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Foreword 

Submitted in partial fulfillment of the requirements of the BSc Psychology degree, 

Reykjavik University, this thesis is presented in the style of an article for submission to a 

peer-reviewed journal.  

This thesis was completed in the Spring of 2021 and may therefore have been 

significantly impacted by the COVID-19 pandemic. The thesis and its findings should be 

viewed in light of that.  
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Abstract 

With increased media exposure and technological improvements, children´s screen time is 
rapidly increasing. Research has found associations between screen time and various 
developmental factors such as academic performance, social skills, physical health, and 
activity involvement. However, few studies have distinguished between types of screen time 
and how they relate to these factors. The aim of this study was to research whether total 
screen time and/or certain types of screen use is associated with academic performance and 
social skills. The mediating effects of physical activity and extracurricular activity 
engagement on the relationship between screen time and social skills was tested. The study 
was cross-sectional and data from The Icelandic Centre for Social Research & Analysis 
(ICSRA) were used for analysis. One of their questionnaires, Youth in Iceland 2017, was 
used in this study with a random sample of 2152 children between the ages of 10-12. Linear 
regression was used for data analysis which showed that both academic performance and 
social skills were negatively associated with screen time. Physical activity and physical-based 
extracurricular activity engagement had a significant mediation effect on the relationship 
between screen time and social skills. Future research should emphasize longitudinal effects 
of screen time to gather further information about developmental outcomes.  
  

Key words: Screen time, academic performance, social skills, physical activity, 
extracurricular activities 
 

Útdráttur 

Með auknu aðgengi að tækni og miðlum hefur skjátími meðal barna aukist til muna. 
Rannsóknir hafa fundið tengsl milli skjánotkunar og margvíslegra þroskatengdra þátta, s.s. 
námsárangurs, félagsfærni, hreyfingar og tómstundaiðkunar. Hinsvegar hafa fáar rannsóknir 
gert greinamun á áhrifum mismunandi tegunda skjánotkunar á þessa þætti. Markmið 
rannsóknarinnar var að rannsaka hvort heildarskjátími og/eða ákveðnar tegundir skjánotkunar 
hafi tengsl við námsárangur og félagsfærni. Miðlunaráhrif hreyfingar og tómstundaiðkunar á 
sambandið milli skjátíma og félagsfærni voru skoðuð. Rannsóknin notaðist við 
þversniðsgögn frá Rannsóknum & greiningu við gagnaúrvinnslu. Spurningalistinn Ungt fólk 
2017 var notaður í þessari rannsókn en notast var við slembiúrtak með 2152 
grunnskólabörnum á aldrinum 10-12 ára. Línuleg aðhvarfsgreining var notuð við úrvinnslu 
gagna sem sýndi að bæði námsárangur og félagsfærni höfðu neikvæð tengsl við skjátíma. 
Hreyfing og tómstundir sem fela í sér hreyfingu höfðu marktæk miðlunaráhrif á sambandið 
milli sjánotkunar og félagsfærni. Framtíðar rannsóknir ættu að leggja áherslu á að skoða 
langtímaáhrif skjátíma til öðlast betri skilning á þroskatengdar afleiðingar skjátíma.  

 
Lykilhugtök: Skjátími, námsárangur, félagsfærni, hreyfing, tómstundaiðkun 
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Screen Time and Child Development 

Technical devices have become a big part of people´s everyday lives. Screen time refers to 

time spent on technical devices such as smartphones, video games, computers, tablets and 

television. With more media exposure and digital entertainment, children´s screen time is 

rapidly increasing. Children of this generation grew up with access to technology and the 

majority is not used to living without it. Recent years´ technological improvements allow 

people to access screen media almost anywhere and anytime. This is an important evolution 

with advantages like communication without physical presence and easy access to 

information at all times. However, concerns are growing following these fast improvements 

in technology (Adelantado-Renau et al., 2019; Parent et al., 2016). 

Over the last two decades, the average screen time for children between the ages of 

eight to 18 has increased from five hours to eight hours per day. According to the American 

Academy of Pediatric´s (AAP) guidelines for screen time, children under the age of 18 

should not spend more than two hours per day on screen media (Parent et al., 2016). 

However, the average screen time is four to six hours per day among children between eight 

and 12 years old (Hawkey, 2019).  

Screen time affects child development in various ways. Studies in this field have 

found a negative association between screen media activities and developmental factors such 

as academic performance, social skills, physical health and engagement in extracurricular 

activities (Adelantado-Ranau et al., 2019; Aggio et al., 2012; Heycraft et al., 2020; Hinkley et 

al., 2018; Tremblay et al., 2011). However, research has provided different results regarding 

the association between screen time and the previously mentioned variables, particularly 

academic performance and social skills.  

