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Remember when? 

1960’s: Don’t play 

outside too much – 

come home early to 

do your chores and 

homework!  

1980’s: Don’t watch 

too much tv –        

it’s bad for your 

eyes! 



Look at us now! 

2011: Don’t be on the 

computer too much –        

it’s bad for your brain! 2011: You need to go 

outside more –         

it’s good for your 

health! 



The Average Cell Teen 

• 75% of  12-17 year olds own cell phones 

• 72% of ALL teens and 88% of teen cell 
phone owners send and receive text-
messages 

• One in three teens send over 100 
messages a day 

• Half of all teens send 50 messages  per 
day 

• 64% of teens have used their cell phone 
during class 

• Students under 12 send 1,146 text 
messages per month.  

 

 

 



The Average Net Adult 

• 59% of adults have a profile on the 
internet 

• 75% of adults with social network sites 
visit their profile page each day  

• Average UK adult spends 15 hours a week 
online 

• “Silver surfers” age 45 – 54 fastest 
growing internet population (87% are 
connected) 

• 90% of people over age 75 do not have a 
digital devise or use the internet 

 

 

 



The Average Net World 
Web cam 

Cell phones 

E-mail 

Instant messaging 

Chat rooms 

Blogs 

Discussion boards 

Web pages 

Download/Upload Sites 

Facebook 

MySpace 

Twitter, etc. 

  

 



Natives vs. Immigrants 



Natives vs. Immigrants 

Digital Natives: 

today’s teenagers and children who 
are born into the digital world 

 

 

Digital Immigrants: 

today’s adults and elderly who are 
migrating into the digital world 



Natives vs. Immigrants 

The presenting issue for children and teens: 

 

Today’s child and teenager brain HAS NOT 
evolved at the same pace as technology; 

 

Today’s child and teen brain is being over-
exposed and over-stimulated in the digital 
world during the most critical time for brain 
development. 

Primary negative outcome: mood, anxiety, personality and addiction disorders 



Natives vs. Immigrants 

The presenting issue for adults: 

 

Driving a car and talking on a cell phone is 
similar to drunk driving, your reaction time is 
greatly reduced; 

 

Talking on the phone, reading an email and 
sending a text (multi-tasking) increases the 
chances of all types of mistakes by 50%. 

Primary negative outcome: porn-gambling addiction, car accidents, business mistakes, infidelity 



My point? 

DONE DEAL 

We used to be concerned about excessive alcohol use 
(abuse), we are now concerned about early age and 
excessive alcohol abuse (U.S. law now sets 21 years old as 
the minimum legal drinking age [MLDA]) 

 

 

DEAL ON THE WAY 

Getting your first car as a teenager was a “rights de 
passage” into independence, part time jobs and adulthood. 
Today a teenager behind the wheel of a car may be an 
“accident (or death) waiting to happen.” Healthcare and 
insurance experts are now joining forces to change the laws 
for a person to legally drive be like that of drinking alcohol: 
21 years old. 



Talking point  



Companionship vs. Friendship 



Companionship vs. Friendship 

Companionship (Digital World) 

 
-Affords quick greetings 

 

-Encourages parallel connections (text on phone, message on 
Facebook wall, email to classmate) 

 

-Validates a sense of belonging (I’m on his friend’s list) 

 

-Provides information (correct or not) from multiple acquaintances 

Key factor to keep in mind: online companionships can be harmful as well as helpful  



Companionship vs. Friendship 

Friendship (Digital World) 

 
-Allows certain shy kids to gain confidence to seek friends 

 

-Allows friendships developed in the social world to continue online when kids move 
away from each other 

 

-Allows friendships developed at childhood and subsequently lost to rekindle later in 
life when discovered online as adults (e.g. alumni association online) 

 

-Pen pals (remember those?) sometimes became real friends and so can Net pals 

Key factor to keep in mind: digital friendships can become (good/bad) face-to-face relationships 



My Point? 
DONE DEAL 

We used to be concerned about life skills such as flexibility, 
leadership, productivity, taking initiative, and holding down 
a job; today in the digital world we are now concerned 
about social skills such as face-to-face communication, 
compromising, teamwork, trusting others, decision making 
and conflict resolution. 

 

 

DEAL ON THE WAY 

Academics, businesses and governments have been 
concerned with math and science abilities with the teen 
brain. Today the world at large is looking at how to develop 
digital competencies, cognitive abilities, inter-personal 
connections, self and task management skills as well as 
optimistic personal characteristics for “being social in the 
21st century.” 



