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Abstract
Almost every child likes toys, television 
games, cartoons, and other digital media 
technologies. Many of these toys, TV 
games, and cartoons portray aggression 
and violent tendencies. Not too many 
studies have been done in this area at the 
local angle to ascertain the behavioural 
outcomes of such tendencies on early 
school-age children's present and future 
lifestyles and the implication to the 
peace, security, and stability of the 
society. This paper examines this 
scenario with a focus on some selected 
early school-age children in south-east 
Nigeria. The survey and observation 
methods were used. Findings reveal that 
all the estimated parameters were 
s igni f icant :  d ig i ta l  media  (R-
value=.970, P-value<0.05); TV games 
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(R-value=.970, P-value<0.002). Toys 
(R-value=.970,  P-value<0.00) ;  
Ca r toons  (R-va lue  = .970 ,  P -
value<0.00). Also, except for cartoons, 
the parameters in the second instance 
were found to have significant influence 
on attitude of early school-age children. 
This shows that exposure to digital 
media, TV games, toys, and cartoons 
increase physiological stimulation, 
aggression-related thoughts, and 
feelings that reduce pro-social 
behaviour in children. This manifests in 
the aggressive ways the children play 
with their toys after watching 
aggressive cartoons and violent video 
games. The paper calls for stringent 
measures on children television 
programming and toy marketing.

Keywords: Digital Media, TV Games, 
Toys, Cartoons, Anti-social 
Behaviour, Children

Introduction

It is common knowledge that almost every child likes toys, 
television games, and cartoons irrespective of his/her creed, 
colour, race, or religion. From Canada to Cairo, Beijing to Berlin, 
Lagos to London, New Delhi to New Zealand, Jerusalem to 
Jeddah, the story is the same. Advancement in technologies has 
added yet another – digital media. Many of the digital media, TV 
games, toys, and cartoons portray aggression and violent 
tendencies. A robust documentation of international research 
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works eloquently corroborates this. Anderson and Hanson  (2009, 
p. 2) observes that  “digital media, TV games, toys and cartoons 
share some similarities in that they all have (a) entertainment 
value, (b) violent content, and (c) various physical feature 
similarities (e.g. action, pace and visual change)”. 

These technologies now surround the children of the new 
age and form the core of the development and use of their emergent 
literacy skills. These skills range from listening, speaking, reading, 
writing, and playing, among others. Blanchard and Moore (2010) 
note that through their exposure to these tools, learning happens 
automatically and naturally for children as they hear and see, and 
interact with those around them. Bandura (2001) concurs that, 
direct and non-intentional learning opportunities do occur from 
models in the immediate environment, and that a vast amount of 
information about human values, styles of thinking, and behaviour 
patterns is gained from the extensive modelling in the symbolic 
environment of the mass media. For young children, this means 
that digital media—including ubiquitous cell phone, video games, 
and cartoons can affect their emergent overall development. 
Blanchard and Moore (2010, p. 16) explain it this way:

At almost any opportunity, 
three, four, and five-year-old 
children will spontaneously 
engage in emergent literacy 
activities. In today's world, they 
have multiple opportunities to 
observe, explore, play with, and 
learn from digital media-
television, DVDs, MP3s, 
Touch/iPhones, computers, 
video games, cell-phones, smart 
toys, and the likes. These 
learning opportunities come at a 
particular critical period in their 
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development. Their brains are 
remarkably supple as neurons 
make and reinforce connections 
with almost every experience. 
This is a time of discovery and 
exploration during which they 
are developing a natural sense of 
wonder and joy about their 
world, as well as a time when 
their emergent literacy skills are 
beginning to develop based on 
their experiences and neural 
circuitry.
(See:http://www.pearsonfounda
tion.org/downloads/EmergentL
iteracy-WhitePaper.pdf).

Blanchard and Moore's observation above supports the 
earlier warnings of Pecora, Murray and Wartella (2007) that:

Kids under  2 years old should 
not watch any TV show, those 
older than 2 years should watch 
no more than 1 to 2 hours of TV a 
day, the first 2 years of life is a 
c r i t i c a l  t i m e  f o r  b r a i n  
development, and TV and other 
electronic media can get in the 
way of exploring, playing, and 
interacting with parents and 
others, and this substantially 
impairs learning and healthy 
p h y s i c a l  a n d  s o c i a l  
development. ... too much 
screen time can interfere with 
act ivi t ies  such as  being 
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physically active, reading, 
doing homework, playing with 
friends, and spending time with 
family.  

This work examines the everyday world of TV games, 
toys and cartoons, and other digital media tools in the lives of 
early-school-age children in South-East Nigeria with a particular 
focus on the non-intentional learning opportunities and their 
implication to kids and the nation as they grow from childhood to 
adulthood. Emphasis is on how these media tools and other digital 
media learning opportunities, including non-intentional 
opportunities like mobile phones, toys and video games when 
combined with intentional learning opportunities such as 
educational TV or computers, may be affecting their emergent 
literacy skills and the overall development and psychological 
being of kids in the zone. 

Statement of the Problem
stThe dawn of the 21  century has witnessed an increase in 

children's exposure to digital media including TV video games, 
toys, and cartoons. According to the American Academy of 
Paediatrics (AAP), "Children are widely influenced by these 
media tools; they learn by observing, imitating, and making the 
behaviours their own" (2001, p. 1224). This has been a subject of 
increased worry among parents, educators, and health care 
professionals.

