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The CoRonaviruS Health Impact Survey (CRISIS) VO0.3: Youth Self-Report Follow Up Current
Form

Identification Number:
Country:

State/Providence/Region:

Your age (years):

MEDIA USE (PAST TWO WEEKYS)

During the PAST TWO WEEKS, how much time per day did you spend:

1. ... watching TV or digital media (e.g., Netflix, YouTube, websurfing)?
No TV or digital media

Under 1 hour

1-3 hours

4-6 hours

More than 6 hours

P20 T

2. ... using social media (e.g., Facetime, Facebook, Instagram, Snapchat, Twitter,
TikTok)?

No social media

Under 1 hour

1-3 hours

4-6 hours

More than 6 hours

P 0T

3. ... playing video games?
No video games
Under 1 hour

1-3 hours

4-6 hours

More than 6 hours

P aoo
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