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ABSTRACT
This study examines the impact of children’s use of animation-based media particularly cartoons and computer games on their personality development within a social environment closely intertwined with technology in the 21st century. For the purpose of the study, a sample consisting of 60 Grade 8 students and their 60 parents was selected in the year 2025, and data were analyzed using a mixed-methods approach. According to the study sample, female students were more inclined to watch cartoons, while male students engaged in both cartoons and computer games. Adventure- and action-oriented cartoons were particularly popular among boys, whereas girls showed a greater preference for fairy-tale and educational cartoons. Among computer games, the adventure-based game “Free Fire” was found to be widely used. As the time spent on cartoons and computer games increased, a decline in study time and academic performance was observed. However, educational and conceptual cartoons were found to enhance children’s creativity, visual–spatial thinking, language skills, and self-confidence. Children who watched English cartoons demonstrated improvements in natural English pronunciation and spoken language skills. Although excessive use of cartoons and computer games was associated with impulsive behaviors, children displaying cooperative and group-oriented tendencies were also observed. Effective management of animation media usage requires a balanced approach involving parents, schools, and children. Establishing open dialogue regarding animation use and developing clear guidelines that regulate screen time are essential. Further research should be encouraged on the use of cartoons and computer games as educational tools, particularly to simplify learning processes in subjects such as science, mathematics, and languages through conceptual cartoons. Introducing counseling and awareness programs to enhance children’s emotional self-regulation and psychological well-being, as well as using animation characters as positive role models to reinforce desirable behaviors, is recommended. Providing alternative after-school activities such as sports, arts, and family-based engagements can further strengthen children’s social lives and family relationships. Overall, the study concludes that animation-based media does not exert a severely negative impact on children’s social lives, and that, when properly managed, it can be effectively utilized as an educational and developmental resource.
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Introduction
1.1 Research Context
In today's globalized world, technology and media are indispensable factors. In an era that is connected to technology, children are exposed to the media a lot. Accordingly, children are naturally exposed to television, the Internet and social media. The 21st century can be described as an era that is mixed with technology.Children living in this era belong to the Alpha generation (Prensky,2001). It has been stated that children of this era are called the "digital generation". It has been pointed out that due to exposure to the use of mobile phones, tablets and computers from an early age, children have become more attracted to animated cartoons and animated games. (Anderson et al., 2010)'. Nowadays, children are increasingly attracted to these animated creations and children spend most of their daily time on this.According to the (Klein ,2014). survey, animated creations can be classified into animated cartoons, films, video games and web animations, and among these, animated cartoons and animated games have been shown to be the most popular among children. Accordingly, this research will conduct an analytical analysis of children using modern animated art creations.
1.2 Statement of Problem
This research is based on the research question “What kind of impact does animation have on children’s personality development? According to Ericson. (1963), children develop their sense of self, self-esteem and social behavior through various psychological stages during childhood. Therefore, the environmental factors received at this stage have a strong impact on a child’s personality development. Nowadays, children are largely drawn to animated cartoons and computer games, which has changed the nature of their experiences. Hirsh-Pasek et al.(2015).  states that animation educational programs used under proper supervision can develop children’s language development, creative thinking and problem-solving skills. This shows that animation is not completely harmful and that their effect depends on the way it is used, the duration and the content. Therefore, the research question “What kind of impact does animation have on children’s personality development?” can be confirmed as a socially and educationally important and timely issue. Accordingly, it is observed that it is appropriate to conduct this research.

1.3 Research objectives 
1. To identify the nature of children's use of animated artworks.
2. To examine how animated artworks affect the learning and teaching process.
3. To examine how animated artworks affect children's physical, mental and behavioral well-being.
4. To examine how animated artworks affect children's social lives.
1.4 Significant of Research
The focus of experiential learning theory is experience, which acts as the main driving force of learning, and knowledge is constructed through transformative reflection on one's experiences.” ”(Baker, Jensen, & Kolb, 2002). Accordingly, it is very important to study the positive and negative experiences that children gain in their lives through the use of animated creations that they are constantly exposed to, and to study the extent to which it affects the development of individual personality Although research has discussed the impact on children's language and behavior, the overall impact on a child's personality, including physical, mental, social and cognitive, has not been discussed. It is difficult to find local research in Sri Lanka on the impact of using animated cartoons and animated games on children. Accordingly, it is very timely to conduct this study on children who use both animated cartoons and animated games, and the main objective of the research is to provide important information for children, parents, adults, and those involved in the field of education, as well as for society as a whole.






