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Keywords- Child and Technology, Pros and Cons of 
Technology, Benefits of Technology for Kkids 

 

I. INTRODUCTION 

There is a growing literature on Automation and Quality [1-
12]. As new regenerative innovations turn out to be more 
accessible, guardians and experts alike should battle 
progressively with the issue of the tyke's learning and view of 
his or her biologic roots [13]. Substantial parent advanced 
innovation utilize has been related with problematic parent-
tyke communications, however no investigations look at 
relationship with kid conduct. This examination researches 
whether parental risky innovation utilize is related with 
technology-based interferences in parent-kid collaborations, 
named "technoference," and whether technoference is related 
with youngster conduct issues [14]. Cell phones and different 
remote gadgets that create electromagnetic fields (EMF) and 
beat radiofrequency radiation (RFR) are generally recorded to 
cause possibly hurtful wellbeing impacts that can be 
inconvenient to youngsters. New epigenetic ponders are 
profiled in this audit to represent some neurodevelopmental 
and neurobehavioral changes because of introduction to remote 
advancements. Side effects of hindered memory, learning, 
discernment, consideration, and behavioral issues have been 
accounted for in various examinations and are correspondingly 
showed in extreme introversions and consideration deficiency 
hyperactivity issue, because of EMF and RFR exposures where 
both epigenetic drivers and hereditary (DNA) harm are likely 
givers. Innovation advantages can be acknowledged by 
embracing wired gadgets for instruction to stay away from 
wellbeing hazard and advance scholastic accomplishment [15]. 

 

II. RESEARCH METHOD 

This is very extensive and theoretical paper distributed with 
the prospect that it can bring some data about how technology 
affecting child development [7]. It is important to implement 
tools to connect and make it possible to youngster having 
access to expertise [8]. This paper is also related to child 
emotional assumptions connected to technology usage. Before 

swinging to the intricate field of youngsters and enthusiastic 
capital, let us first look at the changing developments of 
originations of adolescence. From at an opportune time in the 
Meiji time, perspectives of the kid and adolescence were 
fundamental to open verbal confrontations on a scope of issues. 
The new Meiji government, the training foundation, the 
military, and the juvenile present day print media all tried to 
disassociate the samurai class from its picture as war hawks 
and to interface youngsters to the welfare and energy of the 
country [1]. In this paper, we investigate parts of tyke 
association with innovation that may assist the premiums of 
administration clients and question social specialists' restricted 
promotion for more prominent access to and use for this 
reason, while administrative premiums multiply. Proposing 
such a reappraisal does not suggest a gullible conviction that 
innovation can take care of the intricate issues of welfare-a 
case of 'techno-determinism combined with an Utopian vision 
of the techno-future. Or maybe, it mirrors the view that 
innovation offers a scope of new capacities, and that the way 
these are produced up and their definitive results are 
profoundly influenced by the task of energy in welfare 
frameworks [16]. It is also very relevant to talk about parent’s 
relationship with child that is addicted to technology and so the 
contrast. A critical commitment of this exploration is the 
capacity level of family unit salary and kid advancement. A 
more elevated amount of family pay does not really show a 
more elevated amount of family assets being given to 
youngsters. This is because of the way that, for most family 
unit salary is basically created by work advertise income, and 
these require generous time duties from guardians. Parental 
time ventures are imperative factors in their kids, this tends to 
diminish the assets hose and enhance relationship [10]. 

 

 
Figure 1.  Technology related to child behavior and development. 
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III. TECHNOLOGY INFLUENCES ON CHILD DEVELOPMENT 

Innovation has completely changed in every practical sense 
each piece of our open on late decades, from the way we work 
to the way we blend and everything in the center. One of the 
refinements that have been most noticeable is the change in the 
way that children play and participate with each other from 
past ages. Despite the fact that development gives various 
constructive preferences to learning, it similarly can have a 
couple of antagonistic effects on adolescent change and 
individual fulfillment. 

  

IV. TECHNOLOGY INFLUENCES ON CHILD DEVELOPMENT 

EVALUATION RESEARCH 

Although the advantages of Technology for youthful kids 
and their families have been very much depicted, Technology 
keeps on being underutilized by this populace. Albeit a few 
reasons can be proposed for this, the fitting determination of 
Technology can assume a vital part. Suitable choice of 
Technology is accepted to impact client fulfillment and could 
contribute positively to long haul utilization of Technology. 
Moreover, it has been recommended that proper choice can 
enhance the cost viability of Technology [17]. Studies uncover 
that 41 % of guardians give their youngsters a tablet or 
handheld gadget to utilize while in an eatery, and 78 % of 
guardians affirm of their kids' utilization of mechanical gadgets 
and further report that their utilization has not made any issues 
[18]. In spite of the advantages reported, different creators have 
shown that Technology is underutilized by kids with inability. 
Different reasons have been recommended for this, including 
the apparent unwillingness of guardians to utilize the gadgets 
in their homes, financing issues, and in addition the 
relinquishment of gave gadgets by the youngster and family 
[19]. Vast and little scale investigate demonstrates that 
youthful youngsters in the 21st century and post industrialized 
social orders take an interest in exceptionally technologized 
and carefully interceded social scenes [20]. Concentrates into 
the stances embraced by school-matured youngsters while 
utilizing Technology have overwhelmingly been inside school 
situations. Restricted research exists on the postural dangers 
related with kids' Technology use in the home condition. At the 
point when at home, youngsters are probably going to utilize 
their portable Technology gadgets for unsupervised relaxation 
and social interests have longer terms of utilization for 
finishing instructive assignments than when at school and 
receive a scope of stances crosswise over various areas in the 
home [21]. 

 

V. CHILDHOOD BEFORE AND AFTER TECHNOLOGY 

Since a long time ago, child use to be very curious, using 
questions such as: “Where the babies come from?”. This 
inquisitive mind carries and are ready to retain numerous data 
[22]. Before that, without technology, they were indebted to 
ask their parents.  Parentages yet had or not a hard time to 
explain questions like that to their child, but technology is here 
to help [16]. Thanks to technology, child can find any 
information online and also be entertained [12]. But, how about 

the old time? Child used to play freely outside, having more 
contact with other people. With internet, they can be easily 
entertained, thanks to the numerous games and gadget.  It is 
one of the reason why child spend a long period of time 
utilizing technological devices [23]. 