More so, media influence on children has steadily 
increased as new and more sophisticated types of media have been 
developed and made available to the public. Availability, as well 
as greater affordability for families, has provided easier access to 
media, including toys and cartoons for children. Although the 
beneficial effects may include early readiness for learning, 
educational enrichment, opportunities to view or participate in 
discussions of social issues, exposure to the arts through music 

The Nigerian Journal of Communication    Vol. 12, No. 1, 2015



217

and performance, and entertainment, but the harmful effects are 
very pronounced as we look at the moral decadence among 
children and youth today. Researchers in this area have argued that 
it does result in sensationalization of violent behaviour, exposure 
to subtle or explicit sexual content, promotion of unrealistic body 
images, presentation of poor health habits as desirable practices, 
and exposure to persuasive advertising targeting children 
(Blackwell, 2002).  

There is no gainsaying the fact that the quality and quantity 
of these digital media, toys, and cartoons play critical role in 
emergent literacy skills and overall development of the child. This 
further helps to lay the foundation for adolescent and adulthood of 
the African child, but not too many studies have been done in this 
area to ascertain the behavioural effects of such tendencies on their 
present and future lifestyles and the implication to the peace, 
security, and stability of the society as they grow to adolescents, 
youths, and adulthood. This study becomes important because if 
ignored, this vital knowledge gap would remain unfilled and the 
society would continue to be at the losing end.

Research Objectives 
The overall objective of this study was to determine the influence 
of violent TV games, toys and cartoons on the behaviour of early 
school-age children in South-East Nigeria. Specifically, the study 
was meant to: 

1. Determine whether digital media, TV games, toys, and 
cartoons influence the behaviour of early school-age 
children in South-East Nigeria.

2. Identify the specific ways digital media, TV games, toys, 
and cartoons affect early school-age children in South-
East Nigeria.

3. Examine perceived strategies that could be used in 
situations where there is undesirable influence.
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Research Questions
1. To what extent do digital media, TV games, toys, and 

cartoons influence the behaviour of early school-age 
children in South-East Nigeria?

2. To what extent do digital media, TV games, toys, and 
cartoons affect early school-age children in South-East 
Nigeria?

3. What are the perceived strategies that could be used to 
create positive influence if need be?

Review of Related Literature
Conceptual Clarifications
For better understanding of our discussion, we begin this section 
with conceptual clarifications. Thus, we look at the following:

Digital Media, TV Games, Toys, and Cartoons
Digital media are those electronic media or gadgets that store data 
in digital (as opposed to analog) form. It can refer to the technical 
aspect of storage and transmission (e.g. hard disk drives, or 
computer networking) of information to the “end product”, such 
as digital video, digital audio, cellphones, etc. (See: 
http://en.wikipedia.org/wiki/Digital_media). This definition 
agrees with that of the Florida's digital media industry association, 
Digital Media Alliance Florida that defines “digital media” as 
“the creative convergence of digital arts, science, technology, and 
business for human expression, communication, social 
interaction, and education”.

In addition, as part of digital media, video gaming 
(playing video games) has become a popular activity for people of 
all ages. Many children and adolescents spend large amount of 
time playing them. Video games have become very sophisticated 
and realistic. Some games connect to the Internet, which can 
allow children and adolescent to play online with unknown adults 
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and peers (See: http://gjs.appstate.edu/media-coverage-crime-
and-criminal-justice/ violence-video-games). 

Writing on children and Internet gaming, the Appalachian 
State University (2014) observes that while some games have 
educational content, many of the most popular ones emphasize 
negative themes and promote:
1. the killing of people or animals
2. the use of abuse of drugs and alcohol
3. criminal behaviour, disrespect for authority and the law
4. sexual exploitation and violence towards women
5. racial, sexual, and gender stereotypes
6. foul language, obscenities, and obscene gestures.

Another of the category is toys. A toy is an object for a 
child to play with - a model or miniature replica of something else. 
A toy is an object, especially a gadget or machine that provides 
amusements especially for children, toy car, toy gun, etc. 

A cartoon on the other hand refers to non-realistic or semi-
realistic drawings or paintings intended for satire, caricature, or 
humour, or to the artistic style of such works. The term originated 
in the middle ages and first described a preparatory drawing for a 
piece of art, such as painting, fresco, tapestry, or stained glass 

th
window. In the 19  century, it came to refer to humorous 

thillustrations in magazines and newspapers, and the early 20  
century and onward, it referred to comic strips and animated films 
(http://en.wikipedia.org/wiki/Cartoon).  

Many studies have been done on the growing effects of 
these technologies on children.  One common thing among their 
findings is that though some promote learning, problem solving 
and help with the development of fine motor skills and 
coordination of a child, yet, the issue of their effect on children 
remains a major concern. Some of the studies specifically show 
that exposure to violent and uncensored digital media and similar 
technologies can make children “immune” or numb to the horror 
of violence, imitate the violence they see, and show more 
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aggressive behaviour with greater exposure to violence and make 
some to accept violence as a way to handle problems. Other 
studies have also shown that the more realistic and repeated the 
exposure to violence, the greater the impact on children. In 
addition, children with emotional, behavioural, and learning 
problems may be more influenced by violent images. Studies also 
show that children and adolescents can become overly involved 
and even obsessed with videogames; and that spending large 
amounts of time playing these games can create problems and lead 
to poor social skills, take time away from family, schoolwork, and 
other hobbies. It could also lead to lower grades and reading less, 
exercising less, and becoming overweight, and demonstrate 
aggressive thoughts and behaviours (American Academy of Child 
and Adolescent Psychiatry, 2011).