02.Literature Review
The conceptual framework outlines the theoretical basis for this research and how the components of those theories apply to the research. The research uses Albert Bandura's social learning theory, Sigmund Freud's psychoanalytic theory, and Neil Fleming's negative model.
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2.1 Theoretical studies 
According to Bandura, role models are formed in children through observation and imitation. Bandura points out that characters seen in the media, especially through animation and visual media, can also become children's role models. According to social learning theory, the process of imitation consists of four steps attention, storage in memory, reconstruction, and motivation. (Bandura,1986) This theory can be used to interpret what happens to children's behavior through the use of animation. According to the psychoanalytic theory presented by Sigmund Freud, it is important to balance the three structures of personality id, ego, and superego. This theory provides an important theoretical basis for the analysis of addictions and depression and the mental behavior of children due to the lack of strength of the ego in children. According to Neil Fleming's kinesthetic (visual, auditory, reading/writing, kinesthetic) learning models theory, individuals learn mainly through learning styles that are based on visual, auditory, verbal, or practical experiences. This research is expected to use an important theoretical basis to analyze the learning behaviors of children who engage in animated art creations, especially investigating the impact of visual and auditory learning styles on children.
2.2 Empirical Studies
(Rashid ,2015). found that watching cartoons has become popular among children around the world. But the content shown in cartoons has been found to have a subtle but consistent effect on them. These effects can have both positive and negative effects on children. (Iamurai ,2009).  As stated in his research, media - especially cartoons - have a strong influence on children and if the right cartoon content is used, children can be positive. (Yadav, 2024). His research shows that children spend the time they need to study playing video games. (Yousaf,2015). His research shows that children spend more time playing video games during leisure time. His research shows that nearly 60% of children prefer to watch cartoons among other alternative cartoon creations. The research concluded that nearly 60% of children prefer to watch cartoons rather than the physical entertainment provided by playing outdoors or going on a picnic (Hassan, A. and Daniyal, M. 2013).  The study also revealed that watching cartoons is the most favorite pastime of children (Iamurai,2009). His research points out that conceptual cartoon animation should be developed in their curriculum to develop children's learning abilities. (Rashid,2015). His research also found that educational and informative cartoon content enhances imagination and creativity. (Habib, Soliman,2015). According to the research, cartoons can act as a home school. (Habib & Tarek,2015&. His idea is that cartoons can act as a home school and provide life experiences that a child does not get from parents or school through animated cartoons. Language and auditory processing, pronunciation and speaking style according to (Ponugoti,2019). It was stated that the likelihood of physical problems such as encouraging violence, promoting antisocial behavior, lack of speed sensitivity, exposure to vulgar language, etc. may be caused by (Sheikh, Hassan, Mohsin, & Mir, 2023).The latest research revealed that cartoons can have a negative impact on children's behavior, family life and health. It is generally accepted that watching cartoons excessively can be harmful. Children who watch more than four hours of television every day are more likely to be overweight. (Habib & Tarek,2015&. concluded in their research that cartoons are a double-edged sword. Excessive exposure to sexual and violent content in animated creations can ruin a person's childhood or help raise a balanced child with a proper mental state. Television is not harmful to emotional effects and programs created on television can cause more fear among children (Awan and Gondal,2016). The research found that if children start watching types of programs at a very young age, they will take everything as real and its content will affect children more. If they watch television alone and in a dark room, it is more harmful for them because they can develop fear and insecurity. (Gentile & Buckley ,2008).  observed that children who watch cartoons actually show increased aggression in their behavior, even when playing games. Some media violence, such as “imaginary” violence, can mislead children, and decreased parental care can increase children’s access to harmful violent content. (Yousaf,2015). found that nearly 80% of children are psychologically affected after watching cartoons. (Krish,2006). found that television programs, especially action cartoons, can develop violent behavior in children. Since they are unable to distinguish between the ground realities of the real world and fantasy terms, they can learn aggression from the imaginary world and act it out in the real world. They want to abandon the distinction between good and evil and act like a popular character in a fantasy story.
2.3 Research Gap
This research literature review reveals that although there has been a lot of research on animated cartoons and computer games, and although many studies have revealed the amount of time children spend on cartoons and games daily, it has not been clearly investigated whether children are more drawn to cartoons or computer games. It is also observed that there are few formal studies on how children use these animated creations according to gender and the types of creations they are most interested in. Furthermore, although there is research on the impact of watching animated cartoons on children's language development, the impact of such use on children's overall educational process, subject achievement and extracurricular activities has not been sufficiently revealed. Finally, research on the social life, peer relationships, social welfare and participation in community activities of children addicted to cartoons and computer games also seems to be limited. Therefore, it can be emphasized that further research is essential to fill these existing research gaps.