 

 

Figure 2.   Childhood before and after technology and its variables. 

 

VI. LEARNING CAPABILITY 

Technology also has a big impact in child learning 
capability. It can be very helpful in this process [24]. In reality, 
the fruitful joining of innovation into kid advancement relies 
upon suppliers who can minister the most proper gadgets and 
substance, encourage successful examples of utilization, 
manage families and guardians on formatively fitting practice, 
and utilize innovation to help supplier needs [3]. Technology 
stimulates child to learn [10]. Critically, gadgets are not 
substitutes for educators but rather as enhancers for their work. 
Voice-enacted gadgets can enable understudies to abstain from 
stalling out in light of the fact that they can't make an inquiry to 
open their development progressively, and the innovation can 
possibly give significantly more information to instructors 
about where their understudies require bolsters [25]. For some 
kids today, their first interaction with innovation is at home 
playing computer games. The number of hours spent before 
these screens must be in the request of hundreds of billions. 
While numerous scientists, guardians, and educators have 
justifiable reason motivation to be concerned about the amount 
of time spent in this way, they tend to disregard that even 
purported instructive programming regularly does not work as 
any more than improved page-turning gadgets showing data to 
be learned and observing understudies' advance. There are right 
now couple of chances for youngsters to go past catch pushing 
and mouse-clicking in their communication with innovation 
[26]. 
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VII. SAFETY 

Associations attempting to ensure the wellbeing and 
prosperity of kids in crises are moving far from customary 
paper-based frameworks towards more modern and inventive 
carefully based frameworks [27]. It is very important that 
parents be attentive about what their child are accessing, or 
which kind of devices they have access to [28]. Children are 
vulnerable whenever they access data from internet [29]. 
Technology organizations and law authorization offices 
perceived that technology could be utilized to counteract and 
examine this wrongdoing. For instance, real web indexes use 
refined calculations to lessen access to youngster mishandle 
pictures by means of their stages, and legal examination 
apparatuses have been utilized for this reason by the UK police 
for a long time [30]. It is apparent from the above papers that 
computerized innovation can both 'help' furthermore, 'hurt' in 
regard of kid security yet additionally more extensive kid 
prosperity. Many, if not all, per users will know as of now of 
this double ability of advanced innovation. Without a doubt, 
cases of computerized innovation based types of such help 
also, hurt flourish [31]. 

 

VIII. SOCIAL ENVIRONMENT 

Technology can be helpful to child with social and life 
skills [32]. However, the utilization of technological devices 
can also be harmful to interaction with other kids in the sense 
of causing a reduction of interest to interrelate with others [33]. 
Mechanical advancement includes conspicuously in 
clarifications of social change that has happened since the 
season of seeker gatherers. Established sociologists 
remembered it as a main thrust behind industrialization amid 
the immense change, and today new innovation is a vital part 
of the wonder as of now alluded to as globalization [34]. It is 
difficult to have an opinion about this subject [35]. Perhaps 
technology allows the fast learning, virtual interaction and 
others [36].   

 

IX. EMOTIONAL LIFE 

Due to the intelligent property of cell phones, our 
advantage lies fundamentally in contrasts in how advertising 
and portable advancements are seen and judged. Child 
emotions are expressed easily using technology [37]. Through 
games, Social media, child has the opportunity to share feeling. 
Genuine advanced amusements might be a compelling device 
for prosocial message dispersal since they offer innovation and 
encounters that urge players to impart them to others and 
spread virally. In any case, little is thought about the elements 
that foresee players' readiness to impart amusements to others 
in their informal community [38]. Technology also can be 
helpful to improve emotional health [39] [5] [40].  

 

 

Figure 3.  Pros and Cons of child interaction with technology 

 

X. PROS AND CONS OF CHILD INTERACTION WITH 

TECHNOLOGY 

It is conceivable to contend that since the center of the most 
recent decade reports there has been a heightening of 
enthusiasm for youngsters and their relations with Information 
and Communications Technology. Distinguishing how a union 
of talks around family and sex, cherished in ideas of the 
'advanced family' capacities to refold the family structure back 
in on itself, supporting an arrival to conventional esteems 
similarly as in past times [41] [42]. Is important for parents to 
updated about new technologies and be aware what their kids 
are accessing [43]. Technology brings many benefits to child 
development, such as creativity, connection and 
communication skills [44]. Buts Is also important to be 
conscious about the danger that can be found through 
technology [45]. 

 

XI. FAST INFORMATION 

One the benefits of technology is how fast information can 
be collect and retained. For kids nowadays is easier to have 
access to several dissimilar data [46]. Ins educational field the 
fast information technology is a very important tool to keep 
kids updated about new subjects [47]. Children are very used to 
have information and access to technology in a fast way [48]. 
Some kids learn how to write, read even before going to 
school, those are just some of the advantages for children that 
have access to technology [49]. It is possible to settle that 
technology bring fast information and many benefits to kids 
[50]. 

 

XII. VULNERABILITY 

The move to the online world upheld by guardians who 
effectively urge kids to stay in the home; and commonly 
legitimize the buy of new advances as a result of the risk of 
outside spaces and the instructive part they are required to play. 
The predominance of long range informal communication 
locales has certain ramifications for personality [51]. Attributes 
of utilization of the Internet are at risk to expand the threat to 
and the harassing of young people and by adolescents in the 
advanced space. It additionally exhibits the guarantees of 
utilizing the Internet for beneficial learning and relaxation 
exercises [52]. Youth work looks to restore adolescent 
delinquents for reentry into standard society and to keep young 
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people in danger from falling into misconduct, therefore 
requiring that young specialists perseveringly screen their 
customers. With the energetic utilization of online networking 
by adolescents, youth laborers should likewise receive these 
correspondence stages to contact their young customers [53]. 
Other vulnerability suggested is that child can be playing with 
dangerous devices. Toy-related wounds represent a critical 
number of youth wounds and the counteractive action of these 
wounds remains an objective for administrative offices and 
makers [54]. Technology should be used to help child 
development and the susceptibility should be prevented [55]. 

