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Introduction

The Internet today is part of the landscape of our daily lives. For young

people, the Internet is a constant companion, both at school and at home,

computers are now found in kinder—gardens all over the world. At school,

lessons take place using the Internet and students are expected to make full

use of it as a research tool to do their homework. At home the Internet is

also the leisure tool of choice for many children and young people, and it is

through the Internet that they relax and organize their social lives. The

Internet has changed the way we engage socially, commercially and educationally

and is certainly here to stay. While there are many positive aspects to its use,

the rapid growth of the Internet has largely outpaced our ability to under-

stand the effects of this dynamic medium, both on our society in general and

on people individually (Amichai-Hamburger and Batak, 2009). When we try

to bridge the gap and understand the reach of the Internet, research has tended

to focus on the experience of adult users (e.g. Mok et 4]., 2010) while the

experience of young people and children is less well documented.

The aim of this chapter is to review the literature dealing with the relation—

ship between Internet use and the psychological and psychosocial well—being of

children between the ages of 9 and 17, otherwise known as the ‘N—Genners’

(Net Generation). The Internet has become a ‘necessity' for N-Genners, but

the drawbacks of sustained Internet use are still unclear. This chapter discusses

current trends in Internet use among children and teenagers, with a focus on

the more troublesome aspects of such usage: aspects that might require

responsible adults to pay more attention to how this medium is being used

today by children and teenagers. While exploring these troublesome aspects, we

also discuss how our knowledge about the potential negative implications of

Internet usage can, in turn, help us in thinking of ways to productively deal

with these troublesome issues. With the publication of such findings, the

public has an opportunity to become more informed and educated as to the

advantages and dangers of young people’s Internet use. This knowledge,

will, it is enviSioned, allow those responsible adults, including parents and
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teachers to make informed and appropriate decisions which will facilitate

effective use of the Internet by young people. In addition, creators and

designers of technology will, we trust, use such knowledge to produce tech-

nology that is psychologically healthy and socially adaptive.

Internet usage

The starting age for Internet users is steadily decreasing while the average

amount of time spent on the Internet'is rapidly increasing (Mok et 41.,
2010). According to the Current US Population Survey: School Enrollment

and Computer Use Supplement (SECS), about two-thirds of children in

nursery school, and 80 percent of kindergartners use computers, indicating
that computer use among the very young is well established.

The proportion of children using computers continues to increase with

age, such that by the time children reach high school, almost 97 percent of

students in grades 9—12 are active computer users. In terms of Internet use,

23 percent of children in.nursery school use the Internet, and this number

rises to 50 percent by grade 3 and to 79 percent in grades 9—12 (Norris,
2010). In other words, the Internet is becoming a larger factor in the lives of

people at progressively younger ages. Thus, the question of how Internet

usage effects children and teenagers is becoming increasingly pertinent.
Teens represent a unique audience in that their online usage patterns are

distinctly different from those of other age groups. When looking at the

major activities of the N—Genners online, we learn that 73 percent of wired

American teens now use isocial networking websites, as compared to

47 percent of online adults. 62 percent of online teens access news about

current events and politics online, and 48 percent of wired teens have pur—
chased items online, for example, books, clothing or music (Lenhart et 41.,
2010). According to Livingstone (2003), typical Internet usage of young
children can be described in the following three dimensions: (1) entertain-

ment; (2) education; and (3) edutainment. With that said, it is more difficult

to talk about children’s Internet usage patterns as the vast majority of the

studies looking at this aspect are focused on media usage in general (e.g. TV

vs. Internet). These studies pay little attention to the online usage patterns of

children (Genevieve, 2010).

It is evident that children and young people are going to be influenced by
the extent of their use of the Internet, socially and psychologically. What those

impacts are, and how we can learn from them to find ways of providing
positive experiences for relationships in educational settings is the challenge.

Effects of Internet use on children and teenagers

The following sections discuss relevant research and theory, which is largely
speculative at this time, which strives to explain the effects of Internet use on
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children and teenagers. Based on the relevant literature, seven main areas of

impact have been identified: (1) parent—child interaction; (2) cyberbulling;
(3) the notion of play; (4) the development of social causal reasoning skills;

'(5) vulnerability to social isolation; (6) Internet use and critical periods in

development; and (7) the effects of multitasking.