3. Research Methodology
3.1 Research Design
This research aims to analyze quantitative data to observe the tendency of children to use animation creations, animation cartoons and animation games, and to observe the environmental and social factors that cause children to use those creations more. Qualitative data analysis is essential for data exploration. Accordingly, the research is conducted through a mixed methodology using quantitative and qualitative approaches. Data triangulation is carried out to increase the validity of the data.
3.2 Study Sample
The sample of this research was 60 grade 8 children and 60 parents of those children from 3 school of type 1AB, 1C, 2 type schools in Mirigama Division, Minuwangoda Zone, Gampaha District, Western Province. Accordingly, the children were selected as a proportion of the target population. Also, in relation to the sample, two teachers from each school and six teachers were selected from each school, including the guidance teacher in charge of guidance, making a total of 127 sample participants. The sample was selected using the stratified sampling method of the probability sampling method.
Table 1- Sample od Study
	School type
	Number of Schools
	Male children and parents
	Female children and parents
	Class teacher
	 School guidance counselors
	In the department Guidance counselors
	Total sample

	
	
	children
	parents
	children
	parents
	
	
	
	

	1AB
	1
	10
	10
	10
	10
	1
	1
	1
	

    127

	1C
	1
	15
	15
	15
	10
	1
	1
	
	

	2type
	1
	5
	5
	5
	5
	1
	1
	
	

	Total
	3
	30
	30
	30
	30
	3
	3
	1
	



3.3. Data collection Instruments
To obtain quantitative data in this research, questionnaires and Interviews are conducted to obtain qualitative data. Accordingly, a questionnaire is given to the children and parents of the sample. Based on that data, 10 students and parents are selected from the sample through purposive sampling method and qualitative data is obtained through interviews with five children and five parents, three class teachers and four counselors. Qualitative data is also collected through a document review and observation of these children. Thus, the research has been conducted through mixed methodology.
3.4 Methods of Data Analysis
Quantitative data is analyzed using O-tests and t-tests. Also, the statistical package for social sciences was selected. Accordingly, in this research, K-type tests were used to analyze the correlation between two variables. Qualitative data is also analyzed thematically.
4. Results
Table 2 - Children's viewing habits of animated cartoons and game
	How to use animations
	children
	parents

	Affordability of children watching animated cartoons
	90%
	92%

	percentage of playing animated games
	72%
	60%




In a sample of 60 students, the total number of students who watch animated cartoons is 55, of which 100% are female and 83% are male. Thus, 92% of the total children watch cartoons, while 05 boys do not watch cartoons. The percentage of boys who do not watch cartoons is 8%. Of the 05 children who do not watch cartoons, 1 is a child. According to the data provided by the parents of the 60 students in the sample, it is observed that the data of parents and children are very similar
When examining the data on children playing computer games in the sample, it is stated that 72 students play games and according to parental data, 60 students play computer games. 43 children out of the total sample play interactive computer games, of which 14 out of 30 are girls. According to the parent data sample, only 11 out of 30 girls play interactive computer games, while all but five of the boys play computer games. Thus, there is some discrepancy between the children's and parents' data. 
Graphs 2 - Types of cartoons that children watch


	


Out of a sample of 60 children, only 55 watch animated cartoons. Children are more likely to watch horror cartoons. Out of the total viewers, the number of children who watch educational cartoons is very low.
Graphs  3 - Types of computer games played by children






Among the students in the research sample, 36% of the children play computer games. Accordingly, it appears that among the children who play animated computer games, 12% play educational computer games, 12% play creative games, and 60% play adventure games.
	Children spend time watching cartoons and computer games daily.
	Percentages

	
	Cartoon (%)
	Computer Game(%)

	less than an hour
	7
	0

	One hour
	28
	40

	Two hours
	31
	16

	Three hours
	20
	10

	More than three hours
	14
	09

	Rarely
	0
	25

	Total
	100
	100


Table 3 - Children spend time watching cartoons and computer games daily.



