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Foreword

Baroness Anne Long!eld, former Children’s 
Commissioner for England 

Television has been a feature of childhood for over 60 years and video 
games for well over 40 years. Yet the amount of screentime consumed 
by children has only recently become a national debate and cause for 
concern. Smartphones or tablets have become ubiquitous in most 
children’s lives, and how children consume media has inevitably changed. 

We are all searching for the right balance between the time children 
spend online and the creative and fun benefits of the digital world. At a 
time when there are more children with unhealthy weight and mental 
health problems, that should include encouraging children to switch off 
and spend more time enjoying the benefits of play in the outside world. 
But it also means making sure children can have the freedom, and are 
safe, to access the huge opportunities for learning and play provided 
through high-quality and diverse media. 

If we want to see thriving childhoods, we should always make sure 
children have both the freedom and support that they need to play, 
alongside the freedom to learn and be entertained in ways that  
encourage their creativity, which challenge them, and which are fun.
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Editors’ Welcome 

Hannie Kirkham, Research and Strategy Manager, Oriel Square, 
Laura Sinclair, Doctoral Researcher, School of Journalism, 
Media and Culture, Cardi# University and Dr Ashley Woodfall, 
Associate Professor in Children’s Media, Bournemouth 
University

Warning. The following dialogue uses text and images from OpenAI’s ChatGPT 2025, with 
surprisingly little poetic licence used by the editors. We believe that AI can be beneficial to the 
industry and our audiences when used ‘wisely’.

EDS: Ok ChatGPT, can you create a pitch for a children’s TV show please?

CHATGPT: Sure! Here’s a pitch for a children’s TV show that balances entertainment with learning 
and emotional development. 

Logline: When six-year-old Milo finds a magical backpack full of living emotions called the 
Moodies, every day becomes an adventure in understanding feelings, solving kid-sized problems, 
and learning how to be a great friend.

Premise: Milo is a kind and curious kid who one day discovers a mysterious backpack in his 
treehouse. Inside are the Moodies – tiny, colorful creatures, each representing a different emotion 
like Joy, Sadness, Anger, Worry and Confidence. Whenever Milo encounters a tough moment at 
school, at home, or on the playground, one (or more!) Moodies pop out to help him figure out what 
he’s feeling and how to handle it.

EDS: Hmm that’s too generic, and I think we might have some plagiarism at play. Can you try again?

CHATGPT: Got it – thanks for the honest feedback. Let’s take a more original and distinctive angle. 
Here’s a new, more unique pitch that avoids familiar tropes and delivers a fresh concept while still 
being age-appropriate and meaningful.

Logline: In the bizarre town of Oddfellow – where umbrellas grow on trees and time occasionally 
runs backward – 11-year-old Kip and his snail sidekick, Shelley, investigate the town’s weekly 
“glitches” to keep everything weird... but not too weird.
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Premise: Every Thursday in Oddfellow, 
something strange happens: the moon turns 
plaid, doors start singing opera, or everyone’s 
thoughts appear as floating comic bubbles. 
Each week, Kip and Shelley investigate the latest 
mystery, meeting strange residents (like Ms. 
Nozzle, who communicates via smoke signals, 
or the Pancake Mayor) and slowly uncovering 
a layered, long-running mystery about 
Oddfellow’s true origin.

EDS: Um, thanks for trying, ChatGPT. How 
about something that reflects the life of a real 
human child?

CHATGPT: Absolutely. Here’s a grounded and 
emotionally rich pitch for a children’s show 
centered on the real experiences of a child, 
with a focus on authenticity and emotional 
resonance:

Logline: Nine-year-old Nia navigates her 
everyday life – new friendships, growing 
responsibilities, big feelings, 
and her dreams of becoming 
a dancer – all while 
adjusting to her family’s 
recent move to a new city…

EDS: Hold on, this is 
sounding very generic again. 
Ah, I thought this was going 
to be easy! 

Well, good things are never 
that easy, as any Children’s 
Media Yearbook editor will 
tell you.

ENTER: The Yearbook.

***

This year’s edition brings together leading 
thinkers and practitioners from across the field 
to explore the major developments impacting 
children’s media today – from digital wellbeing 
and media literacy to representation and 
emerging technologies. You’ll find thought-
provoking articles, original research and case 
studies that offer both critical analysis and 
inspiring innovation.

The Children’s Media Yearbook exists not only 
to document the state of the field but also to 
foster collaboration, encourage dialogue and 
advocate for media that reflects the diversity 
and richness of childhood itself. As you read 
through these pages, we hope you’ll be inspired 
to think deeply, act boldly and contribute 
meaningfully to the future of children’s media. 
And remember that we’re in it together.  
We can’t just ChatGPT it in.
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The Pancake Mayor and Ms Nozzle
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