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additional session: screeners

ITEMS REQUIRED FOR SESSION
Flip chart & pens 

Parent refreshments

Name labels

Attendance form

Parent’s handout 

Weekly evaluation form

SESSION PLAN
Feedback

Activities 

Introduction of topic

Notes from the session

TO TAKE FORWARD TO NEXT SESSION
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Teens spend a lot of their time with Internet activities: social networking, 
instant messaging blogging, YouTube, downloading etc. Online access is a 
vital part of the modern world and an important tool in the education of our 
teens. The internet is often highly entertaining as well as informative, but it 
is these very qualities that also make it an attractive escape for many teens. 
They can be anyone in an online chat room, or play exciting and challenging 
games against other players from all corners of the world. With the click of 
a mouse, they can enter a different world where the problems of their real 
life are no longer present, and all the things one wishes he or she could be or 
experience are possible.

The associated problems with teens that spend too much time on the 
internet are: 
l Loses track of time while online
l Sacrifices needed hours of sleep to spend time online
l Becomes agitated or angry when online time is interrupted
l Checks email several times a day
l Becomes irritable if not allowed access to the Internet
l Spends time online in place of homework or chores
l Prefers to spend time online rather than with friends or family
l Disobeys time limits that have been set for internet usage
l Lies about amount of time spent online or “sneaks” online when no 
 one is around
l Forms new relationships with people he or she has met online
l Seems preoccupied with getting back online when away from the 
 computer
l Loses interest in activities that were enjoyable before he or she had 
 online access
l Becomes irritable, moody or depressed when not online

Parents play a key role in supporting their teens to stay safe online. However, 
it can be difficult to stay on top of the wide range of sites and devices that 
young people use, the following advice is from UK Safer Internet Centre 
(www.saferinternet.org.uk/advice-and-resources/parents-and-carers helps) 

‘Screeners’ Fact sheet
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FOUR STEPS

1) Have ongoing conversations with your teen about staying safe online
2) Use safety tools on social networks and other online services, 
 eg Facebook privacy settings
3) Decide if you want to use parental controls on your home internet
4) Understand devices and the parental control tools - see online guides 

such as the UK Safer Internet Centre “Parents’ Guide to Technology” 
www.saferinternet.org.uk/advice-and-resources/parents-and-carers/
parents-guide-to-technology

GAMERS 

Video games are a unique form of entertainment because they encourage 
players to become a part of the game’s script. Although video games have 
been available for more than 30 years, today’s sophisticated video games 
require players to pay constant attention to the game. Players engage on 
deeper level—physically and emotionally—than people do when watching a 
movie or TV. This has led to a debate about the positive and negative effects 
of video games on young people.
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The United Kingdom is home to the fifth largest video game market 
worldwide as of 2014.
 
It is difficult to get up to facts but a national survey conducted by the 
National Institute on Media and the Family (2014) published the following 
facts:

l 92% of children and adolescents age 2-17 play video games
l More than two-thirds of all children ages 2-18 live in a home with a video 
 game system.
l A third of all children 2-18 have video game players in their bedrooms.
l By comparison, half have a TV, 29% have a DVD player and 16% have a 
 computer in their room.

AMOUNT OF TIME SPENT PLAYING VIDEO GAMES

l The major studies indicate that children ages 2-18 spend, on average, 
 between 20-33 minutes a day playing video games.
l The amount of time spent playing video games varies by age. On 
 average, 2-7 year-olds spend 8 minutes a day, 8-13 year-olds spend 32 
 minutes a day, and 14-18 year-olds spend 20 minutes a day playing 
 video games.
l On any given day, 30% of all kids 2-18 will play a video game; those who 
 do play spend an average of just over an hour (1:04) playing.
l Boys spend substantially more time playing video games than do girls, 
 regardless of age.
l On any given day, 44% of boys report playing video games compared to 
 17% of girls.