Parent—child interaction

Parent—child interaction indubitably plays an important role in the social

and emotional development of children (Sefton-Green and Buckingham,
1996). Parents often impart moral guidance, social skills modeling, and

emotional lessons to their children (Crain, 2000). Yet, research indicates that

contemporary children are not spending enough time with their parents

(Lynda and Kerry, 2010). Basing her assessment on case studies and obser-

various in homes and classrooms around the United States, developmental
and educational psychologist Jane Healy (2004) hypothesizes that children’s

Internet use may detract significantly from parent~child interactions, if it

occurs at times when parents and children would normally interact. If time

spent on the Internet, either by parents or children, comes between parents
and their children during the formative years, then the child’s emotional and

social development might be impacted.
Another issue that the Internet and computers in general raises for parents

with Net generation children is that the parents are unaware of just what

their children do during the hours they spend on the computer and online

(Subrahmanyam and Lin, 2007). Surveys indicate that most parents believe

that the computer/Internet is an important academic tool, and that their

children are reaping great benefits from their time with the machine (Heim
et 41., 2007). Based on case studies and observations, Healy suggests that

these reasons might explain why parents often find it difficult to set time

limits on this activity, whereas they might find it easier to set limits on their

child’s TV watching, which is more of a known quantity (Healy, 2004). This

situation can subvert the traditional parental authority paradigm, leading to

problematic family relations, and hindering the development of the child’s

social skills (ibid.).
This lack of sufficiant guidance and supervision regarding children’s

Internet usage begs the question as to the potential dangers that such usage

might entail. One of those dangers is exposure to pornography and other

unsuitable material (e.g. graphic images of any kind that are inappropriate
for children of various ages).

A small, but consistent body of research from various parts of the world

has shown that a considerable number of adolescents have contact with

sexually explicit Internet material. Whether intentionally or not, 42 percent

of children in the age group of 8—16 years have viewed sexually explicit
Internet material, and children are first exposed to such content at the age of
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11 years on average. The largest consumers of sexually explicit Internet

material are from the 12—17—year-old age group (Wolak et 41., 2007). Websites

containing sexually explicit, violent or otherwise inappropriate material are

readily available to children who use the Internet without parental super-
vision. Healy makes a comparison between allowing a child to wander freely
and unsupervised on the Internet and ‘dropping your child off alone in a bad

neighborhood’ (Healy, 2004, p. 259).

These issues introduce the critical need for parental supervision (Wang
et 41., 2009). Lwin, Stanaland and Miyazaki (2008) distinguish between two

types of strategies: restrictive mediation and active mediation. Restrictive

mediation implies the definition of rules about Internet usage. These rules
can be related to timing or to the use of or access to specific Internet applica-
tions. Restrictive mediation precedes actual Internet usage. Active mediation
is linked to actual Internet usage. Parents adopt an active position and stay
around, talk about Internet usage, or check the computer screen.

Some authors question the impact of active or restrictive mediation (Lee
and Chae, 2007). However, the study by Lwin et a]. (2008) shows that both
active and restrictive mediation help to lower the chance of risky online
contact (for example, passing personal information). They therefore prefer to

label the combination of active and restrictive mediation ‘selective mediation’.

They also found that ‘promotive mediation’ is effective when parents especially
adopt active mediation and to a lesser extent restrictive mediation. The least
effective is a lazirrez—faz're style; they found that active and restrictive mediation

predicted a lower level of unsafe Internet behavior.

Cyberbulling

Another impact we should be aware of lies with cyberbullying. Cyberbully—
ing and/or cyberharassment occur when someone uses electronic media such
as a cell phone or the Internet technology to embarrass, shame, or humiliate
another person (Patchin and Hinduja, 2006).

Cyberbullying was recently blamed for the suicide of a student at an

American university who was ‘outed’ through the Internet. Ybarra, Mitchell,
Wolak, and Finkelhor (2006) reported that approximately 9 in 10 children
and adolescents report using the Internet and that 9 percent of respondents
to the Second Youth Internet Safety Survey reported being the target of

cyberharassment at least once in the previous year, a 50 percent increase from
the First Internet Safety Study (Finkelhor et 41., 2008) conducted just five

years earlier.

In recent years, several cases have come to the public’s attention in which
individuals have harassed, stalked and killed unsuspecting children whom

they have met online. Internet users, particularly young users, may be una—

ware of the dangers of revealing personal information (address, phone

number, school location, etc.) to the total strangers they meet online.

I



I06 Zack Hayat and Yair Amichai-Hamburger

Cyberbullying is becoming an increasingly serious issue, which requires

awareness by school officials, staff, and parents to effectively address and

contain. Ybarra et a]. (2006) suggested that as a result of the significant
increase in the report of cyberharassment from 2000 to 2005, Vigilance is

still called for on the part of those who interact with young people.
Patchin and Hinduja (2006) noted a lack of supervision in cyberspace.