Talking Point 

Learning how to communicate in person with something as 

basic as “I’m sorry” remains a vital social skill we must learn . . 

in person. 



The good, bad and ugly . . . of the digital world 



The Good 

The most exciting 

breakthroughs of 

the 21st century 

will not occur 

because of 

technology but 

because of an 

expanding concept 

of what it means to 

be human. 

 

John Naisbitt 

Getting 

information off the 

Internet is like 

taking a drink from 

a fire hydrant. 

 

Mitchell Kapor  



Education . . . 

Customized curriculum to meet the learning styles and life situations 

in mass and/or individually 

 

Free from geographic constraint, education can be anywhere, at any 

time 

 

Students have more interaction with teachers and with one another as 

well as students from other countries in real time 

 

Parents included and more involved in their child’s education 

 

Teachers can be freed from their tradition-bound classroom roles 

 

Learning and achievement can be monitored and measured 

continuously that provides timely intervention 

 

… 

 

… 



Other trends . . . 

• Mom and Pop Stores are back: more and more small 
business owners are going online to market and sell their 
goods (e.g. baby clothes) 

 

• Remarketing: old wine in a new bottle, marketing services 
that takes products and place them on non-traditional web 
sites to generate new business (e.g. distance learning MBA 
program on an online dating site – University of Phoenix) 

 

• Mcommerce: 81% of smartphone users access the web 
daily, 59% seek and purchase services thru their smartphone 

 

• Personalized news: subscribers will be able to develop their 
own daily “newspaper” that comes to their email address 

 

• Body tracking: new technologies that we attach to our 
bodies and beds to measure, monitor and improve our 
health 



I’m back . . . 



Dot com never really left . . . 
Facebook has bought Instagram, a company with a 

single product – a photosharing app – for $1bn in 

cash and (FB) shares. In context, Instagram has 

been in existence for 18 months, employs 13 

people, has 30 million users and has had a grand 

total of $7m in investment funding. Oh, and it has 

precisely zero dollars in revenue. 

YouTube was founded in February 2005 as an 

angel-funded enterprise. In November 2005 

Sequoia Capital invested $3.5m, and in April 2006 

Sequoia and Artis Capital Management put an 

additional $8m into the company, making $11.5m 

in all. Then, in October 2006, YouTube was 

purchased by Google for $1.65bn. 

Skype was founded in 2003 by 

Janus Friis and Niklas 

Zennström. In October 

2005 eBay purchased Skype for a 

sum variously estimated at 

between $2.6bn and $3.1bn. Two 

years later eBay took a $1.4bn 

impairment on the value of 

Skype, revaluing the company at 

$2.7bn. In May 2011 Microsoft 

acquired Skype for $8.5bn. At 

the time this was Microsoft's 

largest ever acquisition. 



The Bad 

The psychological 

and emotional 

outcomes of cyber 

bullying are similar 

to real-life bullying 

outcomes, except for 

the reality that with 

cyber bullying there 

is often no escape. 

School ends at 3 

p.m., while the 

Internet is available 

all the time. 

There is a strong 

connection between 

sexting and sexual 

behavior, finding that 

girls who sexted “were 

more likely to have a 

higher prevalence of 

risky behavior such as 

having multiple partners 

and using drugs and 

alcohol before sex than 

males. 



Bully World 

• About 75% have visited a website 
bashing another student. 

 

• Four out of ten middle school 
students have had their 
password(s) stolen and changed by 
a bully who then locked them out 
of their own account or sent 
communications posing as them. 

 

• Over 80% of teens use a cell phone 
regularly, making it the most 
common medium for cyber 
bullying. 

 

• 90% of victims will not inform a 
parent or trusted adult of their 
abuse. 

• 25% of children in Australian 
schools have been bullied. 

 

• Kids bullied are three times more 
likely to become depressed, nine 
times more likely to have suicidal 
thoughts and the bully has a 25% 
chance of having an adult criminal 
record if not properly treated. 

 

• Over 20% of teens who seek 
mental health services are victims 
of bullying. 

 

• 90% of victims will not inform a 
parent or trusted adult of their 
abuse. 



