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Abstract
Digital media are an integral part of our lives. Mobile phones, computers and tablets are regularly used by young and old for
entertainment, relaxation, work, school work, communication and a range of other tasks. Varied public responses to digital
media use range from enthusiasm to concern, especially when it comes to children and adolescents. Amidst these reactions,
core sociological questions about how digital practices are woven into the social fabric have been left unanswered.

This dissertation investigates how digital media are embedded in the lives of children and adolescents, their families,
and the broader social worlds they inhabit. I use a multi-methods approach to study digital media use by employing
survey data linked to Swedish administrative registers, and interviews with parents of children who use digital media. This
dissertation consists of three single-authored articles, each studying different angles of the digital media lives of children
and adolescents.

Study I uses the Swedish Kids and Media survey to examine the relationship between gaming, social media use and
socioeconomic background. While prior research has emphasized age and gender as primary drivers of digital media
patterns, it has largely overlooked how these factors moderate the influence of socioeconomic background. By accounting
for age and gender, I find that differences in use between children of different backgrounds grow with age, where older
adolescents whose parents have lower education are more likely to report spending at least four hours using gaming or social
media on a regular day, compared to peers whose parents have a higher education. I also find that, while patterns are similar
across genders, the types of digital media used vary: Differences are largest for boys’ gaming, and girls’ social media use.

Study II also uses the Swedish Kids and media survey, this time to investigate how digital media use fits into the broader
landscape of daily activities. I use latent class analysis on a range of self-reported online- and offline activities among
teenagers to create types of users who report similar activity combinations. I identify three distinct user profiles: offline
entertainment, gamers, and high media users. These groups show internal coherence within the reported activities, and
challenge the assumption that digital media use necessarily displaces other activities. In explaining the variation between
the generated classes, I also find stark gender- and family background differences, while digital confidence, self-efficacy,
plays only a minor role in explaining the classes.

In Study III qualitative analysis is used on interviews with parents of middle-school-aged children to develop a
framework for understanding the role of digital media within families. To capture the various hopes and worries involved
in parenting around digital media, the analysis establishes that it is central to consider the social context of use as a
primary concern for parents: a spectrum ranging from solitary individual use to interaction with known peers, and finally
to anonymous social engagement. This article details how parents navigate this spectrum by tailoring their mediation
approaches to their child while weighing the benefits and risks of different levels of digital media use.

This thesis contributes to the study of digital media use among children and adolescents by providing connections to
social structure, everyday life, and the family.
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Abstract of the dissertation 
 

Digital media are an integral part of our lives. Mobile phones, computers and tablets are 

regularly used by young and old for entertainment, relaxation, work, school work, 

communication and a range of other tasks. Varied public responses to digital media use range 

from enthusiasm to concern, especially when it comes to children and adolescents. Amidst 

these reactions, core sociological questions about how digital practices are woven into the 

social fabric have been left unanswered.  

 

This dissertation investigates how digital media are embedded in the lives of children and 

adolescents, their families, and the broader social worlds they inhabit. I use a multi-methods 

approach to study digital media use by employing survey data linked to Swedish 

administrative registers, and interviews with parents of children who use digital media. This 

dissertation consists of three single-authored articles, each studying different angles of the 

digital media lives of children and adolescents. 

 

Study I uses the Swedish Kids and Media survey to examine the relationship between gaming, 

social media use and socioeconomic background. While prior research has emphasized age 

and gender as primary drivers of digital media patterns, it has largely overlooked how these 

factors moderate the influence of socioeconomic background. By accounting for age and 

gender, I find that differences in use between children of different backgrounds grow with 

age, where older adolescents whose parents have lower education are more likely to report 

spending at least four hours using gaming or social media on a regular day, compared to peers 

whose parents have a higher education. I also find that, while patterns are similar across 

genders, the types of digital media used vary: Differences are largest for boys’ gaming, and 

girls’ social media use. 

 

Study II also uses the Swedish Kids and media survey, this time to investigate how digital 

media use fits into the broader landscape of daily activities. I use latent class analysis on a 

range of self-reported online- and offline activities among teenagers to create types of users 

who report similar activity combinations. I identify three distinct user profiles: offline 

entertainment, gamers, and high media users. These groups show internal coherence within 

the reported activities, and challenge the assumption that digital media use necessarily 

displaces other activities. In explaining the variation between the generated classes, I also find 

stark gender- and family background differences, while digital confidence, self-efficacy, plays 

only a minor role in explaining the classes. 

 

In Study III qualitative analysis is used on interviews with parents of middle-school-aged 

children to develop a framework for understanding the role of digital media within families. 

To capture the various hopes and worries involved in parenting around digital media, the 

analysis establishes that it is central to consider the social context of use as a primary concern 

for parents: a spectrum ranging from solitary individual use to interaction with known peers, 

and finally to anonymous social engagement. This article details how parents navigate this 

spectrum by tailoring their mediation approaches to their child while weighing the benefits 

and risks of different levels of digital media use. 

 

This thesis contributes to the study of digital media use among children and adolescents by 

providing connections to social structure, everyday life, and the family. 
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Sammanfattning 
Digitala medier är en del av våra liv. Mobiltelefoner, datorer och läsplattor används 

regelbundet av folk i alla åldrar till underhållning, avslappning, arbete, skolarbete, 

kommunikation och en rad andra saker. Reaktionen på denna utveckling varierar från 

entusiasm till oro, speciellt när det rör barn och ungdomar. Mitt i allt detta återstår flera 

grundläggande sociologiska frågor om hur digitala vanor i våra dagliga liv är kopplade till 

olika aspekter av social struktur. 

Den här avhandlingen undersöker hur digitala medier kan kopplas till barn och ungdomar, 

deras familjer och de bredare sociala sammanhang som de deltar i. Jag använder olika 

metoder för att studera användning av digitala medier genom att använda 

tvärsnittsundersökningar kopplade till svenska registerdata, och intervjuer med föräldrar till 

barn som använder digitala medier. Denna sammanläggningsavhandling består av tre 

egenförfattade studier, som alla undersöker olika vinklar av barn och ungdomars liv med 

digitala medier. 

Studie I använder den svenska tvärsnittsundersökningen Ungar och medier för att undersöka 

sambandet mellan data/tv-spel, sociala medier och socioekonomisk bakgrund. Tidigare 

forskning har betonat rollen av kön och ålder vid studiet av digitala medievanor, men har inte 

tillfredsställande undersökt vilken roll dessa faktorer har när det kommer till sambandet 

mellan användning av digitala medier och socioekonomisk bakgrund. Genom att ta hänsyn till 

ålder och kön finner jag att skillnaden i användning mellan barn från olika bakgrund ökar med 

åldern, där äldre ungdomar vars föräldrar har har lägre utbildningsnivå är mer sannolika att 

rapportera att de spenderar minst fyra timmar på att spela data/tv-spel eller använda sociala 

medier, jämfört med jämnåriga vars föräldrar har högre utbildning. Jag finner också att, även 

om mönstren är liknande för både pojkar och flickor, så varierar det vilken typ av digitala 

medier de använder: Skillnaderna är störst för pojkars data/tv-spelande, och för flickors 

användning av sociala medier. 

Studie II använder också Ungar och medier-undersökningen, denna gång för att se hur digitala 

medier passar in i ett vidare landskap av dagliga aktiviteter. Jag använder latent class-analys 

på en lång rad självrapporterade online- och offline-aktiviteter hos ungdomar för att generera 

olika typer av användare som rapporterar liknande kombinationer av aktivititeter. Jag finner 

tre skilda profiler av användare: analog underhållning, gamers och högkonsumenter av 

medier. De tre grupperna visar intern koherens bland de rapporterade aktiviteterna och 

ifrågasätter att användning av digitala medier nödvändigtvis ersätter andra aktiviteter. 

Sammansättningen av de olika grupperna visar också på stora skillnader när det kommer till 

föräldrars utbildningsnivå och kön, medan självförtroende i att använda digitala medier spelar 

mindre roll. 

I Studie III använder jag kvalitativ analys på intervjuer med föräldrar till barn i 

mellanstadieåldern och utvecklar ett ramverk för att förstå vilken roll digitala medier spelar i 

familjer. För att förstå de olika typer av förhoppningar och oro som kommer med att vara 

förälder till barn som använder digitala medier, utvecklar jag ett ramverk som utgår från den 

sociala kontexten där barnet använder digitala medier: från ensam användning, till att 

interagera med familj och vänner, till att delta i digitala arenor där det finns anonyma 

främlingar. Denna artikel beskriver hur föräldrar hanterar detta genom att anpassa sina 

praktiker till sitt eget barn samtidigt som de överväger för- och nackdelar med olika typer av 

digitala medier-användning. 
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1   Introduction 

Digital devices such as mobile phones, tablets, computers and consoles mediate much of our 

daily routines. These developments have transformed leisure time, communication and 

entertainment in ways that only a few decades ago were the stuff of science fiction. 

Meanwhile, as is commonplace with rapid technological development, this expansion has also 

been met with a range of worries. Young people are at the center of these debates, both as 

early adaptors of technical developments, as well as the objects of concern. 

This dissertation investigates digital media use among children and adolescents, answering 

questions about the shape and form of media use, and considering its variation across factors 

in the individual and the family. Employing a multi-method approach, I ask simple questions 

about digital media use, linking it back to the environment where people come from, and 

place it in their everyday lives. In this work, I aim to further our knowledge about children 

and adolescents’ digital media use in its different contexts, from macro patterns to micro 

situations, from children’s own reported behavior to parents’ hopes and worries. In doing so, I 

hope to provide a more nuanced picture of a phenomenon deserving serious of consideration. 

These findings can be used as a backdrop for future discussions and inquiries about the 

intensity, purposes and effects of digital media use. 

This dissertation consists of three single-authored studies, and contributes to the field by 

providing empirical analyses and building upon sociological theory. By adding context 

pertinent to sociological inquiry to topics previously mostly studied by other scientific 

disciplines, I contextualize the everyday lives where digital media use takes place. I draw on 

traditions such as social stratification, sociology of everyday life and family sociology to 

reclaim digital media use as a topic for sociological inquiry. 

Study I aims to ground digital media in family background, by connecting digital media use in 

the form of time spent gaming or using social media to parents’ education level. This connects 

to one of the most established traditions of sociological research: How children’s behaviors 

vary by family background. Previous research have studied this, often neglecting the role of 

two of the most important predictors of digital media use: age and gender. Thus, the aim is to 

describe how children of different backgrounds, ages and genders vary in the intensity of their 

digital media use. I find that the gaps between children of different backgrounds are negligible 

among younger children, but as they become teenagers, the differences between children of 



8 

 

different backgrounds grow much larger. Among older teenagers, children with lower-

educated parents are likely to spend much more time using digital media than children with 

higher-educated parents. This study contributes methodologically to the field by adding 

interactions which allow for variation along important subgroups. This has been previously 

emphasized by some authors (Orben et al., 2022), but rarely implemented. I also make use of 

the reliability of Swedish register data on children and their parents’ characteristics to make 

connections to their background. Furthermore, I find a pattern where children diverge more 

during ages when parental supervision is lower. In the paper, I offer explanations for this 

possibly counterintuitive finding. 

Study II investigates how digital media use fits into the broader landscape of daily activities. 

By combining a range of self-reported activities performed during adolescents’ leisure time, I 

aim to delineate lifestyle sectors, where common patterns combine into ideal types. This 

serves to investigate how digital media use varies in relation to other parts of life. Using a rich 

dataset of a variety of screen-mediated and other leisure activities, I identify three types of 

profiles of roughly equal size: offline entertainment, gamers, and high media users. These 

groups show internal coherence within the reported activities, suggesting that some 

preferences span over the analog-digital divide, and challenge the assumption that digital 

media necessarily displaces other activities. Furthermore, these types show stark differences 

by gender and family background, while digital self-efficacy only provides a minor role in 

explaining the classes. 