They pointed out that although chat rooms are periodically monitored in an

attempt to regulate conversation and eliminate offensive individuals, personal

messages are viewable only by the sender and recipient. Further, e-mail or

text messages sent via computer or cellular phone are not subject to any type

of monitoring or censorship. In addition, an increasingly large number of

adolescents have access to computers in the privacy of their bedrooms and in

many cases the adolescent knows more about the use of computers and cellular

phones than his or her parents and is, therefore, able to operate without fear

of being discovered regarding their involvement in cyberbullying or being a

victim.

Juvonen and Gross (2008) looked at prevention tactics used by their

respondents to protect themselves from cyberbullying. The most common

tactic used was blocking a particular screen name, which 67 percent of the

respondents reported they had done in the past. One—third reported having

restricted a particular name from their buddy list, while 26 percent had

switched their screen name and a similar number had sent a warning to the

perpetrator to prevent cyberbullying. Juvonen and Gross reported that these

tactics are particularly relevant to Instant Messaging, which was reported as

one of the most prevalent forms of electronic communication by their sample.

One assumption supported by the data collected by Juvonen and Gross

was that youth would not report incidents of cyberbullying to adults which

was in contrast to Ybarra et a]. who in 2006 reported that two in three vic-

tims of cyberbullying reported that they had disclosed the incident to a

parent or other person in authority. The response found by Juvonen and

Gross was, in fact, overwhelming, as 90 percent of their respondents reported

not telling adults about incidents of cyberbullying. The most common reasons

reported for not telling were a stated belief by 30 percent of the respondents

that they needed to learn to deal with it by themselves and a fear, reported

by 31 percent, that if their parents found out, their access to the Internet

would be restricted. This concern was even more pronounced for younger

respondents, particularly girls from age 12—14.

The direction that looks most promising in dealing with cyberbullying

comes from the Rodkin and Hodges (2003) study. Rodkin and Hodges

found that those children who can develop positive peer relations with a

wide group of people are to a great extent protected from victimization.

Rodkin and Hodges argue that when victimized children are appropriately

integrated into their peer ecologies, forming the right friendships and heading

off destructive antipathies, present and future risks can be reduced.
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Therefore, a potentially powerful intervention for potential cyberbullying
victims is training to enhance social networking techniques as well as efforts

to create a more socially accepting environment at school through teacher

modeling and encouragement. They also suggested that it would be bene-

ficial for school psychologists to develop an anti—bullying curriculum, which

will both enhance the understanding of current research as well as support

efforts to reduce children's aggression towards one another. More research

needs to be conducted in this area in order to improve anti-bullying measures

that involve educators and parents, as all students are potentially at risk.

Play

Nie and Erbring (2000) and other experts argue that time spent using the

Internet leaves less time for face—to-face and Other traditional means of social

interaction, which may lead to social isolation and other negative social and

emotional consequences. It is well known that play and peer interaction in

general form an important part of a healthy childhood, and that a child’s

spontaneous, natural play behaviors promote healthy physical, social and

psychological development (Azar, 2002). Some researchers are concerned that

Internet use may displace a child’s playtime or time for face-to-face social

interaction with peers, and therefore interfere with healthy physical, social

and emotional development (Subrahmanyam and Lin, 2007).»
I '

Play, formal or informal, solitary or in company, provides a child with

regular exercise (Azar, 2002). It is empirically proven and generally accepted
that exercise provides health and psychological benefits for people of all ages

(King at al., 2002). Physical fitness, attained through regular exercise, also

enhances secretion of important neutochemicals, such as endorphins. Endor-

phins, short for ‘endogenous morphines’ are secreted by the pituitary gland
during exercise. Endorphins elevate mood, stave off stress and depression,
and inhibit physical pain (Dewey and Steinberg, 2001). Other cognitive and

psychological sequelae of physical fitness include improved mental functions

such as learning and memory, and improved self-confidence (Sapolsky,
1998). Internet use is an inherently sedentary and mostly solitary activity.
In fact, more than 60 percent of all computer time is spent alone (Norris,
2010). If the hours a child spends using the Internet replace some of the

time he or she might otherwise spend engaging in active play, then the

Internet might deprive the child of some of the health benefits which play
naturally provides (Healy, 2004).

In addition, play can help children deal with natural aggressive instincts,
modulate affect, and develop a sense of self (Azar, 2002). Playing with parents

or other adults also provides the child with useful tools for emotional and

social development, including adult role modeling and mentorship. Play with

adults also introduces the child to adult social interactions and expectations,
which become more important as the child grows older.
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Some research even suggests that depriving a child of play may interfere

with brain maturation, and may increase the likelihood of impulsivity and

poor self-control due to a disruption in frontal lobe development (ibid.). It is

clear that play has an important role in the physical, psychological and social

development of children. Some researchers are concerned that if online time

displaces a child’s ‘physical’ playtime or time for social interactions, then it is

possible that the development of healthy social skills will be disturbed (Tarpley,

2002). More research must be done in order to form a clearer picture of the time

displacement effects of Internet use on children and teenagers.