According to the questionnaire taken from the children, 7% of the children watch cartoons for less than an hour daily, while 8% watch more than 3 hours, and as a percentage, it appears that 14% of those children are more focused on cartoon.
Out of a sample of 60 students, 43% of them play computer games Of the total sample, children who spend 3 hours or more per day playing computer games are more likely to do so, and in this questionnaire, it was observed that children who spend 5 to 6 hours per day were also observed Furthermore, the children who are more likely to play computer games are male children.
	Children study
	Percentages (%)

	One hour
	36

	Two hours
	22

	Three hours
	07

	More than three hours
	03

	Only during exam periods
	12

	No study
	20

	Total
	100


Table 4 - Percentage of how much children study per day




Among the children in this sample, those who study for an hour a day are 36%, those who study for two hours are 22%, those who study for three hours are 7%, those who study for more than three hours are 3%, and those who study only during exam periods are 12%, and those who do not study are 20%, respectively. Out of the 12 children in this sample who do not study daily, 8 out of 12 children are boys in the school.

	Children's mean score range
	1AB
	1C
	2 Type
	Total
	Percentages(%)

	0-34
	0
	6
	4
	10
	17

	35-49
	0
	12
	2
	14
	23

	50-74
	14
	10
	4
	28
	47

	Over 75
	6
	2
	0
	8
	13

	Total
	20
	30
	10
	60
	100


Table 5 - Subject achievement percentage of children by school type



According to the analysis of the 2025 Grade 8 2nd Term Examination scores of the students in the sample, there are 17 children with a mean score of 0-34, 23 between 35-49 and 50-74, and 13 above 50 and 75. Further analysis of these score ranges shows that the mean of all twenty children in Grade 1 is above 60. The score ranges of Grade 1 and Grade 2 children are mostly within the range of 0-34, 35-49 and 50-74. It is observed that Grade 1 children maintain their performance level at a high level despite the use of animations, but a decline in the educational level of children in Grade 1 and Grade 2 schools is observed.
Table 6 - Percentage of students who agree that the use of animation has affected language development
	Number of Impacts on Language Development
	Percentage(%)

	English Language Development 
	56

	Hindi Language Development 
	02

	No Impact on Language Development 
	42

	Total
	100




58% say that watching animated cartoons or playing computer games has an impact on children's language development, while 42% say that it has no impact.
	Effects of using animation artwork
	Agree
	Somewhat Agree
	Disagree

	
	Students (%)
	parents(%)
	students (%)
	parents(%)
	Students (%)
	Parents (%)

	Impact on extracurricular activities
	30
	27
	30
	33
	40
	40

	Impact on children's creativity
	47
	25
	30
	22
	17
	53

	Attitude that time spent with family members and friends has decreased
	10
	27
	30
	25
	60
	48


Table 7- Effects of using animation artwork



The above are the opinions of parents regarding the impact of children's excessive use of animation on their personal social life and on children's creativity in extracurricular activities.
	To imitate characters in animated creations
	Percentage (%)

	Clothing
	22

	Storytelling
	16

	Demeanor
	34

	Hairstyle
	24

	Other
	4

	Total
	100


Table 8- Analytical data on character imitation in animated creations



When asked whether they imitate characters in animated films, 83% said they imitated and 17% said they did not. 45% of girls imitated and 38% of boys imitated. Out of the 50 children who imitated, 22% imitated the characters' clothing, 16% imitated the style of speech, 34% imitated the behavior, 24% imitated the hairstyle, and 4% imitated the personality traits of the characters.
	When parents prevent children from playing computer games or watching cartoons,
	Percentage