 

XIII. SELF-LEARN 

Particular sorts of advancements can be utilized to learn 
particular sorts of abilities (e.g. recordings on PCs or handheld 
gadgets for everyday living abilities; Virtual Reality for time 
recognition and feelings of others) [56]. Alongside the 
headway of data innovation and the period of enormous 
information training, utilizing learning process information to 
give vital basic leadership in developing and enhancing 
therapeutic understudies' self-learning capacity has turned into 
a pattern in instructive research [57]. Utilizing computerized 
innovation to convey content, interface students, and empower 
whenever, anyplace learning is expanding, yet keeping 
understudies occupied with innovation interceded learning is 
testing. Instructional practices that energize more noteworthy 
engagement are fundamental on the off chance that we are to 
successfully utilize advanced instructional advances [58]. 
Technology also helps child to learn another languages without 
going to a school [59]. Technology is very beneficial in self-
learning process [60]. 

 

XIV. ADDICTION 

The use of technology by children can bring addictions that 
can be compared to compulsion for food (eating disorder) [61]. 
Extreme utilization of Technology can carry severe addiction 
and manifestations with support affectability, family factors, 
Internet exercises, and consideration shortfall/hyperactivity 
issue (ADHD) [62]. Innovation offers talented youngsters 
chances to investigate propelled substance and express their 
inventiveness. Be that as it may, guardians and teachers must 
guide talented youngsters to keep away from negative 
outcomes of innovation, for example, written falsification, 
cyberbullying, seeing improper substance, and innovation habit 
[63]. Be that as it may, dissimilar to numerous different 
projects, our own concentrated on the "Investigation of 
Addiction," giving lessons on how liquor and different 
medications influence the cerebrum [64]. Youngsters are 
considered especially essential in discusses about the 
conceivable outcomes and risks of data and correspondence 
innovations [65]. 

 

 

Figure 4.  Technology and child behavior 

 

XV. TECHNOLOGY AND CHILD BEHAVIOR 

Overwhelming guardian computerized innovation utilize 
has been related with problematic parent– tyke 
communications, yet no examinations analyze relationship with 
youngster conduct [14]. Early starting troublesome direct issue 
are overrepresented in low-pay families; yet these families are 
more opposed to partake in behavioral parent getting ready 
than various social events [66]. Child or youngster shows 
sexual conduct on the web or using innovation that might be 
destructive to themselves or others, have a noteworthy 
inconvenient effect on their day by day working, or abandon 
them powerless for criminal indictment [67]. Technology is 
also helpful to improve behavior of child with autism [68]. 
Likewise, is very important and effective tool to improve 
behavior in school. In this way, the innovation improved action 
is produced to help parent-tyke connection and vocabulary in 
preschool youngsters [69]. 

 

XVI. USING TECHNOLOGY TO EXPRESS FEELING 

The part of effect has been very much perceived in brain 
research, registering, instruction, psychological science, and 
neuroscience. Be that as it may, little acknowledgment has 
been given to the investigation of effect in the field of data 
science [70]. Basic the conduct is the youngsters' data require 
and their full of feeling states that comprised of vulnerability 
and uneasiness to start with and assurance and fulfillment after 
finishing the errands [71]. Research writing reports encounters 
on understudy focused narrating in schools, yet there is little 
data about such learning situations utilizing current data 
innovation [72]. 
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Kids and young people utilize electronic innovation, for 
example, the Internet more than some other medium through 
which to convey and mingle [73]. Tending to these youngsters 
has a critical social and passionate effect on guardians, as a 
result of their specific and concentrated care needs. Getting 
proper and composed home help administrations is dangerous 
[74]. 

 

XVII. TECHNOLOGY MAKES INTERACTION WITH OTHER 

PEOPLE “MORE DIFFICULT” 

Specialists and social faultfinders are debating whether the 
Internet is enhancing or hurting support in group life and social 
connections [75]. Amid center adolescence, youngsters build 
up an expanding comprehension of expectations and other 
social data passed on through powerful facial signals, for 
example, alters in eye-stare course [76]. A subjective 
examination of the video information, watching the youngsters' 
exercises in their interactional setting, uncovered further parts 
of social connection abilities and open fitness that the kids 
appeared [77]. This discussion diagnostic way to deal with 
talk-in-collaboration reports how expert vocabularies can be 
conveyed, in situ, in the development of social personalities 
[78]. The improvement of sensorimotor coordination in early 
stages is major for managing interactional progression with 
companions and grown-ups. In this work we show a 
multimodal gadget to efficiently survey youngsters' arranging 
conduct in social circumstances. Mechanical decisions are 
underscored as for biological prerequisites [79]. 

 

XVIII. TECHNOLOGY MAKES CHILDREN VIOLENT 

The utilization of technology for kids brings also in some 
cases violent symptoms. The essential impacts of media 
introduction are expanded savage and forceful conduct, 
expanded high-chance practices, including liquor and tobacco 
utilize, and quickened beginning of sexual movement [80]. The 
relations between media utilization, particularly TV survey, 
and school execution have been broadly analyzed [81]. 
Inclinations for VG were in a roundabout way connected with 
cyberbullying by means of forceful conduct. Additionally, the 
inclination toward threatening vibe was by implication related 
with cyberbullying through exploitation. Being a casualty of 
cyberbullying was specifically connected with both 
cyberbullying and forceful conduct and in a roundabout way 
connected with cyberbullying through forceful practices [82]. 
There is proceeding with banter on the degree of the impacts of 
media savagery on kids and youngsters, and how to explore 
these impacts [83].  TV is another technology that counts for 
child violence. There was a critical relationship between the 
measure of time spent staring at the TV amid youthfulness and 
early adulthood and the probability of ensuing forceful acts 
against others. This affiliation stayed huge after past forceful 
conduct, youth disregard, family salary, neighborhood 
savagery, parental instruction, and mental issue were controlled 
measurably [84]. 