It is important to note that physical inactivity or lack of social interactions

among children and youth remains a significant issue that will likely only be

solved through a multifaceted approach that includes education and structured

interventions combined with the provision of enticing opportunities for dif-

ferent activities. The new generation of both online and offline Active Video

Games (AVGs) are an emerging technology that has the potential to address

the latter. Preliminary evidence seems to support AVG play as an enjoyable
medium for self-directed physical activity of light to moderate intensity

(Leatherdale et 41., 2010), as well as offering a socially interactive playtime

(Lwin et 41., 2008). It remains to be seen whether AVGs can be used effec-

tively in the long term to help motivate increased daily physical activity and

decreased sedentary pastimes, as well as the way in which they encourage

social interactivity.

Development of social causal reasoning skills

Social causal reasoning skills are ‘the ability to infer how someone else might

be feeling’ (Healy, 1998, p. 212). Research indicates that this important

skill set usually begins to emerge in children as early as age 3 (Frye et 41.,

1995), and continues to develop through everyday human interactions

(Hickling and Wellman, 2001), in which the child learns to recognize the

cause and effect relationship between his or her words or actions and the

responses of others. Both children and adults learn to use experiences in the past

to predict the outcome of new social situations, and to modify their behavior in

accordance with the situation and desired outcome (Brown et 41., 1989).

In addition to routine social encounters, play provides another context in

which children can learn these skills (Azar, 2002). Developmental and educa—

tional psychologist Jane Healy suggests that when parents allow cyberworlds
to replace face-to-face social encounters, children’s social skill development

may be at risk (Healy, 2004). In particular, Healy suggests that time spent

online may interfere with or displace a child’s opportunity to develop social

causal reasoning skills through social interaction and play. If a child does not

acquire adequate skills for interpersonal functioning, he or she is more likely

to face the pain of social rejection, and to develop emotional problems later

(Wodarski and Hedrick, 1987).
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It is important to note that communication technologies that were popular
among adolescents in the 19905, such as MUDs (Multi-User Dungeons) and

public chat. rooms, were typically used for communication between strangers.
However, in recent years, several communication technologies, such as

Instant Messaging (IM) and social networking sites like Facebook have been

developed which encourage adolescents to communicate with existing
friends. European and US studies have shown that 84 percent (e.g. Gross
2004) to 88 percent (e.g., Valkenburg and Peter, 2007) of adolescents use
IM for communication with existing friends. These patterns suggest that
rather than hindering opportunities for social interaction, Internet usage can

actually supplement existing social relationships with peers. By doing so the
Internet can actually offer an additional channel for promoting one’s social
causal reasoning skills.

Vulnerability to social isolation

Research suggests that a sense of ‘social connectedness’ is very important for
healthy adolescent development, and that social experimentation is a natural

phenomenon in this developmental stage (Newman and Newman 2001) Social
isolation or lack of group membership may increase an adolesceht’s chance of

encountering depression, lowered self-esteem, anti—social tendencies and high-
risk behaviors later in life (Sylwester, 1997). Some research points to a potential
link between adolescent social behaviors and Internet use, which may signal a

heightened vulnerability in this age range to social isolation and loneliness in
connection with Internet use (Subrahmanyam and Lin, 2007).

In addition, researchers hypothesize that teenagers may experience greater

loneliness and depression than adults because adolescents spend far more
online time than adults. This impact relates to their spending more time

corresponding with weak tie relationships, those people with whom they had
no relationship other than the Internet-based correspondence, and less time

communicating with strong ties, than adults did (ibid.).
Shelley Turkle, an MIT psychologist and pioneering researcher in the area

of human—computer interaction, has analysed the interface between online
soc1al worlds and human identity (Turkle e! 41., 2006). Of interest here is

Iurkle’s View of the social and psychological effects of teenagers’ participation
in online communities. Based on an extensive series of interviews Turkle
expresses ambivalence regarding the social potential of online communities
for teenagers. On the one hand, she believes that virtual social environments
may allow teens to experiment with their identities in safe and positive wa s

and. to explore various types of social discourse in a relatively non-threateniii
,

envrronment. On the other hand, this type of social activity may break dowigi
important boundaries between virtual and real life, causing teenagers to
lose sight of the importance of real emotion a