Types of Bullying 

   1. Teasing: 

   - It can also be called verbal violence 

   - Most dangerous and longest-lasting type of abuse 

 

2. Exclusion: 

-It can also be called social manipulation 

-Powerful control mechanism thru group identity 

 

   3. Physical: 

   - It can also be called physical violence 

   - Focus here is to periodic attack someone  

   who is seen as weaker 

 

 

4. Harassment: 

-It can also be called physical or psychological abuse 

-Focus here is repeated, annoying-harmful behaviors 

 

 



5. Cyberbullying 

Cyberbullying is the use of ICT, commonly a mobile ‘phone or the 

internet, deliberately to upset someone else thru technology; 

 

It can be used to carry out all the different types of bullying, in 

essence an extension of face-to-face bullying; 

 

It can also go further in that it can invade home/personal space and 

can involve a greater number of people 7/24/365; 

 

It can take place across age groups, school staff and other adults can 

be targeted (multi-bullying); 

 

It can draw bystanders into being accessories; 

 

It has lasting digital footprint: impersonation, unauthorized 

publication of private information or images (‘happy-slapping’), and 

identity theft. 



The bully cycle . . . 



Another bully cycle . . . 



Why and Who 

• 81 percent think “it’s 
funny.” 

• 64 percent say “they 
simply don’t like the 
person.” 

• 45 percent “view the 
victim as a loser.” 

• 58 percent “probably 
didn’t see the action as a 
big deal.” 

 

    

• Can come from any economic, 
cultural, or religious 
background 

• Lack empathy 

• Are concerned with their own 
desires rather than those of 
others 

• Find it difficult to see things 
from someone else’s 
perspective 

• Are willing to use others to get 
what they want 

 

The concerning question: how does a kid learn cyber-bullying? 



Sexting 
• One out of seven teens have either sent or 

received a sexually explicit text message or 
photo on their cell phone 

 

• If a person sends a naked picture of an 
underage male or female he or she can be 
arrested and placed on a Sex Offenders Register 
in certain countries (Australia has a law where 
you can go to jail for 15 years) 

 

• Females who commit sexting are at a 40% risk 
of developing risky sexual behavior, mood and 
anxiety disorders, STD’s, . . . 

 

• Kids and teens who commit sexting also run a 
risk of having their pictures uploaded to the 
internet, being blackmailed or being the subject 
of online stalking (lasting digital footprint) 



Sexting  22% of teen girls, 18% of teen 
boys and 11% of young teen 
girls (13-16) have sent nude 
photos of themselves 
electronically 
 
 Over 33% of teen boys and 
40% of young men have 
reported receiving or seeing 
‘private’ photos. 

 
 15 percent of males are 
disseminating explicit images 
when they break up with their 
girlfriends 

 
 

 More females do it than 
males, but it is pretty close. 
Most often it is between 
boyfriend and girlfriend, but 
sometimes it is about letting 
someone know you are 
interested in “hooking up.” 

 
 

 51% of teen girls say they 
sent sexy photos under pressure 
from a guy whereas it is 18% of 
boys who send because of 
pressure from girls. 24% of all 
teens are pressured by friends 
to do it. 
 
 21 % of girls and 39% of 
males have sent sexual content 
to those they wanted to date or 
hook up with. 

 
 52% of girls did so as a “sexy 
present” to a boyfriend and 34% 
have done it in a sexually 
suggestive content to “feel 
sexy.” 

 
 

 
 



Sexting cycle . . . 



Stop the cycle . . . 



The Ugly 

Once you agree to 

participate in a social 

network site, even if 

you decide to delete 

or deactivate your 

account(s), you have 

lost the right to your 

privacy and 

ownership. What 

makes this a horrible 

thought into a real 

nightmare is when 

your identity is 

stolen and used. 

Staying out late, not 

coming home to do 

chores and homework, 

hanging out with the 

wrong crowd were the 

common issues for 

parents in the 80’s. 

Today over 50% of 

families in modern, 

digital countries who are 

in family counselling are 

because of internet use. 



Digital footprint 

• traces left by someone’s activity in a digital environment.  

• two main classifications for digital footprints: passive and 
active.  

• passive digital footprint is created when data is collected 
about an action without any client activation 

• active digital footprints are created when personal data is 
released deliberately by a user for the purpose of sharing 
information about oneself 

• social media “digital footprint” can refer to the size of one’s 
online presence as it relates to the number of individuals 
he or she is interacting with. 



Digital footprint 

• Colleges and employers employ Google searches 
for applicants (you are NO longer the source of 
first impression, Google is!) 

 

• 70% of applicants refused by recruiters and head 
hunters primarily come from internet searches 

 

• What is posted on the web can be used in court 

 

• The ugly fact: once someone has stolen your 
identity and created footprints, you can (almost) 
NEVER remove them! 

 



Ugly feet 

• Everything, I mean everything, leaves a digital footprint. 

 

• Anything and everything can be copied, shared and or changed 
instantly, anything. 