Literature on Studies of Media Influence on Children
Violence in the media and its influence on children and 
adolescents was one of the areas that first attracted research 
attention in media studies. With the advent of television, parents, 
teachers, legislators, and mental health workers were curious at 
ascertaining the influence of media portrayal of aggressive and 
violent TV programmes on children. The American Psychological 
Association (2013) observes that it was this curiosity that gave 
rise to the formation of the Advisory Committee on Television and 
Social Behaviour in 1969 to assess the impact of violent media 
shows on the attitudes, value systems, and behaviours of viewers. 
APA (2013) notes that it was the result of that report and the 
follow-up report in 1982 by the National Institute of Mental 
Health that identified the following as the major effects of seeing 
violence on television:
1. Children may become less sensitive to the pain and 

suffering of others
2. Children may be more fearful of the world around them
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3. Children may be more likely to behave in aggressive or 
harmful ways toward others
Blackwell (2002) adds that the Office of the American 

Surgeon General conducted similar studies on media in 1972, and 
the major objective too, was to determine “media violence and its 
effects on children”. According to him, the findings of the study 
showed a correlation between children exposure to media and 
violence and aggressive tendencies among them. This finding was 
supported and extended by other studies done at the National 
Institute of Mental Health in 1982 by the American Psychological 
Association (APA) and another significant report of media 
influence on children published by the Association of American 
Psychologists (AAP) in 1999. 

Blackwell (2002) writes that what became a landmark later 
emerged when The AAP, the American Medical Association, the 
American Academy of Child and Adolescent Psychiatry, and the 
APA issued an unprecedented "Joint Statement on the Impact of 
Entertainment Violence on Children" in late 1999. The statement 
was said to have presented a consensus opinion on the effects of 
violence in the media on children. The report included an 
interesting distinction that addressed the context of violence in the 
media, stating that: “It is not violence itself but the context in 
which it is portrayed that can make the difference between learning 
about violence and learning to be violent.” (See: 
http://www.encyclopedia.com/doc/1G2-3403200397.html). 

Nagin and Tremblay (1999) also did a classical study on 
influence of media on children. The American Psychological 
Association (2013) published the findings of the study. The study 
shows that many youths who are aggressive and engage in some 
forms of antisocial behaviour do not become violent as teens and 
adults, but were already highly aggressive and even violent at 
younger ages; and that the highly aggressive child is at increased 
risk of growing up to be an aggressive young adult. (See: 
http://www.apa.org/research/action/protect.aspx)
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Again, the U.S. Department of Education, an arm of the 
Office of Educational Research and Improvement published the 
education encyclopaedia, which among others, observes that:   

Parental monitoring is a key 
factor, since the research studies 
show that increasing guidance 
from parents is at least as 
important as simply reducing 
media violence. Children may 
learn negative behaviour 
patterns and values from many 
other experiences as well as TV 
p r o g r ams ,  an d  p a r en t a l  
guidance is needed to help 
ch i ld ren  so r t  ou t  these  
influences and develop the 
ability to make sound decisions 
on their own (Encyclopaedia of 
Education, 2002).

The publication identifies a child's ability to distinguish 
between reality and fantasy in media messages as an important 
media literacy skill, which can be developed through parental 
guidance. The source notes that children may not be capable of 
making this distinction without an adult's help, and could result in 
a child's confused perception of fantasy as reality. Nevertheless, 
with proper adult guidance, they can learn to analyze what they 
view and become discriminatory in the type of media contents 
they consume.

Areas of Media Influence on Children
Studies of media influence on children have identified some key 
areas in which TV games and other digital media tools have 
negative effects on kids. Blackwell (2002), the American 
Academy of Child and Adolescent Psychiatry (2011) and the 
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American Psychological Association (2013) are unanimous that 
digital media tools influence children in a number of ways:  
i. Violence and aggression: The issue of violence and 

aggression in media to children is perhaps the most widely 
discussed in media influence studies. Many research 
findings have shown that significant exposure to media 
violence and aggression increases the risk of violent and 
aggressive behaviour in certain children and adolescents. 
Some studies in this area have also established a link with 
such media exposures to creation of fears in the world of 
young people, making them perceive the world around 
them as a dangerous and hostile place, and this can 
traumatise young people and make them conversely 
violent and aggressive children (Blackwell 2002).

ii. Sexual content: sexual contents in the media have also 
attracted increased attention among researchers. The 
sexualisation of American media in particular has become 
the focus of widespread discussion and criticism by 
children's advocates. According to studies commissioned 
by the Kaiser Family Foundation collectively labeled 
“Sex, Kids, and the Family Hour, Blackwell (2002), writes 
that “there was a 400 percent increase from 1976 to 19996 
in sexual references during the evening television viewing 
time period commonly referred to as “family hours” or 
“prime time.” It was determined that by 1996, children 
were exposed to about eight sexual references per hour 
during this time slot. They however observed that parental 
discussion and ckear expression of personal values 
mit igated the  effects  on adolescents  (See:  
h t t p : / / w w w . e n c y c l o p e d i a . c o m / d o c / 1 G 2 -
3403200397.html).

iii. Self Concept: the term “self-concept” in psychological 
parlance, is the sum total of one's self-worth or self-
esteem. Studies have suggested that exposure to media 
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may influence the development of self-esteem in 
adolescents and children through messages about body 
image. Blackwell (2002) explains that this is because, 
television, movies, magazines, and advertisements present 
images that promote unrealistic expectations of beauty, 
body weight, and acceptable physical appearance. Another 
way that media influence self-esteem of young people is by 
promoting often financially unaffordable clothing and 
material items and promotion of negative gender 
stereotypes.

iv. School Performance: The issue of concern here is that the 
amount of time children spend engaged with media 
activities and toys affect their school performance. 
According to the American Academy of Child and 
Adolescent Psychiatry, 2011), an average American child 
or adolescent spends more than twenty hours per week 
viewing television alone, and additional time is often spent 
watching movies, listening to music, playing with toys, 
watching music videos, playing video, cell phone or 
computer games, or spending computer time on the 
Internet. Through this, school achievements are affected 
because of decreased time spent on homework or school 
assignments. In addition, parents often unintentionally 
contribute to this negative influence by using the television 
as a way to occupy their children's attention. Educators 
have expressed concerns that the passive nature of media 
exposure undermines the ability of students to be active 
learners (See: http://www.encyclopedia.com/doc/1G2-
3403200397.html).

v. Child's Health: the concern here is that digital media and 
constant TV gaming promote physical inactivity among 
children. Blackwell (2002) observes that this increase in 
time spent by children using media for recreation has been 
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shown to be a significant factor in childhood obesity due to 
associated physical dormancy and the gradual 
disappearance of the playground. Medical research works 
have also shown that constant exposure to TV screens has 
the propensity to affect a child's sight on the long run. 
Media promotion of unhealthy food products especially 
sugared cereals, fast foods, junked foods, snacks, pizzas, 
burgers and beverages that are high in cholesterol, rich in 
fats are also issues of concern (Orji-Egwu & Adibe, 2014).