' '
'

.

nd tr d l

telatlonShips (ibid.).
a itionally estabnshed
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social venues on adolescents. One important trend that has significant impor—
tance within this context is that based on current studies, the vast majority of

adolescents in Western countries have access to the Internet (e.g., Lenhart

and Madden, 2007). At such high access rates, a negative effect of the Internet

on social connectedness is less likely because adolescents have more opportunities
to maintain their social network through this medium.

internet use and critical periods in development

Perhaps the most fundamental and far—reaching set of ideas regarding the

effects of Internet use on children is based on the idea that use of technology

interferes with a child’s neurological and psychological development during

critical periods (Healy, 2004). This area of investigation is fairly new, and

much more research is needed to build a substantive body of literature based

on empirical evidence.

A critical period is ‘a time in early development during which some event,

such as an experience or presence of a hormone, has a long-lasting effecr’

(Kalat, 1998, p. 523). The term ‘critical period’ traditionally refers to phases

in neurological and other physiological development during which environ-

mental events and experience have a long—term impact on the development

of synaptic connections and neurochemical patterns. However, the term ‘cri—

tical period’ has also been used to describe periods of intense vulnerability

during emotional and psychological development, during which an event or

disturbance may have unusually far—reaching effects on development,

including changes in brain function (Helmeke et 41., 2001). Since children

and adolescents are still developing both physically and psychologically,
their interaction and experience with technology (i.e. computers, software,

and the Internet) have the potential to impact them profoundly during cri-

tical periods (Healy, 2004). It has been argued that if a young person spends

significant amounts of time playing computer games: software, video games,

Internet or other video game programs, and those games fail to stimulate

still—developing brain areas, it is possible that this individual will suffer from

poor frontal lobe development and sequelae. Specifically, researchers are

concerned that stunted frontal lobe development will yield children who

have concentration problems, difficulty modulating emotions and controlling

impulses, particularly anti—social or unethical impulses, and an increased

probability of violent behavior in later life (Dogan, 2006).

On an experiential level, many factors suggest that excessive Internet use

may predispose a young person to develop impulsive behavior. The example

of a child playing a computer game illustrates this point. When a child plays

a game, his/her goal may be to blow up a bad guy, get through a maze,

avoid being shot and reach a prize. As discussed previously, an individual’s

physiological reactions to virtual events mirror the body’s reaction to real

woriu events. However, unlike a real Situation, the child can end or restart a

game with the click of a button at any moment he chooses, with no real—life

consequences. Similarly, if a child or adolescent is engaging in a virtual con-

versation with a stranger on the Internet, and wants to end the conversation
he/she can do so by pushing a button, without consequences.

,

.Turkle et 41. (2006) noted that some children have difficulty making a

distinction or understanding boundaries between real and virtual life while

playing video games. Given that some children do have trouble distinguishing
real life from computer-simulated life, a habit of disregarding consequences

established through repeated experiences in the virtual world might translate
into a similar pattern of disregard for consequences in the real world.

Therefore, the child who plays video games excessively may begin to display
impulsive behavior in the real world.

'

On a similar note, some experts suggest that heavy Internet use in the

developing child may lead to more impulsive and less effective approaches to

problem solving, management of information, and goal setting. Gavriel
Salomon at the Hebrew University of Jerusalem (as cited in Healy, 2004)
reports that visual media is a relatively concrete way to present information

and thus requires less ‘mental elaboration' than extracting meaning frorri
written text. He argues that this manner of information presentation may
lead to superficial processing, and decreased perseverance.

.

On the Internet, instant gratification is easily achieved, while using
impulsive trial and error guesswork to solve problems or seek information

Though it is difficult to quantify or assess empirically, some suggest that the
Internet rewards this type of problem solving at the expense of critical and
methodical thinking (Healy, 2004). Some psychologists, educators and par-

ents.
are troubled that this chaotic approach to problem solving and infor—

mation processing is becoming a poor replacement for applying analytical
and synthetic thought to material, making connections, and generating
meaningful and creative ideas. There is a concern that the line has become
blurred between knowledge extraction and information gathering among
members of the Net generation (ibid.). Healy expresses this concern'

‘Don’t stop to think, don’t work the problem through just jump in and
try something — if it doesn’t work you can blow it up, start again or switch

programs’ (ibid., p. 46). '

The Internet represents both risks and opportunities for young people at

mtzcal period: in development. To better support youth in critical periods in
their development, we need more research to understand which youth may
be most susceptible and to develop targeted interventions to protect them
The Internet also has many positive aspects and can be used to enhance
youth learning and empowerment. The Internet can also serve as a tre-

mendous health resource and can be used to cheaply deliver interventions-
we need to understand how to better implement them to enhance theif
effecriveness especially in critical periods in youth development.
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ls multi-tasking working at all?