VIDEO GAME PREFERENCES

l Among 2-18 year olds, the three genres that dominate kids’ video game 
 playing are action or combat (42%), sports (41%), and adventure (36%).
l Among kids ages 8-18, boys are much more likely than girls to play 
 action (51% v. 31%) and simulation (12% v. 3%) video games.
l Some research has indicated that girls who like games with violent 

themes prefer fantasy or cartoon violence, whereas boys prefer realistic, 
human violence. General entertainment games in which the main action 
does not focus on fighting or destruction become more popular as 
children get older, especially among girls.
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MOBILE PHONES 

Almost 9 out of 10 children in the UK now have a mobile phone. 

THE BENEFITS ARE:

Mobile phones keep teens safe ; Mobile phones keep children safer, as it is 
easier for parents to stay in touch with their teen and for teen to contact 
someone in an emergency. Through calls and texts, parents can know where 
their teen is and be reassured that he or she is safe, all the while their teens 
know they are never more than a phone call away from help. Teens should 
be comfortable with modern technology. Mobile phones encourage the 
development of independence and interpersonal skills 

CONCERNS PARENTS HAVE ARE 

Health risk: There are possible potential long-term health risks from using 
mobile phones. In May 2011, the World Health Organisation classified the 
radiation emitted by handsets as ‘possibly carcinogenic’. [1] It has been 
widely accepted that the radiofrequency electromagnetic fields emitted by 
mobile phones are absorbed into the body, ‘much of it by the head when 
the headset is held to the air’. Because children’s brains are still developing, 
any possible damage to them is even more worrying than for adults. There 
is no total scientific proof about this [1] Beckford, Martin. “Mobile phones 
‘possibly carcinogenic’ say World Health Organisation experts.” The Daily 
Telegraph. 30 May 2011. 

Mobile phones are open to abuse, offering activities which are very 
inappropriate for children. The ability of modern phones to display graphics 
has led to the rise of mobile pornography, sexting, gambling and cyber-
bullying. Most parents restrict their children’s television viewing and 
computer use, but it is much harder for them to monitor mobile phone use. 

NOTE: True safety is provided by maturity and good parenting and good 
communication not a phone line.
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GOOD EFFECTS OF VIDEO GAMES 

l Following instructions.
l Problem solving and logic.
l Hand-eye coordination, fine motor and spatial skills.
l Resource management and logistics.
l Multitasking, simultaneous tracking of many shifting variables and 
 managing multiple objectives.
l Quick thinking, making fast analysis and decisions. 
l Strategy and anticipation.
l Developing reading and maths skills.
l Perseverance.
l Pattern recognition.
l Estimating skills.
l Inductive reasoning and hypothesis testing.
l Mapping.
l Memory.
l Improved ability to rapidly and accurately recognize visual information.
l Reasoned judgments.
l Teamwork and cooperation when played with others.
l Simulation, real world skills.

Video games effects
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BAD EFFECTS OF VIDEO GAMES

l Most of the bad effects of video games are blamed on the violence they 
contain. Teenagers and children who play more violent video games 
are more likely to have increased aggressive thoughts, feelings, and 
behaviours, and decreased prosocial helping.

l Too much video game playing makes teenagers socially isolated. 
Also,they may spend less time in other activities such as doing 
homework, reading, sports, and interacting with the family and friends.

l Some video games teach teenagers the wrong values. Violent 
behaviour: vengeance and aggression are rewarded. Negotiating 
and other nonviolent solutions are often not options. Women are 
often portrayed as weaker characters that are helpless or sexually 
provocative.

l Games can confuse reality and fantasy.
l Academic achievement may be negatively related to over-all time spent 

playing video games. Studies have shown that the more time a teenager 
spends playing video games, the poorer is his performance in school.

l Obesity: Video game usage has been linked to the problem of obesity in 
children. The longer children/teenagers are sitting playing video games, 
the less likely they will go outside for exercise. Also, video games are not 
unlike television in that eating and drinking bad food almost go hand in 
hand with them. 

l Video games may also have bad effects on some children’s health, 
including video-induced seizures and postural, muscular and skeletal 
disorders, such as tendonitis, nerve compression, carpal tunnel 
syndrome.

l When playing online, your teenager can pick up bad language and 
behaviour from other people and may make your child vulnerable to 
online dangers.
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