Review of Related Empirical Works
Several empirical works exist on the relationship between digital 
media, including video games, toy and cartoons and aggression. 
The Kaiser Family Foundation (KFF) (2011) did one of such 
studies. In their study of TV viewership and influence on children, 
they came up with the findings that: 

1. Two-thirds of infants and toddlers watch a screen an 
average of 2 hours a day

2. Kids under age 6 watch an average of about 2 hours of 
screen media a day, primarily TV and videos or DVDs

3. Kids and teens 8 to 18 years spend nearly 4 hours a day in 
front of a TV screen and almost 2 additional hours on the 
computer (outside of schoolwork) and playing video 
g a m e s .  ( A v a i l a b l e  a t :  
http://kidshealth.org/parent/positive/family/tv_affects_c
hild.htm)
Again, Lin and Lepper (2007) sought to determine how 

online media influence the attitude of male children in later life. 
He experimented with selected male children of ages 5-11. Their 
findings showed a correlation between the amount of video game 
play and violent attitudes exhibited among the group of 5-11 years 
old males studied. 

Similarly, Anderson and Ford (2006) in a survey study of 
teenage boys (10 to 18 years old) embarked a similar research 
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study. Their study was specifically on video gaming and 
aggression tendencies among adolescents. Their findings show 
that video game playing was correlated with aggression. However, 
when effects of other factors were taken out, the correlation 
between video games and aggression became non-significant. The 
results also indicated that playing of aggressive video games can 
have short-term negative effects on the players' emotional state as 
players of the highly aggressive video game showed increased 
hostility and anxiety (see: Griffiths, 2008)

Barker (1994) who reported that hostile feelings increased 
in college students while imagining playing video games found a 
similar result. However, that of Andrew (2010) on 208 children 
teenagers (aged 11 to 14 years) yielded a different result as 
findings showed that video games had a calming effect.

In an experimental study, looking at the relationship 
between aggression and video game, Winkel, Novak, and Hopson 
(2007), studied young school children and found that after playing 
violent video games there was no increase in aggression towards 
peers. There was no evidence that teenagers may be mimicking the 
violence in video games. It showed that violent video games might 
have other effects on a child's behaviour other than aggression. 

Another study by UNICEF (2008) on media influence on 
children shows that constant children exposure to the media, 
including video games, toys and cartoons could result to: 

1. An increase in emotional disorder symptoms

2. An increase in and behavioural disorder symptoms

3. Declines in verbal memory performance

4. Somatic complaints

5. Attention problems such as hyperactivity

6. Detrimental school performance

7. Family interaction problems such as less positive 
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parental relations

8. Significant reduced amounts of sleep

9. Modifications in visual selective attention

10. Playing violent video games is a significant risk 
factor for later physically aggressive behaviour.

Theoretical Base 
To adequately reflect all key issues involved in the study, the multi-
theoretical approach was adopted. The theories include the 
Cultivation, the Social Cognitive, and the Aggressive Cue 
theories.

Cultivation Theory 
The theory was propounded by George Gerbner, L. Gross, M. 
Morgan, and N. Signorielli in 1996. It talks about how the mass 
media gradually cultivate messages in audience mind and 
consciousness. According to Anaeto, Onabanjo and Osifeso (2008, 
p. 71), the basic assumptions of the theory include: 
1. Cultivation analysis means that heavy TV viewers will 

cultivate the perception of reality portrayed by the 
television.

2. People predicate their judgments - about and their actions – 
in the world on the cultivated reality provided by 
television.

3. Television's major cultural function is to stabilize social 
patterns; it is a medium of socialisation and acculturation.

4. The observable independent contributions of television to 
the culture are relatively small. Simply, though we cannot 
always see media effects, they do occur and eventually will 
change the culture in possible, profound ways.
The major thrust of the theory lies on the question of 

whether television and other media technologies encourage 
perceptions of reality that are more consistent with media 

Influence of Digital Media, Video Games, Toys, and Cartoons on the Behaviour of Early School-Age Children in South-East Nigeria



228

portrayals than with actuality. Supporters of this theory argue that 
heavy television viewing no doubt, distorts our perception of the 
world we live in, making it seem more like a utopian world. 

Social Cognitive Theory 
Social Cognitive Theory was first enunciated by N. E. Miller and 
J. Dollard in 1941, but later broadened by the works of Bandura 
(2001). The theory explains how people acquire and maintain 
certain behavioural patterns. It states that behavioural change 
depends much on three factors - environment, people, and 
behaviour. These three factors: environment, people and 
behaviour, is constantly influencing each other. Miller and 
Dollard posited that if humans were motivated to learn a particular 
behaviour, they would be able to learn by observing models and, 
then, reinforced by imitating those models as well.

The theory believes that audience learns from models, and 
that many of the models that we learn from are those we see, hear, 
or read about in the mass media. These  models  might be people  
we  see on television  documentaries; they  might be  singers  or 
dancers  whom   we  hear  about on the  radio.

