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Abstract

Technology can provide children new opportunities to dive into the internet and play online games. Parents
are showing concerns towards losing the ability to observe children's accession to technological devices. It is
also growing concern that technological addiction has some negative impacts on young children. The purpose
of this study was to analyze young children’s technology addiction level and their observed challenging
behaviors. For this purpose, Technology Addiction Scale and Challenging Behavior Inventory was used to
collect data. Participants were six years old children and data was collected from their parents. Results
showed that the majority of young children were in the attentiveness group (%67). Their major technology
addiction was online gaming and parents reported higher challenging behaviors for this group of young
children. Gaining social skills and appropriate behaviors are very important for young children for their later
success in school and community. For this reason, technology addiction of young children should be under
supervision.
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1. Introduction

Information and communication technology is a devious phenomenon in terms of
security, entertainment and ingenuity (Arabiyat et al., 2019). Increased internet access
and mobile technology devices encourage the use of technology in recent years (OECD,
2012). Using these technologies, one person can watch videos, listen to music, play
games, send messages and encompass with social media at anytime and anywhere.
Technology can provide children new opportunities to dive into the internet, play
electronic games and use chat rooms. Conversely, parents are showing concerns towards
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losing the ability to observe children's accession to this technology and addiction to this
world which has left some negative impacts on children and adolescents (Radke-Yarrow,
Richters & Wilson, 1991). Nevertheless, it has been stated that the use of technology is
an excessively growing subject (OECD, 2012).

Technology addiction is a wide-ranging expression that refers to the overwhelming
desire to use technological devices such as smartphones, computers, and gaming systems
(Aydin, 2017). This connection occurs as a non-chemical human-machine interaction that
induces or reinforces the features of addictive tendencies (Griffiths, 1995). This type of
interaction is found amongst the broader population (Griffiths, 1990). When we look at
children, they spend more time on the Internet than before (OECD, 2012). Their media
consumption time has more than doubled (OFCOM, 2015). On the other hand, it has been
recommended for 2 to 5 years old children that their screen time is one hour per day for
high-quality children programs (AAP, 2016). The media should not take place the
adequate sleep, physical activity and other behaviors that is essential for young children.

Technology addiction causes risk factors for children’s wellbeing. Child’s developing
brain and sense of self-worth, can be damaged due to too much screen time and social
media. 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). It has been reported that anxiety, insomnia, and depression is
amongst the prominent health problems (UNICEF, 2017). Children’s behaviors also can
change in an undesirable manner. Challenging behavior implies inappropriate,
disturbing, or harmful behaviors (Duman, 2013). These behaviors can be observed as
pervasive social deficit, situational disturbances, low activity engagement, and episodic
crises (Field, 1999). Even though over use of technology is a challenging behavior, this
type of addiction also can change young children’s other behaviors.

Children are not able to understand or evaluate risks but they can build their
immunity through protection. Educating children about digital living is important for
their future and should be a responsibility of parents and teachers. Previous studies have
shown the connection of technology addiction and health risk factors, but there isn’t
enough study delving technology addiction’s effect on children’s challenging behaviors.

2. Method
2.1. Research Design

One of the quantitative research methods, relational screening model, was applied for this study.
Relational screening model aims to conclude the presence of the change between two or more variables
and to specify the relationships between the variables (Ayik and Atas, 2014). Relational screening
model doesn’t intend to provide a factual cause and result relationship, but instead provides an
opportunity for predicting the other in case of knowing the one (Karasar, 2006). The measurements of
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young children’s technology addiction levels and their challenging behaviors were relatively analyzed
in this research.

2.2. Sample and Data Collection

The population of the research was six years old children living in Ankara City. The sampling was
120 children (60 girls and 60 boys) from the families of intermediate socio-economic status located in
the main district. Purposive sampling method was applied to establish the participant families on a
voluntary base. Families were acknowledged and their consent were held before the study. Children’s
mothers preferred to involve in the study and fill out the forms.

