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Abstract

This study aimed at investigating the degree of using technology tools by adolescent and its effect on them from
their parent point of view, the study sample consisted from (370) parent whom were chosen by simple random
way, a questionnaire was used consisting of four dimension. After assuring its reliability and validity it was
conducted on the study sample, results showed that the degree of using technology tools by adolescent from their
parent point of view was high, Results showed no statistically significant differences attributed to parent gender
or scientific qualification in their estimation of using technology tools by adolescent. Finally the study
recommended watching adolescent while using technology tools and determining time for using technology
tools.
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1. Introduction

For many years, it was believed that what happens during infancy stage is a keystone for character development
in the forthcoming years. Many effects left by early years’ experience can never be ignored. However, there was
a growing recognition that experience which was taken from other growth stages, especially adolescence; is
equally important in affecting the forthcoming stages in a person's life.

Adolescence is a sensitive stage in a person's life; it represents a significant growth stage in body, brain and
psyche; it is filled with psychological crisis and behavioral problems. Based on its importance, this stage is
affected by earlier and the forthcoming stages. Despite the fact that an adolescent looks physically like an adult;
an adolescent does recognize the consequences of actions and foresees things like adults; the reason refers to the
immature brain of an adolescent (Smetana, 2006). In this stage, adolescents encounter many problems.
Nevertheless, this is not limited to physical effect; it also includes different aspects of adolescent development.
These problems can be classified as: physical, societal, emotional, cognitive and moral. The type of an individual
adolescence depends on the ability to overcome and deal with problems, upbringing, health condition, stance of
others, commitment to religion, societal restrains and ethics of society. The majority of adolescents go through
several conflicts: The Inner Conflict; when an adolescent suffers from having many inner conflicts like living
with and depending on family, memories of childhood, requirements of masculinity and femininity, excessive
ambitions, obvious negligence for commitments, instincts and social traditions. In addition, the religious conflict
between what has been learned of rituals, principles and postulates in childhood and the new critical thinking and
philosophy of life. Moreover, the cultural conflict between the thoughts and opinions of the new generation and
the old generation and the adolescent suffers from alienation and rebellion; also he complains from not being
understood by parents (Corne & Dahl, 2012).

That is why an adolescent attempts to have separate stances, principles and desires away from parents; as a way
to confirm and approve individuality and differentiation. This implies rejecting authority of parents; an
adolescent considers any authority and direction as an intolerable underestimation of mental abilities which were
developed to be equal to the abilities of an adult in addition to, the critical thinking which allows an adolescent to
scrutinize everything based on logic. Thus, this causes rebellious behaviors, arrogance, stubbornness, bigotry,
aggressiveness, shyness and introversion; as too much spoiling and too much cruelty can make an adolescent feel
like depending on others in solving problems. Nevertheless, the nature of this stage requires separating from
family and being self-reliant. Therefore, the severity of conflicts increase and adolescents resort to
disengagement from social world (Santrock, 2003).
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One of the major developments during adolescence are discovering life-long identity, constituting steps for the
development of thoughts and opinions also setting life goals. These developments encourage an adolescent to
have new interests in different fields. The most important ones in Arab societies are societal, vocational,
religious and political relationships. This stage is characterized by the need for tests, experiments in these fields
which will continue until adulthood it also takes different forms according to age. An adolescent looks for a
personal identity by interacting with the surrounding people like relatives and friends, in addition to collecting
experiences and ideas. The discovery of an identity is a right which can be transformed into reality by having a
supportive environment for critical thinking and positive engagement and identity formation (Stickle, 2007). The
spread of information technology and development of communication technology is considered as the biggest
achievement of scientific revolution and modern technology as it made rapid changes in modern society; this
technology has decreased distance especially the internet, gave a space for storing information, processing huge
amounts of data. Therefore, this enabled individuals to receive information with an adequate speed and accuracy.
Nowadays, an adolescent has the devices of modern century like mobile phones, computers, internet connection
and other devices which started to affect an adolescent life directly carrying ideas which cannot be easily dealt
with according to the nature of this stage (Rice & Dolgin, 2005). Information society can be described as the
flow of information that occurs using the networks of organizations and institutions, it represents a credible,
refined and programmed series of interaction between financial spaces, unconnected and unoccupied by social
activities in formal organizations.

1.1 Impacts of Technological Devices on Individuals

Information and communication technology is a double-edged phenomenon in terms of security, concern,
entertainment and ingenuity. On one hand, it provided children and adolescents with new opportunities to dive
into the internet, play electronic games and use chat rooms. On the other hand, parents are showing concerns
towards losing the ability to observe children's accession to this technology and addiction to this world which
left some negative impacts on children and adolescents (Wallenius, 2009), for instance; Alienation: the excessive
use of this technology for fun like playing electronic games and browsing websites. In addition, spending long
time in front of TV is linked to having weak societal skills and bad relationships with friends. Thus, a child or an
adolescent feels alienated (Rice & Dolgin, 2005).