Another important aspect regarding N—Genners’ Internet usage is their ‘ever-

growing need to multitask’ (Fox et al., 2008). Parents often describe how

their teenage child performs their at—home tasks while performing other

tasks (e.g. listening to music on their portable digital music player or

checking their Facebook pages). Some researchers describe the situation at

home for today’s youth as media ‘saturation’ through technology (Roberts et al.,

2005). Research examining the behavior of members of the youngest gen-

eration suggests that they are multitasking more frequently when compared
to non N—Genners (Carrier et al., 2009).

Veen and Vrakking (2006) offered the term ‘Homo Zappiens' to single
out the new young generations from the ones before. They suggest that this

new generation is characterized among others by an integrative approach to

technology, part of which is the high ability to multitask.

However, the whole issue of multitasking efficiency generally speaking,
and particularly for children, is complex. Medina (2009), a molecular biolo-

gist, argues that multitasking in terms of being able to pay attention to

several tasks simultaneously is no more than a myth. Our brain can only

focus on one thing at a time. It is only capable of sequential processing.

What appears to be multitasking is actually a task gagging. The whole idea

of effective multitasking seems to run contrary to the concept of flow which

stands for a mental state in which a person in an activity is fully immersed in

a feeling of that activity. It is a single-minded immersion. It is argued that

the flow experiences in life are actually the peak experiences and are a great

source of well—being (Asakawa, 2010). Recent studies have demonstrated

that multitasking does not work. It seems that juggling tasks leads to greater

inefficiency in performing each individual task, namely that more mistakes are

made, and it takes significantly longer as compared to sequential work (Ophira

et al., 2009; Fox et al., 2008; Bowman et al., 2009). If multitasking characterizes

young people’s lives, its impact on alfectivity is doubtful, and its impact on

well—being is unclear, we need much more research in this field to understand

the real effects of multitasking (Bennett et al, 2008).

Conclusion

When looking at current Internet usage patterns, we witness a major

increase in Internet use, especially among children between the ages of 9 and

17. Review of the literature yields some empirical information and much

speculation and controversy regarding the psychological and social impact of

Internet use on children and teenagers. It is clear from the review presented

in this chapter that alongside the benefits that might be gained from Inter-

net usage, there are some dangers facing today’s youth that we as a society

need to be aware of. In light of the current Internet usage trends, and the
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predictions regarding its future use, it is clear that research must contin

address empirically the ways in which the Internet is affectin chillderto
growmg up in the ICT age. Creators and consumers of technilo ed
makers of public policy must be informed about the impact of the Ififeftfet
onhumans, and particularly on the most rapidly expanding online 0 lat'
children and adolescents. Ideally, creators of new technolo edp

Pu

lord
parents will consider the literature presented in this chapter ifhfd

ucamrs 3“

,~ -

.

er to reduce
and use, technologies in a way that prov1de real benefit and mini

P ’

mal danger.

References

ArrliéchagHamburger,
Y. and Barak, A. (2009) ‘Internet and well-being', in Y. Amichai-

am urger (ed.) Technology and Well-heing, Cambridge: Cambridge University Press pp 34-76
Asakawa, K. (2010) ‘Flow experience, culture, and well-being: how do autotelic Japanesecollege students feel, behave d h'

‘
'

'
'

’

11(2): 205—25.

, an t ink in their daily lives?
, journal of Happinei: Studies,

Azar B. (2002) ‘It’s more than fun and
'

,

, _

games , APA Monitor, avail bl :
‘

B
org/momtor/marOZ/morefunaspx (accessed 29 October 2010)

a e at httPJ/Www'apa'

ennett, S., Maton K. and Kervin L (2008) ‘The “d'
'

'

‘

.

’ ‘. .

, .

igital natives" debat :
' '

'

the ev1dence
, Brztuh journal of Educational Technolo

, 39(5): 775—86

e a cmlcal “View Of

Bowman, LL, Levine, LE, Waite, B.M. and Gendron

-

titask? An experimental study of instant messag
54(4): 927—31.

Brown, j.S., Collins, A. and Duguid, P. (1989) ‘Situated c

Educational Researcher, 18: 32—42.

