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Statement 
What we are writing this policy to address and do 
Since the introduction of the first iPhone in 2007, Android smartphones in 2008, the iPad in 
2010, and the widespread use of hand-held internet-connected devices and purposefully 
addictive content with “attention harvesting", we have seen a significant change in human 
behaviour, with a substantial impact on children's development and mental health on a large 
scale. 
 
Screen use is now an integral part of our everyday life and deeply embedded in our culture. 
While there are many benefits to screens, we are also navigating the launch period and now 
recognise there are elements of damage when screen use is not managed. 
There is now a growing call for action around screen use and children, as the first generation 
of “screen-kids” are showing signs of developmental disabilities and an inability to function in 
society. 
 
This policy recognises the addictive nature of screens today and provides a model for 
healthy etiquette in a screen-heavy world. 
 
 

Aims 
What we want to achieve with this policy 
Support healthy development for optimum learning and harmonious, rational behaviour. To 
foster the intrinsic development of a learner's brain, focusing on thinking, awareness and 
skills such as problem-solving, resilience, perseverance, self-regulation, and social and 
pro-social skills. 
 
Establishing healthy habits with essential screen use only within the learning environment 
while eliminating non-essential screen use linked to screen addiction and associated with 
harm.   
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The goal is to provide everyone with the information and a practical model for a healthy 
relationship with screen use. 
 
 

Objectives 
Itemised checklist of how we carry out the policy 

●​ We provide In Real Life experiences with experiential learning. 
●​ Improve communication by likening to real-world shared experiences. 
●​ Enable delayed gratification and problem-solving 
●​ Provide an environment for healthy brain-body development - including the nervous 

system and self-regulation.  
●​ Foster intrinsic motivation, creativity and an active learner with child-led/self-directed 

time, raw materials, a safe space and reduced activities. 
●​ On-site, all devices are placed in a basket upon arrival and collected upon departure.  
●​ When we are together on off-site visits and adventures, screens stay in bags unless 

needed, necessary or for planned tool use. 

 

Definitions 
Definition of 'optimum learning environment' 
Conditions that support 'best' psychological and physiological development and access to 
the "learning brain".  A group culture that supports well-being on all platforms: psychological, 
physiological, community and environmental. This is done through the awareness of 
language, pedagogy and careful choice of materials we include in the learning environment. 
  
Definition of 'active learner' 
Active Learner is the term we use to describe learners who practice and develop the 
following characteristics.  They are intrinsically motivated and confident workers, resourceful 
and attentive problem-solvers. They have developed creativity and imagination, which shows 
in their work and way of thinking. This grows into skills of leadership and self-regulation. 
 
Definition of 'essential screens' 
Passive screens, where the user is active. Screens that are essential tools for safety, 
communication and to the running of the learning environment. 

●​ Designated smartphone for emergencies and communication with parents and 
carers. 

●​ Camera for documentation. 

Definition of 'non-essential screens' 
Active screens, where the user is passive. Screens that entertain (including distraction, keep 
children busy, quiet and still), replace thinking and problem-solving skills and replace real-life 
movement. Screens where the user becomes passive and the screen active and is designed 
to be addictive. 
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Definition of 'screens' 
Here, we are specifically referring to hand-held and mobile screen-use devices, though this 
can also include large stationary screens such as desktop computers and television screens. 

●​ Smartphones 
●​ Laptop computers  
●​ Gaming consoles 
●​ Tablets/iPads 
●​ Kindles 
●​ MP3s 
●​ Cameras 

Defining 'addictive screens' and 'addictive content' 
Screen addiction is linked to screen use that requires interactive engagement, entertains, 
harvests attention, and the 'control is in your hands'; 

●​ Scrolling and finger-tip touch controls 
●​ Dopamine dosing with points, rewards, likes, messaging pings 
●​ Algorithm platforms - all social media, Google, YouTube 
●​ Attention-grabbing, moving image shorts - reels and stories 
●​ Endless content, especially with a connection to the internet 
●​ "Using" alone, physically in solitude, even if and especially 'connected' with others 

online 
●​ Struggles to do without - encroaches into time with others, free time, rest time, 

disturbs sleep and social skills and breaks boundaries to meet screen addiction. 