 

• Vast, invisible and anonymous audiences are out there watching. 



Can it get any uglier? 



A day in the life of an addict . . . 
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Infant Teen Adult Older Adult Child 

Abuse and addiction start early in life, peak in teens 

Hospital in Lancashire recently had 

two 2 year olds admitted for alcohol 

intoxication 

East Yorkshire has a 8 year 

old boy in care for regular 

heroin use 

Teenage internet addiction: 

 

1% Norway 

8% Greece 

10% China 

11% Korea 

18% UK 

20% US 

The ugly addiction for adults 
  
• Every second - $3,075.64 is 
being spent on pornography. 
• Every second - 28,258 internet 
users are viewing pornography. 
• Every second - 372 internet 
users are typing adult search 
terms into search engines. 
• Every 39 minutes: a new 
pornographic video is being 
created in the United States 

Focus in this age group 

now is on drugs and 

alcohol , it is only a 

matter of time the digital 

issue will cross over 



Digital addiction has behavioral 

and psychological elements to 

the addiction that eventually 

cause temporary and 

permanent physical damage to 

the brain. 

 

Imperial College of London and 

other research centres have 

confirmed that the internet 

addict can suffer the same type 

of brain damage to the orbito-

frontal cortex (behind the eye) 

as those who are alcohol or 

heroin addicts.  

Short-term harm / Long-term damage . . . 



The ugly net drugs . . . 

• Social networking addiction: 5 clues you’re addicted: 1) less sleep, 2) 

more than an hour a day, 3) obsessed with old loves, 4) ignore your 

work, 5) signing off sometimes gives you a cold sweat. 8 billion minutes 

are spent on Facebook each day around the world! 

 

• Gaming addiction: 8.5% of teens around the world are addicted to online 

games causing health concerns such as anxiety disorders, sleep 

disorders, mood swings, poor school performance to arise 

 

• Shopping addiction: 6% of population has this disorder that starts in 

late teen 

 

• Gambling addiction: 23 million online gamblers that includes 1 million 

teens, over 2,000 websites, annual revenue $11,900,000,000  

 

• Pornography addiction: 40% are female addicts, one out of eight daily 

porn visitors are teens with 15 – 17 year olds largest group 



Other ugly net drugs .  . . 

Facebook Addiction Disorder (FAD)  

 

YouTube Addiction Disorder (YAD) 

  

Google Search Addiction Disorder (GSAD) 

  

Widget Addiction Disorder (WAD)  

 

Twitter Addiction Disorder (TAD) 

  

Blackberry Addiction Disorder (BAD) 

 

And let’s not forget . . . 

 

Mac Addiction Disorder (MAD)  



The ugly test . . . 
Stanford University research reports 1 in 6 Americans (teens and adults) 
may have an Internet addiction. 

 

•Excessive use, which may be accompanied by impaired sense of the 
passage of time and/or neglecting basic drives (such as hunger or the 
need for sleep).  

 

•Withdrawal (when prevented from going online), which may be 
manifested as anger, tension or depression.  

 

•Tolerance, which in the case of Internet addiction may be indicated by 
longer use or a perceived need for upgrades or new software.  

 

•Negative repercussions to the behavior, which may include arguments, 
fatigue, problems at school or work, lying, lack of achievement and social 
isolation.  

 



More ugly tests . . . 
Cybersexual Addiction Quiz - A quiz to determine if you are addicted to cybersex or viewing 

cyberporn. 

 

Internet Addiction Test (IAT) - A test for online users to determine if they may be addicted to the 

Internet.  

 

Quiz for Obsessive Online Gaming - A quiz for those who might suffer from online gaming 

addiction. 

 

Quiz for Compulsive Online Gamblers - A quiz for those might suffer from compulsive online 

gambling. 

 

The Partner's Addiction Test - A test for spouses or partners of potential Internet addicts. 

 

The Parent-Child Addiction Test - A test for parents to help assess if their son or daughter may be 

dealing with an addiction to the Internet 

 

http://www.netaddiction.com/index.php?option=com_content&view=article&id=74&Itemid=88
http://www.netaddiction.com/index.php?option=com_bfquiz&view=onepage&catid=46&Itemid=106
http://www.netaddiction.com/index.php?option=com_bfquiz&view=onepage&catid=46&Itemid=106
http://www.netaddiction.com/index.php?option=com_content&view=article&id=80:gamer&catid=42:recovery-resources&Itemid=88
http://www.netaddiction.com/index.php?option=com_content&view=article&id=79:gambler&catid=42:recovery-resources&Itemid=88
http://www.netaddiction.com/index.php?option=com_content&view=article&id=85:widowtest&catid=42:recovery-resources&Itemid=88
http://www.netaddiction.com/index.php?option=com_bfquiz&view=onepage&catid=47&Itemid=108
http://www.netaddiction.com/index.php?option=com_bfquiz&view=onepage&catid=48&Itemid=109
http://www.netaddiction.com/index.php?option=com_bfquiz&view=onepage&catid=48&Itemid=109
http://www.netaddiction.com/index.php?option=com_bfquiz&view=onepage&catid=48&Itemid=109


The treatment . . . 

