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	Purpose
To share U.S. findings and recommended lines of inquiry when addressing children’s excessive screen time and the implications of such usage patterns on children’s well-being. 
Action required
This document is transmitted to the Council Working Group on child online protection for information.
_______________
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In the mid-1990s, the United States began introducing information communications technologies (ICTs) into K-12 classrooms using a one-to-one computing policy (1:1) that outfits one student with one laptop to use for instructional purposes.  The passage of the Telecommunications Act of 1996 supported the implementation of this 1:1 policy by helping schools and libraries fund the connectivity needed to bring digital devices into the classroom.  As a result of these policies, and as ICT/telecommunications technologies continued to evolve in the United States, school connectivity has coincided with an uptick in students’ exposure to cell phones, tablets, and laptops within the classroom. 

While ICT/telecommunications devices in the classroom have generally supported teachers in delivering instruction, their efficacy in students’ educational attainment is unclear. Moreover, numerous research studies have documented negative impacts to students’ well-being as a result of excessive time spent on these devices.  According to a national health interview survey conducted from July 2021 to December 2023 by the Centers for Disease Control (CDC), 50.4 percent of U.S. teens aged 12-17 years old had 4 hours or more of screen time per day.  Of these children, more than a quarter experienced anxiety (27.1 percent) or depression symptoms (25.9 percent) within two weeks of the study period.[footnoteRef:1]  Research has additionally shown that excessive screen time increases children’s dissatisfaction with their own body image,[footnoteRef:2] incidences of myopia in children,[footnoteRef:3] and likelihoods of student social isolation, withdrawal, and distractibility,[footnoteRef:4] while reducing memory and cognitive retention[footnoteRef:5] and organization of white matter in the brain, which is essential to literacy and future reading capacity.[footnoteRef:6] [1:  	Zablotsky, B., Arockiaraj, B., Haile, G., Ng, A. (2024). Daily Screen Time Among Teenagers: United States, July 2021–December 2023. NCHS Data Brief No. 513. https://www.cdc.gov/nchs/products/databriefs/db513.htm   ]  [2:  	Surprenant, R., Bezeau, D., Cabot, I., Smith, J., Kim, H. S., & Fitzpatrick, C. (2025). Physical Activity Moderates the Relationship Between Screen Time and Body Dissatisfaction in Early Adulthood. Health Education & Behavior, 10901981251387139. https://doi.org/10.1177/10901981251387139  ]  [3:  	Liao, J., Chen, Z., & Jin, W. (2025). Uncovering predictors of myopia in youth: a secondary data analysis using a machine learning approach. Frontiers in Medicine, 12, 1595320. https://doi.org/10.3389/fmed.2025.1595320   ]  [4:  	Iappelli, N. (2025). “Digital Devices and Student Interaction: A Post-Pandemic Examination.” ERIC. Date Accessed: December 18, 2025. https://eric.ed.gov/?q=screen+time+office+of+educational+technology&ff1=subTechnology+Uses+in+Education&ff2=dtySince_2025&id=ED676272   ]  [5:  	Rosen, L.D., Carrier, L.M., Cheever, N.A. 2013. Facebook and texting made me do it: Media-induced task-switching while studying. Computers in Human Behavior, 29(3): 948-958. https://doi.org/10.1016/j.chb.2012.12.001 ]  [6:  	Horowitz-Kraus, T., DiFrancesco, M., Greenwood, P., Scott, E., Vannest, J., Hutton, J., Dudley, J., Altaye, M., & Farah, R. (2021). Longer Screen Vs. Reading Time is Related to Greater Functional Connections Between the Salience Network and Executive Functions Regions in Children with Reading Difficulties Vs. Typical Readers. Child Psychiatry & Human Development, (52):681–692. https://doi.org/10.1007/s10578-020-01053-x- ] 


The COVID-19 pandemic amplified these adverse impacts.  As students, parents, and teachers transitioned to remote learning, schools were inundated with tablets and laptops to issue to students per the 1:1 policy.  Education technology (EdTech) companies capitalized on increased student device use with the promise of improving remote learners’ educational outcomes and simulating in-person learning virtually.  In the United States, EdTech has become a multi-billion-dollar industry on this promise, yet the efficacy of EdTech products on educational attainment is mixed.[footnoteRef:7]  [7:  	Pellas, N. (2024). Effects of Kahoot! on K-12 Students’ Mathematics Achievement and Multi-Screen Addiction. Multimodal Technologies and Interaction, 8(9), 81. https://doi.org/10.3390/mti8090081] 


In the United States, the Children’s Internet Protection Act (CIPA) requires any school receiving funding for internet connectivity to establish specific technical protections before allowing a student to access the school network.  The Protecting Children in the 21st Century Act, passed shortly after CIPA, requires schools to educate students about appropriate online behavior, including interacting with other individuals online, and cyberbullying awareness and response.[footnoteRef:8]  This is often done through Responsible Use Policies that dictate what appropriate use of school issued devices looks like for students.  However, these policies often use overcomplicated legal language that young students do not understand while overemphasizing what students should not do rather than offering examples of what responsible use is.  [8:  	Consortium for School Networking. (n.d.) “Creating Effective Responsible Use Policies for Schools.” COSN. Date Accessed: December 18, 2025. https://www.cosn.org/tools-and-resources/resource/creating-effective-responsible-use-policies-for-schools/] 


Even with these policies, parents struggle to obtain transparent information on what apps, games, and software are available to their students on school issued devices.  Parents, educators, and other stakeholders echoed these concerns during a listening session hosted by the National Telecommunications and Information Administration (NTIA) on December 10, 2025.  These stakeholders also highlighted the need for greater understanding among parents, teachers, and administrators of how their students’ data is collected, stored, and used through EdTech platforms.  They shared a desire for national guidelines that recommend safe uses of ICT/telecommunications technologies in the classroom, noting that children’s exposure to screens should be limited to activities that genuinely promote learning rather than used as a classroom management device or distraction.  Finally, many policymakers on the call highlighted the importance of ensuring that ICT/telecommunications funding granted to schools for connectivity is carefully reviewed to ensure that it is not being used to unintentionally inundate classrooms with devices or promote excessive screen time.   

With these findings in mind, the United States will continue to investigate the topic of excessive screen time in schools and how the ICT/telecommunications sector contributes to this challenge in consultation with students, parents, teachers, and other stakeholders.
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