Supplementary Table 3

Codes for the Final Coding Scheme

	Acceptance
Anger
Barriers
Believable
Building towards the guidelines
Children like screen time
Clarity
Confusion
Credibility
Definitions needed
Guilt
Integration of behaviours
Lay language
Layout
Mistrust
More specific (to developmental stage, ability)
Naturally active
Overall positive for physical activity guidelines
Overall positive for sedentary behaviour guidelines
Overall positive for screen-time guidelines
Overall negative
Positives associated with sedentary behaviours
Quantification and examples of behaviour needed
Reducing sedentary behaviour unrealistic
Simplicity
Socioeconomic status
Strength-based language
The why
Unable to control others’ screens
Unable to control workplace
Value




