
Here are some tips to use media 
safely: 

Separate media from meals. Do not 
eat in front of the TV. Turn the TV off 
and focus on the people around 
you. 
 
Do not watch TV while doing 
homework. 
 
Set aside a part of your day for non
-educational media, such as TV, and 
keep the rest of your day separate. 
Do not go over your limit. Common 
Sense Media suggests that you do 
not spend more than one or two 
hours in front of a screen — TV, 
computer and movies — each day. 
 
Limit media in your room. Keep TVs 
and computers in common spaces, 
such as the family room or den. 
 
Make sure visitors are aware of 
your family's media rules. For 
example, the babysitter should 
know when you and your siblings 
can use media. 
 
Once your media limit is up, find an 
activity that exercises your brain or 
body. Spend one minute doing 
something mentally or physically 
active for each minute you are 
exposed to the media. 

People all over the world use 

the media everyday. Whether 

it's using a computer, watching 

TV, reading a newspaper, talk-

ing on the phone or listening to 

the radio, media is a way to com-

municate. Through the media, 

you can find out about im-

portant news, listen to your fa-

vorite music or watch your fa-

vorite TV show. But there are 

also negative sides of the media 

that can be especially harmful 

to teens. 

A study done by the RAND 

Corporation shows that 

teens are twice as likely to 

have sex or engage in sexual 

acts if they see similar 

sexual behavior in the 

media. Many objects in the 

media that involve sex target 

teens. Reality TV shows and 

teen dramas often portray 

the "cool kids" as the ones 

who are having sex.  
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Did you know that if you 

watch more than two 

hours of TV each day, 

you have a higher 

chance of being obese 

when you grow up? If 

you are sitting in front of 

the TV or computer, you 

are probably not exercis-

ing.  

Attempts to determine which 

individual, or group of individu-

als, has the strongest influence 

on adolescent consumer pur-

chase intentions and purchase 

behavior. By introducing the 

concepts of direct (fathers and 

mothers) and vicarious 

(favorite entertainers and fa-

vorite athletes) role models in-

to the consumer behavior liter-

ature, the study allows greater 

understanding of the socializa-

tion patterns of young adult 

consumers.  

 

 

 

Research on violent televi-

sion and films, video games, 

and music reveals unequivo-

cal evidence that media vio-

lence increases the likeli-

hood of aggressive and vio-

lent behavior in both imme-

diate and long-term con-

texts.  