Study III adds to the dissertation by using qualitative analysis of interviews with parents of 

middle-school-aged children, and developing a framework for understanding the role of 

digital media use within families. The analysis of parents’ hopes and worries around their 

children’s digital media suggests that to understand the challenges parents face, one must 

consider how the children use digital media, and to whom they direct their actions. The social 

context is described as a spectrum ranging from solitary use to interaction in public spaces 

populated by strangers. I also detail how parents navigate this spectrum by tailoring their 

mediation approaches to the individual child while considering their own ambition and the 

wider social context of their children’s lives. This framework provides a tool for 

understanding the challenges parents face, suggesting that it is more important what the 

children do, than where they do it, transcending specificities of single platforms. 
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1.1   Defining digital media 

In this dissertation, I use digital media to describe “the array of domestic and personal digital 

and networked devices for information, communication and entertainment”, as formulated by 

(Livingstone et al., 2015, p. 4) and later used by others such as Jeffery (2019). In effect, this 

term encompasses a long range of activities which are mediated by screens on a computer, 

video game console, tablet or mobile phone. It excludes linear television. It is a wide term, 

which puts the focus on how the activity or medium is transmitted, rather than on the specific 

content. Its drawback is that is vacuous, while its usefulness comes from its flexibility. You 

can fill it with any new activity which arises. In Study III, we get a glimpse of the many uses 

of digital media. 

2   Background 

This section provides an overview of contributions and perspectives pertinent to this thesis 

regarding digital media, children and families, in that order.  

2.1   Digital media 

2.1.1   Digital media is part of contemporary society 

This dissertation is guided by a conviction that digital media are part of society. This means 

that digital media use is affected by, and has the potential to affect, existing structures and 

institutions within society. To speak with Granovetter (1985), digital media are embedded in 

social relations of different sorts. Furthermore, sociology was born out of an interest in 

modern society after the industrial revolution. This is what Weber (1920/2002), Marx  

(1932/2023) and Durkheim (1951/2005) did. What has been called the IT revolution (Castells, 

2010) is yet another case of technological development affecting people in many areas of their 

everyday lives. 

Specifically, this dissertation places its main focus on the role of digital media use in the lives 

of children and adolescents. This is because young people are often said to be early to adopt 

new technology (e.g. Boulianne & Theocharis, 2020), because they are born into it to a larger 

extent than previous generations, sometimes even described as digital natives (Prensky, 

2001). Furthermore, childhood and adolescence are subject to intense public scrutiny, and 

often the focus of lively debates among adults, and different visions about what constitutes a 

good or equal childhood and proper development. Finally, childhood and adolescence are a 
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part of life where social life is intensive, and leisure time is less characterized by the 

responsibilities of adult life, opening up for interesting variation in the ways that children 

choose to spend their free time. 

Many studies have previously documented and analyzed how children and adolescents use 

digital media in their everyday lives (boyd, 2014; Green et al., 2020; Livingstone & Blum-

Ross, 2020; Smahel et al., 2020). While specific games or social media platforms may come 

and go, some things seem to hold true over time and place. One is that although much of 

social interaction and entertainment is internet- or screen-mediated, the base of people’s lives 

remains in the physical reality of places like homes and schools, and many phenomena 

reproduce online (boyd, 2014; López-Sintas et al., 2017).  

2.1.2   A brief introduction to social media and gaming 

This dissertation places its main focus on gaming and social media, two of the most 

commonly used digital media genres (Smahel et al., 2020), and also subject to recurring 

debates (Orben et al., 2019; Saunders et al., 2017; Twenge et al., 2020; Van Rooij & 

Kardefelt-Winther, 2017). 

Examples of social media are Tiktok, Instagram and Facebook. Social media can be described 

as large platforms allowing people to produce and consume content in the form of 

combinations of text, sound, video and pictures, to present themselves and interact with 

people known and unknown to them. Typically, they include some sort of profile showing 

some curated information about themselves (Lindgren, 2025). Besides expanding people’s 

personal networks, social media can work to deepen and enhance existing relationships based 

in the offline world (boyd, 2014). There are many ways to participate on social media. Early 

work documented how social media can be used to develop and deepen relationships with 

peers, gathering information about interests, produce content such as posting comments or 

pictures, or sharing what others have produced (Ito et al., 2009/2019). However, using social 

media can also involve more passive use, such as simply scrolling a Tiktok feed, without 

leaving any comments, sharing or otherwise interacting with the content (Lindgren, 2025). 

Gaming can take many different forms and serve different purposes. Itō and Bittanti 

(2009/2019) proposed a framework centered around the practices and functions of gaming, 

which works to describe different roles gaming can take in people’s lives. They are killing 

time, referring to types of gaming which can serve to take up empty space in one’s schedule, 
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or procrastinate, often when out of the home. These are suitable for portable gaming devices, 

which at the time of writing considered mostly smaller gaming consoles, but in the present 

time it would probably be complemented by smartphones and tablets. The next form of 

gaming is hanging out, which is when people use gaming as an opportunity to spend time 

together with family and friends. This can be in the same room, casually, but also in more 

engaged forms, such as in massively multiplayer online roleplaying games (MMORPGs). 

These games easily take up lots of time of both active playing in the pursuit of goals, but also 

involve more casual conversations and socializing with people they know off-screen or only 

through the games. The authors describe this as “part of the everyday and commonplace 

practices of social play for youth” (Itō and Bittanti, 2009/2019, p. 209). Finally, recreational 

gaming describes when people participate with a focused effort to pursue goals or master 

skills, where gaming is the main object. This is a type of gaming which would prototypically 

have someone define themselves as a gamer. 

2.1.3   Classifying types of digital media use 

Digital media use encompasses a range of activities, to different ends and means. In studies of 

the digital divide, use promoting skills or learning is sometimes referred to as capital-

enhancing (van Deursen et al., 2015; Zillien & Hargittai, 2009) or educational (Becker, 2022). 

Beyond this, digital media use has become an intrinsic part of social life and leisure. The 

concept capital-enhancing, however, is rarely properly operationalized, and often centered 

around information-seeking or immediately useful tasks. As noted by Pearce and Rice (2013) 

and Micheli (2016), many activities are difficult to divide neatly into capital- or non-capital-

enhancing. If participating in multiplayer games helps users form bonds with friends, social 

media participation keeps people in the zeitgeist and allows them to connect with new people, 

or watching Youtube tutorials provides new skills, they must have some capital-enhancing 

potential, depending on how they are used.  

An easier conceptual distinction is that between the extent to which use is active or passive 

(Orben, 2020). Active use refers to activities where the user contributes and participates, such 

as in gaming, chatting, and posting messages, while passive use to a larger extent consists of 

consuming others’ content. However, there is no agreed-upon definition of passive or active 

use, so definitions vary. Engberg et al. (2022) defined passive use as watching TV or similar 

entertainment on a computer, while participatory or active use included a range of other use 

such as homework, emailing, chatting or surfing the internet, with gaming as a unique 

category. In health-oriented research, digital media use is often part of a category called 
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sedentary behavior (Parker et al., 2022), contrasting activities involving physical exertion. 

Study II includes a range of activities, some which are easy to delineate as digital, such as 

gaming on a computer/console, some which fall in between, such as listening to music, and 

some which are specified as being done off-screen, such as meeting friends, not online.  

2.1.4   The dualities of digital media 

The role of digital media in everyday life, and its effects on society, children and the future, 

have been hotly debated in recent years. Digital media, computers, screens and the internet 

have been used to represent hopes of a better future as well as ruining the social fabric 

(Lindgren, 2025; Livingstone, 2002). Thus, we have seen measures implemented with the 

purposes of improving access and providing skills thought necessary for future labor markets 

and citizenship (European Commission, 2019), as well as support for policies intended to 

minimize negative effects of use (WHO, 2019).  

As a consequence of this duality, some studies use a frame where opportunities and risk 

coexist acknowledging that digital media use can bring consequences, good and bad 

(Livingstone et al., 2017; Sanders et al., 2024). Lemish (2022) proposes a reasonable position: 

since digital media is interwoven in the everyday lives of young people, and there are so many 

types of use, they may come with a variety of consequences, good and bad, in different areas 

of their lives. The outcome of that use depends on what people do and what they are exposed 

to. Lemish (2022) then provides a range of examples of how different types of use could lead 

to different outcomes: 

“behaviorally (e.g., imitating sharing or aggression), socially (e.g., making new friends and  

strengthening existing relationships through social media or bullying their classmates on the 

internet); cognitively (e.g., learning school preparedness skills or developing short attention 

spans); creatively (e.g., creating computer graphics, writing blogs, and uploading their own 

videos or reproducing clichéd commercial formulas and stereotypical messages); or even 

physically (e.g., learning balanced nutrition or developing bad eating habits”  

(Lemish, 2022, p. 6). 

2.1.5   The digital divide 

This duality can also be seen in the development of theories of the digital divide. This 

provides an approach to inequalities in the study of digital media, describing how internet use 

can be structured unequally in and between societies. Studies of the digital divide can be 

divided into three stages: The first stage focused on differences in access to the internet, 
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viewing digital media as something with positive potential. In many countries in Europe, 

North America and Asia, a large proportion of citizens have the means to connect online 

frequently (Roser et al., 2015). The second digital divide covers differences in usage, skills 

and motivations with which individuals use the internet and digital media. Recent years have 

also seen the rise of a third-level digital divide, factoring in outcomes of digital use, thus 

taking a slightly more critical turn. It then considers a range of global, social or economic 

inequalities (Scheerder et al., 2017). This dissertation’s Study I and Study II mainly concern 

the second-level digital divide, providing a foundation for explanations of differences in the 

third-level digital divide. 

One positive view of digital media use is that it could lead to developing skills useful for 

future work, education and social participation. As an example, in the early days of internet 

research, the label digital native was attributed to the generations of students and people 

growing up in a world connected by the internet. The basic thought was that they “are all 

‘native speakers’ of the digital language of computers, video games and the Internet” 

(Prensky, 2001, p. 1). This reasoning implied that young people learn the necessary digital 

skills through social osmosis, even though early research had documented how even in 

societies where most people do have access to digital devices and digital media, some lack the 

interest, or confidence, to develop the needed skills (Eastin & LaRose, 2000). Questioning the 

label digital native, Hargittai (2010) showed how digital media use and skills were linked to 

existing socioeconomic inequalities.  

2.1.6   Digital self-efficacy 

The concept self-efficacy has been used to connect behavior to one’s own view of their ability  

(Bandura, 1997). For digital media use, digital or ICT (Information and Communication 

Technology) self-efficacy (Scherer et al., 2017) has been used to gauge people’s confidence in 

using digital devices. Although similar to digital skills, skills represent the actual ability to do 

something, while self-efficacy mirrors people’s confidence in performing the task 

(Livingstone et al., 2023). Both are commonly used in survey formats, but while skills 

typically answer a question about ability like “Can you do this?”, self-efficacy answers 

questions about people’s confidence in their ability: “How good are you at this?” (Helsper, 

2012). Thus, high self-efficacy can work as a pathway to producing positive digital outcomes.  

Studies of digital self-efficacy rarely combine findings with measures for activities performed 

off-screen (Bundsgaard & Gerick, 2017; Scherer et al., 2017; Xiao & Sun, 2022) and studies 
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of offline activities have had only few indicators or composed measures of digital media use 

(Gracia et al., 2022; Leversen et al., 2012; Mullan & Hofferth, 2022). In Study II, I use digital 

self-efficacy as an example of a motivational construct, to see if that helps explain variation in 

the differences in offline and online activities. 

2.1.7   Research on digital media and negative outcomes 

This dissertation does not measure health or behavioral outcomes related to digital media use, 

but the following discussion serves to inform the reader about the larger pictures and stakes at 

hand, and helps inform about the need for considering differences in how subgroups use 

digital media. 

Academic work has studied the potentially negative effects of digital media use among 

children and adolescents. While earlier efforts focused on, and established the study of 

problematic gaming (Männikkö et al., 2020), recent years have made connections between 

social media use and negative health-related outcomes (Orben et al., 2022; Twenge et al., 

2018). Researchers in the U.S. have also linked a macro trend of increases in mental illness 

such as depression and suicide-related outcomes among girls to increased digital media use 

(Twenge et al., 2018). While a documented mental health decline among young people in 

many countries seems to be established as a consensus, and coinciding with the advent of 

widespread use of smartphones and increases in digital media use (McGorry et al., 2024; 

Twenge, 2020), the role of mental health effects from digital media use in general, and social 

media in particular, is still hotly debated. Systematic reviews have concluded that screen-time 

in general has only minor associations with depression and that there is little support for 

associations with other mental issues (Tang et al., 2021), and studies with longitudinal designs 

do not always find support for a relationship between digital media use and worse mental 

health (Jensen et al., 2019; Orben et al., 2019). A meta-analysis of meta-analyses of a range of 

effects on screen use, from literacy to health, found small to moderate effects (Sanders et al., 

2024), as did a meta-analysis for problematic social media use and stress, anxiety and 

depression (Shannon et al., 2022). 

Several methodological challenges highlight the difficulties in assessing causality. 