• Behavioral: a behavior modification program is 
commenced to slowly reduce the time spent on 
the internet (1 – 6 months) 

 

• Cognitive: counselling to address denial and 
other withdrawal behaviors (1 month – 2 years) 

 

• Reduction: a harm reduction therapy model is 
used to treat other areas that have impacted 
the child or teen (1 month to 4 years) 

The unknown (and scary factor): what are the relapse rates? 



Other ugly feet . . . 



“Dr. Google” is not a real doctor . . . 

“I’ll just Google it” has replaced “I think I 

better ask my Dad about this.” A growing 

number of kids seek advice and knowledge 

from the “wiki” world, but the amount of 

false, harmful and misleading content on the 

internet is shocking. A growing concern 

(among many others) are web sites that 

provide “information on how to take illegal 

drugs and NOT get caught.” 



Sending data to the clouds . . . 

More data has been created in the past 3 

years than the previous 40,000. The cost 

savings and other benefits of putting data 

into paperless documents in a cloud is 

understandable, the risk of someone 

hacking in and stealing is enormous. 



Connected but alone . . .  

There are 860 million social network users; 

more than email accounts and in some 

countries more than active residential 

telephone numbers. These sites are meant 

to be “user friendly” so anyone can join and 

participate – yet the user-friendly model is 

inviting cyber crime to be the new new 

breeding ground for criminals. 



Ain’t no stopping us now . . . 

According to Forbes we will have 3-5 

billion wireless devices out there in this 

planet of ours connecting to the internet. 

In addition to the growing number of 

security risks (e.g. rogue software being 

“silently” installed on your smart phone 

when roaming), the jury is still out on the 

medical risks. 

Or are they? 



Research at the University of Arizona has 

found 10 times more germs on a cell phone 

than on a toilet seat (imagine how many 

germs may be on a stranger’s phone you 

may use?!). Documented cases of an 

infectious disease being passed from a cell 

phone to a person are growing. 

Short-term harm / Long-term damage . . . 

Recent highlighted case of teenager Annie 

Levitz (U.S.) who text messaged her friends 

100 times a day eventually had to have 

surgery for bilateral carpal tunnel damage. 

Average teen sends 60 text messages a 

day. 



The good news? 





Oh . . . Here you are 
 

• Creating 

• Thinking 

• Navigating 

• Experiencing 

• Connecting  

• Learning  

• Writing 

• Feeling 

 

 



A way forward . . . 
Up to age 10 

- Start now, not later for TEACHING about the  digital world 

- Sit with them when online and with games 

- No more than 20 minutes at a time with games and social networks (11 – 14 
year olds also) 

- Clear rules on what is appropriate and not! 

- No sharing of personal info, use nicknames with web page 

- Safety tools on pc to stop porn , spam and virus 

- Make it a family activity  

- Avoid Facebook account 

 

11 thru 14 

• Clear rules about time online, brain food 

• Open area with computer and games 

• No real names, nicknames only 

• Mix it up, share together but also solo time 

• Filters 

• Encourage to report - Encourage to share 

• Facebook account with boundaries 



A way forward . . . 
14 – 22 Years of Age 

 

- No more than 40 minutes at a time online 

- At least 20 minute breaks with no more than 2 hours a day 

- Brain food at side, NOT junk food 

- Respect their space but remember you are the PARENT!!!!!! 

- Web page with privacy controls 

- Set agreements about when and what to report 

- Set clear and non-negotiable consequences when rules are 
broken 

- Lights out also means digital world off!! 

- If history of ADHD, depression, anger, substance abuse see a 
specialist for guidelines 

 

Back in the day: we never shied away from when we gave our car keys to our kids. 

Let’s be the same with the web! 



Contact 

Dr. Mark L. Gandolfi 

drmark@sjcshk.com  

 

Visit 

www.sjcshk.com  

Comments or Questions? 

mailto:drmark@sjcshk.com
http://www.sjcshk.com/