Carrier, L.M., Cheever, N.A, Rosen, L.D., Benitez, S. and Chang
across. generations: multitasking choices and difficulty ratings
Americans’, Computer; in Human Behavior, 25: 483—9

Crain, W. (2000) Theories o D l '

‘

' '

Prentice Hall.

f eve oprnent. Concepts and Applications, Englewood Cliffs, NJ:

Dewey W. and Steinber H
‘

, g, . (2001) Mood than 6 throu h h
'

i
'

'

ten—year-old children', Perceptual 6 Motor Skills, 93g(1).
g P ysmal ”erase m nine-t0

Doaganl, 1:71. (20061)1 ‘Vi/tjeo
games and children: violence in video games’ Sympoiium journalvai a e at: ttp: www.yenisymposiumnet/fullt /20

,
’

(accessed 29 OCtOber 2010).

ext

06%284%29/y52006_44_4_1.pdf
F‘

.

1n{11<Delhor,
D., Mitchell, K}. and Wolak, }. (2008) Firit Youth Internet Safety Survey (YISS—I)ataiet}, available from National Data Archive on Child Abuse and Ne lect b

'

~

http://www.ndacan.cornell.edu (accessed 3 November 2010)

g we me’ at.

Fox, A.B_., Rosen, J. and Crawford, M. (2008) ‘Distractions
messaging affect college students’ performance on a

,

task?’, Cyheiprychology and Behavior, 12: 51—3.

Frye, D., Zelazo, RD. and Palfai, T. (1995) ‘Theo

Cognitive Development, 10: 483—527.

Genevieve, J. (2010) ‘Young children’s Internet use at ho

journal of Early Childhood Research, 8(3): 282~93.
Gross, ER (2004) ‘Adolescent Internet use: what we

Applied Developmental Psychology, 25: 633419.

,

, M. (2009) ‘Can students really mul—

ing while reading’, Computer: 6 Education,

ognition and the culture of learning',

I. (2009) ‘Multitasking
in three generation of

distractions: does instant

concurrent reading comprehension

ry of mind and rule based reasoning’,

me and school: patterns and profiles’,

expect, what teens report’, journal of



I I4 Zack Hayat and Yair Amichai-Hamburger

Healy, J. (1998) Failure to Connect: How Computer: Aflect Our Children’s Mind; and What We Can

Do About It. New York: Simon & Schuster.

————(2004) Your Child’i Growing Mind: Brain Development and Learning from Birth to Adolercence.

New York: Broadway Books.

Heim, J., Brandtzaeg, P., Hertzberg, B. and Endstad, T. (2007) ‘Children’s usage of media

technologies and psychosocial factors’, New Media 6 Society, 9(3): 425—54.

Helmeke, C., Ovtscharoff, W., Poeggel, G. and Braun, K. (2001) ‘Juvenile emotional

experience alters synaptic inputs on pyramidal neurons in the anterior cingulate cortex’,

Cerebral Cortex, 11(8): 717—27.

Hickling, A. and Wellman, H. (2001) ‘The emergence of children’s causal explanations and

theories: evidence from everyday conversation’, Developmental Prychology, 57(5): 668— 81.

Juvonen, J. and Gross, E. (2008) ‘Extending the school grounds? Bullying experiences in

cyberspace’, journal of School Health, 78(9): 496—505.

Kalat, J. (1998) Biological Prychology, 6th edn, Pacific Grove, CA: Brooks and Cole Publishing

Company.
v

King, A., Baumann, K., O’Sullivan, P., Wilcox, S. and Castro, C. (2002) ‘Effects of moderate-

intensity exercise on physiological, behavioral, and emotional responses to family care

giving: a randomized controlled trial’, journal: of Gerontology: Series A: Biological Science: 6

Medical Sciences, 57A(1): M26—M37.

Leatherdale, S.T., Woodruff, SJ. and Manske, SR. (2010) ‘Energy expenditure

while playing active and inactive video games’, American journal of Health Behavior, 34(1):

31—5.

Lee, S. and Chae, M.A. (2007) ‘Children’s Internet use in a family context: influence on

family relationships and parental mediation’, Cyherpiychology ('3 Behavior, 10(5): 640—4.

Lenhart, A. and Madden, M. (2007) Teen:, Privacy 57 Online Social Networks, Washington, DC:

Pew Internet & American Life Project.

Lenhart, A., Purcell, KS. and Zickuhr, K. (2010) ‘Social media and young adults’, a Pew

Internet and American Life Project report, available at: http://pewInternet.org/Reports/

2010/Social—Media—and—Young-Adults.aspx?r=1 (accessed 4 November 2010).

Livingstone, S. (2003) ‘Children’s use of the internet: reflections on the emerging research

agenda’, New Media & Society, 5(2): 147—66.

Lwin, M.O., Stanaland, A. and Miyazaki, A. (2008) ‘Protecting children’s privacy online: how par-

ental mediation strategies affect website safeguard effectiveness’,journal ofRetailing, 84: 205—17.