Researchers have pointed out a lack of studies using sufficiently causal designs (Keles et al., 

2020), or the insufficient accounting for bidirectional effects and sufficient control variables 

(Orben, 2020). Thus, interpretation of results and methodological choices can influence 

conclusions: Valkenburg et al. (2022) found that similar effect sizes were interpreted 
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differently in studies, even when relying on the same datasets. Where some viewed these as 

negligible, others found them substantial. Another example is how one team of well-

established researchers used rigorous analysis to conclude that the connection between digital 

media use and well-being was so small that it should not lead to restrictive policies (Orben & 

Przybylski, 2019), while another team of well-established researchers replied by using the 

same dataset to argue that social media use for girls was correlated with negative health to an 

extent larger than hard drugs (Twenge et al., 2020). 

Similarly, Valkenburg et al. (2022) highlighted that the use of aggregated data can smooth 

over individual effects that are not controlled for in the models. Thus, different people might 

be affected in different ways, depending on who they are, how they feel, and what they do. 

The idea that individuals are affected differently was formalized by Przybylski and Weinstein 

(2017), proposing a Goldilocks hypothesis. Their cross-sectional findings suggested that 

moderate social media or gaming was unproblematic, while longer use was associated with 

lower well-being. This was later tested in more rigorous analyses, accounting for differences 

over age and gender (Orben et al., 2022). They found that for younger adolescent girls, high 

social media use was correlated with lower life satisfaction, but very low use was not. Among 

older adolescents, both boys and girls, this was supported for both very high and very low 

daily use. This vulnerability among girls’ well-being and social media has been highlighted in 

several studies (Booker et al., 2018; Twenge et al., 2022). In one study, higher reported 

depressive symptoms in relation to girls’ intensive social media use was connected to negative 

experiences such as online harassment, and worse sleep, body image and self-esteem (Kelly et 

al., 2018). 

These differences can also be broken down even further, into differences in personality traits, 

motivations for use, and types of using within one form of digital media. Thus, the outcomes 

might depend on who uses it and how (Kross et al., 2021). As such, one study reported longer 

social media use among children and adolescents to correlate with mental health conditions. 

And within that group, those with internalizing conditions, such as anxiety or depression, 

reported higher use as well as a range of negative feelings such as social comparison, while 

those with externalizing conditions, such as adhd, just reported spending more time using 

social media (Fassi et al., 2025). Among similar lines, Alphenaar et al. (2025) reported that 

very low and very high social media use was associated with worse subjective well-being, and 

that personality traits mattered for the size of effects. One study using using game-behavior 
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data found motivation for playing videogames to be a stronger predictor of worsened well-

being than just playing time (Vuorre et al., 2022). A meta-analysis concluded that both 

prosocial and violent video games affected behavior in the direction of the content 

(Greitemeyer & Mügge, 2014). 

In sum, accurate analyses of causality would require large samples, plenty of information and 

many data points per participant over time. Such datasets have been rare, but one randomized 

clinical trial study found that reduced digital media use led to short-term improvement in 

well-being among children and adolescents (Schmidt-Persson et al., 2024). Another study, 

using person-specific effects for data collected several times a day on a large sample, 

concluded that the effect of social media on individuals depends, from adolescent to 

adolescent. In their sample, 44% felt nothing, 46% reported feeling better and a minority, 

10%, felt worse while using passive social media (Beyens et al., 2020). 

In line with Lemish’s (2022) argument that digital media can come with the potential of 

causing bad and good outcomes alike, it might be reasonable to assume that it is difficult to 

find substantive effects that prove anything, even if they exist for some people. 

2.1.8   Digital media in society 

Every day people face choices about how to spend their time. The concept lifestyle has been  

part of sociology since its inception, with Weber and Veblen noting the role of symbols and 

status groups in social stratification (Veblen & Mills, 1899/2017; Weber, 1922/1978). Its 

guiding principle is that one can find patterns within individuals, in the form of behavior and 

preferences. These patterns can then be recovered among other people, often stratified along 

different positions in the structural environment. Lifestyles reveal something about people’s 

identity by describing what they do and like. Veal (1993, p. 247) defines lifestyle as a 

“distinctive pattern of personal and social behavior characteristic of an individual or a group”. 

In Study II, I use a slightly more limited concept, lifestyle sectors, as formulated by Giddens 

(1991) to describe the how adolescents report spending their free time. Lifestyle sectors are 

smaller units, which carry some internal coherence, together forming lifestyles.  

Further expanding on the lifestyles concept, Ragnedda and Mutsvairo (2016) describe, 

through digital leisure cultures, how one’s digital habits are part of life and identity-building. 

As digital media has become part of the daily routines, not participating in the digital can lead 

to one being left out of vital parts of social life. In a similar sentiment, Ragnedda (2018) 
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expands on a bourdieusian framework, linking it to the digital divide,  where digital capital 

draws on one’s offline capitals, such as social, or economic, to further one’s success in the 

digital realm, and subsequently to gain more advantages. This offers an explanation to how 

digital media use can build on offline characteristics, to produce outcomes which then furthers 

one’s overall situation in life.  

2.2   Children 

2.2.1   On childhood and development 

Considering children as a proper, age-limited category of people is a relatively modern 

construct, dating back to the 19th century (Gillis, 2011). Since then, ideas about what 

constitutes a good childhood have been debated and subject to change. Even though many 

things have become better for children as their rights and voices have been increasingly 

strengthened, the last 50 years have shown a turn from optimism to pessimism about the ways 

children’s childhoods play out, often with reference to idyllic childhoods of past generations. 

One recurrent reason for this pessimism has been the influence of new media on children and 

its potential threat to well-being and development (Cunningham, 2020b). Even since the 

1920s, movies and radio, comics, television, video games, and now digital media have all 

been portrayed as threats to young people and their futures. Ideas permeating these debates 

have been quite similar to today’s debates around screens, with addiction, nostalgia and 

inappropriate content coming back time and time again (Leick, 2019).1 

The present media climate seems to provide a mostly negative view of digital media’s impact 

on society. An analysis of Danish news reports found 74% to focus on negative aspects on 

digital media, mostly in relation to mental health, self-control and time, and an increase in 

debates around addiction (Størup & Lieberoth, 2022). Similarly, a systematic review of 

research on U.K news articles on social media between 2014 and 2024 found 58% to be 

negatively oriented, and 98% to mention risks (Davies et al., 2025).  

One recurring underlying thought, permeating thinking around screens and the ways they 

interrupt visions of childhood and development, is that if people spend so much time on their 

screens, they surely must miss out on other things in life that are more productive and 

 
1 This critique of new media is often described in terms of Cohen’s (1987 [1972]) concept moral panics, which 

details how youth’ phenomena gets identified as some sort of threat to society, this position gets voiced by 

influential people, media, and experts, solutions or other ways of tackling it are presented, and the phenomenon 

can go away, go out of the public eye, or expand. The use of this concept, however, easily implies that these 

concerns are inflated and unwarranted. This dissertation does not aim to test the validity of worries around the 

effects of digital media may for individuals or society as a whole. 
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rewarding. This was formulated as the displacement effect by Neuman (1988). Although the 

idea of time displacement is logically enticing, a recent time-use study of Australian early 

teenagers found little support for displacement due to mobile phone use (Röhlke, 2025). 

Similar findings have been previously reported (Tak & Catsambis, 2023), while others point 

towards several forms digital media leading to less time spent on schoolwork (Mayen et al., 

2025) or that digital media eats up time spent on other media (Hall & Liu, 2022).  Study II 

further challenges this concept by investigating how adolescents report combinations of 

online and offline activities. 

2.2.2   Age 

This dissertation puts emphasis on the age of the participants. As mentioned above, children 

and adolescents make a good case for the study of digital media, but my argument is that it 

matters at what time one studies their digital media use. 

Articles 1 and 3 in this dissertation consider children in the latter part of what can be called 

middle childhood. This is a time in life when children often start spending more time away 

from their parents than when they were younger, and parents’ opportunities to monitor or 

manage details in their children’s lives decrease, and friends start to matter more (Kerns & 

Brumariu, 2016). In adolescence, however, independence usually increases and peers take an 

even more important place in children’s lives. Thus, adolescents turn increasingly to their 

peers for support, intimacy, information, and learning how to behave (Allen & Tan, 2016). 

They seek, and are more left on their own, to make judgments about appropriateness, from 

more varied sources of influence than before (Smetana et al., 2014).  

These differences can also be seen in empirical work on digital media habits. Teenagers 

overall report having more screen time overall than younger children, peaking around age 15-

16 (Atkin et al., 2013; Smahel et al., 2020; Swedish Media Council, 2017), an age with lower 

parental supervision, but other aspects of teenage life, such as dating or more status-oriented 

behavior, are less common (Ito et al., 2009/2019). Decreased supervision of digital media use 

in particular, and as a result, increased online freedom, is also more common among older 

children (Livingstone et al., 2017; Özgür, 2016; Sonck et al., 2013). 

2.2.3   Gender 

Gender also plays a central role for understanding the differences in children and adolescents’ 

digital media habits. Although this dissertation does not explain the origins or creation of 

gender norms behind these differences, gender is central to Study 1. And even though both 
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genders use both digital media forms, studies in a variety of countries report boys gaming 

more than girls, and girls using social media more than boys (Borgonovi, 2016; Swedish 

Media Council, 2017; Twenge & Martin, 2020). 

Examples of mechanisms behind this development have suggested that gaming has been 

plagued by gender stereotypes, exemplified by most prominent gamers being male, and that 

this can deter women from pursuing gaming, thus missing out on the positive sides that can 

come with it (Paaßen et al., 2017). Furthermore, gaming has been reported to be more 

common among younger girls than teenage girls (Swedish Media Council, 2019a). One study 

interviewed girls who saw gaming as something for younger children, and thus reduced their 

gaming activities as teenagers. Along similar lines, they motivated increased social media 

activity as a form of focusing on social relationships, while boys maintained social 

relationships when they were gaming (Leonhardt & Overå, 2021). Similar sentiments of 

women motivating social media use to maintain friendships and staying in touch with social 

networks have been reported among adults (Krasnova et al., 2017). 

2.3   Families 

This dissertation also places emphasis on the family as a unit of analysis. This concerns the 

role played by parents’ socioeconomic status in predicting differences in digital media use, 

the relationship between lifestyles and social background, and the role of digital media in the 

everyday lives of families, viewed from the parents’ eyes.  

2.3.1   Parenting in the 21st century 

Ideas about contemporary parenting are prevalent in this dissertation’s Study I and Study III. 

Parenting is a concept often used to describe parents being responsible for more than fulfilling 

the basic needs of a child, which is called childrearing. Instead, parenting assumes that parents 

are seen the mainly responsible people for ensuring that their child develop to their potential 

as much as possible, and stay safe (Jeffery, 2025). Several authors have narrated how late-

20th century parenting represented this shift from childrearing to parenting, where children 

are seen as increasingly vulnerable, at risk of not developing into their full potential without 

the right guidance from parents, who in turn are expected to listen to experts and science on 

how to treat their child. And new forms of media have often been a part of that threat to the 

child’s development and safety (Cunningham, 2020a; Lee et al., 2023). 



20 

 

Much research has been devoted to identifying the best parenting, often building on 

Baumrind’s (1966) parenting styles. Contrasting this, the past decades have seen critical 

scholars describe parenting in general, and primarily in Western countries like the U.S. and 

U.K. (Faircloth, 2023), as increasingly intensive. Introduced as a concept by Hays (1996), 

intensive parenting refers to a type of childrearing which is “child-centered, expert-guided, 

emotionally absorbing, labor intensive, and financially expensive” (Hays, 1996 p. 122). This 

type of parenting builds on the idea that parents are responsible for the child’s future 

development, health and success. Parents are expected to be involved with spending quality 

time with their children, protecting them, and enroll them in a range of organized activities. 

This is driven by contemporary views of children as vulnerable, and increased reliance on 

expert recommendations (Faircloth, 2023). In her investigation into parents using digital tools 

to protect and control their children, (Nelson, 2010, pp. 174-175) identified a parenting style 

identified by “constant oversight, belief in children’s boundless potential, intimacy with 

children, claims of trust and delayed launching”.  