Cultural integration is the most significant reason which will help on having cultural integration and
harmonization is multimedia. Many thinkers are warning from the danger which these screens will cause of
cultural integration that will threaten the national cultures by ignoring its features and privacy of its people. In
addition, reluctance to read books and tendency to use electronic games, TV and computer resulted in increasing
the number of illiterate people who hate to concentrate or make a small effort to obtain information. Therefore,
these people prefer listening to media which requires less need to understand what it is broadcasted despite its
accuracy or credibility.

Violence: Most of digital entertainment games which are popular in market include a violent content. This
caused to assume that playing these games will make its players more aggressive. While analyzing the data of
the study, it was found that these games increase violent emotions, perceptions and behaviors. Thus, it affects the
societal behaviors. Consequently, playing violent games will lead to permanent changes in an individual's beliefs,
attitudes and cognitive schemata which reside behind behavior.

Addiction: using technology and electronic games in specific; can be excessive if it was not organized. As
computer games have a strong appeal, parents believe that their children spend a long time in playing these
games and using internet. Thus, it will lead to addiction (Lee & LaRose, 2007).

1.2 Previous Studies

In 2006, Michael Rich conducted a study about using computer and internet, it was made in The American
Academy of Child on sample which consisted of 3500 children and adolescents their ages were between 12-18
years, they use the internet for more than 6 hours daily. Results have shown that there is a positive correlation
between the long periods of using computer and internet and some of psychological disorders like violence, fear,
depression and sleep disorders (Al-Ghamedi, 2007).

In 2004, Sonia Livingstone's study which was conducted on a sample that consisted of 200 children has shown
that (%20) of children use internet in their bedrooms, (%79) of them use internet without any supervision.
Moreover, results have shown that only (%21) of children use the internet, (%57) of adolescents have seen
pornographic websites. Despite the fact that they surfed these websites by coincidence, the study has shown that
(%16) of parents believe that their children have surfed pornographic websites; this shows that these parents are
not sufficiently aware of what their face in the internet of contractions and problems.
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In 2009, Laeri's study aimed to know the effect of psychological and social problems accompanying computer
user in internet café in Kuwait, it consisted of 400 students. Results have shown that as a result of using internet
in Cafe at the expense of their families for a long time, it caused different societal and psychological diseases and
increased societal and family problems.

In 2003, Harvey Skinnner's study entitled by "How Adolescence use internet". It consisted of 210 individuals,
males and females, in the United States of America. They were chosen to reflect variability in age, gender, origin
and culture. Results have shown that (%89) of adolescents use the internet to communicate with their friends,
(%85) for societal interests, (%67) for medical information, (%63) for body and nutrition, (%59) for violence
and body safety and (%56) for sexual health.

In 2009, Rabee's study aimed to identify the extent of using internet in rural Egyptian society, the averages of
usage between youth. Moreover, identify the most crucial psychological and societal effects of using internet and
the extent of being influenced by these effects. In addition, identifying the relationship between the Demographic
features of internet users, the level exposed to psychological and societal effects which will contribute to identify
the way to use this modern technology positively. The study was at Monufia Governorate. The sample which
consisted of 120 young students of Monufia University; their ages were 19-21. 60 of them were males and the
rest were females who actually use the internet. The study population was divided into categories according to
demographic variables like the economic and societal levels, gender, age and faculty of each student. The study
results' results were entertainment websites came in the first place in terms of being favored by sample, whereas
the educational and political websites came in the fourth and fifth place. Thus, most of youth use websites for
useless purposes, what is dangerous here is that their ages are less than thirty years. Thus, this will lead to
negative addiction on internet. This kind of addiction is related to low social interaction, lack of psychological
existence. Thus, it increases depression, alienation and nervousness. Internet addiction separates an individual
from the self and reality. Furthermore, the study emphasized that there is negligence in the role of media in
raising awareness of individuals about how to use internet.

