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REDUCING THE NEGATIVE IMPACT OF SCREEN TIME ON PRESCHOOLERS’ SPEECH
COMPETENCE: A PRACTICAL INTERVENTION MODEL

This study examines the impact of excessive screen time on preschoolers’ speech developmentga
proposes a practical intervention model implemented in Israel. Using a quasi-experimental desi

parents, including structured screen time limits, educational apps, and workshops. ai
engagement (88.5% adopted screen time rules). Challenges included low workshop
Zoom sessions. The study underscores the need for balanced technology use, di
parents, and longitudinal research to assess long-term effects. The model
strategies to foster healthy language development in the digital age.

Keywords: speech competence, preschool children, gadget usegscr: an intervention model.
Introduction
In today's digital age, children's use of electronic gadgets has common, resulting in a significant

significant gaps in parent and teacher awareness ab
Existing research highlights the intense presence of tec
interaction with gadgets becoming a dominant.ggtivity for

development. According to the study by Nov , there is a need for clear and specific recommendations
to help parents and teachers effectively monitor CRildren's gadget use [3].

Studies indicate that the quality of the content used plays a pivotal role in the impact of electronic
gadgets, while the family environmentiand garenting practices can mitigate negative effects. For example, co-
viewing with caregivers and pare i0€ of high-quality educational programs are associated with improved
language outcomes for childre . refore, it remains important to identify the optimal interaction children
need with electronic gadge itect it towards supporting the development of their verbal proficiency,
especially in light of Studies confifming that appropriate content can help overcome developmental difficulties
in children [5].

and methodology
study, the researcher used a pre-test quasi-experimental design. Pre-test designs are

ed 200 children (aged 3-6) from 8 randomly selected kindergartens in Kafr Manda, Israel,
Itistage sampling technique. This age group represents a critical window for speech development,
to assess how screen time affects emerging language skills.
this study a Multistage sampling technique was utilized to select population in succession from
r to smaller groups. When the population is big, using this technique is an excellent choice as it is
affordable and feasible [4].
Sampling: For this study, 8 Kindergartens were chosen randomly out of 35 in Karf Manda’s ones, using
a computerized system technique. The kindergartens were stratified based on size and type, enabling the
selection of a representative sample that reflects the diversity present in the community. This selection aimed to
enhance the representativeness and generalizability of the findings across similar settings.
Practical Application of the Model
Our proposed model was implemented in kindergartens, with WhatsApp groups used as the primary
communication tool between teachers and parents. Additionally, some classes with children were conducted
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remotely via Zoom. This facilitated greater participation and effective interaction. The model was implemented
over a nine-month period, with interventions conducted 2—3 times per month as needed. During this period,
children’s progress and teachers' feedback were periodically assessed.

Module 1 of the educational work with children focused on the use of technological tools in everyday
activities. We organized workshops to familiarize teachers with how to effectively integrate these tools into
children’s activities. The strategy was divided into several elements, including setting time limits for electronic
device use: children were allowed to use them for no more than 15 minutes per day, with specific time limits
specified. We also established rules of conduct regarding respect and cooperation when using gadgets, and
identified activities that involve integrating gadgets, such as educational events and art projects.

Regarding content monitoring, educational apps and programs were selected to promote langdag
development, with teachers trained to guide children in selecting appropriate content Some apps were
that allowed us to control their content, such as "Tiny Tap" for teaching vocabulary and improvifig s

clarity, and "World wall" for storytelling. A committee of teachers and parents was formed to sel ased
on interactivity and content quality criteria.

Module 2 addresses the importance of ongoing communication with parents, throu blishment
of regular communication channels such as newsletters, meetings, and workshops. Paren ucated about

managing screen time and the impact of gadget use on children's development, and ded with advice
and support in implementing appropriate activities at home.
Parent workshops were also developed, focusing on managing ele

programs were provided that included reliable information on general h

get use, and support
development. Children's

needs. This fosters collaboration between parents and tea improve children's language and
pronunciation skills.

newsletters were created on social media groups to shared d tips on gadget use.
A support group was also created for p. ey could share their experiences, challenges, and

apps, balancing digital and physical activities, a
strategies were shared, such as participating in
with families to share ideas and resour

electing appropriate content. At the same time, successful
ternative activities, limiting gadgets time, and collaborating

Research results and

Pre-test results show4go oncerning trends regarding children's screen time habits and speech
proficiency. As showfy in Tableyt, nearly all children (95%) were exposed to daily screen time, with 35%
starting as early 0. This aligns with global trends of increasing gadget use among toddlers (Madigan
etal., 2020). | , 35% of these children began using gadgets by age two, reflecting concerns about
gy and its potential developmental effects. The data reveal that 67.5% of children
rs per day, using their devices. Their screen time is excessive, and its impact on
ysical health may be harmful. Furthermore, 27.5% of parents reported that device use