 

XIX. TECHNOLOGY MAKES CHILDREN LAZY 

Technology makes children lazy. They now do not have the 
need to look for books or try hard to find information [85]. 
Resources shows that denying kids matured 11 and 12 of their 
advanced media gadgets, including TV, for just five days, 
expanded their capacity to peruse the feelings of others [86]. 
Innovation can influence training from multiple points of view. 
There are similarly the same number of negative focuses as 
positive. Negative focuses might be that the 'over' utilization of 
innovation makes kids lethargic, in the way they utilize dialect, 
which may appear in class work, exams, and so forth. This can 
be an issue in their learning and can influence a few 
understudies a great deal [87]. The improvement of data and 
correspondence innovation is currently a noteworthy impact on 
numerous parts of life, even human conduct and exercises are 
presently a ton relies upon the data and correspondence 
innovation [85]. 

 

 

Figure 5.  Technology and future – How kids are going to interact with new 

features 

 

XX. TECHNOLOGY AND FUTURE – HOW KIDS ARE GOING TO 

INTERACT WITH NEW FEATURES 

New innovations are coming to be a piece of kid life. With 
the introduction of each one of these progressions, protectors 
touted the enlightening points of interest for youths, while 
rivals voiced sentiments of fear about prologue to wrong 
business, sexual, and fierce substance [88]. Another adolescent 
modernized media culture is rapidly moving into put on the 
Internet. In this article, the essayist delineates the creative, 
measurement, and market powers shaping this new propelled 
media culture and the rich bunch of Web regions being made 
for children and young people. Various not-revenue driven 
affiliations, display lobbies, informational establishments, and 
government associations are expecting a gigantic part in 
making on the web content for adolescents, offering them 
opportunities to research the world, shape bunches with 
different children, and make their own particular perfect works 
of art and composing [89]. The good news about new 
technologies in the future is that everything will be easy to 
connect [90]. Web based amusements and sites are an essential 
setting for this sort of collaboration. More worldwide 
association will be founded on shared interests, including 
gaming, groups, games, form, and motion picture stars. 
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Economical, continuous, worldwide correspondences will 
spread kids' thoughts at phenomenal paces [91]. The reason for 
the program is to move children to have faith in themselves and 

utilize innovation for their advantage, as opposed to a 
distraction. To get a PC, understudies need to apply on the site, 
by presenting an application in an article or video design [92].

 

XXI. NEW TECHNOLOGIES FOR KIDS 

In the light of the rapid changing of technology, the way 
things work need to be improved as well. Confronting quickly 
changing innovation and rivalry from other media, distributers 
are largely endeavoring to foresee the eventual fate of books in 
the computerized age [93]. Considering the product business 
changes significantly from age to age, and keeping in mind the 
end goal to accomplish the most valuable outcomes for the 
present programming industry, this examination investigates 
how potential and future programming engineers now school-
age youngsters, function as a group to accomplish generation 
focuses of value programming [94]. The effect of advanced 
media and correspondences advances on how youngsters will 
learn later on [95]. Our youngsters are quick getting to be one 
of the biggest new client bunches exploiting rising innovations. 
How our kids learn, play, and convey are rapidly evolving [96]. 

 

XXII. THE FUTURE OF LEARNING 

Technology is already highly applied in learning process. 
Instructors who apply these innovations in their classrooms 
accomplish more than propel understudies with the most recent 
cool apparatus; they get ready understudies with multiliteracies 
and for the substances of the mechanical world [97]. The ways 
instructors join advances into their classroom education 
encounters and the suggestions these present for proficient 
practices have been the focal point of exchange for quite a 
while [98]. Schools stay hopeful about putting resources into 
ICT, in spite of spending cuts, as indicated by BESA's most 
recent study of 1,379 UK schools (812 grade schools, 567 
auxiliary). It found that 58% of primaries and 51% of 
secondaries were probably going to keep up arranged ICT 
speculations for 2011/12. Somewhere in the range of 71% of 
essential and 70% of auxiliary schools felt that they furnished 
educators with great access to PC hardware for educational 
programs purposes, and 88% of elementary schools felt that 
they gave great web get to levels to instructors [99]. Most 
instructor bunches spend by far most of their chance gathering 
and examining information, with brief period committed to 
investigating potential information sources and thinking about 
ramifications of their information examination [100]. It is 
discovered that improvement of an on-line electronic learning 
system The internet learning for kids, for youngsters matured 
5-16 crosswise over Europe [101]. 

 

XXIII. TECHNOLOGICAL LIFE 

Over a century back, American teachers criticized the 
overpressure and over aggressiveness of the nation's schools. 
These worries have persevered through consequent ages [102]. 
A shortage of media may appear to be ideal to urban guardians 
tired of being bugged for an iPad or the most recent diversion 
[103]. In spite of the fact that teachers have known for a 

considerable length of time about the reasonable connection 
between music instruction and better execution in math, in the 
Leave No Child Behind time, music programs were among the 
first to be cut from educational module [104]. Portability is an 
as often as possible repeating subject in late level headed 
discussions around the rise of new advancements [105]. 
Millennial age may not be as novel as delineated; their 
particular limits and usage of Web 2.0 contraptions don't have 
all the earmarks of being so by and large not the same as those 
of people in more prepared age social occasions. Moreover, 
investigate IQ scores and psychological wellness does not 
positively certify that this age is any more clever than people in 
past ages [106]. 

 

XXIV. RESULTS AND DISCUSSION 

As a result of this study it is possible to understand that 
technology can be very addictive to child. It is important for 
them to have parental help [74]. Results propose that 
innovative intrusions are related with tyke issue practices, yet 
directionality and value-based procedures ought to be inspected 
in future longitudinal examinations [14]. The most recent 20 
years have seen a blast in the accessibility, proprietorship and 
utilization of gadgets used to get to the web. There has been a 
concurrent increment in the quantity of individuals seeing tyke 
mishandle pictures. The straightforward entry to this material 
online has evacuated a key inhibitor for wrongdoers. 
Innovation has encouraged the circulation of tyke mishandle 
pictures, but on the other hand is utilized to avert and 
distinguish insulting, and also to oversee guilty parties [30]. 
With the devoted utilization of online networking by 
adolescents, youth laborers should likewise embrace these 
correspondence stages to connect with their young customers. 
Drawing from interviews with youth specialists, this 
investigation examinations how they utilize Facebook to speak 
with their customers and screen their exercises [53]. Innovation 
cannot just help understudies to build up their self-learning 
capacity, yet additionally upgrades the capacity of instructors 
to focus on understudies' inquiries rapidly, enhancing the 
proficiency of noting inquiries in class [57]. Kids and young 
people utilize electronic innovation, for example, the Internet 
more than some other medium through which to convey and 
mingle. To comprehend the marvel of digital mishandle from 
youngsters' and adolescents' points of view, the creators 
inspected unknown posts made by kids and adolescents to a 
free, 24-hour, national, bilingual telephone and Web advising, 
referral, and data benefit [73]. Amid center youth, kids build up 
an expanding comprehension of expectations and other social 
data passed on through powerful facial signals, for example, 
alters in eye-stare course [76]. 

