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Superman…He’s an Evil Dude
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It’s the kids these days…

Á “Millennials” - 72 Million Strong – Biggest in history
Á No memory of a time before MTV
Á Baby on board, tax breaks, children’s videos…
Á Only 3 % report not getting along with their parents
Á 9 of 10 consider their family “healthy and functional”
Á Always had DVD’s and CD’s – never vinyl
Á Fatherless on the rise – 55% with only a mom
Á 25% under the poverty line
Á Initiated into adulthood earlier
Á Overall drug use down – alcohol on the uptick
Á Pregnancy down but sexuality up



Is it good or bad?



Electronic Interface

ÁFacebook

ÁMySpace

ÁBlogs

ÁPodcasts

ÁYoutube

ÁText Messaging

ÁCell Phone

ÁRing Tones (High)

ÁAlternate Emails

ÁDVD burn

ÁVideo Cameras

ÁVideo Phone

ÁHidden Video

ÁWireless cameras

ÁVideo game consoles

ÁMemory Sticks

ÁSecond Life

ÁIPhone

ÁUSB drives

ÁCar video

ÁPhone internet

ÁHandheld PC’s

ÁInstant Messages

ÁGPS

ÁHandheld Games

ÁDigital Cameras

ÁFriends houses



Tech Dangers

1. Internet use can become a compulsive activity, if left 
unregulated

2. Unfettered internet access can lead to exposure to 
unsavory content and possible exploitation

3. Cell phone use while driving can result in accidents
4. Identity theft is on the rise as more people resort to 

online banking and shopping
5. The ever increasing accessibility of information can 

inhibit one’s capacity for delay of gratification
6. The relative anonymity of the internet can promote 

aggressive behavior (e.g. cyber bullying)
7. Being tech-savvy does not help when you’re stranded 

in the middle of nowhere



Tech Benefits

1. The internet has provided yet another medium by which people can learn, have a 
voice, and communicate 

2. Many phones come equipped with GPS technology which aids efforts to find missing 
individuals.  

3. The internet provides a community for some individuals who might normally be 
shunned (e.g. aspergers)

4. MP3 players have reduced the need for cd’s –allowing for digital downloads and 
volumes of compressed music

5. Online resources reduce the need for printing reference books or card catalogs, 
thereby saving paper –and trees, of course!

6. The internet has enabled the globalization of markets 

7. Technology such as modified keyboards/joysticks/headpointers, synthtesized speech, 
and speech-to-text translators have enabled those with disabilities to interact and 
communicate

8. Advances in computer animation have enriched learning through simulations of 
events (e.g. such as bloodflow, or what how dinosaurs might’ve appeared and 
moved)



Technology and Education

ÁComputer-Assisted Instruction 
(CAI)

ÁDistance Learning

ÁMulti-media Educational 
Software

ÁE-culture



10 Benefits of Online Education 

1. Student-centered learning

2. Writing frequency/intensity

3. Highly Interactive Discussions

4. Geared to Lifelong Learning

5. Enriched Course Materials

6. On-demand Interaction and Support Services

7. Immediate Feedback

8. Flexibility

9. Intimate Community of Learners

10. Faculty Development and Rejuvenation



Sidebar: Video Games and Aggression?

EXTRA! EXTRA!
Ice cream sales predict shark attacks.
Cracks in the sidewalks predict crime.

Food causes death.
Marriage predicts divorce!  

Do video games make kids violent?

How many boys are in the US?

How many play violent video games?

How many listen to “rock music”

How many wear black clothes?

How many are moody?

How many school shootings are there? 



A Case Against Video Games

1. Tend to spend less time reading/doing homework (13 
hours of gaming for boys, 5 hrs/week for girls)

2. About 1 out of 8 gamers develop all of the patterns 
similar to an addiction

3. »ÎÔÑÊÓÙdÛÎÉÊÔdÌÆÒÊØdÈÆÓdÎÓÈ×ÊÆØÊdÆdÈÍÎÑÉ̃ØdÆÌÌ×ÊØØÎÔÓdÎÓd
the short term; HOWEVER, parents moderate the 
negative effects (controlling the games that are played so 
that it corresponds with developmental level)

4. Games connect to the reward circuits of the brain 
5. Women often portrayed as weaker and in need of rescue 

or are sex objects
6. Compulsive engagement can lead to carpal tunnel 

syndrome, nerve compression, poor posture, strained 
eyesight, and obesity



A Case for Video Games

1. Gamers tend to have as much family interaction as non-gamers

2. There is research into uniting the interactivity of video games with biofeedback 

3. Played in moderation, can help develop mental skills 

4. Games help develop automaticity –or more efficient cognition

5. Games teach progressive learning –mastering easier tasks and then building upon 
these skills to master increasingly difficult tasks

6. Games mimic how we think –running perceptual simulations in our heads that 
prepare us for the actions we’re going to take 

7. Increases visual tracking and peripheral vision 

8. Laparoscopic surgeons who played games for more than 3 hours a week made 37 
percent fewer errors than their nongaming peers due to improved hand-eye 
coordination and depth perception

9. One study found that gamers tended to be consistently more social, more confident, 
and more comfortable solving problems creatively.  They also showed no evidence of 
reduced attention spans compared with nongamers.

10. “Playing” games is not always fun –it can be work too (e.g. character development, 
competition..etc..)!



The Parent Net

Tune up your family

This will allow you to talk to your kids

Be smart and protect them (Guardian or other software –southeastpsych.com

Don’t be dogmatic but be critical thinkers.  

Teach kids to problem solve and set the example!  None of this “Do as I say, not 

as I do” business!



The Internet Commandments

1. Do Not Respond to unknowns
2. Establish family ground rules 
3. Never face-to-face meetings
4. No personal information 
5. Surf with your kids
6. Have Common Computers 
7. No gray areas
8. No Secrets - Educate
9. Regularly scan
10 Install WebWatcher

www.southeastpsych.com
(Resources)

http://www.southeastpsych.com/


THANKS!