Another study made by Al-Kahki (2009), aimed to recognize the impact of psychological and societal effects of
using internet by the students of Sharja University. In addition, it aimed to identify the sample's opinions,
impressions from using internet and its impact on them; positively and negatively. The researcher has used The
Survey Method, it was made on a sample which consisted of 202 students in the scholars’ year (2008-2009). The
sample was divided equally into males and females. However, after distributing the questionnaire; the sample
became 192, the number of males was 95 and females were 97. The study's results have shown that using
internet is mostly used by the age group of 19-21 years, especially by juniors; the usage hours were (3-4). The
study has also shown that the study sample mostly uses internet at home; especially at midnight. Using internet
late might affect the student's health, academic achievement and daily activity. Moreover, the study has shown
that males sample use websites of movies, songs, sport websites and prohibited websites. According to the study
sample, using internet can lead to alienation from family, addiction, secrecy and anxiety. A large percentage of
the study sample uses internet without the permission of parents. Therefore, there is a need for supervision by
parents.

The study of Ravichandran (2009) aimed to examine the impact of mobiles Phones and their usage on teenagers
from parents perspective in New Zealand. According to study results; on one hand, parents agreed on the
importance of using mobile phones to communicate with their teenage children. On the other hand, parents have
shown their concern from addiction on this technology and using internet through their mobiles. In addition,
study results have shown that %970f study sample which consisted of 111, own mobile phones.

In 2008, Valkenburg & Peter conducted a study about social interaction on internet and self-concept. The study
sample's consisted of Dutch teenagers whose ages were between 10-17 years. Both of the researchers assumed
that teenagers who suffer from loneliness and social anxiety mostly use internet to extinguish their identities
more than others. The researchers asked a study question about variances between males and females. The study
conducted a number of results, the most significant ones were feeling lonely and having anxiety from social
interaction by the study sample was an indicator that teenagers express themselves to others on the internet. In
addition, females have a higher level of loneliness and anxiety from social interaction. There were no variances
in proving identities to others between males and females.

In 2006, Kraut applied a tracking study for a year, the study sample consisted of 93 families, in 8 blocks of a city
and it consisted of 256 users in Pennsylvania. Each user was given an email with free internet subscription, a
SIM card and a computer along with allowing researchers to observe and track participants in research using web
for the study. Moreover, the study did not include children who are less than 10 years and interviews were made
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at home for the research. The study results have shown that adults make more social relationships than
adolescents and the excessive use of internet leads to weak societal relationships in a family. In 2007, Dworak,
Schierl, Bruns & Striider made a study about watching TV and computer, taking into consideration sleeping
positions and times of studying. The study sample consisted of 200 children in the United States of America. The
study concluded that being exposed to media is bad for a variety of behaviors.

Watching TV and playing computer games excessively can affect a number of psychological symptoms,
especially emotions, behaviors and physical aches. In addition, attention problems like hyperactivity and family
interaction. However, there is no sufficient knowledge about relationship between excessive TV watching and
consumption of computer games. Polysomnography was used to study sleep quantity. Moreover, visual and
verbal memory tests before being exposed to media and after the sleeping period were used to measure the
impact on verbal and visual memory performance. Furthermore, results have shown that being exposed to TV
and computer screens effect on sleeping and cognitive function of children.

1.3 Study Problem and Questions

Despite the fact that communication is the foundation of societal life; many social researchers have confirmed
that addiction on modern technologies has a negative effect on youth and adolescents, as it affects indirectly the
social life. Internet has become an alternative for socializing with friends and family, as the youth spend many
hours on discovering a number of websites. Thus, the social values have changed; it increased the desire and
tendency for loneliness and decreased social interaction and development. These technologies became a "best
friend", it accompanied them daily and filled their free time and loneliness. The youth become slaves for this
technology; it leads them to imaginary world and fake personalities, then they wake up feeling lonely.

Study problem and answers of its questions:

1. To which extent can technology affect adolescents?

2. Do the views of parents on using technologies change according to gender and qualification?
Secondly: Significance of study:

This study has a theoretical and practical significance as the following:

Theoretical significance:

The significance of study is stemmed from the fact that it seeks to identify the problem that each family could
face through creating a frame for this issue which will help researches and scholars.

Practical significance:

The practical significance of this study is represented by providing researchers and specialists with the suitable
psychometric scales for such researches. Moreover, it provides very important information because adolescents
are private individuals. Decision makers, educationalists and parents can also benefit from the study's results.

2. Method and Procedure
The study has adopted the Descriptive analysis.

Study population: The study population consisted of 2300 parents of university students in the second semester
of (2017-2018).

Study sample: The study consisted of 370 parents who were chosen using simple random sample.
Study's Instrument:

The study instrument was prepared based on the conceptual framework and previous studies like Boabdallah,
2016 and Rabee 2010 studies which consisted of four fields at the rate of eight items for: ‘cognitive aspect,
social aspect, emotional aspect, physical aspect and lastly the behavioral aspect. The answers choices were based
on 5 Points Likert Scale: (totally agree, agree, neutral, disagree and totally disagree). The scale was given the
following grades (1, 2, 3, and 4) in a row.