	
	Students(%)
	Parents (%)

	they feel sad,
	17
	12

	They become angry,
	22
	17

	They become  tempted to do it again.
	22
	33

	impulsive 
	03
	05

	can tolerate it moderately.
	36
	33

	Total
	100
	100


Table 09 - The impact of using animation on children's emotions and attitudes




According to the student's data Emotional development and control are very important factors in a child's personality development. Here, data analysis has been done on how children control their emotions when they engage in animation. When parents prevent children from using animation, the children gave the following answers in a questionnaire to observe the nature of the children. Here, 17% said that they feel sad when it is prevented, 22% said that they get angry, 22% are tempted to do it again, 03% show impulsive traits, and 36% can tolerate it moderately. According to the parents' data, when parents prevent children from using animations, in the questionnaire given to observe the nature of the children, the parents' answers are that 12% leave out of sadness, 17% get angry, 33% are tempted to watch it again, 05% act impulsively, and 37% tolerate it moderately. It is observed that only 20% of the children from the entire sample have the ability to tolerate it with mental stability. It can be concluded from this that other children deal with different moods.
	Parental and sibling relationship with you and your family
	Percentage

	
	Student(%)
	Parents(%)

	Good
	27
	23

	Very good
	63
	67

	Quite good
	10
	10

	Not good
	00
	00

	Total
	100
	100


Table 10 -Parent-student attitudes towards the relationship between children and family members