Screen Time and Academic Performance 
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Screen time relates to both better and poorer academic performance of children. Some 

studies have found a negative association between those variables but Horowitz-Kraus & 

Hutton (2018) found that excessive screen time leads to decreased cognitive function. Longer 

screen time was associated with language delay and academic difficulties. According to a 

longitudinal study on this topic, more hours of screen time leads to poorer math skills and 

more hours of television watching leads to poorer reading skills. Accordingly, Adelantado-

Renau et al. (2019) found that video gaming and watching television was negatively 

associated with mean grades. Social media use has also been negatively associated with 

academic performance (Junco, 2012; Kirschner & Karpinski, 2010). A study by Posso (2016) 

shows that time spent online social networking (e.g. Facebook) was linked to lower 

performance in math, reading, and science on PISA tests.  

However, other studies have indentified positive effects of screen time on academic 

performance. Kostyrka-Allchorne et al. (2017) reported that television watching can enhance 

vocabulary learning among children and therefore have positive effects on academic 

achievement. Posso (2016) found that children who play video games scored higher in math, 

reading and science. Frequent engagement in video games was associated with better skills in 

these subjects, as well as in generalized knowledge. Badri et al. (2017) reported that social 

media networking can be beneficial for children. They found that social media allows 

children to share information and ideas, as well as improving reading competence. 

Screen Time and Social Skills 

            According to the American Psychological Association (APA), social skills refer to the 

ability to interact properly in given social circumstances. This applies to assertiveness, 

communication, making friends, coping, problem solving, and the ability to regulate 

cognitions, feelings and behavior (American Psychological Association, n.d.). Engaging in 

screen based behavior may decrease healthy social skills as children have less opportunities 



 6 

for peer interaction and socialization. As mentioned before, watching television is associated 

with language delays, cognitive function and other developmental factors. These elements are 

vital for children's social interactions. Higher reports of screen time and lower levels of 

outdoor play was correlated with poorer social skills (Hinkley et al., 2018). Twenge & 

Campbell (2018) found that those who spent more time on screen media scored lower in 

psychological well being. Furthermore, more screen time was linked to poorer emotion 

regulation. This applies to factors such as having difficulties making friends, being difficult 

to get along with, struggling to stay calm, arguing, lower curiosity, inability to finish tasks, 

and lower self-control. 

 In contrast, Durkin & Barber (2002) found that screen time was not related to 

negative outcomes but computer game play was investigated specifically in this study. The 

study reported that any type of game playing, including outdoor games, and computer game 

playing of moderate levels, was associated with positive outcomes such as positive school 

engagement, better mental health, friendship connections and activity involvement. 

Screen Time and Activity Engagement 

Studies have found an association between screen time and physical health in children 

(Aggio et al., 2012; Laurson et al., 2008; Serrano-Sanchez et al., 2011). One study on this 

topic found that children who did not meet public recommendations for screen time and 

physical activity were three to four times more likely to be overweight. The results of the 

study suggest that the effects of screen time may be in part due to changes in physical activity 

(Laurson et al., 2008). A longitudinal study by Aggio et al. (2012) found that screen time was 

the strongest predictor of physical health later on. Children who spent more time on screen 

media were significantly more likely to be unfit as adolescents.  

Screen time also relates to engagement in extracurricular activities, such as art, music, 

sports and dancing. Enganging in extracurricular activities during after-school hours has been 
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linked to better health and increased well-being among children and adolescents (Agans et 

al., 2014; Eime et al., 2013; Oberle et al., 2019). Furthermore, after-school activities have 

been associated with positive academic, psychological, and social outcomes, as well as 

supporting a healthy and positive development in children (Fredricks & Simpkins, 2012). In a 

study by Oberle et al (2020), children that did not engage in any type of extracurricular 

activities were significantly more likely to exceed recommendations for daily screen time. 

This indicates that screen based activities may interfere with engagement in beneficial 

extracurricular activities.  

