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Computers in the Classroom: "To Those Who Cannot 
Remember the Past ..." 
 

 
 
by Greg MacDonald 

 
Recently, as I was researching an article (soon to be published), I came across the following research:   
 

 A 2014 study published in Pediatrics and entitled Patterns of Mobile Device Use by Caregivers 
and Children During Meals at Fast Food Restaurants observed caregivers with children.  Of the 
55 care givers observed, 40 used a mobile device during the meal. 

 

 In Time 2 tlk 2nite: Use of Electronic Media by Adolescents During Family Meals and 

Associations with Demographic Characteristics, Family Characteristics, and Foods Served, 

frequent use of mealtime media was associated with lower family communication scores, as well 

as with a reduced likelihood of salads and fruits being served. 

 
Question:  How often have I observed a family at a restaurant, with all or at least some members buried in 
their hand-held devices rather than carrying on a conversation?   
Answer:  Too many to count!   
 
(Question:  What are your observations?) 
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… And although I hesitate to reach any conclusions, given the anecdotal nature of my own data, it always 
does seem to me that those families are losing something very precious as they each devote their 
attention to an electronic device rather than to their loved ones.  
 
 
The Advent of the Bicycle 
 
 

The partial quotation that forms the title of this little post comes from George Santayana, whose work The 
Life of Reason contains the complete quote: “Those who cannot remember the past are condemned to 
repeat it.” 
 
At first glance an 1896 discussion in the London Spectator, when linked to the above research (which 
points to the negative influence of technological devices), would tend to support Santayana’s 
pronouncement.  The article denounced the bicycle, claiming that it would have a profound and damaging 
impact upon social life in British society.  The article claimed that the popularity of the bicycle would lead 
to:  
 

The abolition of dinner and the advent of lunch … If people can pedal away ten miles or so in the 
middle of the day to a lunch for which they need no dress, where the talk is haphazard, varied, 
light, and only too easy; and then glide back in the cool of the afternoon to dine quietly and get 
early to bed…conversation of the more serious type will tend to go out.    (Source: 
www.smithsonianmag.com) 

 
Here’s my question:  Was the advent of the bicycle a good thing or a bad thing, or was it both?   
 
It seems to me that bicycles are a boon to our sedentary society.  Of course, at the same time, the 
frequency of bicycle riding accidents increased the minute that bicycles became an acceptable mode of 
transport.  (I believe there were no reported bicycle-related injuries before the invention of the bicycle, 
although I have to admit that I haven’t gone looking for research to the contrary.)   
 
Did bicycles actually destroy the fabric of British society by abolishing dinner?  I don’t think so … My 
sources tell me that the British still eat dinner.  
 
Was the bicycle actually responsible for the invention of a relaxed lunch?  I don’t know, but I must say 
that personally, I like the lunch tradition, minus what was apparently once upon a time (in late nineteenth 
century England) the need to dress formally and to converse in what I suppose would have to be a 
focused, unvaried, heavy and difficult manner, so if I have the bicycle to thank for this, please warn your 
own two-wheeler that a card is en-route! 
 
 
Video Games 
 
 

Other research also came to my attention: 
 

 Researchers who published their findings in The Hitman study: 
Violent Video Game Exposure Effects on Aggressive Behavior, 
Hostile Feelings, and Depression reported that regular players of 
violent video games felt less depressed and less hostile 45 
minutes after a frustrating experience than their peers who didn't 
play such games.  Who’d have thought that?  A positive finding 
on violent video games! 

 
 In Games and Simulations: A New Approach in Education? the 

author’s research indicates that video games can increase scores in measures of critical thinking, 
problem solving and working memory. 

 



Are we forgetting history, and dooming ourselves to repeat it in the most painful fashion, as we seek to 
deal with the proliferation of all sorts of electronic gadgets?  Are we condemning these devices without 
looking for any positive effects that they might provide? 
 
Or are we presently gathering the evidence that will point out both the benefits and the dangers of those 
gadgets? 
 
There’s a great deal of research out there that indicates that screen time can be hazardous.  
There’s also an increasing body of research indicating that screen time, properly managed and in 
the right circumstances, can have striking positive effects. 
 

***** 
 
At this point in time, I lean very strongly towards protecting our children from the known harmful effects of 
electronic devices.  At the same time, I don’t think that we should throw the bicycle out with the bath 
water.  (I know: A mixed metaphor… But this is a subject that mixes me up the more I read the research!)  
I think that we have to withhold a blanket judgment until more evidence is in.  We should also consider 
the possibility that those devices, which are a part of our children’s lives now (and which seemed destined 
to accompany those children into adulthood) might offer some benefits. 
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