 

XXV. CONTRIBUTION AND NEW INSIGHT 

The touchy development of innovation in the previous 
decade, from online networking to cell phones and a wide 
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range of computerized gadgets, has changed the lives of kids at 
home and at school. Quests reports when our children are two 
years of age, in excess of 90 percent have an online nearness. 
By five years of age, in excess of 50 percent utilize PCs or 
tablet gadgets. While innovation has empowered us to not just 
associate with more individuals all through the world and 
furnish us with less demanding access to more data, with 
regards to our youngsters, some have addressed regardless of 
whether the headways have helped or hurt them [14]. 
Numerous guardians can likely confess to exchanging on the 
iPad or TV to keep their little ones calm [83]. Be that as it may, 
if not oversaw accurately, this apparently innocuous conduct 
can have long haul results for their youngster's advancement. A 
tyke's initial encounters assume a crucial part in molding the 
engineering of the cerebrum and building the associations that 
empower him or her to create fundamental abilities including 
correspondence, restraint, critical thinking and relationship 
building [74]. Kids learn through play and it is through 
watching, tuning in, making, moving and doing that they grow 
psychologically, physically and socially [65]. More little 
children and preschoolers are being offered access to mom's, or 
dad's, iPad or cell phone. Realizing that innovation will be a 
main impetus in our youngsters' lives, we need them to be 
alright with it [14]. In any case, when you see a little child 
gazing eagerly and swiping a tablet, there's a compelling 
impulse to holler: "Go play outside!" 

 

XXVI. CONCLUSION 

Managing the amount of time kids spend using technology 
is very difficult. With regards to innovation, kids are not just 
beginning to utilize it at a more youthful age, they are likewise 
utilizing it in more circumstances, both at home and at school. 
Today, innovation for kids is a wellspring of learning and 
amusement. After all other options have been exhausted, when 
guardians need to eat made or take a couple of minutes to 
answer messages, it's likewise a helpful sitter. For school-age 
kids, innovation can be a twofold edged sword. There are 
innumerable advantages that can be earned from utilizing 
innovation. For example, PCs can be utilized to do look into, 
play online math amusements, and enhance dialect abilities. 
TV can offer instructive projects, for example, documentaries 
and other instructive materials. Indeed, even computer games 
can energize formative abilities, for example, dexterity. Some 
movement controlled, dynamic recreations can likewise 
advance physical action, for example, moving.  In any case, all 
these electronic gadgets can have some unmistakable 
inconveniences too. Here are a few reasons why it's a smart 
thought to restrain your children's screen time and how to do it 
with negligible whine. 

  

REFERENCES 

[1] Behavior. Science News, 2001. 160(24): p. 382-382. 

[2] Moving Beyond Screen Time: Redefining Developmentally Appropriate 
Technology Use in Early Childhood Education, in Moving Beyond 
Screen Time, L. Daugherty, et al., Editors. 2014, RAND Corporation. p. 
1-8. 

[3] Getting Early Childhood Educators Up and Running Creating Strong 
Technology Curators, Facilitators, Guides, and Users, in Getting Early 
Childhood Educators Up and Running, L. Daugherty, et al., Editors. 
2014, RAND Corporation. p. 1-8. 

[4] Setting Definitional Limits for the Child Pornography Exception, in 
Refining Child Pornography Law2016, University of Michigan Press. p. 
57-78. 

[5] Children and the War of Emotions, in Child's Play2017, University of 
California Press. p. 181-202. 

[6] Adler, A., The 'Dost Test' in Child Pornography Law: Trial by 
Rorschach Test, in Refining Child Pornography Law2016, University of 
Michigan Press. p. 81-108. 

[7] Allen, E. and T. Cavanagh, Introduction: Architecture, Technology, and 
Education. Journal of Architectural Education (1984-), 2004. 58(1): p. 3-
3. 

[8] Carey, J., Plato at the Keyboard: Telecommunications Technology and 
Education Policy. The Annals of the American Academy of Political and 
Social Science, 1991. 514: p. 11-21. 

[9] Chang, I.H., M.C. Joseph, and H. Cheng-Mei, Teachers' Perceptions of 
the Dimensions and Implementation of Technology Leadership of 
Principals in Taiwanese Elementary Schools. Journal of Educational 
Technology & Society, 2008. 11(4): p. 229-245. 

[10] Del Boca, D., C. Flinn, and M. Wiswall, Household Choices and Child 
Development. The Review of Economic Studies, 2014. 81(1 (286)): p. 
137-185. 

[11] DePietro, P., THE COST OF TECHNOLOGY. Counterpoints, 2013. 
435: p. 105-114. 

[12] Di Maio, M. and G. Fabbri, Consumer boycott, household heterogeneity, 
and child labor. Journal of Population Economics, 2013. 26(4): p. 1609-
1630. 

[13] Pruett, K.D., Strange Bedfellows? Reproductive Technology and Child 
Development. Infant Mental Health Journal, 1992. 13(4): p. 312-318. 

[14] McDaniel, B.T. and J.S. Radesky, Technoference: Parent Distraction 
With Technology and Associations With Child Behavior Problems. 
Child Development, 2018. 89(1): p. 100-109. 

[15] Sage, C. and E. Burgio, Electromagnetic Fields, Pulsed Radiofrequency 
Radiation, and Epigenetics: How Wireless Technologies May Affect 
Childhood Development. Child Development, 2018. 89(1): p. 129-136. 

[16] Tregeagle, S. and M. Darcy, Child Welfare and Information and 
Communication Technology: Today's Challenge. The British Journal of 
Social Work, 2008. 38(8): p. 1481-1498. 