Current Study 

It is clear that screen time affects various factors in children. However, results are 

diverse and some associations are ambiguous. Few studies have accounted for different types 

of screen time which seems to have different effects on developmental factors. The aim of the 

study is to research whether screen time (total screen time and/or different types of screen 

time) among 10-12 year old children relates to some of the following variables; academic 

performance, screen time, physical activity and engagement in extracurricular activities. The 

following questions will be answered; Is increased screen time among children associated 

with poorer academic performance? Is increased screen time among children associated with 

poorer social skills? Is screen time associated with physical activity and extracurricular 

activities among children? Three hypotheses will be tested based on the previous literature; 

(1) children who report more screen time have lower mean grade scores in math and 

Icelandic, (2) children who spend more time on screen media have poorer social skills, (3) 

physical activity and engagement in extracurricular activities mediate the association between 

screen time and social skills.   

Method 

Participants 
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 The study Youth in Iceland 2017 was conducted in Iceland in 2017, aimed at 

elementary school children in 5th – 7th grade. The population of the study were all 

elementary students in Iceland between the ages of 10-12. However, the sample are the 

children who were present in school the day the survey was submitted. Participants were 

11263 in total (N = 11263). The total response rate was 88.8%. The sample in the current 

study is a random sampling of 2152 children in total from the original dataset. The gender 

ratio was almost equal, the boys accounted for 51.2% (N = 1097) and the girls 48.8% (N = 

1045). A few children (N = 10) did not indentify their gender. The age distribution was also 

quite equal, with a slight majority in 5th grade, or 34.9% (N = 742). Children in 6th grade 

were 32.5% of participants (N = 692) and in 7th grade were 32.6% (N = 695).  

Measures  

Screen Time  

The question used to measure the independent variable, screen time, was ”How much 

time do you usually spend on the following activities everyday?“. The question consisted of 

four items; a) Watching movies, series or videos b) On the internet (Facebook, Snapchat, 

Instagram, Skype, Twitter, etc.) c) Playing video games d) Using computers for other purpose 

than being on the internet or playing video games. The values were eight, from 1 (almost no 

time) to 8 (6 hours or more). The Cronbach´s alpha was α = .634 for screen time which is 

considered a good internal consistency since the items were less than ten (the inter-item 

correlation was = .301). A similar measure has been used to assess screen time with a self-

report questionnaire. Participants were asked to report how many hours they spent on 

different kind of screen media (television, computer, video games, smartphones, tablets) each 

day. With this measurement it was possible to distinguish between high and low screen time 

but each question had a reliability ranging from good to excellent (Vizcaino et al., 2019). The 
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items for screen time were computed together to analyze total screen time but they were also 

analyzed seperately.  

Academic Performance 

”What was your grade on recent exams in math and Icelandic?“ was the question used 

to measure academic performance, a dependent variable in the study. The values were nine in 

total, for math on the one hand and Icelandic on the other hand (two items). The grade scores 

were from 1 (4 or lower) to 7 (9.5-10.0). In addition there was value 8 (I do not remember) 

and 9 (I did not take the exam), but they were re-coded as missing. The mean grade range in 

math was 8.5-9.0 with 27.0% (N = 547) of the participants choosing this answer. The most 

common answer was 9.5-10.0 with 28.0% of the participants choosing this answer (N = 567). 

The mean grade range in Icelandic was also 8.5-9.0 with 25.6% of the participants choosing 

this answer (N = 505). This was also the most common answer. The two items were 

computed and named ”Academic Performance“. According to Mayer et al. (2007), self-

reported grades are a reliable measurement for actual grades and their results showed a strong 

correlation between self-reported grade scores and actual grades (r = .82). However, Rosen et 

al. (2017) reported that self-reported grades are not always reliable and many factors have 

impact on that, e.g. dishonesty, carelessness and shame about lower grades.  

Social Skills  

The measurement for social skills, a dependent variable, were three questions 

regarding friendship and peer connection. The first one was ”How many friends do you have 

in school?“ with five values from 1 (no friends) to 5 (very many friends). The next question 

was ”How often do you spend time with your friends after school or during weekends?“ with 

five values from 1 (never) to 5 (often). The third question was ”How many children in your 

class like you?“ with 5 values from 1 (no children) to 5 (very many children). The internal 

consistency for these items was good, the Cronback´s alpha was α = .710 which is acceptable. 
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The items were computed together for analysis and named ”Social Skills“. Social skills has 

been measured in a similar way, with children´s self reports on questions on continuous scale. 

A social skills scale, similar to the one used in this current study, has been found to have an 

excellent reliability (α = .96) (Danielson & Phelps, 2003). 

