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Why now?




Screen Time Research

Visual & Cognitive Health
e Excessive, unstructured screen time
disrupts: (1) sleep cycles, (2) increased

eye strain, and (3) cognitive fatigue

Displacement Effect:
e Displacement of essential developmental
activities:
m Hands-on learning
m Physical play
m Face-to-face social interactions

AAP (2026) and OECD (2025)

The Generative Al Boom

Rapid Advancements
e Generative Al tools can instantly
produce essays, code, and images,
challenging how we assess original
student thought.

New Digital Risks
e Unsupervised Al use introduces:
m Algorithmic bias
m Data privacy breaches
m Bypass the critical productive
struggle required for deep learning.
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Screen Time Guidelines

Purpose Before Device



Our Core Digital Principles

Purpose Before Device

e Technology used strictly with clear pedagogical
value
Protecting the Productive Struggle
o We protect the natural learning process

e Students engage in independent thinking and
inquiry

Visual Health & Well-Being

e Digital lessons are balanced with breaks
e We ensure screen-free peer collaboration




Purpose Before Device

Pedagogical Value
e Technology utilized strictly as enhanced
feedback, active collaboration, research, or
differentiation.

Priorities
e Hands-onlearning
Physical activity
Reading
Face-to-face interaction
Sleep (home)

Visual Health

Breaks
e Frequent posture, movement, and
distance-vision breaks.
e Avoidance of long periods of
uninterrupted near screen work

Teacher Guidance
e Our educators help students actively
connect their digital experiences back
to real-world classroom learning.




Daily
Academic
Limit

Grade
Level

Project Days
(Max)

Focus & Approach

Brief, teacher-guided activities. Prioritize play,

Kindergarten 15-20 minutes 30 minutes . .
manipulatives, and read-alouds.

Balance digital tasks with reading, writing, and

1stGrade 20-30 minutes 40 minutes movement. Aim for 15-20 min blocks.

Use of structured platforms. Break after approx 20

2nd Grade 30-35 minutes 40 minutes . .
mins of sustained near work.

Creation and collaboration. Aim for 20-30 min blocks

SlelElrEn: LAl iz S0 [ followed by off-screen transitions.

Longer tasks interspersed with handwriting. Break

4th Grade 45-60 minutes 80 minutes before 30 mins of visual work.

Research, coding, writing. Planned off-screen

5th Grade 60-80 minutes 160 mins (4 periods) I [ [ asing e




Al Guidelines
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Timeline: The 2-Year Development Journey

Year 1: Staff Training Year 2: Updated Guidelines
Comprehensive training Integration of educator
for educators focused on feedback, board policy, and
understanding what Al is pediatric research into our
and its ethical use. current framework.
® ® ® o
Year 1: Exploratory Launch Year 2: Research & Training
Initial exploration and testing Avyear-long, deep-dive study
of Al frameworks within reviewing pedagogical
select district environments implications, data privacy,

to gauge impact. research & training




Artificial Intelligence will never
substitute:

e Human creativity

e Ethical responsibility, or

e Critical productive struggle

No unstructured or unsupervised access
to Al tools

e All usage: subject to teacher
direction, assignment expectations,
and data privacy policy.




Al Scaffolding Framework

\' Grades K-2 (Awareness): No direct student Al interaction. Tools are teacher-facing only, strictly

utilized for customizing lessons and creating accessible materials.

Q Grades 3-4 (Guided Demo): Teachers lead whole-class interactive demonstrations. Students learn

how to evaluate outputs for biases and errors; Al is not used to generate any student work.

_.'.) Grades 5-6 (Guided Trial): Al serves as a secondary resource. Students learn about Al limitations

and evaluation only after engaging in independent effort and productive struggle.

z Grades 7-12 (Responsible Use & Bounded Workflow): Students may use vetted Al tools as study
aids, for proofreading, or exploring counterarguments. Mandatory tool disclosure is required, and

final submissions must be strictly original work.



Al Academic Integrity Review *

Level 1: School-Level Review

Focus
e Restorative approach to understand the
student's process
e |D of discrepancies and hold a supportive
conversation, to determine ownership

School Consequences
e |[f infraction is confirmed, school-level
consequences are applied

* Based on Policy 5300 (Code of Conduct)

Levels 2 & 3: District Appeals

ASCI Review
e Escalated cases undergo evidence
review by a committee of instructional
leaders. A brief hearing is held, resulting
in a written determination.

Superintendent Audit
e When severe infractions occur or ASCI
appeals, the Superintendent conducts a
final procedural audit to ensure due
process and issues a binding decision




Partnering with Families

We need your support



Artificial Intelligence: Prioritizing O

As Artificia

I Inte

2NING & Al GUIDELINES . . . .
cUFSD DIGITAL LEARNING & Screen Time and Generative Al Instructional Screen Time Guide

District (EUFSD), ¥
gral parts of mode

m soc!

me

*+ Grades K-2 (Ay, e The 20-20-29 Rule: Enc,

e s 3 d

ndational offline * Grades 5-6 (Guided Tria|

2nd Grade

ow for c.
ow for cognit

3rd Grade * Grades 11-12 (Bounded Wo

4th Grade

5th Grade
visual Health & Well-Being: =

top

.
structural breaks

ure, and encouras

Available in our Curriculum Website; https://www.edgemont.org/departments/curriculum



https://www.edgemont.org/departments/curriculum
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Mirror our mindful technology measures at home. Establishing
supportive habits protects children's visual and physical well-being:

e The 20-20-20 Rule: Look at something 20 feet away for 20
seconds after every 20 minutes of screen time.

e Proper Distance: Ensure screens are 18-24 inches away. Maintain
ambient light to reduce eye strain.

e Limit Before Bed: Implement a screen-free boundary 30-60 minutes
before sleep for cognitive cool-down.

e Visual Variety: Balance screen time with outdoor activities,
physical play, and paper-based reading.



Balance
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Our Two Goals: Purpose & Original Thinking



Al/Screentime Initiative: Ongoing Conversation

Phase & Date Range Core Task / Action Item

e BOE Presentation: Update to Al/Screentime Initiative
e Production of Digital Parent Handout
o Reach out to PTA to partner on info/play session(s)

Phase 1: Intro & Connection — September/October

e Production of informational video

e Production of copies of parent brochure for
Phase 2: Production — October distribution

e PTA Event(s) planning

e Production of informational video
Phase 3: Session(s) with PTA — November e PTAEvent(s)

e Distribution of Brochure at PTC (12/11)
Phase 4: Distribution - December




Thank you!

Partnering together for student well-being, original thought, and deep learning.

forozco@edgemont.org
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