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Abstract 
 
The aim of this study is to highlight the importance of time management during online activities for 
students. At the beginning of the pandemic period, on March the 2020, after the first online activity, a 
pilot study was conducted to identify the students’ perception about online activities, the time they should 
spend online during the day, the time students spend on different devices (computer, tablet or mobile 
phone) and the difficulties they have during the first online activities. A number of 106 students (44 boys 
and 62 girls) in 5th grade, from a middle school located in an urban area, in Romania, participated in this 
study. The results demonstrate that most of the students (33) representing 31.1% spend 1-2 hours/day 
online but there are 6 students (5.6%) who spend more than 6 hours/day online. Most of the students 
(56.6%) consider they should have 3 online activities/day and the duration of these activities should be 40 
- 50 minutes. Strategies to promote students’ wellbeing during online activities are also presented 
focusing on identifying the best way to use the time spend online in order to reach the necessary 
curricular objectives and to avoid health problems. The conclusions highlight the importance of finding 
the best time management strategies for online activities to avoid future health problems for students, 
especially in the situation in which at the global level the pandemic period is not even closed to the end 
point. As screen time is a controversial factor, with high implication for health and education, data are 
important for sustainability of educational system and future decisions. 
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1. Introduction 

 
Screen time is a very studied concept especially in this time when children and adults tend to be 

preoccupied, and in the same time, tend to rely their learning and working experiences on all the 
instruments that are covered under this concept umbrella: television, smartphones, tablets, computers, 
laptops, video game consoles, iPads, handheld electronic or gaming devices. Oswald, Rumbold, Kedzior, 
& Moore (2020) underline that when defying screen time, the use of the internet, social media, or 
communicating via text message are all means and activities that are considered as part of this concept 
while just auditory activities, such as talking on a phone and listening to music, are not included. This 
concept is related with digital media use and the concept of mental health due to the important 
implications that spending time on these screen -based devices can have (Stiglic, Viner, 2019).  

The green time is the opposite term of screen time and it refers to the time a person spends in a 
natural environment, walking, working or doing physical exercise and relaxing. The opposition screen vs 
green time must be reinterpreted, nowadays, in pandemic situations, when the outdoor walking, travelling 
and other common activities such as visits and holidays are restricted and even forbidden.  

A study published in 2012 (Sigman, 2012) indicates that at a rate of 2 hours/day, a child born 
nowadays, by the age of seven years, will have spent one full year of 24 h days watching screen media. 
The same study (Sigman, 2012) calculates that by the age of 18 years, the average European child will 
have spent 3 years of 24 h days watching screen media and at this rate, by the age of 80 years, they will 
have spent 17.6 years on media screens. 
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In a study The Centers for Disease Control and Prevention (CDC,2021) reports that children ages 
eight to 10 spend an average of six hours per day in front of a screen, kids age 11 to 14 spend an average 
of nine hours per day in front of a screen, and youth ages 15 to 18 spend an average of seven-and-a-half 
hours per day in front of a screen. Doctors, especially the pediatricians, underline the needs for one rule - 
no screens for children who are under the age of two, and 1 hour/day for children under 5 ( WHO, 2019; 
APA, 2016; (Guram & Heinz, 2018)) Common Sense Media support group (2018) indicates specific 
information about children age 5-7 use the screen time for different reasons - 42 % own their own tablets, 
63% play games online for nearly 7.5 hours, 82% are online almost 9 hour a week and 70% use YouTube, 
watch cartoon and funny video.  

The psychological implications related to screen time are in detail described by analyzing 
specialized literature in the field on three age intervals: young children (<5 years), schoolchildren  
(5-11 years), early adolescents (12-14 years), and older adolescents (15-18 years). The psychological 
following aspects are related with mental health, cognitive functioning and academic achievement, in the 
figure below these three dimensions are operationalized. In order to illustrate these aspects, researchers 
investigated 186 studies that the authors identified in four relevant databases (PubMed, PsycInfo, Scopus, 
Embase). 

 
Table 1. Psychological implications to be studied related to screen time 

(according to Oswald, Rumbold, Kedzior, & Moore, 2020). 
 

 
 
This article is a very comprehensive and in depth analysis of the specialized literature in the 

screen time filed, the large number of investigated studies underlying both the fact that research 
preoccupation in this field is significantly increasing, in direct relation with the increase in the time spent 
in front of screens during a day, not only in small children but mostly in adolescents and even in adults, 
and, in the same time, that both negative and positive aspects related with these increase have to be 
considered as they can lead to significant impact on global development. 

