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In this modern age, humankind has made various technological advances that have made life easy. These technological advancements have eased communication making the world seem like a global village. Thus, sharing information from one corner of the world is as easy as just tapping one button. Around 3.8 billion people globally are users of smartphones; this is according to Statista. The 3.8 billion people account for 48.2% of the entire world population. Children are among the people exposed to smartphones. In the United States, about 53% of children have access to or own a smartphone when they reach eleven years old. Besides, they are exposed to other electronic gadgets such as computers, televisions, and tablets. Unfortunately, exposure to these gadgets affects other life aspects such as physical and psychological health, socialization, concentration spans in classes which becomes a limiting factor since they are hooked and always glued on the screens.
One aspect affected by the extent of the period used up on electric appliances by children is the physique form index (BMI). BMI increase has been a commonality amongst children whose most time is spent on electronic devices. In children, obesity occurs due to imbalances in consumption and disbursement of energy. Therefore becoming concerned with the surges in obesity amongst adolescents and children because of the devastating effects that high body mass index can have on children's health. This is as an occurrence on too much time on electronic devices either for communication or entertainment purposes. (Al-Agha, Nizar & Nahhas, 2016). Studies that have been extensively done on television viewership indicate that specific contrivances link it to the surges in obesity. 
The inclusion of other behaviors such as feeding on junk foods and beverages that contain sweeteners during the utilization of these gadgets also contribute to the increase and development of obesity cases. This is as a result of lack of engagement in physical exercises or even allocating time meant for exercise that will help in digestion, metabolism, and strengthening of the body that leads to obesity because once done eating; the same children return to their devices. Research done in Saudi Arabia discovered that children who spent more than two hours using electronic devices showed signs of an increase in Body Mass Index that accumulated more than a half percent of the participants. (Al-Agha, Nizar & Nahhas, 2016). The outcome was related to the rise in modernization, bad choices in terms of health and food, and lack of engagement in physical activities. Most of them mostly consuming junk food while watching television or on other electronic gadgets.
Moreover, obesity in children occurs due to the marketing of food through the internet and websites platforms such as YouTube. According to Alvy (2008), attributes to the call of IoM to look into foodstuff promoting possibilities in enhancing obesity in youngsters countrywide. In the journal, Alvy shows how the food products marketed on children's websites have a link to the upsurge in obesity. It is evident that the advertisements made on television and other websites that children spend their time on have a significant impact on their food preferences, food choices, requests, and other makeshift eating manners. 
In response to the call, it was predicted that the online advertisements would be totally way out of stability with the children’s health-wise diet. Research carried on different food advertisements platforms indicated that most of the foods were of poor nutritional value to the children. Most of the foods were candies, breakfast meals mainly comprised of sugarcoated cereals, restaurants that are quick-serve, junk foods such as french fries, dairy foodstuffs, and sugary snacks. Most of the websites only advertise on products that are appealing to the children without considering their health and other adverse effects that the food products may bring to the children when over consumed. 
Therefore marketing food products becomes a high contributor to children's obesity problem in the country. This is because most of the foods advertised are highly unbalanced in terms of nutrition standards and health diet considerations (Alvy, 2008). Hence, professionals in food and nutrition need to look into these websites and advertisement platforms to ensure that a more significant percentage of the foods they are looking to attract consumption base with a majority being children are regulated in adherence to health protocols and diet requirements.
According to Calvert (2013), electronic devices and media are becoming an involuntary part of today's life. Specifically, the growth of mobile phones over the last half-decade making everyone have ease of access to the devices. One of the categories that the upsurge in the use of mobile phones has been noteworthy is adolescents. This is not just because fundamentally all adolescents own a mobile phone but rather the gadgets procure superior significance in the age group than for any other stage of development. (Calvert, 2013). Calvert finds it very surprising that several writings have been published on the application of mobile gadgets and their potential impacts on both adolescents and children within a short period. Therefore they end up influencing the behavior of both of the two groups. 
The vulnerability of the adolescents in concerns with technology and its dependence is very high, especially when it comes to their coping capabilities, which have been poorly rated. It has been noted that whenever they are under stress, most of them seek solace on their electronic gadgets either for gaming reasons or visiting social media platforms. Unfortunately, the overzealous use of the devices contains adverse effects on their lifestyles. Adolescents have been in the prime years of formative life, the over-reliance on electronic devices and social media may lead to more significant health risks in the age group. Attention Deficit Hyperactivity Disorder has been discovered to be an issue in children's overindulgence with electronic devices. Besides, obesity and dental carries to increases and are becoming a significant commonality among adolescents in the current days.