Physical Activity 

Physical activity is a mediating variable in this study which was measured with the 

question ”How many days – out of the last seven days – were you physically active for at 

least 60 minutes (one hour) so that your heatbeat increased and you became out of breath?“ 

with eight values from 1 (no day) to 8 (7 days). This measurement is similar to the Physical 

Activity Questionnaire for Older Children (PAQ-C) which measures general levels of 

physical activity among children from nine to 15 year old. It is a self-report questionnaire that 

measures physical activity with a 7-day recall, as in this current study. This questionnaire has 

been tested and has acceptable internal consistency and reliability (Crocker et al., 1997).  

Extracurricular Activities 

Extracurricular activities is another mediating variable in the study. It was measured 

with two questions and divided into two levels depending on whether the extracurricular 

activities were based on physical activity or if they were non-physical. The question for non-

physical extracurricular activities was ”How often do you engage in any of the following? a) 

social centre b) music lessons c) band d) art ... p) make a short film“. The values for each 

item were five, from 1 (almost never) to 5 (3 times a week or more). The question for 

physical based extracurricular activities was ”How often do you engage in any of the 

following? a) handball b) football c) basketball d) gymnastics ... k) cycling (e.g. BMX or 

mountain bikes)“. The values for each item were five, from 1 (almost never) to 5 (4 times a 

week or more). Extracurricular activity engagement has been measured with similar questions 

for self-report, using the Middle Years Development Instrument (MDI), which is a valid scale 
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for measurement and has been proven to have a high internal consistency (Oberle et al., 2019; 

Schonert-Reichl et al., 2013).  

Procedure 

 The study was made by social scientists working for The Icelandic Centre for Social 

Research & Analysis (ICSRA). Their studies are population studies which are conducted 

every year, which means that the group of participants is relatively large. Therefore these 

studies are considered very reliable. One of the questionnaires from ICSRA, Youth in Iceland 

2017, was used in the current study. The questionnaire contains 55 questions in total which 

are related to the behavior and well-being of 5th – 7th grade elementary school students. In 

this study, seven of the questions from the questionnaire were used, those regarding screen 

time, academic performance, social skills, physical activity, and extracurricular activity 

engagement.  

The questionnare was made in Febuary in 2017 and sent out to every elementary 

school in Iceland the same day. The teachers or other staff in each school distributed the 

questionnaire to their students. Students were asked to answer each question honestly, to the 

best of their knowledge, and seek help if needed. They were instructed that this was an 

anonymous survey so they should not write their name on the paper. Each questionnaire came 

with an envelope that students were asked to place their questionnaire in when finished. The 

teachers then collected the questionnaires and sent them back to ICSRA for processing. 

Participants did not recieve any reward or credit for participating in the study. 

Data Analysis 

 IBM SPSS Statistics 27 was used for data analysis. Descriptive statistics were used 

for screen time, to determine average screen time per day among participants as well as 

different types of screen time. Spearman Correlation Analysis was used to determine the 

correlation between all variables, independent, dependent and mediating variables. The 
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correlation also displayed whether variables had a positive or a negative association. Linear 

Regression Analysis was used to determine if screen time was associated with academic 

performance and social skills. The PROCESS tool in Regression Analysis was used to 

examine the mediating effect of physical activity and extracurricular activities on the 

relationship between screen time and social skills. The assumption of independent errors for 

linear regression was met.  

Results 

Descriptive Statistics 

 Table 1 demonstrates the number, mean and standard deviation for participant´s 

screen time activities. The mean time for total screen time among participants was 

approximately one hour per day. On average, participants spent most time watching movies, 

Table 1 

Descriptive Statistics for Participant´s Screen Time 

Type of screen time N M SD 

Watching movies, 

series or videos 
2140 3.16 1.58 

Being on the internet 

(Facebook, Skype, 

Ask. FM, Snapchat, 

Instagram, Twitter 

ect.) 

2096 2.35 1.60 

Playing video games 2094 2.61 1.86 

Using computers for 

other purpose than 

being on the internet 

or playing video 

games 

2068 1.95 1.49 

Total screen time 1989 2.51 1.13 

Note. The values were: 1 (almost no time), 2 (1/2 – 1 hour), 3 (around 1 hour), 4 (around 2 
hours), 5 (around 3 hours), 6 (around 4 hours), 7 (around 5 hours), and 8 (6 hours or more). 
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series, or videos, which was approximately 1 hour per day. 