1 — Description of Gadget Usage Time

Variables Control  |Intervention| Total
n % | n % n| %
Does my child use gadgets? Yes 95 95.00{95 |95.00 [190]95.00
No 5 5.00 |5 |5.00 10 |5.00
1 years 10 10.00/19 [9.00 19 19.50
2 years 37 37.00(33 |33.00 |70 |35.00
My child started watching gadgets at the age of... 3 years 43 43.00(45 [45.00 [88 |44.00
4 years 9 9.00 |13 |13.00 |22 |11.00
5 years 1 1.00 [0 |0.00 1 |0.50
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Table 1 (cont’d)
<1hrs. 19 19.00{26/26.00|45 22.50
My child’s screen time (daily average ) is... %;21 E:z elsg ?ggg 27 27080 125 37080
>4 hrs. 3 3.00 |1 |1.00 |4 2.00
<1hrs. 65 65.00/53|53.00{118.00/59.00
In my opinion, the appropriate amount of time for a child touse [1-2hrs. |34 34.00|47|47.00|81 40.50
gadgets during the day is... 2-4hrs. |1 1.00 [0 |0.00 |1 0.50
>4 hrs. 0 0.00 |0 |0.00 |0 0.00
Used devices
v Yes 89 89.00/90{90.00|179
No 11 11.00{10{10.00{21 0.
Smartphones Yes 71 71.00/59|59.00 00
No 29 29.00|41|41.00§70 5.00
Computer Yes 14 14.00{2424. 19.00
No 86 86.00(7 0/762 [81.00
. Yes 39 39.0@}31/31.00|70 35.00
Tablets such as iPads and tablets No ol 0 00/130165.00
Video games Yes 15 1 24 [39.00 [19.50
)0]76]76  [161.00]80.50
Electronic devices content
Educational programs 71.00|77|77.00{148 |74.00
29.00|23|23.00|52 26.00
YouTube 75.00|74|74.00{149  |74.50
No 25 25.00{26|26.00|51 25.50
Electronic programs Yes 70 70.00(82(82.00{152  |76.00
30 30.00/18/18.00/48 24.00
Shorts or reels S 47 47.00{31/31.00|78 39.00
No 53 53 |69|69.00{122 |61.00
Negative |34 34.30[32/32.00|66 33.20
very lyg 17.20(23(23.00(40  [20.10
negative
In my opinion, the effect of the gadgets on the child 1s. .. Neutral 38 38.4 141]41.00|79 39.70
Py Positive |9 9.10 |4 |4.00 |13 6.50
Very 100 [0 {000 {1 [050
positive
Does your child use gadgets , phones, compuiters, Yes 47 47.00|51(51.00|98 49.00
tablets such as iPads) for a fixe iod of time? No 53 53.00]49(49.00{102  |51.00
Is there a prior agreement between you and your child about how |Yes 84 84.00{80|80.00{164 [82.00
to use gadgets ? No 16 16.00]20{20.00|36 18.00
Yes 89 89.00/88/88.00{177 |88.50
No 11 11.00{12|12.00|23 11.50
Yes 92 92.00/91/91.00{183 |91.50
No 8 8.00 |9 |9.00 |17 8.50
Yes 35 35.00{27|27.00|62 31.00
No 65 65.00/73|73.00{138  |69.00
. . Yes 88 88.00/83/83.00{171  |85.50
watch or share gadgets with your child? No B 12.00117117.00129 1450
Do you use gadgets as a way to calm your child when he or she is| Yes 29 29.00{3131.00{60 30.00
upset or angry? No 71 71.00(69]69.00{140 |70.00
Do you think gadgets use has affected your child's ability to Yes 31 31.00{24/24.00|55 27.50
express themselves verbally? No 69 69.00|76/76.00{145 |72.50
Do you think your child's gadgets affects their social interaction |Yes 28 28.00(27|27.00(55 27.50
with other children? No 72 72.00(73|73.00{145 |72.50
Has the child ever been diagnosed with any communication or | Yes 28 28.00|19|19.00/47 23.50
speech disorder? No 72 72.00/81|81.00{153 |76.50
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Despite unavailability of post-test results, parental engagement with the intervention suggests promising
behavioral change: 88.5% of parents implement screen time rules.

The low pre-test storytelling results (mean = 6.69) that children demonstrated underscore the
importance of these programs, too. For example, the mean storytelling score was 7.45 for the control group and
6.69 for the intervention groups (Table 2).