Recent years have seen the emergence a softer parenting style, called democratic parenting: 

“egalitarian, child-centred and ‘empowering’ […] which privileges negotiation, agreement 

and trust“ (Jeffery 2025, p. 125). Furthermore, the lack of reliance on experts reflects a form 

of parenting described by Reich (2016), called individualized parenting, characterized by 

adapting one’s parenting choices to the needs and personality of the individual child, and 

believing in one’s own capacity as a parent to make choices about the child. However, while 

Reich’s (2016) case was centered on refuting experts’ well-founded advice on vaccines, the 

parents in Study III can be seen more as responding to a novel situation, which they have to 

face every day, where they perceive a lack of trustworthy expert advice, clear directions and 

implications. Similar sentiments of parents trusting their own capacity have been reported by 

authors in other contexts while researching parenting around children’s digital media use 

(Hernandez et al., 2024; Jeffery, 2025 ; Mollborn et al., 2022; Willett, 2023). A recent 

Swedish study on parenting also nuanced the notion of intensive parenting, reporting that 

most parents find parenting challenging, but that strong endorsement of intensive parenting 

attitudes were lower among more privileged parents in terms of SES, gender, age and age of 

child (older parents and children) (Mollborn & Billingsley, 2025). 
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2.3.2   Connecting socioeconomic status to differences in leisure 

Bourdieu’s (1984) seminal work has been foundational to the study of what people do in their 

free time, and its connections to social structure. He describes how one’s social environment 

forms taste and preferences, and in extension habits, and how this permeates most parts of 

everyday lives. Digital media in the form we know it today did not exist then, but this can be 

seen as a start towards making connections between home environment and digital media use. 

Building upon a sober bourdieusian approach, Lareau (2003/2011) demonstrates how family 

practices differ by social class, and in extent, how that can serve to reproduce inequality. This 

does not connect directly to digital media either, but it offers some insight into how family 

practices regarding their leisure time can vary along SES lines. Concerted cultivation is a 

parenting style prevalent among the middle class, characterized by heavy involvement by 

parents in children’s leisure and education, and free time being dominated by adult-led 

organized activities. This style places a focus on developing skills which can be useful in 

future middle-class careers. Meanwhile, working-class parents were more prone to perform 

accomplished natural growth, characterized by taking care of basic needs while allowing 

more independence during leisure time and relying more on schools to take care of the child’s 

education (Lareau, 2003/2011). Lareau’s theory of concerted cultivation and accomplished 

natural growth has been tested empirically and quantitatively, in the United States (Bodovski 

& Farkas, 2008; Cheadle & Amato, 2011) as well as in France (Barg, 2019), and generally 

stood up well. 

2.3.3   Digital media in the family 

Parenting around children’s digital media use involves balancing one’s own ambitions with 

children’s wants. Parenting in the age of smart phones and digital media can be described as 

transcendent, with virtual and online worlds intersecting. Families often own a multitude of 

screens, performing many functions around the clock, making it increasingly difficult to affect 

behavior without disrupting needed communication, work-, school- and social life (Lim, 

2016). 

There are many reasons for parents to encourage or allow their children to use digital media, 

as well as to limit them. Digital media devices, especially cell phones, can be a central way of 

communicating within the family (Rudi et al., 2015) and a way for parents to provide their 

children with emotional support (Jensen et al., 2021). One pragmatic approach is to keep 

children occupied so that parents can keep up with household chores or get some well-earned 
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rest (Beyens & Eggermont, 2014; Eichen et al., 2021; Zaman et al., 2016). Furthermore, some 

parents view the internet as an inevitable part of children’s lives, which children need to be 

successful or keep up with friends and avoid being left out (Lorenz, 2025; Symons et al., 

2017; Zaman et al., 2016).  

Meanwhile, reasons for worries among parents have centered around a range of issues. Some 

consider individual issues like exposure to inappropriate content, addiction, displacement, 

cognitive effects and brain function (Balleys, 2022; Hernandez et al., 2024; Lorenz, 2025; 

Marsh et al., 2024; Symons et al., 2017). Other concerns are more about the effects of social 

interaction, such as online strangers, bullying, and sharing personal information to other 

people (Hernandez et al., 2024; Livingstone & Helsper, 2008; Lorenz, 2025). 

2.3.4   Parental mediation 

The foundation for studying digital parenting around screens comes from media studies and 

the parental mediation perspective, a tradition focused on producing typologies of styles that 

describe parents’ involvement and the restrictions they apply to their children. Early studies 

primarily concerned television watching, younger children, and focused on negative effects. 

In later years, however, the focus has been turned towards computers and mobile phones. 

Calls have been made to factor in how digital media fit into everyday life, to study children of 

ages where they exercise more agency, and to factor in the dynamics of interactive and 

sociable forms of digital media (Clark, 2011; Fletcher & Blair, 2016; Jiow et al., 2017; 

Livingstone et al., 2017). Paper III expands on parental mediation literature by detailing the 

need to extend parenting around children’s digital media use to consider a wider social 

context. 

3   The research context  

This dissertation uses data collected between 2014 and 2024. One pressing question is how 

generalizable these findings are within this period, and how applicable these findings are 

going into the future, i.e. what is the range of the data? Study I uses survey data from 2014 to 

2020, and the Study II from 2014-2016. While both use controls in the analyses for data 

collection year, this does not say anything about what came before or after. 

All data used in this dissertation was collected during a latter phase of Web 2.0, a term used to 

describe a paradigm of internet use. While the prototypical view of Web 1.0 described a phase 
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where going online mostly involved visiting and viewing web pages, Web 2.0 has been 

characterized by the possibilities of interaction and active involvement, where consumers to a 

larger extent have the opportunity to also be producers of content. This includes the rise to 

ubiquity of social media platforms such as Facebook and Instagram, but also the increasingly 

social media-like video streaming platform Youtube. Within this paradigm, 2015 can be seen 

as a turning point, possibly best illustrated by a shift towards short-form video content, and 

recommender algorithms replacing chronological order as the mode of presenting content on 

these platforms. The success of the social media platform Tiktok can be seen as a trailblazer 

in this regard, with others following suit (Lindgren, 2025). 

This study can also be said to take place in what can be called the post-PC age, where 

smartphones with internet access have replaced personal computers as the main tools to 

navigate digital media. This era started in 2007, with the advent of the Iphone (Balbi & 

Magaudda, 2018). This development, of having constant access to a wide range of uses, in 

tandem with the digitalization of so many functions in daily lives, makes it difficult to draw a 

line between the social and the digital (Lindgren, 2025). 

However, two notable things can be used to limit this feeling of today’s similarities to the 

earlier years of data collection: the Covid-19 pandemic, and the rapid development of 

artificial intelligence, or generative large language models. 

It seems like the next big thing in digital media regards the impact of artificial intelligence 

(AI) (Mansfield et al., 2025). Even though forms of AI have been implemented in our daily 

digital media use for a while (Lindgren, 2025) these findings precede AI and as the dominant 

trope in digital media discussions. The participants of Study I and Study II filled out their 

answers before generative large-language models, such as ChatGPT where presented, and 

although mentioned, it was not a dominant theme in Study III. 

As regards how use has changed since the Covid-19 pandemic, the 2025 Kids and Media 

survey reported that time spent using digital media among children and adolescents has been 

on a slight decline since 2020, especially among children aged 9-12. This goes for social 

media, as well as for gaming (Andersson, 2025).  

In 2014, the most popular games among 9-12 year-olds were Minecraft, Pokémon Go and 

Roblox, while it was Counterstrike, Pokémon Go and Minecraft among 13-16 year-olds and 

Pokémon Go, League of Legends and Counterstrike among 17-18 year-olds (Swedish Media 
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Council, 2015). In 2024, it was Block Blast, Roblox and Fortnite among 13-16-year-olds, and 

Block Blast, Minecraft and Hay day among 17-18-year-olds. The year 2020 showed a shift 

from console/computer gaming to gaming on mobile phones, while more intensive gaming, 

more than three hours per day, was still most common on computers/consoles (Swedish 

Media Council, 2021). This speaks to the relevance of using the gaming on computer/console 

as a measurement: less valid for overall gaming, but useful for heavy gaming.  

Regarding social media, the most popular platforms for all ages in 2024 as well as in 2020 

were Snapchat, Tiktok and Instagram. Meanwhile, in 2014 it varied more, with Instagram, 

Kik and Facebook at the top for 9-12 year-olds, and Instagram, Facebook and Snapchat for 

the 13-16 year-olds, and Facebook, Instagram and Twitter for the 17-18-year-olds 

(Andersson, 2025; Swedish Media Council, 2015, 2021). 

3.1   Sweden 

Sweden is one of the most digitalized countries in the world, being in the top for both highest 

internet coverage and usage (Our World in data, 2021). This can partially be explained by 

Sweden having policies in place for promoting internet access and use, including 

infrastructural investments like providing high-speed broadband (Ministry of Enterprise and 

Innovation, 2014). From middle school age, most children in Sweden have their own 

smartphones and the vast majority report using it daily (Swedish Media Council, 2021). 

The past years have shown a turn from optimism to concern in Swedish policy. While 

previous efforts served to increase digital competencies by mandating ICT use in schools 

(Swedish Ministry of Education, 2017), recent years have seen action to ban mobile phones 

from schools (Government Offices of Sweden, 2025). Furthermore, The Public Health 

Agency of Sweden (2025) have issued guidelines about limiting screen-time among children. 

Since their first introduction, these guidelines have generally moved from a focus on screen 

time limits for younger children to include older children and more nuanced views on types of 

use. This development follows several other health authorities issuing guidelines aiming to 

limit negative effects of young people’s digital media use, such as the WHO (2019), the AAP 

(American Academy of Pediatrics, 2021), and the APA (2019), effectively making it a public 

health issue. 
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4   Methodological considerations 

In Study I, I use generalized ordinal logistic regression analysis, In Study II I use latent class 

analysis and multinomial logistic regression, and in Study III I use qualitative thematic 

analysis. I provide details about the procedures in the respective studies. In this section, I will 

focus on some considerations regarding strengths and weaknesses associated with the 

different types of data. 

This dissertation might be considered as being mixed-methods, in that it contains both 

quantitative and qualitative analyses. However, none of the included studies are mixed-

methods in that they all include only one type of data, analyzed through either a qualitative or 

a quantitative lens each, and the synthesis of the studies is not formalized. The studies of this 

compilation theses are written to stand on their own, rather than building upon each other, 

thus deviating from some expectations of mixed-methods research (Creswell & Inoue, 2025; 

Small, 2011). Rather, it is multi-methods, involving the collection and analyses of both 

qualitative and quantitative data, but without the purpose of systematically integrating them 

into one coherent study (Creswell, 2021). 

The three studies complement each other by studying young people’s digital media use from 

different angles. The two quantitative studies differ in that Study I uses a variable-centered 

analysis, explaining the relationship between variables: parents’ education level and social 

media use, and parents’ education level and gaming within a sample of a population of 

Swedish children and adolescents. Study II employs a person-centered analysis, aiming to 

identify subgroups within a sample from a population, based on their response patterns in a 

larger set of variables (see Howard & Hoffman, 2018). Both these studies look for macro 

scale patterns within large samples. Study III changes perspective, where parents become the 

main subject, using open-ended interview questions. This interview study places a focus on 

the thought structures and experiences of parenting around digital media. This leaves room for 

new findings and patterns which cannot be gathered from prespecified answers in a survey, 

within the limits of what can be accomplished within a qualitative interview study (Lamont & 

Swidler, 2014). Together, they provide a more holistic picture of the general shapes of 

children’s digital media use, as well as help identify the core of parents’ hopes and worries in 

relation to it.  
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Studies I and II use survey data collected by Statistics Sweden on behalf of the Swedish 

Media Council. The data set has both strengths and weaknesses. First, it is one of few data 

sets offering a variety of questions regarding both digital media use and other leisure 

activities, for a wide age range. It also has linked information about the child and parent from 

Swedish administrative registers, which reduces the risk of information- and item-non-

response bias for these characteristics. Furthermore, the data collection consisted of a national 

random stratified sample procedure with the aim of drawing statistical inference to the general 

population. 

However, this dataset also comes with drawbacks. First, being a survey, it consists of 

questions about behavior, without actually recording said behavior, instead relying on 

children and adolescents appreciating their time use. These two are not the same, and 

introduces bias in the accuracy of these measures. Alternative data collection methods, such 

as log data of people’s behavior (e.g. Scharkow, 2016) or experience sampling methods, 

sometimes called time-use surveys, might produce more accurate measures (Sonnenberg et 

al., 2012). However, collecting large-scale data on these behaviors which take place on a 

variety of platforms, and for Study II, also non-digital behavior, and linking these to register 

data in order to make connections to demographic charecteristics, is likely a project bigger 

than what is feasible for a dissertation. 