There are a  plethora  of  models  in the  media  who  are  
consistently  being   rewarded or punished  for  their  behaviour, 
and many  media theorists  believe that  children and  adults 
change  their  behaviours  based on  the observations of the 
models. 

The social cognitive theory just as this study is concerned 
with behavioural effects. The theory suggests that depictions of 
violence could lead to either increase or decrease in violent 
behaviour depending on whether the model was rewarded or 
punished.

The Nigerian Journal of Communication    Vol. 12, No. 1, 2015



229

The Aggressive Cues Theory 
This theory is associated with the works of Defleur and Ball-
Rokeach (1995); Bandura (1996) and Berkowitz (1998). 
Aggressive Cues Theory is also known as Stimulating Effect 
Theory. The theory states that televised violence is a source of 
aggressive cue in viewers and increases aggressive behaviour in 
audience members, and that exposure to mass mediated violence 
or aggression increases a person's level of physiological and 
emotional simulation which can result in aggressive behaviour.

According to Daramola (2003), protagonists of the 
Stimulating Effect Theory say that screening violent film and 
programmes on television should be done in such a way that 
factors which seem to reduce the probability of aggressive 
response are incorporated into the programme on broadcast 
media. Folarin (2002), however, argues that exposure to media 
violence can also work the opposite direction. It can inhibit the 
actual expression of aggression through a sense of guilt. Applied 
to this study, violent TV games, digital media, toys, and cartoons 
have the propensity of inculcating aggression in children who 
expose themselves to them. 

Methods of Study
Research Design
The study used survey research design. Our choice of this design 
was informed by the fact that surveys allow for the study of 
people's opinion on a given issue of public interest. The purpose is 
usually to describe systematically the facts, qualities, or 
characteristics of a given population, events, or areas of interest 
concerning the problem under investigation.

The Research Population
The population of the study includes children between ages 1 and 
12 in the city centres of the five states that make up the South-East 
Nigeria. The population is as follows:
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S/N State State  
Capital 

Children Population  
of the State Capital 

1. Abia Umuahia 175,552 
2. Anambra Awka 219,743 
3. Ebonyi Abakaliki 162,204 
4. Enugu Enugu  311,888 
5. Imo Owerri 221,679 
 TOTAL 1,091,066 

Source: UNICEF Report 2008 

S/N  Variables  Abia  Anambra  Ebonyi  Enugu  Imo Average 
1.  Male  212(55%)  206(54%)  198(52%)  201(52%)  195(51%) 202(53%)
2.

 
Female

 
172(45%)

 
178(46%)

 
186(48%)

 
183(48%)

 
189(49%) 182(47%)

 
Total

 
384(100%)

 
384(100%)

 
384(100%)

 
384(100%)

 
384(100%) 100%

 

S/N
 
Variables

 
Abia

 
Anambra

 
Ebonyi

 
Enugu 

 
Imo Average 

1.
 

1-4
 

109(29%)
 

111(30%)
 

117(31%)
 

100(26%)
 

133(35%) 114(30%)
2.

 
5-8

 
173(45%)

 
175(45%)

 
126(33%)

 
197(51%)

 
155(40%) 165(43%)

3.  9-12  102(26%)  98(25%)  101(26%)  87(23%)  96(25%) 105(27%)
Total  384(100%)  384(100%)  384(100%)  384(100%)  384(100%)384(100%)

Source: Field Survey, August 2013  
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Source: Field Survey, August 2013
Table one above shows that in all the state capitals studied, 

male children respondents slightly outnumber their female 
counterpart. The average percentage of the male were 202(53%) 
while the female were 182(47%).

Table 2: Age Categories of the Children Studied 

Sample Size
The sample size for each of the cities was 384. This was 
determined using the sample size determination table by Cozby 
(2004) which according to Nwabueze (2012) states that at + or -
5% error margin, a population of over 100,000 would have a 
sample size of 384.  

Data Presentation and Analysis
Table 1: Sex Distribution of the Children Studied
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S/N Variables Abia Anambra Ebonyi Enugu  Imo  Average  
1. Yes, they do 221(58%) 240(62%) 355(93% 377(98%) 351(92%) 309(80%) 
2. No, they don’t 15(39%) 13(36%) 19(6.2%) 5(1.3%) 11(7.7%) 63(17%) 
3. No comment 2(3%) 4(2%) 3(0.8%) 2(0.7%) 1(0.3%) 12(3%) 
Total  384(100%) 384(100%) 384(100%) 384(100%) 384(100%) 384(100%) 

Source: Field Survey, August 2013  

 

Source: Field Survey, August 2013  

S/N

 

Variables

 

Abia

 

Anambra

 

Ebonyi

 

Enugu 

 

Imo Average 
1.

 
Yes, they do

 
221(58%)

 
240(62%)

 
355(93%

 
377(98%) 351(92%) 309(80%)

2.
 

No, they don’t
 

15(39%)
 

13(36%)
 

19(6.2%)
 

5(1.3%)
 

11(7.7%) 63(17%)
3.

 
No comment

 
2(3%)

 
4(2%)

 
3(0.8%)

 
2(0.7%)

 
1(0.3%) 12(3%)

Total   384(100%)  384(100%)  384(100%)  384(100%) 384(100%) 384(100%)  

Mean  Standard   
Deviation

N 

ATTITUDE 1.10  .359  384 
DIGITAL MEDIA  1.46  .558  384 
TV GAMES  1.39  .508  384 
TOYS 1.10  .379  384 
CARTOON 1.02 .183 384

The average response of attitude with regard to digital media 
is 1.45 SD =.558 N=384

Influence of Digital Media, Video Games, Toys, and Cartoons on the Behaviour of Early School-Age Children in South-East Nigeria

Data generated from research question one as presented in table 
three above show that an average of 309(80%) of the respondents 
believe that violent TV games, toys and cartoons influence the 
behaviour of early school-age children in South-East Nigeria. 
63(17%) disagreed and 12(3%) declined comments.