Table 2 — Test scores

. Control group Intervention group

Variables M SD M 3D M
\Vocabulary 17.91 6.13 18.10 5.75 18.01
Articulation 23.39 6.92 24.66 5.31 24.03
Comprehension 19.66 5.93 18.94 5.63 19.30
Imitation 18.57 7.81 18.01 3.64 18.29
Expression 21.73 9.54 20.57 8.98 21.15
Story 7.45 5.42 6.69 4.32 7.07
Kid total 108.65 33.34 107.20 31.94 107.93 |

M = Mean, SD = Standard Deviation.

The collected data indicate the importance of early interventio
language skills in children. This raises the question of managing scr

inAmproving communication and
i its impact on children's
ing use of electronic gadgets by

teraction.

viewing, which amplified engagement — a finding consi with Madigan et al. [2]. These activities not only
al Bnd specific verbs such as “cut" and "pour,"
helping children use language interactively and enjoyaBly. In addition, we used these activities in computer-
based activities, where educational content was4fitegrated With technology to enhance the learning experience.
This integration helped make learning m
between children. Parental role models pla:
reported watching the content with their childr s shown in Table 1 above. This type of interaction sets a
positive example for children on how tg use techriology responsibly and effectively.

°
Conclusion
To sum up, this researciyhighlights concerning trends: 95% of participants used gadgets daily, 35%
starting by the age of two, a 9% of parents reported negative effects of gadgets on their children’s verbal

expression. We descr
positive interacti
negatively i
screen tim

d the mogel that aims to create an integrated environment that encourages learning and
coptributing to raising a generation capable of using gadgets responsibly without
ir speech competence development. As the model implementation demonstrates,
equires collaboration: 88.5% of parents adopted rules after workshops. To scale this,
ate screen time guidelines into preschool curricula, teach parents to select educational
p), longitudinal studies to assess sustained effects on speech. Such collaboration is essential
any strategy aimed at managing children's use of electronic gadgets in a safe and beneficial
ared understanding between parents and teachers of the importance of managing gadget time
fference in skill development. When parents and teachers recognize the importance of gadget time,
take effective steps to reduce it and guide children toward responsible technology use. Furthermore,
igital literacy training is vital to ensure parents have the necessary tools to guide their children. Developing
parents' skills in selecting appropriate content and using technology for effective learning can help children to
use technology more productively, enriching their educational experience.

This model can be replicated in other communities to improve educational outcomes and enhance
communication skills.
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X. Caamu
CHMXEHUWE HET'ATHBHOI'O BJIMSHISA DKP O EHU HA PEYEBVYIO
KOMIIETEHTHOCTbH AOIIKOJIbBHUKOB: TIPAKTUYEC OJIEJIb BMEIIATEJIbCTBA

OT@ WCIIONIB30BAHUS TA/DKETOB HAa pPEdeBOe
MPAKTAYECKYI0 MOJENb BMEIIATEIbCTBA,
BHOTO HccnenoBanusi ¢ ydactueMm 200 nereit
nu: 95 % y4yacTHHKOB €XKEIHEBHO MOJb30BAIUChH
rogaM, a 27,5 % poaureneil OTMETUIIM HEraTUBHOE

pasBUTHE JeTel JOUIKOJIBHOTO BO3pacTta W i
peayzoBaHHYI0 B M3pawmre. B pamkax KBazmakcriepw

BIMSIHUE Ha BepOaslbHOE BBIpaxKeHue. Pesynb
YPOBEHb HABBIKOB IOBECCTBOBAHUSA (KOHTpOJ'II)H
BwmemaTenscTBO BKIIFOYAJIO COBMECTH
AKPAaHHOTO BpEMEHH, 00yJaroIne
ponuteneit (88,5 % BBemn 170
MOCEIIAeMOCTh CEMHHAPOB4QU UI0 peIIeHo 3a cyeT mpoBemeHms Zoom-ceccuil. lcciemopaHrue
MOAYEPKHUBACT HEOOXQIMMOCT ATAHCUPOBAHHOTO HCIIONB30BAHMS TEXHOJIOTHH, OOYYeHHs poJHTemei

rpymnmna: cpeanuii 6amn 7,45 u skcnepuMeHTabHas: 6,69).
YCWIHSL [IE/IaroroB M POAMTENeH: CTPYKTYPHPOBAHHbIC OIPaHUICHNS

[pemaraemasiCuc BBICTYIIaeT 32 BHEIPCHHE CTpaTerMii Ha YpPOBHE COOOILIECTBA JUIS TIOIICPKKA
THS B IU(POBYIO 3TOXY.
Ba: pedeBasi KOMIETEHTHOCTb, JETH JAOLIKOJIBHOTO BO3PAcTa, UCHOIb30BaHUE I'aPKETOB,