Study Variables:

Dependent variables are gender and qualification (less than a bachelor, higher than a bachelor). The independent
variables are the total degree of study instrument and the following fields: social interaction, health, physical,
cognitive and behavioral.

Instrument Validity:

To confirm the validity of instrument, it was presented for a group of arbitrators in the Faculty of Education at
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the University of Jordan. Editing was made based on the provided notes.
Instrument Reliability:

To check the reliability of study instrument, a survey sampling was tested on a sample consisted of 35 parents.
Then it was retested after two weeks. Table 1 shows Pearson Correlation Coefficient, Internal Consistency and
Cronbach's alpha:

Table 1. The Dependent variables using retest and internal consistency

Scale Field Reliability retest Internal Consistency (Cronbach’s alpha)
1 Social 0.83 0.84
2 Behavioral 0.78 0.86
3 Cognitive 0.79 0.84
4 Health/Physical 0.80 0.90
Total degree 0.87

According to Table 1, the reliability retest values were between (0.87) and (0.78). While internal consistency
values were between (0.90) and (0.84). Thus, the values serve the current study purpose.

Research Limitations:

The study results were limited by the used sample in addition to the instrument which was prepared for the
purposes of the current study, the study results are controlled by the level of validity and reliability of this
instrument.

Statistical processing:

The following procedures were used to answer the study questions:

Averages and Standard Deviations, MANOVA (multivariate analysis of variance),

T-test for dependent samples

3. Results

3.1 Results of the first question

To answer this question, table (2) shows the averages and standard deviations for the study instrument fields.

Table 2. Averages and Standard Deviations for the four fields in descending order

Field Average Standard deviation Rank Level
Social 3.91 0.74 1 High
Behavioral 3.80 0.53 2 High
Cognitive 3.72 0.84 3 High
Health/Physical 3.69 0.56 4 High
Total degree 3.78 0.67 High

Results of Table 2 show that the most affected field by using technology is the social field with an average of
(3.91), then comes the behavioral field with an average of (3.80), the cognitive field with an average of (3.72),
the health field with an average of (3.69) respectively. These results may due to the excessive use of technologies
which alienates an individual from the surrounding environment and so they are not interested in exchanging
visits with friends or even communicating with family members.

These results agreed with the results of Ravichandran’ study (2009) which examined the impact of mobile
phones on teenagers, parents’ fears of bad usage of technology as a way for communication between parents and
their children.

The following is a presentation for averages and Standard Deviations for each field.

Firstly: Social field
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Table 3. Averages and Standard Deviations for the items of social field in descending order

Item Items Average S.D Rank Level
5 Computer should be placed in the living room in order to be supervised 4.2 1.08 1 High
4 Adolgscgnts who publ.lsh personal pictures on social media will be exposed to 4 118 ) High
exploitation and extortion

- I prefer that my adolescent son spend time with friends rather than sitting alone in 3.99 136 3 High
front of TV and computer

6 I believe that internet pla?/s .a .blg .role in changing the societal values of an 18 128 4 High
adolescent and encourages individuality

2 Immersion in technology can cause alienation and introversion to adolescents 3.75 1.29 5 High

| Génerally, internet. and technology 'flllowed adole'scents to meet new friends which 3,60 127 6 High
might affect negatively on personality and behavior

3 Adolescents fights with siblings on possessing computer and TV might increase 3.68 1.15 7 High

Total degree 3.91 0.92 High

According to Table 3 the average of social field was high (3.91) and the levels of all the items of this field were
high averaging (3.68-4.20).

Secondly: Behavioral field

Table 4. Averages and Standard Deviations for the items of behavioral field in descending order

Item Items Average S.D  Rank Level
9 Parents should control the hours of using technology by an adolescent 4.13 0.87 1 High
7 The privacy of an adolescent is mostly hidden using technology 3.93 0.96 2 High
6 I agree on depriving adolescents from using mobile phones if used badly 3.92 1.19 3 High
3 Adolescents spend long time on mobile phones 3.87 1.12 4 High
3 Adolescents try to apply the ideas and behaviors which they see through 377 101 5 High

technology
4 Having cameras in cellphones can expose adolescents to problems 3.74 1.28 6 High
2 Generally, internet is used in a bad way by adolescents 3.72 1.11 7 High
5 Having cameras in computers can expose adolescents to abuse 3.70 1.28 8 High
1 Adolescents who play electronic games can have addiction 3.68 1.18 9 High
Total degree 3.80 1.03 High

According to Table 4, the average of behavioral field was high (3.80). In addition, the levels of all the items of
this field were high averaging (3.68-4.13).