In the country, children and adolescents have been anticipated to have shorter life periods than their parents. This has been mainly attributed to the obesity predicament that is overwhelming worldwide development. Therefore implications on this situation are being laid on the exposure to electronic devices and media because the utilization of media with the inclusion of online video gaming has been noted to promote sedentary behavior and cause an upsurge in consuming high-calorie foods and drinks have little nutrition quality standards. (Calvert, Amanda & Bradley, 2012). However, the authors, too, tend to think that the use of electronic gaming devices may positively impact the children as it leads to an increase in their physical activities while exposing them to healthier foods. 
This is because sustaining a similar weight involves steadiness of energy in which the amount of calories disbursed is equivalent to the number of calories used. Hence environmental factors have been discovered to be causing obesity that involves the high intake of fat, low nutritious drinks, and foods accompanied by a sedentary routine. This has become normality with common similarities such as watching too much television or even playing deskbound video games. Most children's preference for food has been connected to too much acquaintance with television watching and the endless variety of food advertisements appearing on their very enticing screens.

Contrary to other literal findings, Calvert, Amanda & Bradley (2012) have difficulty demonstrating that too much exposure to electronic devices yields to obesity and other health effects. This is because as the children and the adolescents engage in their use of the devices, they either walk or talk, which is a sign of movement. They categorically use an instance where children can engage in their physical activities while paying keen attention to their gadgets or moving while interacting with their fellow exergames in audiovisual games that require gross motor movement for game-play. 
Therefore, they conclude like diets related to foods and drinks, the application of media to indulgences, a diet with a combination of activities that can potentially be involved in proliferation or lessening the caloric sense of balance. They believe the same marketing strategy used to advertise low nutritional value foods can also be used by nutritionists to reach the target market by encouraging the consumption of foods and beverages with more incredible health benefits.
Dreiske's (2018) book provides more insight into how children engage with their electronic devices and how a guidance system can be configured to regulate its adverse effects on children and adolescents. Today's generation of children and adolescents have been discovered to be spending most of their time on computers, televisions, and even smartphones which are recently becoming a necessity for them. Unfortunately, excessive periods are utilized on those electric appliances are proving to be detrimental to the age groups because it impacts their overall performance in school and their general health, both physical and mental health.

According to Dreiske (2018), attempts at policing and protecting children from too many screen periods is one of the most perplexing and infuriating accountabilities of good child-raising. Media monitoring on children is a hard-hitting task bearing in mind that technology and its devices are everywhere; thus, controlling screen time and their views may prove difficult. In the book, Dretske tries to explain that it may be effective for parents to control their children's screen time that may become handy in combating the upsurge in obesity and prove helpful in productive means such as in the situation that involves carrying out school projects and assignments. 
[bookmark: _GoBack]Electrical appliances and additional broadcasting represent some of the utmost significant and unrecognized impacts on teenagers' and young people's well-being and activities. (Hedge et al., 2019). Although oppositions to these carry-outs can exist on collective sense, theoretical, or public health grounds without stringent scientific information, an upsurge in the number of studies exists. Electronic devices are continuously evolving, thus making it difficult for parents to control their youngsters’ display interval. Most of the children use these gadgets in the nighttime before they sleep, while others spend an estimate of 8 hours daily on a television, computer, or smartphone screen. The long time spent on screens is threatening their health, creating problems such as headaches, reduced vision due to too much screen time, and exposure to too much brightness on the phones and televisions.
In conclusion, exposure of children and adolescents to too much screen time affects their health. In most cases, it has been discovered to bring about obesity because by the lifestyle that accompanies too much usage of electronic devices. Their body mass index increases due to poor nutritional diets and an upsurge in calorie intake that accumulates in the body, causing weight gain because of lack of indulgence in physical activities and healthy diet behaviors.
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Reflection
1. Provide one example of a place where you have used rhetorical appeals or source material to support your argument. How does this enhance your essay? (2-3 sentences)
The rhetorical appeal source that I used is that of Calvert, Amanda & Bradley (2012). The material helps to bring a different argument perspective concerning my topic of discussion. It provides insight on how the issue can be positively used to prevent its impacts on children.
2. Touchstone 4 is a revision of this draft. What kind of feedback would be helpful for you as you revise? Are there parts of your draft that you’re uncertain of? (3-4 sentences)
The feedback that will be useful in my revision is on areas where I need to improve and my vital areas to assist in maintaining and changing the weak areas. Having feedback that involves a comments section comes in handy as a guideline to what steps I have taken in knowledge grasping and mastery of content during the coursework. Parts of my drafts that I have uncertainties with may have to do with proper conditioning of views to prevent overreliance on one side of the story. 
 