[17] Van Niekerk, K., S. Dada, and K. Tönsing, Influences on selection of 
assistive technology for young children in South Africa: perspectives 
from rehabilitation professionals. Disability and Rehabilitation, 2017: p. 
1-14. 

[18] Sharkins, K., et al., Preschool Children's Exposure to Media, 
Technology, and Screen Time: Perspectives of Caregivers from Three 
Early Childcare Settings. Early Childhood Education Journal, 2016. 
44(5): p. 437-444. 

[19] Van Niekerk, K., et al., Factors Perceived by Rehabilitation 
Professionals to Influence the Provision of Assistive Technology to 
Children: A Systematic Review. Physical & Occupational Therapy In 
Pediatrics, 2018. 38(2): p. 168-189. 

[20] Bird, J. and S. Edwards, Children learning to use technologies through 
play: A Digital Play Framework. British Journal of Educational 
Technology, 2015. 46(6): p. 1149-1160. 

[21] Ciccarelli, M., et al., Managing children's postural risk when using 
mobile technology at home: Challenges and strategies. Applied 
Ergonomics, 2015. 51: p. 189-198. 

[22] Molesworth, H., Before Bed. October, 1993. 63: p. 69-82. 

[23] Kohrman, A.F., Chimeras and Odysseys toward Understanding the 
Technology-Dependent Child. The Hastings Center Report, 1994. 24(5): 
p. S4-S6. 

[24] Perry, K. and H. Weimar, Learning with and without Technology. 
Young Adult Library Services, 2016. 14(2): p. 20-21. 



International Journal of Science and Engineering Investigations, Volume 7, Issue 75, April 2018 26 

www.IJSEI.com            Paper ID: 77518-04 ISSN: 2251-8843 

[25] Horn, M.B., "Hey Alexa, Can You Help Kids Learn More?": The next 
technology that could disrupt the classroom. Education Next, 2018. 
18(2): p. 82+. 

[26] 26. Kafai, Y.B., Software by kids for kids. Commun. ACM, 1996. 
39(4): p. 38-39. 

[27] Kaonga, N.N., et al., Information and Communication Technology for 
Child Protection Case Management in Emergencies: An Overview of the 
Existing Evidence Base. Procedia Engineering, 2016. 159: p. 112-117. 

[28] Lamberton, L., J. Devaney, and L. Bunting, New Challenges in Family 
Support: The Use of Digital Technology in Supporting Parents. Child 
Abuse Review, 2016. 25(5): p. 359-372. 

[29] Slavtcheva-Petkova, V., Keeping Children Safe Online: An Online 
Learning Course for Anyone Working with Children, NSPCC and 
CEOP, London, 2014. Available: http://www.nspcc.org.uk/inform, £20, 
2016, John Wiley & Sons, Inc. p. 399-400. 

[30] Lilley, C.M., The Role of Technology in Managing People Who Have 
Been Convicted of Internet Child Abuse Image Offences. Child Abuse 
Review, 2016. 25(5): p. 386-398. 

[31] Gallagher, B., The Role of Digital Technology in Child Protection: Still 
Helping and Harming? Child Abuse Review, 2016. 25(5): p. 327-331. 

[32] Mintz, J., et al., Key factors mediating the use of a mobile technology 
tool designed to develop social and life skills in children with Autistic 
Spectrum Disorders. Computers & Education, 2012. 58(1): p. 53-62. 

[33] Woolsey, K. and M. Woolsey, Child's Play. Theory Into Practice, 2008. 
47(2): p. 128-137. 

[34] McPheat, D., Technology and Life-Quality. Social Indicators Research, 
1996. 37(3): p. 281-301. 

[35] Parker, M., The Best Possible Child. Journal of Medical Ethics, 2007. 
33(5): p. 279-283. 

[36] Thurston, R.C.T.J., The Technology Threat to Work/Life Balance. 
GPSolo, 2012. 29(5): p. 36-40. 

[37] Yang, B., Y. Kim, and C. Yoo, The integrated mobile advertising model: 
The effects of technology- and emotion-based evaluations. Journal of 
Business Research, 2013. 66(9): p. 1345-1352. 

[38] Cohen, E.L., What makes good games go viral? The role of technology 
use, efficacy, emotion and enjoyment in players’ decision to share a 
prosocial digital game. Computers in Human Behavior, 2014. 33: p. 
321-329. 

[39] Cohen, I., R. Looije, and M.A. Neerincx, Child’s Perception of Robot’s 
Emotions: Effects of Platform, Context and Experience. International 
Journal of Social Robotics, 2014. 6(4): p. 507-518. 

[40] Pettit, M., Feeling Mediated: A History of Media Technology and 
Emotion in America. American Historical Review, 2015. 120(3): p. 
1042-1043. 

[41] Angel, J.G.L., C. Pilar Parra, and C. Paul, The [not so] new digital 
family: disciplinary functions of representations of children and 
technology. Feminism & Psychology, 2015. 25(3): p. 326-346. 

[42] Young, K., Children and Technology: Guidelines for Parents-Rules for 
Every Age [Leading Edge]. Technology and Society Magazine, IEEE, 
2017. 36(1): p. 27-29. 

[43] Hendricks, C., Children and Technology: Ten Ways to Help Parents 
Navigate Technology with Children. Children and Libraries, 2015. 
13(2): p. 36. 

[44] Hourcade, J., et al., The 3Cs for preschool children's technology: create, 
connect, communicate. interactions, 2017. 24(4): p. 70-73. 

[45] Spratling, R., Defining Technology Dependence in Children and 
Adolescents. Western Journal of Nursing Research, 2015. 37(5): p. 634-
651. 

[46] Get a new media life! Information technology is fast becoming a fact of 
life for people with learning disabilities and staff alike. Lesley Warner 
reports from a conference that covered all the latest developments in 
media for social care.(communication). Learning Disability Practice, 
2008. 11(9): p. 26. 

[47] Taxén, G., et al., KidStory: a technology design partnership with 
children. Behaviour & Information Technology, 2001. 20(2): p. 119-
125. 

[48] Anonymous, the 2.0 tech i can't live without. Knowledge Quest, 2009. 
37(4): p. 34-35. 

[49] Dalton, B. and D.L. Grisham, eVoc strategies: 10 ways to use 
technology to build vocabulary. The Reading Teacher, 2011. 64(5): p. 
306. 