According to student data, when children were asked about their relationship with family members, 27% said it was good, 63% said it was very good, and 10% said it was somewhat good. No one responded that it was not good. According to parent data, when asked about their relationship with family members, 23% said it was good, 70% said it was very good, 10% said it was somewhat good, and no one responded that it was not good.
5.Discussion
In the study of the data obtained in the research sample, both positive and negative aspects of the use of animation creations were observed. Here, the research discusses how animation art creations affect the personality development of children.
According to Sigmund Freud's psychoanalytic theory, the id, ego, and superego are three important parts of a child's personality development. The ego maintains a balance between the id (pleasure principle) and the superego (morality). Therefore, a strong ego is necessary to moderately control a child's emotions and behaviors. This research revealed that children who were more involved in animation games and creations had difficulty controlling their behavior. It was observed that they returned to such activities even when they tried to stop them, and that they showed angry and aggressive behavior when their parents stopped and blocked them. This can be explained as a decrease in ego strength, and when there is a strong ego, this use can be controlled. It was also revealed that they were referred to various games, other activities, and clinical counseling programs to minimize these uncontrolled behaviors of children. Furthermore, according to Freud, bright colors are generally considered to indicate a child's happiness or excitement. Children's attraction to bright colors is linked to their natural visual development and happiness, and this study shows that such colors and simple shapes in animated creations also develop children's drawing skills.
According to.(Bandura,1986)  social learning theory, children learn by observing and imitating the behavior they see in society. Children pay more attention to things that interest them, and they memorize their special features and then recreate them as their own behavior. This imitation can be either positive or negative reinforcement. According to this research, it was observed that children show a strong attraction to animated cartoon characters and imitate them. In particular, they were seen to incorporate external and behavioral characteristics such as clothing, hairstyles, speech patterns, and behavior into their daily lives. Furthermore, this study reveals that children unconsciously build their identity through these characters, observing these characters as visual models and absorbing their characteristics before imitating them.
According to Neil Palling’s negative model, children are said to be educated through audio-visual reading activities. He has indicated that audio-visual videos can be used for this. According to the sample of this research, instances have been shown where children have used animated cartoons and games for their educational development. In the development of various languages, languages ​​such as English and Hindi have been developed through the images, sounds, words, and pronunciation in cartoons. Also, the use of colorful lines and shapes in those animated works has been observed and the children's creative abilities have been developed. Children who have developed abilities were found in the sample.
6.Conclusions
6.1 Major Findings and Conclusions
The study sample showed that girls are more inclined to watch cartoons, while boys are more inclined to watch both cartoons and computer games. Boys are more inclined to play computer games, and the game of Fire is the most popular game among children. The reason is that boys watch how their peers play and follow them, and since it can be played as a group, it is one of the reasons why boys are "accepted in the circle of friends." Girls watch more fairy cartoons and cartoons with educational value, and they like the beautiful clothes, hair, and story themes of the fairy characters in those creations. Children are more interested in the external features of cartoon characters, and through their interests, children are unknowingly motivated to shape their personalities through these creations. Children who live alone in the evenings after school are open, mostly lose their loneliness. It has been observed that children have turned to animations to relieve their minds during leisure time and to avoid competitive exam stress. Accordingly, it has been observed that creative games have been used as a motivator to motivate children's learning. The spoken English of children who have watched English cartoons on Cartoon Network for a long time has developed. The simple English idioms present in the cartoons have enabled children to pronounce English in a natural way, not in Sinhala. By watching English cartoons on a daily basis, children have become accustomed to using the English language. Boys who are excessively exposed to computer games show restless traits in the classroom and children who have abused girls. When asked about the reasons for this, it was found that children imitate what they see in animations and the creations they watch. It has been revealed that children have been influenced by the characteristics of the environment. Parents are bothered and pressured by parents to get the opportunity to play computer games and watch cartoons. Due to the use of animated cartoons and computer games, children form groups and build friendships based on common interests. Children who are not exposed to it are likely to be marginalized from society. Due to excessive use, face-to-face social interaction and social skills decrease, and at the same time, they make new connections with foreign friends through the Internet. It has been observed that children use computer games to experience experiences that are not available in real life and to simulate some experiences. About 70% of children who watch animated cartoons have turned to watching horror and fighting cartoons. Many children are attracted to the curiosity and fight scenes in those creations. It is concluded that children are attracted to the imaginative world beyond the real world due to the unique visual effects, colors, sounds, and fighting systems in those creations. This is why children are attracted to the game Free Fire. Another modern trend among computer games is that female children are attracted to the game of fantasy. It seems that it corresponds to the personality traits of female children and their thoughts and desires. Due to the increase in the total time spent by children on animation creations, children's subject achievement has decreased. Children have creatively drawn characters in cartoon creations and computer games. They have also created new creative cartoon characters that are unique to them. By creating new creations, children have been able to gain self-satisfaction with their creations, self-confidence, and self-assessment. The conclusion from the examination of the children's writings was that The bright two-dimensional colors and simple line shapes in the animations have improved their drawing skills. Interviews with the children revealed that these cartoons have helped them to draw simple features such as eyes, ears, and noses in drawing human figures. Children have been inspired to create portraits by drawing cartoon characters for a long time. Thus, through animations, children have developed their visual spatial thinking and expressed their inner desires and interests through cartoons. It was revealed that children have been able to beat many levels of the game of Free Fire and earn money by doing it repeatedly. There is a risk of children becoming victims of other social problems with receiving money at a young age
6.2 Limitations
In this study, the data collection will be limited to only the Mirigama division out of the three divisions of the Minuwangoda region. The data collection will be limited to only Grade 8 children. Furthermore, the research will be limited to only children who use animated cartoons and animated games among the animated art creations. Furthermore, the children's educational data will be limited to only Grade 8 2nd term examination scores in the collection and analysis. It is hoped that the conclusions drawn in this study will be comparable to many schools, although there are difficulties in generalizing to the entire population.
6.3 Recommendations
It is revealed that due to the low technological literacy of parents, there is difficulty in properly controlling the use of animation (cartoons/digital media) by children. Therefore, awareness programs are essential to develop the technological knowledge of parents. It is important to build an active dialogue between school teachers, parents and children about the use of animation, and to create a social discourse on its positive and negative effects. School-level guidelines and counseling programs should be introduced to make children understand both the good and bad aspects of animation use. It is also suggested to set time limits for animation use, direct children with excessive use to other sports, arts and social activities, and strengthen family relationships. Furthermore, it is important to use appropriate characters to simplify learning, develop language skills (especially English speaking) and promote good behavior by using cartoons and computer games as educational tools. Overall, this research concludes that instead of completely avoiding animated creations, using them regularly and for educational purposes is more suitable for the balanced personality development of children.


[bookmark: _GoBack]6.4 Recommendations for future study
01.To examine the suitability of using animation for the development of the art subject of junior secondary school children
02.To the suitability of using cartoon characters and cartoons for the development of children's portrait painting
03.To examine the suitability of using animation for the development of children's spoken English
04.To examine the suitability of using animation for the development of children's leisure time in a meaningful and productive way
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Types of cartoons that children watch

Sales	
Funny Cartoons	Horror Cartoons	Fairy Cartoons	Educational Cartoons	0.16	0.49	0.24	0.11	

Types of computer games played by children

Sales	
Educational Games	Adventure Games	Puzzle Games	Creative Games	0.16	0.6	0.12	0.12	
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