All waves of data collection for the Kids and Media surveys have low response rates, at 33-

42%. This introduces non-response bias, meaning that the people answering the survey risk 

being different than the people not answering the survey. Statistics Sweden’s analysis of non-

response bias also confirms that there is systematic variation in who responded in the survey 

(Swedish Media Council, 2019b). I identified two ways of mitigating this bias: using weights 

provided by Statistics Sweden, which gives more importance in the analyses to people with 

the characteristics of being less likely to respond in the survey, or using the same variables as 

controls in the regression analyses, which gives similar results and thus removes the need for 

weights (Solon et al., 2015; Winship & Radbill, 1994). I chose the latter procedure, barring 

one variable, disposable income, which was collinear with other variables, reported 

differently during different years, and was composed partially of other variables in the 

analysis. In Study I, I also repeated the analysis with weights, which led to some changes in 

estimates, but with the same interpretation of general patterns in the data. Furthermore, by 

adding weights, one does not remove all bias. Even though it is an educated guess that people 
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outside of the sample would answer similarly to those in the sample, we do not know this for 

certain. Ideally, such weights’ should also contain some knowledge about the key variables 

(Groves, 2006). As the effect of non-response can vary for different variables within the same 

survey, one would then need to know the real value of the variable in question (Hedlin, 2020). 

Similar challenges of not knowing what individuals actually would answer, or why they 

would not answer certain questions, remain with multiple imputation methods, where one 

estimates the most probable response based on how other people have answered questions. 

One solution, although suggested for studies with strong causal ambitions, is to limit the range 

of one’s analysis to the people who actually partake in the study and the information they 

provide, the in-sample correlations (Schuessler & Selb, 2025), while being aware of the 

limited generalizability of the results. Using this heuristic, the results from Studies I and II can 

be interpreted as being limited to the samples used, resting on the knowledge that it was 

collected rigorously with the aim to generalize to the larger population. 

Study III uses qualitative analysis of interview transcripts. The analysis focused on the 

thought structures provided by the participants, rather than their actual behavior, and aimed 

for inductive discovery, saturation and conceptual development rather than comparisons of 

subgroups of parents or children, or prevalence of certain individual characteristics. This 

approach to analysis is appropriate for the size of the participant pool, and the homogeneity 

within those participants, and is in line with what has previously reported as feasible with this 

type of data and amount of participants (Deterding & Waters, 2021; Hennink & Kaiser, 2022; 

Small, 2009). 

5   Ethical considerations 

The research conducted in this dissertation has been granted permission by the Swedish 

Ethical Review Authority, decisions no. 2020-01531 and 2023-03762-01, guided by the 

ethical guidelines set out by The Swedish Research Council (Åkerman, & Vetenskapsrådet, 

2024). Data management has been performed in accordance with the GDPR, involving safe 

storage of data in digital environments at Stockholm University. All participants involved in 

data collection have agreed to participate, and have beforehand been presented with 

formalized information about participating in the studies and their right to withdraw. Statistics 

Sweden collected data for Studies I and II on behalf of the Swedish Media Council (see 

Swedish Media Council, 2019), whereas the author collected all data for Study III. All 
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participation is anonymous, and the results focus on presenting general patterns, with great 

care to protect individuals’ anonymity. 

6   Abstracts  

6.1   Study I 

Gaming and social media are popular activities among children and youth, while their 

relationship to individuals’ background is understudied. This study analyzed how the 

relationship between parents’ education, gaming and social media use varies across age and 

gender, using cross-sectional survey data from Swedish children and adolescents aged 9-18 

(N=6,321) combined with population register data. When simultaneously considering age and 

gender, sharp differences arose among the older participants. Boys aged 16-18, coming from a 

home with higher educated parents, had half the predicted probability to spend at least four 

hours gaming on a regular day, compared to boys whose parents had the lowest level of 

education. Similarly, girls aged 16-18 having the highest educated parents were half as likely 

to spend four hours on social media on a regular day. Among children aged 9-12, social media 

as well as gaming habits differed more across gender lines than by parents’ education. These 

results unveil a relationship between social background and digital media habits, where the 

gap between adolescents of different backgrounds grows with age. 

6.2   Study II 

Digital media use among adolescents is widespread and varied, taking up prominent space in 

everyday lives. Yet it is largely unknown how digital media use fits together with other 

activities. Building upon Giddens’ concept of lifestyle sectors, and borrowing from theories of 

the digital divide, this study investigates how combinations of digital and offline activities can 

be combined into types, then related to social background and digital self-efficacy. Using 

latent class analysis on survey data from adolescents (ages 13-18) in Sweden, I identified 

three types of leisure use: ‘offline entertainment’, ‘gamers’, and ‘high media users. These 

groups showed internal coherence within the reported activities, crossing the offline-online 

divide and question the assumption that digital media automatically displaces other activities. 

The group with most varied use, ‘high media users’, had the highest digital self-efficacy, 

although differences between classes were modest. Furthermore, the ‘offline entertainment’ 

class was most likely to have higher educated parents. Two of the classes showed stark gender 
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differences. These findings contribute to the literature by showing coherence in activities over 

the online/offline spectrum, with gaming standing out as a unique activity, and linking higher 

digital self-efficacy to varied, rather than monotonous, use. 

6.3   Study III 

Digital media devices and their applications form a ubiquitous part of children’s lives. 

Meanwhile, parents are tasked with making sense of, and managing their children’s digital 

media use to facilitate individual development, social experiences, and protecting them from 

harm. How do parents approach their children’s digital media use? This study draws on 

qualitative interviews with parents in Sweden to develop a framework for understanding the 

role of digital media in the everyday lives of contemporary families. By considering to whom 

the child directs their use, this framework adds context to hopes, worries and challenges that 

parents report. Furthermore, parents respond to this digital embeddedness by trusting their 

own capacity and tailoring approaches to the child’s individual traits, while considering the 

effects this can have on their social lives. Ultimately, this work illustrates a tension between 

individual action and social structure, where families’ room for action is challenged by their 

social networks. These findings can be applied to future discussions of parenting in the digital 

age.  

7   Concluding remarks 

The studies in this dissertation approach children and adolescents’ digital media use from 

different perspectives, using a multi-methods approach. In this work, I have discovered 

several notable patterns, on different levels of analysis.  

In Study I nuanced the oft-reported claim that children of lower SES report higher levels of 

recreational digital media use. While, among younger children, there were no differences in 

self-reported social media or gaming use within boys or girls among children aged 9-12, these 

differences became larger among adolescents, and largest among adolescents aged 16-18. 

While the type of digital media used were different for boys and girls, patterns were similar 

for both genders. Thus, this pattern suggests that SES differences grow during ages when 

parental supervision is lower, and children’s freedom to choose what to do with their time is 

higher. This is a pattern whose significance goes beyond digital media use, and I report on 

instances where similar patterns arise. I provide tentative explanations as to why these 
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differences develop, but these are just guesses since they are outside of the model. Future 

research should aim to explain the mechanisms driving this phenomenon, and if these 

differences persist when adolescents turn into young adults.  

Furthermore, due to the difficulties in proving the causal effects of digital media use, I have 

tried to keep a neutral voice regarding possible implications of these differences in intensive 

gaming and social media use. Depending on what future findings hold, these findings could 

be interpreted as part of explaining a newer form of inequality, or a springboard to explain 

differences in leisure activities. 

In Study II, I departed from the idea of lifestyles: that there is some internal logic to people’s 

behavior which forms individual patterns, while these patterns can be discernable in among a 

larger population. As I only studied leisure, or after-school-activities, I used Giddens’ (1991) 

concept of lifestyle sectors. The three latent classes, or lifestyle groups discernable from the 

data at hand, did show internal consistency, where one group reported lower digital media 

use, and higher on offline activities, while also reporting to read more, and use text-based 

digital media more. Meanwhile, another group reported a pattern where they did a lot of 

everything, most notably watching more TV/movies than the other groups, listening more to 

music and using social media more. The third group, which I labeled ‘gamers’, is a group 

whose most notable feature is that they are more likely to report more time spent gaming, 

while doing less of both digital media use and other things. By combining offline and online 

activities, we get a broader view of how these teenagers view their time spent on leisure. 

These findings can be interpreted as challenging the displacement effect (Neuman, 1988), 

where screen time eats up time spent on other activities. For more substantive support for a 

displacement effect, one could envision more groups with a pattern more in line with, or the 

inverse of, the Offline entertainment group. The findings also suggest gaming as a singular 

activity which does not spur intensive use of other digital media activities. 

Although reporting of the findings in studies I and II have pointed out differences between 

groups in their leisure activities, there are also many similarities within those groups, 

suggesting cohort- or age-related commonalities between these groups. Study I shows many 

similarities in reported intensity of use within age-groups, and sometimes also between 

genders. Similarly, in Study II, for several indicators, groups show similar tendencies, such as 

spending time on forums being rare for all three groups, and all groups report watching online 

video clips. Thus, the interpretations are best viewed as differences in relation to each other. 
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Study III used qualitative analysis of interviews with parents. In this study, I examined hopes 

and worries among parents to middle-school-age children, and the challenges which come 

with parenting around digital media use. I argue that the social context is a primary concern 

for parents, and that this transcends different types of platforms. In doing so, I seek to widen 

the scope of parental mediation, which mostly covers solitary, private use. I also highlight a 

tension orienting one’s parenting between the needs of the individual child, the sociability of 

digital media, and the role that the families’ social networks play in deciding around 

children’s digital media use. It is my intention that the framework presented can be used to 

better articulate and analyze the challenges of parenting around children’s digital media use.  

Summarizing the contribution of this thesis, I present three studies which all highlight that 

even though digital media use can be performed in solitary, patterns reproduce between 

individuals along institutions which predate digital media, such as SES and gender, that it can 

be varied and homogenous at the same time, and that it is interwoven into the social fabric 

which makes it difficult for individuals to deviate from the norm. I hope this helps establish 

digital media use as a topic for further sociological inquiry. 

8   References 

Åkerman, J., & Vetenskapsrådet. (2024). God forskningssed 2024. Vetenskapsrådet, 2024. 

Allen, J. P., & Tan, J. S. (2016). The Multiple Facets of Attachment in Adolescence. In J. 

Cassidy & P. R. Shaver, Handbook of Attachment: Theory, Research, and Clinical 

Applications. Guilford Publications. 

http://ebookcentral.proquest.com/lib/sub/detail.action?docID=4338858 

Alphenaar, L. E. V., Shiner, R. L., Arana, C. C., & Prinzie, P. (2025). Social Media and 

Subjective Well-Being: The Moderating Role of Personality Traits. Journal of 

Happiness Studies, 26(4), 61. https://doi.org/10.1007/s10902-025-00898-0 

American Academy of Pediatrics. (2021). Beyond Screen Time: A Parent’s Guide to Media 

Use. Pediatric Patient Education. https://doi.org/10.1542/peo_document099 

American Psychological Association. (2019). Digital guidelines: Promoting healthy 

technology use for children. Https://Www.Apa.Org. 

https://www.apa.org/topics/social-media-internet/technology-use-children 



32 

 

Andersson, Y. (2025). Kids and Media 2025 [Swedish title: Ungar & medier 2025: En 

statistisk undersökning av ungas medievanor och attityder till medieanvändning]. 

Mediemyndigheten. https://mediemyndigheten.se/globalassets/rapporter-och-

analyser/ungar-och-medier/mediemyndigheten-rapport-ungar-och-medier.pdf 

Atkin, A. J., Corder, K., & van Sluijs, E. M. F. (2013). Bedroom media, sedentary time and 

screen-time in children: A longitudinal analysis. International Journal of Behavioral 

Nutrition and Physical Activity, 10(1), 137. https://doi.org/10.1186/1479-5868-10-137 

Balbi, G., & Magaudda, P. (2018). A History of Digital Media: An Intermedia and Global 

Perspective. Routledge. https://doi.org/10.4324/9781315209630 

Balleys, C. (2022). Familial digital mediation as a gendered issue between parents. Media, 

Culture & Society, 44(8), 1559–1575. https://doi.org/10.1177/01634437221119020 

Bandura, A. (1997). Self-efficacy: The exercise of control. W. H. Freeman. 

Barg, K. (2019). Why are middle-class parents more involved in school than working-class 

parents? Research in Social Stratification and Mobility, 59, 14–24. 

https://doi.org/10.1016/j.rssm.2018.12.002 

Baumrind, D. (1966). Effects of Authoritative Parental Control on Child Behavior. Child 

Development, 37(4), 887–907. https://doi.org/10.2307/1126611 

Becker, B. (2022). Educational ICT use outside school in the European Union: Disparities by 

social origin, immigrant background, and gender. Journal of Children and Media, 

16(1), 1–20. https://doi.org/10.1080/17482798.2021.1902359 

Beyens, I., & Eggermont, S. (2014). Putting Young Children in Front of the Television: 

Antecedents and Outcomes of Parents’ Use of Television as a Babysitter. 