Regression Analysis
Influence of digital media, TV games ,Toys, and Cartoon on 

behaviour of early-school age

Descriptive Statistics

Table two above shows that an average of 114(30%) of the 
children studied in the five states were within the age bracket of 1-
4years, 165(43%) were between 5 and 8 years, while 105(27%) 
were in the age bracket of 9-12years.

Table 3: Research Question 1: Do digital media, TV games, toys 
and cartoons influence the behaviour of early school-age children 
in South-East Nigeria?



  

Coefficients  

Model  Unstandardized 
Coefficients

 

Standardized 
Coefficients

 

t  Sig.  95.0% Confidence 
Interval for B

Collinearity 
Statistics

B
 

Std. 
Error

 

Beta
 

Lower 
Bound

 

Upper 
Bound

VIF

1

 

(Constant)

 

-.046

 

.019

  

-2.411

 

.016

 

-.083

 

-.008

DIGITAL 
MEDIA

 

-.038

 

.013

 

-.059

 

-2.811

 

.005

 

-.064

 

-.011 5.500

 TV GAMES

 

.043

 

.014

 

.060

 

3.069

 

.002

 

.015

 

.070 4.862

 
TOYS .887 .012 .936 71.940 .000 .863 .911 2.130

CARTOON

 

.157

 

.023

 

.080

 

6.818

 

.000

 

.112

 

.202 1.726
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a. Dependent Variable: ATTITUDE 
Model Summaryb

Model R R Square Adjusted R 
Square 

Std. Error of 
the Estimate 

1  .985 a .970  .970  .063  

a. Predictors: (Constant), cartoon , TV games, Toys, digital media
b.

 
Dependent Variable: attitude
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Correlations
ATTITUDE DIGITAL  MEDIA

TV 
GAMES

TOYS
 

CARTOON

Pearson 
Correlation

 ATTITUDE

 

1.000

 

.523

 

.439

 

.982

 

.681

DIGITAL MEDIA

 

.523

 

1.000

 

.889

 

.534

 

.356

TV GAMES

 

.439

 

.889

 

1.000

 

.433

 

.324

TOYS

 

.982

 

.534

 

.433

 

1.000

 

.644

CARTOON

 

.681

 

.356

 

.324

 

.644

 

1.000

Sig. (1-
tailed)

 

ATTITUDE

 

.

 

.000

 

.000

 

.000

 

.000

DIGITAL MEDIA

 
.000

 
.

 
.000

 
.000

 
.000

TV GAMES
 
.000

 
.000

 
.

 
.000

 
.000

TOYS  .000  .000  .000  .  .000
CARTOON  .000  .000  .000  .000  .

N
 

ATTITUDE  384  384  384  384  384

DIGITAL MEDIA

 
384

 
384

 
384

 
384

 
384

TV GAMES

 

384

 

384

 

384

 

384

 

384
TOYS

CARTOON  
384

 
384

 
384

 
384

 
384

384 384 384 384 384

 
 

 

 

 

      
      

      

S/N  Variables  Abia  Anambra  Ebonyi  Enugu Imo Average 
1.

 
They promote violence

 
73(20%)

 
62(16%)

 
80(21%)

 
67(17%) 73(20%) 71(18%)

2.

 
They lower academic 
performance

 

67(17%)

 
70(18%)

 
64(16%)

 
73(20) 62(16%) 67(17%)

3.

 

They distort realities and 
priorities

 

63(16%)

 

68(17%)

 

59(16%)

 

47(12%) 56(14%) 59(15%)

4.

 

They constitute health hazards 
e.g. obesity, eye-problem

 

46(12%)

 

54(14%)

 

50(13%)

 

66(17%) 49(13%) 53(14%)

5. They are addictive 71(19%) 57(15%) 62(16%) 60(16) 72(19%) 64(17%)
6. They steal away time 64(16%) 73(20%) 69(18%) 71(19%) 72(19%) 70(19%)

Total 384(100%) 384(100%) 384(100%) 384(100%) 384(100%) 384(100%)

 

Influence of Digital Media, Video Games, Toys, and Cartoons on the Behaviour of Early School-Age Children in South-East Nigeria

Source: Field Survey, August 2013
Table four presents the data generated for research 

question two. The result shows that in the five states studied, an 

The regression analysis shows that all the estimated parameters 
were significant. Digital media (R-value=.970, P-value<0.05) TV 
Games   (R-value=.970, P-value<0.002) Toys (R-value=.970, P-
value<0.00). Cartoon (R-value=.970, P-value<0.00). This means 
that all the independent variables digital media, TV games, Toys, 
and cartoons influence the physiological inclinations of early 
school-age children in South-East Nigeria.

Table 4: Research Question 2: In what practical ways do digital 
media, TV games, toys, and cartoons influence the behavior of 
early school-age children in South-East Nigeria?
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Model Summaryb 

Model R R 
Square 

Adjusted R 
Square 

Std. Error of the Estimate 

1 .990a .980 .980 .256 

a. Predictors: (Constant), Cartoon , Toys, TV games, digit al media  
b. Dependent Variable: Attitude  

The Nigerian Journal of Communication    Vol. 12, No. 1, 2015

Descriptive Statistics  

 Mean  Std.  
Deviation

N  

Attitude  3.52  1.795  384  

Digital media  3.43  1.760  384  

Tv games  3.49  1.733  384  

Toys  3.42  1.809  384  

Cartoon  3.04  1.551  384  

average of 71(18%) of the respondents believe that digital media, 
TV games, toys and cartoons promote violence among children, 
67(17%) said they lower their academic performance, 59(15%) 
believe they distort children's realities and priorities, 53(14%) 
said they constitute health hazards to the children e.g. obesity, eye-
problem, while 64(17%) said they are addictive and 70(19%) said 
they steal away children's time.

