Digital Media & Your Brain: Dealing with
Addictive Design

1. Inquiry Task & Question

In many ways, digital media has made our lives better. It has made it
easier for us to access information, to share our knowledge, and
ideas, and to stay connected with friends and loved ones no
matter where they are. It has become such an important part of
our lives that many of us can’t imagine living without it. But have
all the effects of digital media been positive? Have there been
any negative effects on our lives?

For many of us, digital media has become a habit. The truthis, it was
designed to be that way! Many apps are created using “addictive
design” to keep us coming back for more. That little happy
feeling you get whenever a post gets a “like”? That’s addictive
design. But some tech companies are embracing “humane
design” , which focuses more on what’s good for people’s lives
than on what will hook you and keep you coming back.
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Click the image to watch a video in which teens
discuss being tethered to their phones and social
media. Does this sound like your life? What are
some concerns that the video raises?

Image and video source: PBS News Hour

In this Slam Dunk, you will use multiple information sources to help you build an answer to the inquiry question:

How does digital media try to hook you and what can you do about it?


https://www.bbc.com/news/technology-44640959
https://www.bbc.com/news/technology-44640959
https://contently.com/2016/10/04/humane-design-publishing/
https://contently.com/2016/10/04/humane-design-publishing/
https://www.pbs.org/newshour/show/teens-on-being-tethered-to-their-phones-and-social-media

2. Information Sources

Choose two or more of the information sources
linked here to complete the student activity on slide

3.

Teen Voices: The Pressure to Stay Connected - video

The Druglike Effect of Screen time on the Teenage Brain

-video
Introduction to Social Media Addiction

2018 Study: Excessive Time with Technology is Linked to
ADHD - video & article

Why We Can’t Look Away From Our Screens*
Infographic and article from The New York Times article
accessed through SIRS Issues Researcher

*NOTE: If you are prompted to login to access
database/digital content links, your teacher/librarian can
provide login information.
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Image Source: Common Sense Media



https://www.commonsense.org/education/videos/teen-voices-the-pressure-to-stay-connected
https://www.pbs.org/newshour/show/the-drug-like-effect-of-screen-time-on-the-teenage-brain
https://bcps.discoveryeducation.com/learn/player/d6953bf8-fb60-4058-8ad8-ac110f059cc2
https://www.nbcnews.com/health/health-news/adhd-may-have-modest-link-teen-tech-use-n892121
https://www.nbcnews.com/health/health-news/adhd-may-have-modest-link-teen-tech-use-n892121
https://explore.proquest.com/sirsissuesresearcher/document/2264163482?searchid=1570492045&accountid=231
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Use the information sources on Slide 2 to
complete this activity.

Use this T-Chart to record the impact of
digital media on our lives. In the first
column, write down all the examples
from the resources of positive ways
digital media can impact our lives. In
the second column, write down all the
negat,ve Ways that digltal media can This Photo by Unknown Author is licensed under CC BY-NC

impaCt our lives. Impact of Digital Media on our Lives

POSITIVE IMPACT DIGITAL MEDIA HAS ON OUR NEGATIVE IMPACTS DIGITAL MEDIA HAS ON
LIVES OUR LIVES

You can create your own T-chart.


https://docs.google.com/document/d/1ZzfBBLm8kBu3LJZzklGlXc831Z4nUjVty0HUcPzrnss/copy
https://www.iphonemod.net/how-to-use-new-like-love-facebook.html
https://creativecommons.org/licenses/by-nc/3.0/

4. Assessment Activity
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First, your teacher/librarian will have you take
the Digital Citizenship Quiz for Digital Media
and Your Brain in Schoology. You may also have
an opportunity to share your learning as
described below.

Use the information you have learned about
addictive and humane design and the impact of
digital media on the brain to complete the
activity Humane or a Brain Drain.

This Photo by Unknown Author is licensed under CC BY



https://docs.google.com/document/d/12ckQ86cJy1rp0j0Dubfy_7IHgyvBNtJzAu1-7QURNsk/copy
https://creativecommons.org/licenses/by/3.0/

5. Enrichment Activities
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Check out the BrainPop video on Social
Media to learn more about the pros
and cons of digital media. Watch the
video and complete the quiz, games,
and activities that go with it.