Communication Quarterly, 62(1), 57–74. 

https://doi.org/10.1080/01463373.2013.860904 

Beyens, I., Pouwels, J. L., van Driel, I. I., Keijsers, L., & Valkenburg, P. M. (2020). The 

effect of social media on well-being differs from adolescent to adolescent. Scientific 

Reports, 10(1), 10763. https://doi.org/10.1038/s41598-020-67727-7 



 

 

33 

 

Bodovski, K., & Farkas, G. (2008). “Concerted cultivation” and unequal achievement in 

elementary school. Social Science Research, 37(3), 903–919. 

https://doi.org/10.1016/j.ssresearch.2008.02.007 

Booker, C. L., Kelly, Y. J., & Sacker, A. (2018). Gender differences in the associations 

between age trends of social media interaction and well-being among 10-15 year olds 

in the UK. BMC Public Health, 18(1), 321. https://doi.org/10.1186/s12889-018-5220-

4 

Borgonovi, F. (2016). Video gaming and gender differences in digital and printed reading 

performance among 15-year-olds students in 26 countries. Journal of Adolescence, 48, 

45–61. https://doi.org/10.1016/j.adolescence.2016.01.004 

Boulianne, S., & Theocharis, Y. (2020). Young People, Digital Media, and Engagement: A 

Meta-Analysis of Research. Social Science Computer Review, 38(2), 111–127. 

https://doi.org/10.1177/0894439318814190 

Bourdieu, P. (1984). Distinction: A Social Critique of the Judgement of Taste. Harvard 

University Press. 

boyd,  danah. (2014). It’s Complicated: The Social Lives of Networked Teens. Yale University 

Press. 

Bundsgaard, J., & Gerick, J. (2017). Patterns of students’ computer use and relations to their 

computer and information literacy: Results of a latent class analysis and implications 

for teaching and learning. Large-Scale Assessments in Education, 5(1), 16. 

https://doi.org/10.1186/s40536-017-0052-8 

Castells, M. (2010). The Rise of the Network Society: The Information Age: Economy, 

Society, and Culture Volume I: 7. Wiley-Blackwell. 

Cheadle, J. E., & Amato, P. R. (2011). A Quantitative Assessment of Lareau’s Qualitative 

Conclusions About Class, Race, and Parenting. Journal of Family Issues, 32(5), 679–

706. https://doi.org/10.1177/0192513X10386305 

Clark, L. S. (2011). Parental Mediation Theory for the Digital Age. Communication Theory, 

21(4), 323–343. https://doi.org/10.1111/j.1468-2885.2011.01391.x 



34 

 

Creswell, J. W. (2021). A Concise Introduction to Mixed Methods Research. SAGE 

Publications. 

Creswell, J. W., & Inoue, M. (2025). A process for conducting mixed methods data analysis. 

Journal of General and Family Medicine, 26(1), 4–11. 

https://doi.org/10.1002/jgf2.736 

Cunningham, H. (2020a). Children and Childhood in Western Society Since 1500 (3rd ed.). 

Routledge. https://doi.org/10.4324/9781003033165 

Cunningham, H. (2020b). ‘The century of the child’? In Children and Childhood in Western 

Society Since 1500 (3rd ed.). Routledge. 

Davies, J., Cadwallader, S., Black, L., Hickman Dunne, J., & Panayiotou, M. (2025). The 

representation of adolescent social media use: A systematic review and content 

analysis of UK newspaper articles. BMC Public Health, 25(1), 1–18. 

https://doi.org/10.1186/s12889-025-23897-5 

Deterding, N. M., & Waters, M. C. (2021). Flexible Coding of In-depth Interviews: A 

Twenty-first-century Approach. Sociological Methods & Research, 50(2), 708–739. 

https://doi.org/10.1177/0049124118799377 

Durkheim, E. (2005). Suicide: A Study in Sociology (2nd ed.). Routledge. 

https://doi.org/10.4324/9780203994320 (Original work published 1951) 

Eastin, M. S., & LaRose, R. (2000). Internet Self-Efficacy and the Psychology of the Digital 

Divide. Journal of Computer-Mediated Communication, 6(1), 0–0. 

https://doi.org/10.1111/j.1083-6101.2000.tb00110.x 

Eichen, L., Hackl-Wimmer, S., Eglmaier, M. T. W., Lackner, H. K., Paechter, M., 

Rettenbacher, K., Rominger, C., & Walter-Laager, C. (2021). Families’ digital media 

use: Intentions, rules and activities. British Journal of Educational Technology, 52(6), 

2162–2177. https://doi.org/10.1111/bjet.13161 

Engberg, E., Hietajärvi, L., Maksniemi, E., Lahti, J., Lonka, K., Salmela-Aro, K., & 

Viljakainen, H. (2022). The longitudinal associations between mental health indicators 

and digital media use and physical activity during adolescence: A latent class 



 

 

35 

 

approach. Mental Health and Physical Activity, 22, 100448. 

https://doi.org/10.1016/j.mhpa.2022.100448 

European Commission, Directorate-General for Education, Youth, Sport and Culture. (2019). 

Key competences for lifelong learning. Publications Office of the European Union. 

https://data.europa.eu/doi/10.2766/569540 

Faircloth, C. (2023). Intensive Parenting and the Expansion of Parenting. In E. Lee, J. 

Bristow, C. Faircloth, & J. Macvarish (Eds.), Parenting Culture Studies (pp. 33–67). 

Springer International Publishing. https://doi.org/10.1007/978-3-031-44156-1_2 

Fassi, L., Ferguson, A. M., Przybylski, A. K., Ford, T. J., & Orben, A. (2025). Social media 

use in adolescents with and without mental health conditions. Nature Human 

Behaviour, 9(6), 1283–1299. https://doi.org/10.1038/s41562-025-02134-4 

Fletcher, A. C., & Blair, B. L. (2016). Implications of the family expert role for parental rules 

regarding adolescent use of social technologies. New Media & Society, 18(2), 239–

256. https://doi.org/10.1177/1461444814538922 

Giddens, A. (1991). Modernity and Self-Identity: Self and Society in the Late Modern Age. 

Stanford University Press. 

Gillis, J. (2011). Transitions to Modernity. In J. Qvortrup (Ed.), The Palgrave handbook of 

childhood studies (Paperback, pp. 114–126). Palgrave Macmillan. 

Government Offices of Sweden. (2025, September 16). Regeringen föreslår medel för nya 

läroplaner, nytt betygssystem och reformerad lärarutbildning [Text]. Regeringen och 

Regeringskansliet. Regeringskansliet. 

https://www.regeringen.se/pressmeddelanden/2025/09/regeringen-foreslar-medel-for-

nya-laroplaner-nytt-betygssystem-och-reformerad-lararutbildning/ 

Gracia, P., Garcia-Roman, J., Oinas, T., & Anttila, T. (2022). Gender differences in child and 

adolescent daily activities: A cross-national time use study. Acta Sociologica, 65(1), 

41–65. https://doi.org/10.1177/00016993211008500 

Granovetter, M. (1985). Economic Action and Social Structure: The Problem of 

Embeddedness. American Journal of Sociology, 91(3), 481–510. 

https://doi.org/10.1086/228311 



36 

 

Green, L., Holloway, D., Stevenson, K., Leaver, T., & Haddon, L. (Eds.). (2020). The 

Routledge Companion to Digital Media and Children. Routledge. 

https://doi.org/10.4324/9781351004107 

Greitemeyer, T., & Mügge, D. O. (2014). Video Games Do Affect Social Outcomes: A Meta-

Analytic Review of the Effects of Violent and Prosocial Video Game Play. 

Personality and Social Psychology Bulletin, 40(5), 578–589. 

https://doi.org/10.1177/0146167213520459 

Groves, R. M. (2006). Nonresponse Rates and Nonresponse Bias in Household Surveys. 

Public Opinion Quarterly, 70(5), 646–675. https://doi.org/10.1093/poq/nfl033 

Hall, J. A., & Liu, D. (2022). Social media use, social displacement, and well-being. Current 

Opinion in Psychology, 46, 101339. https://doi.org/10.1016/j.copsyc.2022.101339 

Hargittai, E. (2010). Digital Na(t)ives? Variation in Internet Skills and Uses among Members 

of the “Net Generation”*. Sociological Inquiry, 80(1), 92–113. 

https://doi.org/10.1111/j.1475-682X.2009.00317.x 

Hays, S. (1996). The cultural contradictions of motherhood. Yale University Press. 

Hedlin, D. (2020). Is there a “safe area” where the nonresponse rate has only a modest effect 

on bias despite non-ignorable nonresponse? International Statistical Review, 88(3), 

642–657. https://doi.org/10.1111/insr.12359 

Helsper, E. J. (2012). A Corresponding Fields Model for the Links Between Social and 

Digital Exclusion. Communication Theory, 22(4), 403–426. 

https://doi.org/10.1111/j.1468-2885.2012.01416.x 

Hennink, M., & Kaiser, B. N. (2022). Sample sizes for saturation in qualitative research: A 

systematic review of empirical tests. Social Science & Medicine, 292, 114523. 

https://doi.org/10.1016/j.socscimed.2021.114523 

Hernandez, J. M., Ben-Joseph, E. P., Reich, S., & Charmaraman, L. (2024). Parental 

Monitoring of Early Adolescent Social Technology Use in the US: A Mixed-Method 

Study. Journal of Child and Family Studies, 33(3), 759–776. 

https://doi.org/10.1007/s10826-023-02734-6 



 

 

37 

 

Howard, M. C., & Hoffman, M. E. (2018). Variable-Centered, Person-Centered, and Person-

Specific Approaches: Where Theory Meets the Method. Organizational Research 

Methods, 21(4), 846–876. https://doi.org/10.1177/1094428117744021 

Ito, M., Baumer, S., Bittanti, M., Boyd, D., & Cody, R. (2019). Hanging Out, Messing 

Around, and Geeking Out: Kids Living and Learning with New Media. The MIT Press. 

https://doi.org/10.7551/mitpress/11832.001.0001 (Original work published 2009) 

Itō, M., & Bittanti, M. (2019). Gaming. In M. Ito, S. Baumer, M. Bittanti, D. Boyd, & R. 

Cody, Hanging Out, Messing Around, and Geeking Out: Kids Living and Learning 

with New Media. The MIT Press. https://doi.org/10.7551/mitpress/11832.001.0001 

(Original work published 2009) 

Jeffery, C. P. (2019). Media technologies of the family: Parental anxieties, practices and 

knowledges in the digital age. Dissertation. University of Canberra. 

Jeffery, C. P. (2025). Parenting in a Digital World: Beyond Media Panics Towards a New 

Theory of Parental Mediation. Routledge. https://doi.org/10.4324/9781003346708 

Jensen, M., George, M. J., Russell, M. A., Lippold, M. A., & Odgers, C. L. (2021). Daily 

Parent-Adolescent Digital Exchanges. Research on Child and Adolescent 

Psychopathology, 49(9), 1125–1138. https://doi.org/10.1007/s10802-020-00765-x 

Jensen, M., George, M. J., Russell, M. R., & Odgers, C. L. (2019). Young Adolescents’ 

Digital Technology Use and Mental Health Symptoms: Little Evidence of 

Longitudinal or Daily Linkages. Clinical Psychological Science, 7(6), 1416–1433. 

https://doi.org/10.1177/2167702619859336 

Jiow, H. J., Lim, S. S., & Lin, J. (2017). Level up! Refreshing Parental Mediation Theory for 

Our Digital Media Landscape. Communication Theory, 27(3), 309–328. 

https://doi.org/10.1111/comt.12109 

Johnson, R. B., Onwuegbuzie, A. J., & Turner, L. A. (2007). Toward a Definition of Mixed 

Methods Research. Journal of Mixed Methods Research, 1(2), 112–133. 

https://doi.org/10.1177/1558689806298224 

Keles, B., McCrae, N., & Grealish, A. (2020). A systematic review: The influence of social 

media on depression, anxiety and psychological distress in adolescents. International 



38 

 

Journal of Adolescence and Youth, 25(1), 79–93. 

https://doi.org/10.1080/02673843.2019.1590851 

Kelly, Y., Zilanawala, A., Booker, C., & Sacker, A. (2018). Social Media Use and Adolescent 

Mental Health: Findings From the UK Millennium Cohort Study. eClinicalMedicine, 

6, 59–68. https://doi.org/10.1016/j.eclinm.2018.12.005 

Kerns, K. A., & Brumariu, L. E. (2016). Attachment in Middle Childhood. In J. Cassidy & P. 