Results of the research (Oswald, Rumbold, Kedzior & Moore, 2020) underlined that the 
cognitive and behavior disorders in children aged under 5 are correlated with an increased number of 
hours, more than 2 hours using screens. Among these cognitive am behavior disorders the following are 
listed: communication disorders, language disorders, effort engagement control, self-regulation and  
self-control. These results are strengthened by data provided by Stiglic and Viner (2019) Canadian 
Paediatric Society, 2017 and American Pediatric Society, 2016 that established several regulations in 
order to help parents limit the children screen time due to the cognitive and health negative implications 
(obesity and other physical problems). Madigan, Browne, Racine, Mori, Tough, 2019 underline that at 
this age, screen exposure can influence the children 's global development, obtaining lower results in 
developmental screening tests. 

In school age children, beyond the cognitive and physical problems, researchers underline that 
the learning outcomes are very much negatively influenced, thus: attention and memory deficits as well as 
visuo-spatial processing and executive functioning are correlated with learning disorders and increase 
screen time (Barlett, Gentile, Barlett, Eisenmann, Walsh, 2012; Rosenqvist, Lahti-Nuuttila, Holdnack, 
Kemp, Laasonen, 2016;Swing, Gentile, Anderson, Walsh, 2010; Stiglic, Viner, 2019; Tremblay, LeBlanc, 
Kho et al. 2011; Oswald, Rumbold, Kedzior & Moore, 2020). 

In adolescents and older children, beyond the above mentioned cognitive and health problems 
researchers underline the correlation between screen time and psychological disorders such as: higher 
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anxiety symptoms, depression/depressive symptoms, externalizing problems (Cao, Qian, Weng, Yuan, 
Sun, Wang, et al. 2011; Oswald, Rumbold, Kedzior & Moore, 2020, Stiglic, Viner, 2019; Babic, Smith, 
Morgan, Eather, Plotnikoff, Lubans, 2017; Benson, Williams, Novick, 2013).  

It is obvious that screen time exposure influences greatly both small children and adolescents, 
screen time exposure constantly increase, and the type of screen exposure too, if older studies brought 
into light the negative effects of television on general health and psychological development, the 
nowadays studies enlarge the screen exposure type a lot and tablets, smartphone and other technological 
devices are increasingly used. In pandemic time, this increase exposure as well as wider the screen type 
possibilities were a necessity, their impacts or the way the mandatory facet and the health ensuring are 
important to be considered both at micro level (by parents and educators), and at macro level (by national 
and international authorities). 
 
2. Design 
 

The research methodology for this study was to identify students’ perception about the first 
online activity, their screen time and the difficulties they identified. This quantitative study involved 106 
students (44 boys and 62 girls) in 5th grade (four classes), from a middle school located in an urban area, 
in Romania at the beginning of SARS-CoV2 pandemic.  
 
3. Objectives 
 

The objectives of this research are: 
- To identify the students’ perception about online activities; 
- To determine the student’s perception on the time they should spend online during a school day; 
- To determine the difficulties students in 5th grade have during the first online activities.  

 
4. Methods 
 

A Google Form questionnaire was used to collect data starting from March 19, 2020 to April 02, 
2020. The questionnaire was sent to the students using Google Classroom. The first part of the 
questionnaire contains demographic information about the students, the second part contains information 
about the devices students use for online activities and about the difficulties they encountered (technical 
problems or poor internet connection). The third part of the questionnaire contains information about the 
advantages of online classes, the difficulties they encountered and the feelings they experienced during 
the first online activity from their life. The last part of the questionnaire was about the time students spend 
online/day and their perception on the time they should spend online per a day during a class and during a 
school day.  
 
5. Results 
 

Most of the students use a computer or a tablet (69,8%), 24,5% students use the phone and only 
5,7% of the students use a tablet. The students encountered the following problems: technical problems 
(28,3%), poor Internet connection (10,4%) and 61,3% declared they did not have any problems.  

The advantages and disadvantages identified by the students during the first online activity are 
presented in table 2, they being similar with those presented by specialized literature (Guram, Heinz, 
2018; Bodea Hațegan, Talaș, 2020).  

 
Table 2. Advantages and disadvantages identified by the students during the first online activity. 