[50] Fast processing: a new algorithm could speed image processing, 
recommendation systems, and more.(INFORMATION 
TECHNOLOGY)(Report)(Brief article). Technology Review 
(Cambridge, Mass.), 2011. 114(1): p. 89. 

[51] Afshar, M., M. Zeraati, and M. Damaliamiri, Youth and Identity Crisis 
in Online Technology, 2015. p. 1299-1299. 

[52] Gila Cohen, Z., Awareness of eSafety and Potential Online Dangers 
among Children and Teenagers. Journal of Information Technology 
Education: Research, 2017. 16: p. 319-338. 

[53] Lim, S.S., Youth workers' use of Facebook for mediated pastoralism 
with juvenile delinquents and youths-at-risk. Children and Youth 
Services Review, 2017. 81: p. 139-147. 

[54] Winkler, M., et al., Toy safety surveillance from online reviews. 
Decision Support Systems, 2016. 90: p. 23-32. 

[55] Talpau, F. and G. Voicu, Some aspects regarding the methodology of 
crime investigation regarding family violence/Unele aspecte privind 
metodologia investigarii infractiunilor privind violenta în familie. Forum 
Criminalistic, 2015. 8(1): p. 39-46. 

[56] Den Brok, W.L.J.E. and P.S. Sterkenburg, Self-controlled technologies 
to support skill attainment in persons with an autism spectrum disorder 
and/or an intellectual disability: a systematic literature review, 2015, 
Informa Healthcare. p. 1-10. 

[57] Luo, H., et al., Research on cultivating medical students' self-learning 
ability using teaching system integrated with learning analysis 
technology. International journal of clinical and experimental medicine, 
2015. 8(8): p. 14542. 

[58] Henrie, C.R., L.R. Halverson, and C.R. Graham, Measuring student 
engagement in technology-mediated learning: A review. Computers & 
Education, 2015. 90: p. 36-53. 

[59] Dzekoe, R., Computer-Based Multimodal Composing Activities, Self-
Revision, and L2 Acquisition through Writing. Language Learning & 
Technology, 2017. 21(2): p. 73-95. 

[60] Beach, P., Self-directed online learning: A theoretical model for 
understanding elementary teachers' online learning experiences. 
Teaching and Teacher Education, 2017. 61: p. 60-72. 

[61] Vargas Castro, J.A., et al., EPA-1413 – New technology in child and 
adolescents dual pathology, 2014. p. 1-1. 

[62] Chou, W.-J., et al., Multi-dimensional correlates of Internet addiction 
symptoms in adolescents with attention-deficit/hyperactivity disorder. 
Psychiatry Research, 2015. 225(1-2): p. 122. 

[63] Siegle, D., Technology: The Dark Side of Using Technology. Gifted 
Child Today, 2017. 40(4): p. 232-235. 

[64] Epstein, J., et al., "Bacon Brains": Video Games for Teaching the 
Science of Addiction. Journal of Child & Adolescent Substance Abuse, 
2016. 25(6): p. 504-515. 

[65] Valentine, G. and S. Holloway, On-line Dangers?: Geographies of 
Parents' Fears for Children's Safety in Cyberspace. The Professional 
Geographer, 2001. 53(1): p. 71. 

[66] Jones, D.J., et al., Technology-Enhanced Program for Child Disruptive 
Behavior Disorders: Development and Pilot Randomized Control Trial. 
Journal of Clinical Child & Adolescent Psychology, 2013. 43(1): p. 1-
14. 

[67] Lewis, R., Literature review on children and young people 
demonstrating technology-assisted harmful sexual behavior. Aggression 
and Violent Behavior, 2018. 40: p. 1-11. 

[68] Macpherson, K., M.H. Charlop, and C.A. Miltenberger, Using Portable 
Video Modeling Technology to Increase the Compliment Behaviors of 
Children with Autism during Athletic Group Play. Journal of Autism 
and Developmental Disorders, 2015. 45(12): p. 3836-3845. 

[69] Teepe, R.C., I. Molenaar, and L. Verhoeven, Technology-enhanced 
storytelling stimulating parent-child interaction and preschool children's 



International Journal of Science and Engineering Investigations, Volume 7, Issue 75, April 2018 27 

www.IJSEI.com            Paper ID: 77518-04 ISSN: 2251-8843 

vocabulary knowledge.(Report). Journal of Computer Assisted 
Learning, 2017. 33(2): p. 123. 

[70] Bilal, D., Children's Information Seeking and the Design of Digital 
Interfaces in the Affective Paradigm. Library Trends, 2005. 54(2): p. 
197-208. 

[71] Bilal, D., S. Sarangthem, and I. Bachir, Toward a model of children's 
information seeking behavior in using digital libraries, 2008. p. 145-151. 

[72] Duveskog, M., et al., Life planning by digital storytelling in a primary 
school in rural Tanzania.(Report). Educational Technology & Society, 
2012. 15(4): p. 225. 

[73] Mishna, F., A. McLuckie, and M. Saini, Real-World Dangers in an 
Online Reality: A Qualitative Study Examining Online Relationships 
and Cyber Abuse. Social Work Research, 2009. 33(2): p. 107-118. 

[74] Kirk, S., C. Glendinning, and P. Callery, Parent or nurse? The 
experience of being the parent of a technology‐ dependent child. 
Journal of Advanced Nursing, 2005. 51(5): p. 456-464. 

[75] Kraut, R., et al., Internet paradox. A social technology that reduces 
social involvement and psychological well-being? The American 
psychologist, 1998. 53(9): p. 1017. 

[76] Mosconi, M., et al., Taking an "intentional stance" on eye-gaze shifts: A 
functional neuroimaging study of social perception in children. 
NeuroImage, 2005. 27(1): p. 247-252. 

[77] Robins, B., et al., Robotic assistants in therapy and education of children 
with autism: can a small humanoid robot help encourage social 
interaction skills? International Journal, 2005. 4(2): p. 105-120. 

[78] Kitzinger, C. and J. Mandelbaum, Word Selection and Social Identities 
in Talk-in-Interaction. Communication Monographs, 2013: p. 1-23. 