*NOTE: If you are prompted to login to
access database/digital content links,
your teacher/librarian can provide login
information.


https://www.brainpop.com/technology/communications/socialmedia/
http://www.brainpop.com/user/loginDo.weml?user=baltcops&password=brainpop&targetPage=/technology/communications/socialmedia/
https://wallscometumblingdown.wordpress.com/2013/04/24/news-iass-academics-showcase-new-approaches-to-using-social-media-for-research-teaching-learning/
https://creativecommons.org/licenses/by-nc/3.0/

6. Teacher Resources

Learning Standards Alignment

National Health Education Standards: Grades 9-12 Health

Standard 2 Students will analyze the influence of family, peers, culture, media, technology, and other
factors on health behaviors.

Performance Indicator 2.8.6 Analyze the influence of technology on personal and family health.

Common Core State Standards for English Language Arts & Literacy

CCSS.ELA-Literacy.CCRA.W.7: Conduct short as well as more sustained research projects based on
focused questions, demonstrating understanding of the subject underinvestigation.
CCSS.ELA-Literacy.CCRA.W.9: Draw evidence from literary or informational text to support analysis,
reflection, andresearch.

AASL Standards Framework for Learners

I. INQUIRE: Build new knowledge by inquiring, thinking critically, identifying problems, and
developing strategies for solving problems.

Think: Learners display curiosity and initiative by:

I.LA.2 Recalling prior and background knowledge as context for new meaning.

Create: Learners engage with new knowledge by following a process thatincludes:

I.B.1 Using evidence to investigate questions. |.B.3 Generating products that illustratelearning.
Share: Learners adapt, communicate, and exchange learning products with others in a cycle that
includes:

I.C.1 Interacting with content presented by others.

Grow: Learners participate in an ongoing inquiry-based process by:

I.D.2 Engagingin sustainedinquiry.

ISTE Standards for Students

2. Digital Citizen: Studentsrecognize the rights, responsibilities and opportunities of living, learning
and working in an interconnected digital world, and they act and model in ways that are safe, legal
and ethical.
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Digital Citizenship: Grade 8

Content integration: Grade 8 Health/PE or ELA

Objective: Students will synthesize information from multiple
information sourcesin orderto identify ways to protect themselves
from the negative effects of addictive media design.

Time Frame: One 90-minute class period

Notes to the teacher:

Collaborate with your school library media specialist to planand
implement this lesson.

Have students uselearning supports providedin BCPS Digital
Content found in the Apps Portal. Refer to Digital Content
Snapshot/Support pages as needed

Provide students with login information as needed to authenticate
BCPS Digital Content. Login information is available on the BCPS
Digital Content page found via the Apps Portal

Lesson content used or adapted from the Common Sense Media
lesson Digital Media and Your Brain. See this lesson before
implementing the Slam Dunkresearch model to gain a broader
sense of the lesson content or for additional lesson resources. You
may need to register a fr mmon Sense E tion

access all the lesson content.

Consider sending home these Common Sense Education family

resources relevant to this topic: Eamily Tips, Family Activity

Last updated: July 2022 Use this form to Report Broken Links.
BCPS Slam Dunk Research Model, Copyright 2019, Baltimore County Public Schools, MD, all rights reserved. This lesson may be used for educational, non-profit school use only.

All other uses, transmissions, and duplications are prohibited unless permission is granted expressly. This lesson is based on Dr. Jamie McKenzie's Slam Dunk Digital L esson model.


https://www.cdc.gov/healthyschools/sher/standards/2.htm
http://www.corestandards.org/ELA-Literacy/
https://bcpslis.pbworks.com/w/file/fetch/126912062/AASL-Learner-Framework-Spread.pdf
https://www.iste.org/standards/for-students
https://myapplications.microsoft.com/
https://innovationhub.bcps.org/digital-resource-toolbox/digital-content-snapshots-and-support-pages
https://innovationhub.bcps.org/digital-resource-toolbox/digital-content-snapshots-and-support-pages
https://myapplications.microsoft.com/
https://www.commonsense.org/education/digital-citizenship/lesson/digital-media-and-your-brain
https://www.commonsense.org/education/user/register
https://www.commonsense.org/education/family-tips/6-12-media-balance-and-well-being
https://bcpslibrarymedia.pbworks.com/w/file/fetch/140848290/digitalmediabrain_family-activity.pdf
https://forms.office.com/Pages/ResponsePage.aspx?id=3cPDSRs_g0GOdLONSDpa_eqkzm-GamRBnWUaBGD_8EpUNkZLVE9WWEdTR0pRU0dBT1ZaVjI1WkM0Ny4u
http://www.bcps.org/
http://fno.org/sept02/slamdunk.html
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