R. Shaver, Handbook of Attachment: Theory, Research, and Clinical Applications. 

Guilford Publications. 

Krasnova, H., Veltri, N. F., Eling, N., & Buxmann, P. (2017). Why men and women continue 

to use social networking sites: The role of gender differences. The Journal of Strategic 

Information Systems, 26(4), 261–284. https://doi.org/10.1016/j.jsis.2017.01.004 

Kross, E., Verduyn, P., Sheppes, G., Costello, C. K., Jonides, J., & Ybarra, O. (2021). Social 

Media and Well-Being: Pitfalls, Progress, and Next Steps. Trends in Cognitive 

Sciences, 25(1), 55–66. https://doi.org/10.1016/j.tics.2020.10.005 

Lamont, M., & Swidler, A. (2014). Methodological Pluralism and the Possibilities and Limits 

of Interviewing. Qualitative Sociology, 37(2), 153–171. 

https://doi.org/10.1007/s11133-014-9274-z 

Lareau, A. (2011). Unequal childhoods: Class, race, and family life (2nd ed.). University of 

California Press. (Original work published 2003) 

Lee, E., Bristow, J., Faircloth, C., & Macvarish, J. (2023). Parenting Culture Studies. 

Springer International Publishing. https://doi.org/10.1007/978-3-031-44156-1 

Leick, K. (2019). Introduction: Childhood and Nostalgia. In K. Leick (Ed.), Parents, Media 

and Panic through the Years: Kids Those Days (pp. 1–12). Springer International 

Publishing. https://doi.org/10.1007/978-3-319-98319-6_1 

Lemish, D. (2022). Introduction to the Second Edition: Children, Adolescents, and Media: 

Creating a Shared Scholarly Arena. In D. Lemish, The Routledge International 

Handbook of Children, Adolescents, and Media (2nd ed.). Routledge. 

Leonhardt, M., & Overå, S. (2021). Are There Differences in Video Gaming and Use of 

Social Media among Boys and Girls?—A Mixed Methods Approach. International 



 

 

39 

 

Journal of Environmental Research and Public Health, 18(11), Article 11. 

https://doi.org/10.3390/ijerph18116085 

Leversen, I., Torsheim, T., & Samdal, O. (2012). Gendered Leisure Activity Behavior Among 

Norwegian Adolescents Across Different Socio-Economic Status Groups. 

International Journal of Child, Youth and Family Studies, 3(4), Article 4. 

https://doi.org/10.18357/ijcyfs34201211482 

Lim, S. S. (2016). Through the tablet glass: Transcendent parenting in an era of mobile media 

and cloud computing. Journal of Children and Media, 10(1), 21–29. 

https://doi.org/10.1080/17482798.2015.1121896 

Lindgren, S. (2025). Digital media & society / Simon Lindgren. (3rd edition). Sage 

Publications. 

Livingstone, S. (2002). Young People and New Media: Childhood and the Changing Media 

Environment. SAGE Publications, Limited. 

Livingstone, S., & Blum-Ross, A. (2020). Parenting for a Digital Future: How Hopes and 

Fears about Technology Shape Children’s Lives. Oxford University Press. 

https://doi.org/10.1093/oso/9780190874698.001.0001 

Livingstone, S., & Helsper, E. J. (2008). Parental Mediation of Children’s Internet Use. 

Journal of Broadcasting & Electronic Media, 52(4), 581–599. 

https://doi.org/10.1080/08838150802437396 

Livingstone, S., Mascheroni, G., Dreier, M., Chaudron, S., & Lagae, K. (2015). How parents 

of young children manage digital devices at home: The role of income, education and 

parental style. London. EU Kids Online, LSE. 

Livingstone, S., Mascheroni, G., & Stoilova, M. (2023). The outcomes of gaining digital 

skills for young people’s lives and wellbeing: A systematic evidence review. New 

Media & Society, 25(5), 1176–1202. https://doi.org/10.1177/14614448211043189 

Livingstone, S., Ólafsson, K., Helsper, E. J., Lupiáñez-Villanueva, F., Veltri, G. A., & 

Folkvord, F. (2017). Maximizing Opportunities and Minimizing Risks for Children 

Online: The Role of Digital Skills in Emerging Strategies of Parental Mediation. 

Journal of Communication, 67(1), 82–105. https://doi.org/10.1111/jcom.12277 



40 

 

López-Sintas, J., Rojas-DeFrancisco, L., & García-Álvarez, E. (2017). Home-based digital 

leisure: Doing the same leisure activities, but digital. Cogent Social Sciences, 3(1), 

1309741. https://doi.org/10.1080/23311886.2017.1309741 

Lorenz, E. (2025). “I Don’t Want to Be Bad Mommy, but I Also Don’t Want to Be the Bad 

Mom”: How Mothers Story Their Experiences Navigating Social Media with Their 

Children. Journal of Family Issues, 46(6), 981–1000. 

https://doi.org/10.1177/0192513X251322144 

Männikkö, N., Ruotsalainen, H., Miettunen, J., Pontes, H. M., & Kääriäinen, M. (2020). 

Problematic gaming behaviour and health-related outcomes: A systematic review and 

meta-analysis. Journal of Health Psychology, 25(1), 67–81. 

https://doi.org/10.1177/1359105317740414 

Mansfield, K. L., Ghai, S., Hakman, T., Ballou, N., Vuorre, M., & Przybylski, A. K. (2025). 

From social media to artificial intelligence: Improving research on digital harms in 

youth. The Lancet Child & Adolescent Health, 9(3), 194–204. 

https://doi.org/10.1016/S2352-4642(24)00332-8 

Marsh, S., Chu, J. T. W., & Calder, A. J. (2024). ‘I tried to take my phone off my daughter, 

and i got hit in the face’: A qualitative study of parents’ challenges with adolescents’ 

screen use and a toolbox of their tips. BMC Public Health, 24(1), Article 1. 

https://doi.org/10.1186/s12889-024-17690-z 

Marx, K. (2023). Economic and Philosophic Manuscripts of 1844. In W. Longhofer & D. 

Winchester, Social Theory Re-Wired (3rd ed.). Routledge. (Original work published 

1932) 

Mayen, S., Reinhardt, A., & Wilhelm, C. (2025). The complexities of digital media use in 

adolescents’ learning and academic performance: An experience sampling study. 

Computers & Education, 238, 105411. 

https://doi.org/10.1016/j.compedu.2025.105411 

McGorry, P. D., Mei, C., Dalal, N., Alvarez-Jimenez, M., Blakemore, S.-J., Browne, V., 

Dooley, B., Hickie, I. B., Jones, P. B., McDaid, D., Mihalopoulos, C., Wood, S. J., El 

Azzouzi, F. A., Fazio, J., Gow, E., Hanjabam, S., Hayes, A., Morris, A., Pang, E., … 



 

 

41 

 

Killackey, E. (2024). The Lancet Psychiatry Commission on youth mental health. The 

Lancet Psychiatry, 11(9), 731–774. https://doi.org/10.1016/S2215-0366(24)00163-9 

Micheli, M. (2016). Social networking sites and low-income teenagers: Between opportunity 

and inequality. Information, Communication & Society, 19(5), 565–581. 

https://doi.org/10.1080/1369118X.2016.1139614 

Ministry of Enterprise and Innovation. (2014). Sverige helt uppkopplat 2025—En 

bredbandsstrategi—Regeringen.se. 

https://www.regeringen.se/informationsmaterial/2016/12/sverige-helt-uppkopplat-

2025---en-bredbandsstrategi/ 

Mollborn, S., & Billingsley, S. (2025). Are Intensive Parenting Attitudes Internationally 

Generalizable? The Case of Sweden. Journal of Family Issues, 46(6), 1079–1108. 

https://doi.org/10.1177/0192513X251330610 

Mollborn, S., Limburg, A., Pace, J., & Fomby, P. (2022). Family socioeconomic status and 

children’s screen time. Journal of Marriage and Family, 84(4), 1129–1151. 

https://doi.org/10.1111/jomf.12834 

Mullan, K., & Hofferth, S. L. (2022). A Comparative Time-Diary Analysis of UK and US 

Children’s Screen Time and Device Use. Child Indicators Research, 15(3), 795–818. 

https://doi.org/10.1007/s12187-021-09884-3 

Nelson, M. K. (2010). Parenting Out of Control: Anxious Parents in Uncertain Times. In 

Parenting Out of Control. New York University Press. 

https://doi.org/10.18574/nyu/9780814759080.001.0001 

Neuman, S. B. (1988). The Displacement Effect: Assessing the Relation between Television 

Viewing and Reading Performance. Reading Research Quarterly, 23(4), 414–440. 

https://doi.org/10.2307/747641 

Orben, A. (2020). Teenagers, screens and social media: A narrative review of reviews and key 

studies. Social Psychiatry and Psychiatric Epidemiology, 55(4), 407–414. 

https://doi.org/10.1007/s00127-019-01825-4 



42 

 

Orben, A., Dienlin, T., & Przybylski, A. K. (2019). Social media’s enduring effect on 

adolescent life satisfaction. Proceedings of the National Academy of Sciences, 

116(21), 10226–10228. https://doi.org/10.1073/pnas.1902058116 

Orben, A., & Przybylski, A. K. (2019). The association between adolescent well-being and 

digital technology use. Nature Human Behaviour, 3(2), 173–182. 

https://doi.org/10.1038/s41562-018-0506-1 

Orben, A., Przybylski, A. K., Blakemore, S.-J., & Kievit, R. A. (2022). Windows of 

developmental sensitivity to social media. Nature Communications, 13(1), Article 1. 

https://doi.org/10.1038/s41467-022-29296-3 

Our World in data. (2021). Daily hours spent with digital media. Our World in Data. 

https://ourworldindata.org/grapher/daily-hours-spent-with-digital-media-per-adult-user 

Özgür, H. (2016). The relationship between Internet parenting styles and Internet usage of 

children and adolescents. Computers in Human Behavior, 60, 411–424. 

https://doi.org/10.1016/j.chb.2016.02.081 

Paaßen, B., Morgenroth, T., & Stratemeyer, M. (2017). What is a True Gamer? The Male 

Gamer Stereotype and the Marginalization of Women in Video Game Culture. Sex 

Roles, 76(7), 421–435. https://doi.org/10.1007/s11199-016-0678-y 

Parker, K., Cleland, V., Dollman, J., Gatta, J. D., Hatt, J., & Timperio, A. (2022). A latent 

transition analysis of physical activity and screen-based sedentary behavior from 

adolescence to young adulthood. International Journal of Behavioral Nutrition and 

Physical Activity, 19(1), 98. https://doi.org/10.1186/s12966-022-01339-4 

Pearce, K. E., & Rice, R. E. (2013). Digital Divides From Access to Activities: Comparing 

Mobile and Personal Computer Internet Users. Journal of Communication, 63(4), 

721–744. https://doi.org/10.1111/jcom.12045 

Prensky, M. (2001). Digital Natives, Digital Immigrants. On the Horizon, 9, 14. 

Przybylski, A. K., & Weinstein, N. (2017). A Large-Scale Test of the Goldilocks Hypothesis: 

Quantifying the Relations Between Digital-Screen Use and the Mental Well-Being of 

Adolescents. Psychological Science, 28(2), 204–215. 

https://doi.org/10.1177/0956797616678438 



 

 

43 

 

Ragnedda, M. (2018). Conceptualizing digital capital. Telematics and Informatics, 35(8), 

2366–2375. https://doi.org/10.1016/j.tele.2018.10.006 

Ragnedda, M., & Mutsvairo, B. (2016). Demystifying digital divide and digital leisure. In S. 

Carnicelli, D. McGillivray, & G. McPherson (Eds.), Digital Leisure Cultures: Critical 

perspectives. Routledge. https://doi.org/10.4324/9781315666600 

Reich, J. A. (2016). Calling the Shots: Why Parents Reject Vaccines. New York University 

Press. https://doi.org/10.18574/nyu/9781479884506.001.0001 

Röhlke, L. (2025). Does mobile phone use in early adolescence displace enrichment, physical 

activity, and sleep? A longitudinal examination of the time-displacement hypothesis. 