[79] Schiavone, G., et al., Multimodal Ecological Technology: From Child’s 
Social Behavior Assessment to Child-Robot Interaction Improvement. 
International Journal of Social Robotics, 2011. 3(1): p. 69-81. 

[80] Villani, S., Impact of Media on Children and Adolescents: A 10-Year 
Review of the Research. Journal of the American Academy of Child & 
Adolescent Psychiatry, 2001. 40(4): p. 392-401. 

[81] Burgess, S.R., S.P. Stermer, and M.C.R. Burgess, Video game playing 
and academic performance in college students.(Report). College Student 
Journal, 2012. 46(2): p. 376. 

[82] Yang, S.C., Paths to Bullying in Online Gaming: The Effects of Gender, 
Preference for Playing Violent Games, Hostility, and Aggressive 
Behavior on Bullying. Journal of Educational Computing Research, 
2012. 47(3): p. 235-249. 

[83] Browne, K.D. and C. Hamilton-Giachritsis, The influence of violent 
media on children and adolescents: a public-health approach. The 
Lancet, 2005. 365(9460): p. 702-710. 

[84] Johnson, J.G., et al., Television viewing and aggressive behavior during 
adolescence and adulthood. Science (New York, N.Y.), 2002. 
295(5564): p. 2468. 

[85] Astrid Novita, P. and W. Wiratama Adi, MODELING LEARNING 
GAME BASED DIGITAL TO CHILDREN OF SENIOR HIGH 
SCHOOL FOR GEOGRAPHY SCIENCE BASED ON UNITY. Jurnal 
informatika UPGRIS, 2016. 2(2). 

[86] Schuman, A.J., Otoacoustic emissions hearing screening: update and 
review: today's technology makes it easy to screen kids for hearing loss, 
even babies or children with developmental disabilities.(peds v2.0). 
Contemporary Pediatrics, 2014. 31(8): p. 40. 

[87] Hadjerrouit, S., Didactics of ICT in secondary education: conceptual 
issues and practical perspectives.(information and communication 

technology). Issues in Informing Science & Information Technology, 
2009. 6: p. 153. 

[88] Wartella, E.A. and N. Jennings, Children and Computers: New 
Technology--Old Concerns. The Future of Children, 2000. 10(2): p. 31. 

[89] Montgomery, K.C., Children's Media Culture in the New Millennium: 
Mapping the Digital Landscape.(Internet use by children and 
development of online content). The Future of Children, 2000. 10(2): p. 
145. 

[90] Cerf, V., THE FUTURE OF THE INTERNET: IMPLICATIONS FOR 
MANAGERS AN INTERVIEW WITH VINTON G. CERF. Research 
Technology Management, 2011. 54(3): p. 15-21. 

[91] Social Technologies, LLC: The Future of Kid-to-Kid Communication. 
M2 Presswire, 2007: p. 1. 

[92] Technology for the Future launches program to provide free laptops for 
kids, 2016. 

[93] Kindle kids: facing rapidly changing technology and competition from 
other media, publishers are all trying to predict the future of books in the 
digital age. Felicity Wood talks to the pupils of St Joseph's CE primary 
school about their reading future.(DIGITAL READING). The 
Bookseller, 2011(5507): p. 20. 

[94] Tatiana Cruz, S.S., et al., ChildProgramming process: A software 
development model for kids, 2013. p. 1-6. 

[95] Waters, J.K., The Kids Are All Right. T.H.E. Journal, 2009. 36(3): p. 
38-42. 

[96] Druin, A., et al., Computers, kids, and creativity: what does the future 
hold?, 1997. p. 111-112. 

[97] Borsheim, C., K. Merritt, and D. Reed, Beyond technology for 
technology's sake: advancing multiliteracies in the twenty-first 
century.(Report). The Clearing House, 2008. 82(2): p. 87. 

[98] Kervin, L., et al., Investigating synergies between literacy, technology 
and classroom practice. Australian Journal of Language and Literacy, 
2013. 36(3): p. 135. 

[99] A future for ICT.(CHILDREN'S NEWS)(information and 
communication technology)(Brief article). The Bookseller, 2010(5450): 
p. 10. 

[100] Slavit, D., T.H. Nelson, and A. Deuel, Teacher Groups’ Conceptions and 
Uses of Student-Learning Data. Journal of Teacher Education, 2013. 
64(1): p. 8-21. 

[101] Hough, J. and D. Ellis, Acquiring skills for tomorrow today: 
"Cyberspace learning for kids". Education & Training, 1997. 39(6/7): p. 
249-255. 

[102] Zuckerman, M., Plus Ça change: The high-tech child in historical 
perspective. Early Childhood Research Quarterly, 1987. 2(3): p. 255-
264. 

[103] Banaji, S., Behind the high-tech fetish: Children, work and media use 
across classes in India. International Communication Gazette, 2015. 
77(6): p. 519-532. 

[104] Louv, R., The More High-Tech Our Schools Become, the More They 
Need Nature. Science and Children, 2012. 49(7): p. 8-9. 

[105] Neyland, D., Moving Images: The Mobility and Immobility of ‘Kids 
Standing Still'. The Sociological Review, 2006. 54(2): p. 363-381. 

[106] Jennifer, H. and W. Cynthia, The Kids Are Alright – Or, Are They?: The 
Millennial Generation’s Technology Use and Intelligence-an 
Assessment of the Literature. Partnership: The Canadian Journal of 
Library and Information Practice and Research, 2009. 4(2). 

 


	I. Introduction
	II. Research Method
	III. Technology influences on child development
	IV. Technology influences on child development Evaluation Research
	V. Childhood before and after technology
	VI. Learning capability
	VII. Safety
	VIII. Social environment
	IX. Emotional life
	X. Pros and Cons of child interaction with technology
	XI. Fast Information
	XII. Vulnerability
	XIII. Self-Learn
	XIV. Addiction
	XV. Technology and child behavior
	XVI. Using technology to express feeling
	XVII. Technology makes interaction with other people “more difficult”
	XVIII. Technology makes children violent
	XIX. Technology makes children lazy
	XX. Technology and future – How kids are going to interact with new features
	XXI. New technologies for kids
	XXII. The future of learning
	XXIII. Technological life
	XXIV. Results and Discussion
	XXV. Contribution and New Insight
	XXVI. Conclusion
	References


