential negative effects of social media on teens
and ways to shield them from harm. The internet can be an unforgiving
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® https://hms.ha

. https://www2.chiidmin.o 6 65/a106e571372a85094e3d719585eaaab50e Q
883084466250bbf50b13e5f29f547f
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https://myhealth.alberta.ca/growing-up-online/social-media/facts-for-youth
https://schools.healthiertogether.ca/en/get-the-latest/resources-for-families/articles-for-families-with-children/digital-wellbeing-and-your-child/
https://schools.healthiertogether.ca/en/get-the-latest/resources-for-families/articles-for-families-with-children/digital-wellbeing-and-your-child/
https://myhealth.alberta.ca/growing-up-online/gaming/tips-for-parents
https://www.nu.edu/blog/negative-effects-of-technology-on-children-what-can-you-do/#:~:text=Mayo%20Clinic%20recommends%20limiting%20screen,consistent%20limits%20on%20technology%20use
https://www.nu.edu/blog/negative-effects-of-technology-on-children-what-can-you-do/#:~:text=Mayo%20Clinic%20recommends%20limiting%20screen,consistent%20limits%20on%20technology%20use
https://www.nu.edu/blog/negative-effects-of-technology-on-children-what-can-you-do/#:~:text=Mayo%20Clinic%20recommends%20limiting%20screen,consistent%20limits%20on%20technology%20use
https://hms.harvard.edu/news/screen-time-brain
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