Defining the 'impact on children's development' 
Development that is known to be impacted by non-essential screen use in childhood 
includes speech and eyesight, neurodevelopment (brainstem and pathways to executive 
function), sensory and nervous systems, motor and reflexes, communication, social skills, 
emotional development, the ability to relate to the real world, attention, and connection. 
Screen use on the developing brain can cause clinical and neurological damage and 
seriously challenges a developing self-regulation system. Linked to developmental 
disabilities such as Attention-Deficit/Hyperactivity Disorder (ADHD), Pathological Demand 
Avoidance (PDA), and Autism Spectrum Disorder (ASD). 
 
 

Procedure 
Clear policy communication 
The policy and procedure is clearly communicated upon entering the learning environment 
(face-to-face), in introduction information (printed handouts) and on the website (online). 
 
Use of Mobile Phones and other Digital Technology 
Smartphones and other mobile or hand-held screen devices are to be turned off while at the 
Lerntree. 
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All screen devices, including phones, go into the "phone box" during the day and are on 
silent, flight-mode or turned off while in the box. When we are out-and-about, all screen 
devices, including phones, are kept out of hand and in bags or pockets in case of emergency 
only. 
 
Use of telephone and message communication 
One designated phone remains on ring-only and in the box in case of emergencies.  
During sessions and breaks, smartphones are used for essential communication with 
parents and community excursions only. 
 
Use of apps and search engines 
Questions are solved in person, and we work to find the answer by talking with others, 
sharing knowledge and ideas, speculating, or delaying to look up later. 
We use identification books and share knowledge, maps are provided and read. We 
calculate in our brains or write down to solve mathematical equations.  We work on building 
our capabilities rather than downloading an app to do it for us. 
 
Use of games 
We use analogue games and make our own using imagination, communication, the 
landscape and loose parts for play. 
 
Use of cameras 
A camera is used for documenting photos. 
 
 

Trouble Shooting 
Step 1: If non-essential screens are brought to the learning environment, there is a 
reminder of the poly and screens will be directed to the "phone box" or asked to be put away.  
Step 2: If there is a reason for non-essential screens being in the learning environment, we 
will discuss these in a group meeting with the intention of problem-solving and arriving at an 
agreement. 
 
Addictive behaviours can take some time to adjust to new habits, we provide that time and 
support by holding the space and healthy boundaries on screen-use and safety (physical 
and emotional). 
  
If the child is still unable to meet the policy agreement, 
 
Step 3: We will ask parents to limit screen time while their child is in the learning 
environment. 
 
Step 4: We will call a meeting with the family to discuss screen addiction and decide on 
further action with the family.  
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Links to Guidelines, Support, Films and Books 
The following information is listed to help support and educate on healthy screen use. 
Please take and use what works for you. This information will be updated with developments 
in advice and research.  
 
Current general advice given for screen use in the home 

●​ No smartphone until the age of 13 years 
●​ No social media until the age of 16 years 
●​ Parent controls 
●​ No screens in bedrooms (phones, tablets, computers) 
●​ No screens as birthday, Christmas gifts, or rewards/prizes 

Guidelines & Support 
www.theconversationstamford.co.uk/cyberwise-signup 
www.smartphonefreechildhood.co.uk/resources 
 
Books 
'The Anxious Generation', by Jonathan Haidt Collection www.jonathanhaidt.com 
'Glow Kids', by Dr. Nicholas Kardaras www.drkardaras.com 
 
Films 
'Social Dilemma', directed by Jeff Orlowski and written by Orlowski, Davis Coombe, and 
Vickie Curtis www.thesocialdilemma.com 
'Screened Out', written and directed by John Hyatt 
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