Correlation 

 Correlation between variables are shown in table 2. Screen time was negatively 

associated with academic performance (b = -.217), therefore more screen time is related to 

lower mean grades. Screen time was also negatively associated with social skills, however 

the effects were small (b = -.052). Screen time was negatively associated with physical 

activity and non-physical extracurricular activities. However, no significant difference was  

Table 2 

Correlation Between Variables 

 
Screen 

Time 

Academic 

Performance 

Social 

Skills 

Physical 

Activity 

Non-physical 

Extracurricular 

Activities 

Physical 

Extracurricular 

Activities 

Screen Time . -.217** -.052* -.131** -.81** -.043 

Academic 

Performance 
 . -.053 .218** .181** .136** 

Social Skills   . .133** -.016 .120** 

Physical 

Activity 
   . .050* .416** 

Non-physical 

Extracurricular 

Activities 

    . .234** 

Physical 

Extracurricular 

Activities 

     . 

Note. *p < .05, **p < .001 
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found between screen time and physical extracurricular activities. Physical activity and 

physical extracurricular activities were positively associated with social skills, while non-

physical extracurricular activities were not associated with social skills.  

Regression Analysis 

Linear regression model of screen time, academic performance, and social skills is 

demonstrated in table 3. The linear regression revealed that there was a significant association  

 

Table 3 

Linear Regression Model of Screen Time, Academic Performance, and Social Skills  

Dependent 

variable 

Independent  

variable 
R2 B Std. Error ß p 

Academic 

Performance 

(Constant) 5.5% 6.499 .107  <.001 

Total Screen Time  -.267 .040 -.234 <.001 

Social Skills 

 

(Constant) 0.3% 3.425 .025  .000 

Total Screen Time  -.023 .009 -.058 .011 

Academic 

Performance 

 

(Constant) 5,8% 6.470 .111  <.001 

Television Watching  -.038 .034 -.045 .262 

Social Media Use   -.071 .031 -.088 .022 

 

Playing Video 

Games 
 -.108 .028 -.153 <.001 

Social Skills (Constant) 2.0% 3.430 .025  .000 

Television Watching   -.026 .007 -.094 <.001 

 Social Media Use  .031 .007 .109 <.001 

 

Playing Video 

Games 
 -.010 .006 -.042 .112 
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between total screen time and social skills, although the effects were small (p < .05, b = -

.023), a negative association was found between those variables. The association between 

total screen time and academic performance was also significant but academic performance 

was negatively associated with total screen time (p < .001, b = -.267). When screen based 

activities were tested seperately, watching television was negatively associated with social 

skills (p < .001, b = -.026), while being on social media was positively associated with social 

skills (p < .001, b = .031). Playing video games was not significantly associated with social 

skills (p = .112). Playing video games was negatively associated with academic performance 

(p < .001, b = -.108), and social media use was also negatively associated with academic 

performance (p < .05, b = -.071). No significant relationship was found between television 

watching and academic performance (p = .262). 

Mediation Analysis 

 Two mediation analyses were used to examine the relationship between screen time 

and social skills which were tested with the PROCESS regression tool. The hypothesized 

mediating effect of physical activity on the relationship between screen time and social skills 

was tested, as seen in figure 1. There was a significant indirect effect of screen time on social 

skills through physical activity, b = -.007, 95% Bca CI [-..012, -.004]. However, the direct 

effect between screen time and social skills was not significant (p = .07). Therefore, a full 

mediation effect of physical activity was found on the relationship between screen time and 

social skills. A significant negative association was found between screen time and physical 

activity (b = -.26, p <.001). There was a positive association between physical activity and 

social skills (p < .001, b = .03). When different types of screen time was examined separately, 

there was a significant indirect effect of television watching on social skills through physical 

activity, b = -.005, 95% Bca CI [-.008, -.003], and a significant indirect effect of video 

gaming on social skills through physical activity, b = -.005, 95% Bca CI [-.007, -.003].  
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Figure 1 

Mediating Effects of Physical Activity on the Relationship Between Screen Time and Social 

Skills 

 

 

The hypothesized mediating effects of extracurricular activities on the relationship 

between screen time and social skills were also examined. The indirect effect of screen time 

on social skills through physical-based extracurricular activities was not significant, b = -

.002, 95% Bca CI [-.005, .005]. There was no significant relationship between screen time 

and physical-based extracurricular activities (p = .12). A significant positive association was 

found between physical-based extracurricular activities and social skills (b = .14, p < .001). 

When accounting for different types of screen time, there was a significant indirect effect of 

television watching on social skills through physical-based extracurricular activities, b = .003, 

95% Bca CI [-.005, -.001]. The indirect effect of screen time on social skills through non-

physical extracurricular activities was not significant b = -.000, 95% Bca CI [-.001, .001]. 