Regression Analysis
Practical ways digital media, TV games, toys and cartoons 
influence the behavior of early school-age children in South-East 
Nigeria?



 
 
 

 
Coefficients  

Model
 

Unstandardized 
Coefficients

 

Standardized 
Coefficients

 

t
 

Sig.
 

95.0% Confidence 
Interval for B

B

 

Std. Error

 

Beta

 

Lower 
Bound

 

Upper 
Bound

1

 

(Constant)

 

.045

 

.031

  

1.442

 

.150

 

-.016

 

.105

Digital 
media

 

.405

 

.059

 

.397

 

6.909

 

.000

 

.289

 

.520 .016

Tv games

 

.323

 

.053

 

.312

 

6.149

 

.000

 

.220

 

.427 .021

Toys .300 .060 .303 5.043 .000 .183 .417 .015

Cartoon -.022 .023 -.019 -.964 .335 -.067 .023 .13

a. Dependent Variable: Attitude

Collinearity 
Statistics

T VIF

61.922

48.471

67.607

7 7.298
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S/N  Variables  Abia  Anambra  Ebonyi  Enugu Imo Average 

1.
 
Stronger parental
monitoring of children’s 
exposure

 

80(21%)
 

73(20%)
 

73(20%)
 

62(16%) 67(17%) 89(23%)

2.

 

Check the contents and 
follow the ratings

 

64(16%)

 

62(16%)

 

67(17%)

 

70(18%) 73(20) 71(18%)

3.

 

Watch for warning signals

 

59(16%)

 

56(14%)

 

63(16%)

 

68(17%) 47(12%) 62(16%)

4.

 

Watch/use with them and 
talk with them

 

50(13%)

 

49(13%)

 

46(12%)

 

54(14%) 66(17%) 69(18%)

5. Rent before you buy 62(16%) 72(19%) 71(19%) 57(15%) 60(16) 65(16%)

6. Talk with other parents 69(18%) 72(19%) 64(16%) 73(20%) 71(19%) 68(17%)

Total 384(100%) 384(100%) 384(100%) 384(100%) 384(100%) 384(100%)

Influence of Digital Media, Video Games, Toys, and Cartoons on the Behaviour of Early School-Age Children in South-East Nigeria

Research question three as contained in table five above 
shows what could be done to mitigate the negative influence of 
digital media, TV games, toys, and cartoons among children of 
south-east Nigeria. Respondents that suggested stronger parental 
monitoring of children's exposure were 89(23%), check the 
contents and follow the ratings 71(18%), watch for warning 
signals 62(16%), rent before you buy 65(16%) and those that 
suggested that parents/guardians talk with other parents/guardians 
were 68(17%).

Source: Field Survey, August 2013

All but one parameters as used in this analysis were significant.      
Analysis shows that: Digital media (R value, .980, P-value 
=<.000); TV games (R value, .980, P-value <.000); toys (R value 
.980, P-value<.000) Cartoon (R value .980, P-value, 335).
Table 5: Responses to Research question 3: What are the 
perceived strategies that could be used to create positive influence 
if need be?
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Discussion of Findings
Starting with the audience demographic information, the 
generated data show that in all the state capitals studied, the 
average percentage of the male children was 202(53%) while the 
female were 182(47%). This could be taken to mean that the male 
children are more involved in the use of the digital media, TV 
games, toys, and cartoons, and thus, could be said that the 
influence is higher on them than their female counterpart.

Again, the findings show that among early school-age 
children in south east Nigeria, those within the age bracket of 5 and 
8 years are the most active in the use/play of digital media, TV 
games and toys and cartoons. They were 165(43%). Those within 
the age bracket of 1-4years were 114(30%), while 105(27%) were 
in the age bracket of 9-12years.

Specifically, research question one sought to determine 
whether digital media, TV games, toys, and cartoons actually 
influence the behaviour of early school-age children in South-East 
Nigeria. The generated data show that indeed, they have 
significant influence on the said children. 309(80%) of the data 
support this. Regression analysis revealed the significance of all 
the parameters: Digital media (R-value=.970, P-value<0.05); TV 
Games (R-value=.970, P-value<0.002). Toys (R-value=.970, P-
value<0.00); Cartoon (R-value =.970, P-value<0.00).

Research question two sought to provide insight into the 
actual influence of digital media, TV games and toys and cartoons 
among early school-age children in South-East Nigeria. The 
revelations were that, in the five states studied, an average of 
71(18%) of the respondents believe that digital media, TV games, 
toys, and cartoons promote violence among children, 67(17%) 
said they lower their academic performance, 59(15%) believe they 
distort children's realities and priorities, 53(14%) said they 
constitute health hazards to the children e.g. obesity, eye-problem, 
while 64(17%) said they are addictive and 70(19%) said they steal 
away children's time. Except for cartoons, regression analysis 
revealed that all the parameters were significant: Digital media (R 
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value, .980, P-value=<.000); TV games (R-value, .980, P-
value<.000); toys (R-value .980, P-value<.000) Cartoon (R value 
.980, P-value, 335).

Research question three sought to find out what could be 
done to mitigate the negative influence of digital media, TV 
games, toys, and cartoons among children of South-East Nigeria 
and the findings were as follows: stronger parental monitoring of 
children's exposure  89(23%), parents should check the contents 
and follow the ratings 71(18%), watch for warning signals 
62(16%), rent before you buy 65(16%) and those that suggested 
that parents/guardians talk with other parents/guardians were 
68(17%).