Thirdly: Cognitive field

Table 5. Averages and Standard Deviations for the cognitive field in descending order

Item Items Average S.D Rank Level
6 It is necessary that parents raise adolescents’ awareness of the dangers of using 4.46 0.87 | High
technology.
3 It is difficult for parents to accompany adolescents while using technology. 3.88 1.19 3 High
2 Adolescents use internet to search and obtain useful information. 3.8 1.26 4 High
- I prefer that my adolescent son spend time with friends instead of sitting alone in 377 136 5 High
front computer and TV.
8 I think there is a knowledge gap between me and my son in how to use computer 3.7 1.3 6 High
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and mobile.
1 I believe that the usage of internet by adolescents is a waste of time.
4 The existence of technology has a negative on the intellectual and cultural level.
5 The existence of technology has a negative effect on educational achievement.

Total degree

3.69
3.67
3.66
3.72

147 7  High
132 8  High
116 9  High

0.84 High

According to Table 5, the average of the cognitive field was high (3.72), with a standard deviation of (0.84). The

levels of all the items of this field were high averaging (3.68-4.13).
Fourthly: Health field

Table 6. Averages and Standard Deviations of field items in descending order

item Items Average S.D Rank  Level
2 Adolescents depend on fast food as they are busy with technology. 4.46 1.19 1 High
1 I believe that sitting for a long time in front of computer causes health problems 407 103 ) High
for adolescents.
4 Some videos found on computers and mobile phones can psychological 350 0.95 3 Average
problems for adolescents.
3 Adolescents spend long time in front of TV watching useless entertainment 330 115 4 Average
programs.
Total degree 3.69 0.89 High

According to Table 6, the average of the health field was high (3.69). In addition, the levels of the items were

high and average; averages were (3.30-4.46).
3.2 Results of the Second Question

Table 7 shows the Multivariate analysis of variance:

Table 7. Multivariate analysis of variance in averages of the degrees of impact for using technologies on

adolescents based on gender and qualification

Source of variation ss;i:rzz Degree of freedom t/;za;eosf F Sigl;ifi(e:?nce
Social 1.381 1 1.381 2.630 0.106
Behavioral 1.138 1 1.138 1.312 0.253
Gender Cognitive 1.032 1 1.032 1.437 0.231
Health/ Physical .884 1 .884 0.988 0.321
Total degree 1.034 1 1.034 1.903 0.169
Social 1.795 1 1.795 3.418 0.065
Behavioral 2.358 1 2.358 2717 0.100
Qualification Cognitive 2.990 1 2.990 1.945 0.109
Health/ Physical 1.486 1 1.486 0.115 0.126
Total degree 1.106 1 1.106 1.717 0.217
Social 320 1 0.320 0.609 0.436
Behavioral .668 1 0.668 0.770 0.381
*Geggztrizgua“ Cognitive 647 | 0.647 0.900 0.343
Health/Physical 162 1 0.162 0.181 0.671
Total degree 430 1 0.430 0.791 0.374
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Social 192.205 366 0.525
Behavioral 317.547 366 0.868
Error Cognitive 262.950 366 0.718
Health/Physical 327.416 366 0.895
Total degree 198.817 366 0.543
Social 5421.465 370
Behavioral 5176.347 370
Total Cognitive 4656.099 370
Health/Physical 4984.370 370
Total degree 5019.658 370

According to Table 7, the F value of gender variable was (1.903) and it is not statistically significant at (0.05)
and therefore, there no statistic differences attributed to gender and parents’ qualifications variables from their
point of view about teengers’ use of technology. Moreover, there is no statistical impact at (0.05) for the
interaction between gender and qualification variables and this may due to the agreement on the results that
technology usage and so, adolescents have the skills to deal with computer and internet connection and they are
aware of negative and positive effects of using internet and technology in general. Items like (Adolescents use
internet to search and get useful information) its average was (3.18) and (Internet affects negatively on the
educational achievement of adolescents), its average was (2.05). These results can be attributed to parents’
awareness of the risks of using technologies. These results agreed with the results of the study of Dworak,
Schierl, Bruns & Striider (2007) which indicated that being exposed to media can affect a variety of behaviors
badly. Watching TV and playing computer games excessively can cause several psychological symptoms and
attention problems like hyperactivity and family interaction problems. Additionally, results have shown that
being exposed to TVs, computers and screens can affect the cognitive performance of children.

4. Recommendations

In light of the study’s results, researchers recommended the following:
- Supervise children while using technology.

- Limit the usage of these technologies as much as possible.

- Raise children's awareness of the dangers of using these technologies.
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