Social Science Research, 131, 103226. 

https://doi.org/10.1016/j.ssresearch.2025.103226 

Roser, M., Ritchie, H., & Ortiz-Ospina, E. (2015). Internet. Our World in Data. 

https://ourworldindata.org/internet 

Rudi, J., Dworkin, J., Walker, S., & Doty, J. (2015). Parents’ use of information and 

communications technologies for family communication: Differences by age of 

children. Information, Communication & Society, 18(1), 78–93. 

https://doi.org/10.1080/1369118X.2014.934390 

Sanders, T., Noetel, M., Parker, P., Del Pozo Cruz, B., Biddle, S., Ronto, R., Hulteen, R., 

Parker, R., Thomas, G., De Cocker, K., Salmon, J., Hesketh, K., Weeks, N., Arnott, 

H., Devine, E., Vasconcellos, R., Pagano, R., Sherson, J., Conigrave, J., & Lonsdale, 

C. (2024). An umbrella review of the benefits and risks associated with youths’ 

interactions with electronic screens. Nature Human Behaviour, 8(1), 82–99. 

https://doi.org/10.1038/s41562-023-01712-8 

Saunders, J. B., Hao, W., Long, J., King, D. L., Mann, K., Fauth-Bühler, M., Rumpf, H.-J., 

Bowden-Jones, H., Rahimi-Movaghar, A., & Chung, T. (2017). Gaming disorder: Its 

delineation as an important condition for diagnosis, management, and prevention. 

Journal of Behavioral Addictions, 6(3), 271–279. 



44 

 

Scharkow, M. (2016). The Accuracy of Self-Reported Internet Use—A Validation Study 

Using Client Log Data. Communication Methods and Measures, 10(1), 13–27. 

https://doi.org/10.1080/19312458.2015.1118446 

Scheerder, A., van Deursen, A., & van Dijk, J. (2017). Determinants of Internet skills, uses 

and outcomes. A systematic review of the second- and third-level digital divide. 

Telematics and Informatics, 34(8), 1607–1624. 

https://doi.org/10.1016/j.tele.2017.07.007 

Scherer, R., Rohatgi, A., & Hatlevik, O. E. (2017). Students’ profiles of ICT use: 

Identification, determinants, and relations to achievement in a computer and 

information literacy test. Computers in Human Behavior, 70, 486–499. 

https://doi.org/10.1016/j.chb.2017.01.034 

Schmidt-Persson, J., Rasmussen, M. G. B., Sørensen, S. O., Mortensen, S. R., Olesen, L. G., 

Brage, S., Kristensen, P. L., Bilenberg, N., & Grøntved, A. (2024). Screen Media Use 

and Mental Health of Children and Adolescents: A Secondary Analysis of a 

Randomized Clinical Trial. JAMA Network Open, 7(7), e2419881. 

https://doi.org/10.1001/jamanetworkopen.2024.19881 

Schuessler, J., & Selb, P. (2025). Graphical Causal Models for Survey Inference. Sociological 

Methods & Research, 54(1), 74–105. https://doi.org/10.1177/00491241231176851 

Shannon, H., Bush, K., Villeneuve, P. J., Hellemans, K. G., & Guimond, S. (2022). 

Problematic Social Media Use in Adolescents and Young Adults: Systematic Review 

and Meta-analysis. JMIR Mental Health, 9(4), e33450. https://doi.org/10.2196/33450 

Smahel, D., Machackova, H., Mascheroni, G., Dedkova, L., Staksrud, E., Ólafsson, K., 

Livingstone, S., & Hasebrink, U. (2020). EU Kids Online 2020: Survey results from 

19 countries. EU Kids Online. https://doi.org/10.21953/lse.47fdeqj01ofo 

Small, M. L. (2009). `How many cases do I need?’: On science and the logic of case selection 

in field-based research. Ethnography, 10(1), 5–38. 

https://doi.org/10.1177/1466138108099586 



 

 

45 

 

Small, M. L. (2011). How to Conduct a Mixed Methods Study: Recent Trends in a Rapidly 

Growing Literature. Annual Review of Sociology, 37(Volume 37, 2011), 57–86. 

https://doi.org/10.1146/annurev.soc.012809.102657 

Smetana, J. G., Robinson, J., & Rote, Wendy M. (2014). Socialization in Adolescence. In J. 

E. Grusec & P. D. Hastings, Handbook of Socialization, Second Edition: Theory and 

Research. Guilford Publications. 

Solon, G., Haider, S. J., & Wooldridge, J. M. (2015). What Are We Weighting For? The 

Journal of Human Resources, 50(2), 301–316. 

Sonck, N., Nikken, P., & de Haan, J. (2013). Determinants of Internet Mediation: Journal of 

Children and Media, 7(1), 96–113. https://doi.org/10.1080/17482798.2012.739806 

Sonnenberg, B., Riediger, M., Wrzus, C., & Wagner, G. G. (2012). Measuring time use in 

surveys – Concordance of survey and experience sampling measures. Social Science 

Research, 41(5), 1037–1052. https://doi.org/10.1016/j.ssresearch.2012.03.013 

Størup, J. O., & Lieberoth, A. (2022). What’s the problem with “screen time”? A content 

analysis of dominant voices and worries in three years of national print media. 

Convergence, 13548565211065299. https://doi.org/10.1177/13548565211065299 

Swedish Media Council. (2015). Kids and Media 2015 [Swedish title: Ungar och medier 

2015]. Statens medieråd. https://mediemyndigheten.se/globalassets/rapporter-och-

analyser/ungar-och-medier/ungar-och-medier-2015.pdf 

Swedish Media Council. (2017). Kids and media 2017; Demography. 99. (Original work 

published as Ungar & medier 2017: demografi) 

Swedish Media Council. (2019a). Kids and Media 2019 [Swedish title: Ungar och medier 

2019] [Text]. Statens medieråd. https://www.statensmedierad.se/rapporter-och-

analyser/material-rapporter-och-analyser/ungar--medier-2019 

Swedish Media Council. (2019b). Kids and Media 2019—Technical Report. Swedish Media 

Council. (Original work published as Ungar och Medier 2019 - Teknisk rapport) 

Swedish Media Council. (2021). Kids and Media 2021 [Swedish title: Ungar och medier 

2021]. Statens medieråd. 



46 

 

https://www.statensmedierad.se/download/18.57e3b0a17a75fbf0654916e/1632377641

632/Ungar%20och%20medier%202021_anpassad.pdf 

Swedish Ministry of Education. (2017). National Digitalization Strategy for the School 

System [original title: Nationell digitaliseringsstrategi för skolväsendet] 

U2017/04119/S. 

https://www.regeringen.se/contentassets/72ff9b9845854d6c8689017999228e53/nation

ell-digitaliseringsstrategi-for-skolvasendet.pdf 

Symons, K., Ponnet, K., Walrave, M., & Heirman, W. (2017). A qualitative study into 

parental mediation of adolescents’ internet use. Computers in Human Behavior, 73, 

423–432. https://doi.org/10.1016/j.chb.2017.04.004 

Tak, S., & Catsambis, S. (2023). “Video games for boys and chatting for girls?”: Gender, 

screen time activities and academic achievement in high school. Education and 

Information Technologies, 28(11), 15415–15443. https://doi.org/10.1007/s10639-023-

11638-3 

Tang, S., Werner-Seidler, A., Torok, M., Mackinnon, A. J., & Christensen, H. (2021). The 

relationship between screen time and mental health in young people: A systematic 

review of longitudinal studies. Clinical Psychology Review, 86, 102021. 

https://doi.org/10.1016/j.cpr.2021.102021 

The Public Health Agency of Sweden. (2025, September 30). Hjälp ditt barn på nätet – stöd 

för föräldrar om barns och ungas skärmanvändning. 

https://www.folkhalsomyndigheten.se/livsvillkor-levnadsvanor/digitala-medier-och-

halsa/hjalp-ditt-barn-pa-natet/ 

Twenge, J. M. (2020). Why increases in adolescent depression may be linked to the 

technological environment. Current Opinion in Psychology, Socio-Ecological 

Psychology, 32, 89–94. https://doi.org/10.1016/j.copsyc.2019.06.036 

Twenge, J. M., Haidt, J., Joiner, T. E., & Campbell, W. K. (2020). Underestimating digital 

media harm. Nature Human Behaviour, 4(4), 346–348. 

https://doi.org/10.1038/s41562-020-0839-4 



 

 

47 

 

Twenge, J. M., Haidt, J., Lozano, J., & Cummins, K. M. (2022). Specification curve analysis 

shows that social media use is linked to poor mental health, especially among girls. 

Acta Psychologica, 224, 103512. https://doi.org/10.1016/j.actpsy.2022.103512 

Twenge, J. M., Joiner, T. E., Rogers, M. L., & Martin, G. N. (2018). Increases in Depressive 

Symptoms, Suicide-Related Outcomes, and Suicide Rates Among U.S. Adolescents 

After 2010 and Links to Increased New Media Screen Time. Clinical Psychological 

Science, 6(1), 3–17. https://doi.org/10.1177/2167702617723376 

Twenge, J. M., & Martin, G. N. (2020). Gender differences in associations between digital 

media use and psychological well-being: Evidence from three large datasets. Journal 

of Adolescence, 79, 91–102. https://doi.org/10.1016/j.adolescence.2019.12.018 

Valkenburg, P. M., Meier, A., & Beyens, I. (2022). Social media use and its impact on 

adolescent mental health: An umbrella review of the evidence. Current Opinion in 

Psychology, 44, 58–68. https://doi.org/10.1016/j.copsyc.2021.08.017 

van Deursen, A. J. A. M., van Dijk, J. A. G. M., & ten Klooster, P. M. (2015). Increasing 

inequalities in what we do online: A longitudinal cross sectional analysis of Internet 

activities among the Dutch population (2010 to 2013) over gender, age, education, and 

income. Telematics and Informatics, 32(2), 259–272. 

https://doi.org/10.1016/j.tele.2014.09.003 

Van Rooij, A. J., & Kardefelt-Winther, D. (2017). Lost in the chaos: Flawed literature should 

not generate new disorders. Journal of Behavioral Addictions, 6(2), 128–132. 

https://doi.org/10.1556/2006.6.2017.015 

Veal, A. J. (1993). The concept of lifestyle: A review. Leisure Studies, 12(4), 233–252. 

https://doi.org/10.1080/02614369300390231 

Veblen, T., & Mills, C. W. (2017). The Theory of the Leisure Class. Routledge. 

https://doi.org/10.4324/9781315135373 (Original work published 1899) 

Vuorre, M., Johannes, N., Magnusson, K., & Przybylski, A. K. (2022). Time spent playing 

video games is unlikely to impact well-being. Royal Society Open Science, 9(7), 

220411. https://doi.org/10.1098/rsos.220411 



48 

 

Weber, M. (1978). Economy and Society: An Outline of Interpretive Sociology. Univ of 

California Press. (Original work published 1922) 

Weber, M. (with Kalberg, S.). (2002). The Protestant ethic and the spirit of capitalism (3. 

Roxbury ed). Roxbury Publishing Company. (Original work published 1920) 

WHO. (2019). New WHO guidance: Very limited daily screen time recommended for children 

under 5. https://www.aoa.org/news/clinical-eye-care/public-health/screen-time-for-

children-under-5?sso=y 

Willett, R. (2023). ‘In our family, we don’t watch those things’: Parents’ discursive 

constructions of decision-making connected with family media practices. Journal of 

Family Studies, 29(1), 327–342. https://doi.org/10.1080/13229400.2021.1923555 

Winship, C., & Radbill, L. (1994). Sampling Weights and Regression Analysis. Sociological 

Methods & Research, 23(2), 230–257. https://doi.org/10.1177/0049124194023002004 

Xiao, F., & Sun, L. (2022). Profiles of student ICT use and their relations to background, 

motivational factors, and academic achievement. Journal of Research on Technology 

in Education, 54(3), 456–472. https://doi.org/10.1080/15391523.2021.1876577 

Zaman, B., Nouwen, M., Vanattenhoven, J., de Ferrerre, E., & Looy, J. V. (2016). A 

Qualitative Inquiry into the Contextualized Parental Mediation Practices of Young 

Children’s Digital Media Use at Home. Journal of Broadcasting & Electronic Media, 

60(1), 1–22. https://doi.org/10.1080/08838151.2015.1127240 

Zillien, N., & Hargittai, E. (2009). Digital Distinction: Status-Specific Types of Internet 

Usage*. Social Science Quarterly, 90(2), 274–291. https://doi.org/10.1111/j.1540-

6237.2009.00617.x 

 