Conclusion 
From the findings of this study, we conclude that digital media, 
video games, toys, and cartoons indeed promote violence among 
early school-age children in south-east Nigeria, lower their 
academic performance, distort realities and priorities of these 
minors, and constitute health hazards such as obesity, eye-
problem, inactivity. They steal away time, and in most cases, they 
get addicted to them.

Recommendations 
Based on the conclusions, the study recommends: 

1.  Stronger parental monitoring of their children's 
exposure/use of digital media, video games and toys and 
cartoons

2. That parent should always check the contents and follow 
the ratings of video games, toys and cartoons, as well as 
the digital media technologies they buy for/expose their 
children to. 

3. They should always watch for warning signals and guide 
them appropriately

4. They should occasionally watch/use these gadgets with 
their wards, talk with them and advise them.
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5. If possible, they should always rent before they buy any of 
these gadgets for their children.

6. That it will do many good if parents cultivate the habit of 
talking with other parents on their experiences with their 
kids as it concerns their use of these technologies.

References
American Academy of Child and Adolescent Psychiatry (2011). 

Children and video games: Playing with violence. 
A v a i l a b l e  a t :  
http://www.aacap.org/AACAP/Families_andYouth/Facts 
for_Families/Facts_for_Families_Pages/Children_and_V
ideo_GamesPlaying_with_Violence_91.aspx.  Accessed 
on 20/05/2013. 

American Academy of Pediatrics (2013). Media violence. 
A v a i l a b l e  a t :  h t t p : / / p e d i a t r i c s .  
aappublications.org/content/124/5/1495.full. Accessed on 
08/09/2014.

American Psychological Association (2013). Violence in the 
media – Psychologists study TV and v i d e o  g a m e  
violence for potential harmful effects. Available at: 
h t t p : / / w w w . a p a . o r g /  
research/action/protect.aspx.Accessed on 08/09/2014. 

Anaeto, Onabanjo&Osifeso (2008). Models and theories of 
communication. USA; African Renaissance Books 
incorporated.

Anderson, D., & Ford, K. (2009).Children, media and 
methodology. American Behaviorist,52, 1204-1219.

Bandura, A. (2001). Social cognitive theory and mass 
communication. Media Psychology, 3, 265-299.

Barker, M. (1994).Preventing vandalism what works? Police 
Research Group Crime Detection and Prevention Series, 
P a p e r  N o  5 6 ,  L o n d o n .  
http//:www.googlesearch.com/meaning of  vandalism. 
h t t p : / /www.ehow.com/how5004057_preven t -



239

Influence of Digital Media, Video Games, Toys, and Cartoons on the Behaviour of Early School-Age Children in South-East Nigeria

vandalism.html#ixzz2Oohk3shd  R e t r i e v e d  o n  
20/03/2013. 

Blackwell, C.L. (2002). Media Influence on children. Available at: 
http://www.encyclopedia. c o m / d o c / 1 G 2 -
3403200397.htmlEncyclopedia of education. Accessed on 
07/09/2014.

Blanchard and Moore (2010). The Digital world of children: 
I m p a c t  o n  e m e r g e n t  l i t e r a c y .  
Availableat:http://www.kqed.org/assets/pdf/education/ea
rlylearning/mediasymposium/digital-world-children-
pearson.pdf?trackurl=true. Accessed on 20/12/2013.

Daramola (2013).Tackle poverty among oil communities: Mobil 
MD tells Jonathan. Tell 
magazine, 12, August

Edgar, P. (2007). Television, digital media and children's learning. 
A v a i l a b l e  a t :  
http://www.slideshare.net/MiraAlmirys/televison-digital-
media-and-childrens-learning. A c c e s s e d  o n   
12/01/2014.

Encyclopedia of education (2002). Media Influence on children. 
Available at: h t t p : / / w w w . e n c y c l o p e d i a .  
com/doc/1G2-3403200397.htmlEncyclopedia of 
education. Accessed on 07/09/2014. 

Griffiths, (2008). Video games and aggression: A review of the 
l i t e r a t u r e .  A v a i l a b l e  a t :  
h t t p s : / / w w w. a c a d e m i a . e d u / 4 2 9 6 6 9 / G r i f f i t h s  
M.D._1998.Video_games_and_aggression_A_review_of
_ t h e _ l i t e r a t u r e . A g g r e s s i o n _ a n d  
Violent_Behavior_4_203-212. accessed on 20/09/2013.

Kaiser Family Foundation (KFF) (2011). How TV affects your 
c h i l d .  A v a i l a b l e  a t :  
http://kidshealth.org/parent/positive/family/tv_affects_ch
ild.htm. Accessed on 20/08/2013

Lin and Lepper (2007). Say no to vandalism.Police Research 
Group Crime Detection.



240

The Nigerian Journal of Communication    Vol. 12, No. 1, 2015

Pecora, Murray and Wartella (2007).  Children and television: 
F i f t y  y e a r s  o f  r e s e a rc h .  Av a i l a b l e  a t  :  
http://www.scribd.com/doc/60859601/Children-and-
Television-Fifty-Years-of-Research. Accessed on 
20/12/2013.

The Appalachian State University (2014). Violence in video 
games. Available at: http://gjs.appstate.edu/media-
coverage-crime-and-criminal-justice/violence-video-
games  Accessed on 21/12/2013.

UNICEF,  (2008) .  Med ia  in f luence  on  ch i ld ren .  
h t t p : / / w w w. u n i c e f . s t u d y / m e d i a . i n f l u e n c e -          
onchildren.com/how5004057.html#ixzz2Oohk3shd 
Retrieved on 20/03/2013. 

W i k i p e d i a  ( 2 0 1 4 ) .  C a r t o o n .  A v a i l a b l e  a t :  
http://en.wikipedia.org/wiki/Cartoon. Accessed on 
20/3/2013.

Wimmer and Dominick (2006). Mass media research: An 
introduction. California: Thomson Wadsworth