There was a significant negative association between screen time and non-physical 

Physical Activity

Social SkillsScreen Time 

b = -.26, p < .001 b = .03, p < .001 

Direct effect, b = -.02, p = .07 
Indirect effect, b = -.01, 95% CI [-.01, -.00] 
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extracurricular activities (b = -.02, p < .05). No significant difference was found between 

non-physical extracurricular activities and social skills (p = .84).  

Discussion 

 The aim of the study was to examine whether total screen time and/or certain types of 

screen time is related to developmental factors in children, such as academic performance and 

social skills. There was a negative association between screen time and academic 

performance, which supports the first hypothesis that children who report more screen time 

have lower mean grade scores in math and Icelandic. This is in accordance with other studies 

that found a negative association between screen time and academic performance 

(Adelantado-Renau et al., 2019; Horowitz-Kraus & Hutton, 2018). Social media use was 

negatively associated with academic performance which means that children who spend more 

time on social media get lower grades. This is in accordance with some studies which found a 

negative association between social media use and academic performance (Junco, 2012; 

Kirschner & Karpinski, 2010; Posso, 2016). Playing video games was also negatively 

associated with academic performance which is consistent with previous findings 

(Adelantado-Ranau et al., 2019). Television watching was not significantly related to 

academic performance but previous literature has suggested that television watching could 

enhance vocabulary learning in children (Kostyrka-Allchorne et al., 2017). There was also a 

negative association between screen time and social skills, which supports the second 

hypothesis that children with more screen time have lower social skills. This is consistent 

with previous studies that found that more screen time was associated with poorer social 

skills (Hinkley et al., 2018; Twenge & Campbell, 2018). However, this effect also differed 

depending on type of screen time. Video gaming was not significantly related to social skills 

which is in accordance with a study that reported that playing video games or computer 

games was not related to any negative outcomes (Durkin & Barber, 2002). However, 
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television watching was negatively associated with social skills while using social media was 

positively associated with social skills. This could be explained by the different types of 

content, interaction and behavior these screen based activities require. Television and video 

viewing result in passive consumption of content, while smartphones, tablets, and social 

media use require more engagement and interactive behaviors (Hinkley et al., 2018). 

 Another goal of the study was to examine whether physical activity and 

extracurricular activity engagement mediated the relatioship between screen time and social 

skills. There was a significant indirect effect of screen time on social skills through physical 

activity. There was also a significant indirect effect of screen time (television watching) on 

social skills through physical-based extracurricular activities. Therefore the third hypothesis 

was correct. A full mediation effect of physical activity on the relationship between screen 

time and social skills was found. Therefore, the negative association between screen time and 

social skills can be explained by less physical activity. There was a negative association 

between screen time and physical activity, which means that those who spend more time on 

screen media spend less time being physically active, which makes sense as screen use is a 

sedentary behavior and can be very time consuming. This is consistent with previous studies 

that found that more screen time is related to less physical activity engagement and worse 

physical health (Aggio et al., 2012; Laurson et al., 2008). A positive association was found 

between physical activity and social skills, which could be explained by the fact that physical 

activity often involves socialization, especially for this age group.  

 The strengths of the study is that it was a cross-sectional population study with a large 

sample (N = 2152). The repsonse rate was 88.8% which is very high and the gender ratio was 

very equal. The data measured both different types of screen time and total screen time, 

which is another strength as many previous studies only examined one type of screen time or 

total screen time.  
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 The main weakness of the study is that it is measured with self reports which is not 

always reliable. The mean screen time per day among participants was approximately one 

hour, but other studies have found it to be much higher for this age group (Hawkey, 2019; 

Rosen et al., 2014). Participants may not be honest about their screen time or they are not 

aware of how much time they spend daily on screen media. Also, the research was conducted 

in 2017 and due to constant development and improvements in technology, screen time might 

have increased since then. The statistics for academic performance is also questionable, but 

the mean grade range for both math and Icelandic was 8.5-9.0 which is very high. Self-

reported grades are often inaccurate but students are often careless when reporting grades or 

they are ashamed of lower grades and therefore report higher grades than they receive (Rosen 

et al., 2017).  

 It is clear that screen use affects children in various ways. The effects can be both 

negative and positive depending on different types of screen use and the purpose in which 

screen media is used. The study highlights the importance of learning about these effects but 

it is important that parents, teachers and children themselves become informed about these 

effects. Future research should emphasize measuring different types of screen time on various 

developmental factors. Also, future research should measure long-term effects of screen time 

to gather more knowledge about developmental outcomes. 
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