Lynda, M.A. and Kerry, JD. (2010) ‘Parents and adolescents making time choices: choosing a

relationship’, Journal of Family Issuer, 31(11): 1419—41.

Medina, J. (2009) Brain Ruler, Seattle, WA: Pear Press.

Mok, D., Carrasco, J.A. and Wellman, B. (2010) ‘Does distance still matter in the age of the

Internet?’, Urhan Studier, 47.

Newman, B. and Newman, P. (2001) ‘Group identity and alienation: giving the web its due’,

journal of Youth and Adolescence, 30(5): 515—39.

Nie, N. and Erbring, L. (2000) Internet and Society: A Preliminary Report, Stanford, CA: Stanford

Institute for the Quantitative Study of Society.

Norris, T. (2010) ‘Adolescent academic achievements, bullying behavior, and the frequency of

Internet use’, doctoral dissertation, available from Dissertations and Theses database. (UMI

Number: 3405534).

Ophira, E., Nass, C., and Wagner, AD. (2009) ‘Cognitive control in media multitaskers’,

Proceeding: of the National Academy of Science: of the United State: ofAmerica, 106(33), available

at: http://www.Dnas.or2/content/l06/37/15583.

Achieving well-being through online support I IS

Patchin, J. and Hinduja, S. (2006) ‘Bullies move beyond the schoolyard: a preliminary look at

cyberbullying’, Academy of Criminal justice Sciences, 4: 148—69.
Roberts, D.F., Foehr,

U.G. and Rideout, V.G. (2005) ‘Generation M: media in the lives of
8—18

ligand/(ls,
Menlo Park, CA: Henry]. Kaiser Family Foundation, available at: http‘//

www. .org entmedia/Ioader.cfm?url=/commonspot/securit / etfile cfm

’

. &P =

(accessed 15 November 2010).

Y g ageID 51809

Rodkin, P.
and Hodges, E. (2003) ‘Bullies and victims in the peer ecology: four questions for

psychologists and school professionals‘, School Psychology Review, 32(3): 384—400

Sapolsky, R. (1998) Why Zebra: Don’t Get Ulceri, New York: W.H. Freeman and Company

Sefton-Green, J. and Buckingham, D. (1996) ‘Digital visions: children’s creative uses of
multi-media technologies‘, Convergence, 2(2).

Subrahmanyam K and Lin G (2007) ‘Adolescents on,
.

,
. theNet:I -

' ’

Addmeme, 42068): 659.72-

nternet use and well being,

Sylwester R. (1997) ‘The neurobiolo f
'

, gy o self—esteem and a
’ '

'

54(5): 75—9.
ggressmn, Educational Leadership,

Tarpley,
T. (2002) ‘Children, the Internet and other new technologies’, in D.G. Singer and

J.L. Singer (eds) Handhooh of Children and the Media, Thousand Oaks, CA: Sage pp. 547—56
Turkle, S., Taggart, W., Kidd, CD. and Dasté, O. (2006) ‘Relational artifacts with children

and elders: the complexities of cybercompanionship’, Connection Science, 18(4): 347—61.

Valkenburg, PM. andPeter, J. (2007) ‘Online communication and adolescents’ well-being:
testing the-stimulation versus the displacement hypothesis', journal of Computer Mediated

Communication, 12(4), article 2, available at: from http://jcmc.indiana.edu.myaccess libr

utoronto.ca/voll2/issue4/valkenb (accessed 16 September 2011)

i “Y-

Veen W. and Vrakking B (2006) Homo Za
'

'

I

‘
'

, ,
. potent: Grow

'

London: continuum.
zng up in a Digital Age Network,

Wing, J3, éannotri,hR.J.
and Nansel, TR. (2009) ‘School bullying among adolescents in the

nite tates: p ysical, verbal, l
'

l
’

368—75.

re ationa, and cyber , journal of Adolescent Health, 45(4):

Wodarski, J.S. and Hedrick M (1987) ‘Violerit child
'

, . ren:
' ’ '

'

Edumtion, 10; 28—42.

a practice paradigm , Social Work in

Wolak, J., Mitchell, K.-and Finkelhor, D. (2007) ‘Unwanted and wanted exposure to online

pornography in
a national sample of youth Internet users’, Pediatrics, 119: 247—57

Ybarra, M.L., Mitchell, K.J., Wolak, J. and Finkelhor, D. (2006) ‘Examining characteristics
and associated distress related to internet harassment: findings from the Second Youth
Internet Safety Survey’, Pediatricr, 118(4): e1169—ell77.