 

Advantages students identified during online activities Disadvantages students identified during online activities 
-activities are interesting; 
-we can continue our lessons; 
-we pay attention; 
-we can interact with our colleagues and teachers; 
-we can stay at home and save the time we spend to go to 
school; 
-it is possible to participate in a class from all over the 
world; 
-we are safe; 
-it is simple and comfortable; 
-we do not have to change classes anymore; 
-we can sleep longer; 
-these online activities change our lifestyle 

-we cannot concentrate because we cannot see our 
teachers face to face; 
-we spend more time in front of the computer; 
-the sound quality is poor sometimes; 
-poor internet connection; 
-we do not socialize, lack of interaction between the 
students; 
-excessive screen time; 
-communication barriers; 
-lack of socialization; 
-connection difficulties; 
-maybe some children do not have devices; 
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Some of the students’ answers to the question “How did you feel when you first went online with 
colleagues and the teacher?” are: “I felt good and it was very interesting.”, “I felt good and I'm glad to see 
my colleagues and the teacher again.”, “I felt very good when I first went online with colleagues and the 
teacher because I haven't seen them in a long time and I was happy.”, “Interesting and unusual.”, 
“Interesting, captivating.”, “I felt a little excited.” “I was a little stressed, because it was the first time  
I used that site”, “I was a little excited because I never had online classes again. But in time, I felt great!”, 
“I was a little excited because I never had online classes again. But in time, I felt great!”, “I felt good and 
I was a little surprised.”, “A little excited, but happy because I see my colleagues again.”, “I felt good and 
I really prefer online courses.”, “Normal.”, “Worse”, “A little weird, bad.”, “Strange”, “Curious, 
delighted.”  

The results recorded to the question “How many hours/minutes do you spend on the 
computer/laptop/tablet per a day?” are: 31.1% of the students declared they spend 1-2 hours/day in front 
of the computer/laptop/tablet/phone per a day, 26,41% spend 30-60 minutes/day, 14,20% spend 2-3 
hours/day, 13,26% spend 3-4 hours/day, 3,83% spend 4-5 hours/day, 0,94% spend 5-6 hours/day, 4,71% 
spend 0-30 minutes/day and 5.6% spend more than 6 hours/day in front of a device.  

For the question “How long do you thing an online activity should be?”, 42,5% of the students 
consider that an online activity should have 40 minutes and the same percent (42,5%) of students consider 
that an online activity should have 50 minutes. Only 12,3% consider that an online activity should have 
30 minutes and 2,8% chose 60 minutes. The answers for the question “How many online classes/day do 
you think a student in 5th grade should have?” are: 56.6% chose 3 classes, 18,9% chose 2 classes, 11,3% 
chose 4 classes, 8,49% chose 5 classes and 4,7% chose 1 class. Results are according with data promoted 
by Canadian Paediatric Society. 
 
6. Discussion  
 

Using a computer or a laptop is very important during online activities because during these 
activities, students must solve different tasks and the number of students using these devices is high 
(69,8%). The majority of the students (61,3%) did not have any problem working online, but 28,3% had 
some technical problems and 10,4% had poor Internet connection. The technical problems were probably 
due to the students lack of IT knowledge because students start the first IT lessons in schools only in 5th 
grade.  

Students are aware of the importance to reduce screen time and they identified the extended 
screen time as a disadvantage for online activities. They also identified a lot of advantages for online 
learning. Most of the students spend 1-2 hours/day in front of the computer/laptop/tablet/phone per a day 
(31,1%) but 5.6% spend more than 6 hours/day in front of a device. The same number of students 
(42,5%) chose 40 minutes and 50 minutes for an online class probably because face to face school classes 
used to have 50 minutes. Even if the school schedule includes 5 classes/day the majority of students 
prefer to have less online classes per a day. These results are very encouraging, students are aware of the 
implications screen time can have on their development and are really interested in being accordingly 
trained having into consideration the screen time moderation (Sigman, 2012; Stiglic, Viner, 2019). 

Results also prove that online school for 5th graders is not so difficult and it can be a valuable 
option especially in difficult situations as those represented by pandemic context. 
 
7. Conclusions 
 

This study reflects the students’ opinion related to the first online activity at the beginning of 
SARS CoV-2 pandemic, when the online activities structure was not defined in Romanian legislation. 
Changes must come in the educational system; IT classes should start in primary grades and programs for 
preventing screen dependency must be implemented. Parents and teachers must encourage a healthy and 
balanced life for children in the context of online education. New studies are recommended in this field. 
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