The Technology Addiction Scale (TAS) was used in order to determine children’s technology
addiction levels. TAS was developed by Aydin (2017) to measure the technology usage of individuals
using four dimensions: social networks, instant messaging, online games and internet surfing. TAS was
employed five-point scale indicating frequency (never, rarely, sometimes, often and always) of the
behavior. Challenging Behavior Inventory (CBI) was used to determine children’s challenging
behavior levels. CBI was developed by Duman (2013) to determine the challenging behaviors of
children. There are 15 challenging behaviors in the inventory and five-point scale was applied (never,
rarely, sometimes, often and always) showing frequency of the behavior as well. Both data collection
tools were completed by parents independently and there wasn’t a time limit during the data collection
process.

2.8. Analyzing of Data

Data was analyzed using SPSS. Descriptive data was reported using frequency and
percentage distributions. Children’s challenging behavior levels (average and
attentiveness) were described in frequency and percentage distributions. T-test was
applied to analyze the differences between the technology addiction’s sub-dimensions
(social network, instant messaging, online games and internet surfing) and challenging
behavior level of the children. Pearson Correlation Coefficient was applied to analyze the
correlation between challenging behavior level of children and their technology addiction
(social network, instant messaging, online games and internet surfing). For statistical
analysis and interpretation, p<0.05 level was considered as significant.

3. Results

This study examined the technology addiction and challenging behavior of six years old children
using Technology Addiction Scale and Challenging Behavior Inventory. The first table presents the
challenging behavior levels of children.
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Table 1. Challenging behavior levels of children

Challenging Behavior Levels f %
Average 40 33
Attentiveness 80 67
Total 120 100

Table 1 presents the challenging behavior levels of the six years old children participated in the
study. It has been found that there were 40 students (33%) in the average level, and there were 80
students (67%) in the attentiveness level. This finding shows majority of the parents reported that their
children have challenging behavior.

Table 2. Technology addiction levels of the children

n X S t

Social Network
Average level 40 3.04 3.56

2.32
Attentiveness level 80 3.78 4,12
Total 120
Instant Messaging
Average level 40 2.05 2.33

4.24
Attentiveness level 80 2.16 2.25
Total 120
Online Games
Average level 40 3.17 211

0.00*
Attentiveness level 80 4.22 2.31
Total 120
Internet Surfing
Average level 40 2.23 2.68 2.37
Attentiveness level 80 2.61 2.55
Total 120

p<0.05
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Table 2 presents the technology addiction levels of the children. It has been found that the
arithmetic mean score of the average level of the children’s social network was 3.04 and the arithmetic
mean score of the attentiveness level of the children’s social network was 3.78. There wasn’t
significantly different (t=2.32) addiction level in terms of involving in social network dimension
between children who have average and attentiveness level challenging behavior. In addition, it has
been found that the arithmetic mean score of the average level children’s instant messaging was 2.05
and the arithmetic mean score of the attentiveness level children’s instant messaging was 2.16. There
wasn’t significantly different (t=4.24) addiction level in terms of instant messaging dimension between
children who have average and attentiveness level challenging behavior. It has also been found that the
arithmetic mean score of the average level children’s online games was 3.17 and the arithmetic mean
score of the attentiveness level children’s online games was 4.22. Table 2 showed that there was a
significantly different (t=0.00) addiction level in terms of online games dimension between children
who have average and attentiveness level challenging behavior. According to their parents, six years
old children who play online games more often displays higher level of challenging behavior
comparing to the average level. Lastly, it has been found that the arithmetic mean score of the average
level children’s internet surfing was 2.23 and the arithmetic mean score of the attentiveness level
children’s internet surfing was 2.61. There wasn’t significantly different (t=2.37) addiction level in
terms of internet surfing dimension between children who have average and attentiveness level
challenging behavior. These findings have demonstrated that six years old children who have higher
level of challenging behavior play longer periods of online games comparing to their peers.

Table 3. Correlation scores of technology addiction and challenging behavior

Social Network Instant Messaging  Online Games  Internet

Surfing
Average level 37 .36 .55 32
Attentiveness level A2 .39 .78 .38

Table 3 presents the Pearson correlation scores of technology addiction (social network, instant
messaging, online games and internet surfing) and challenging behavior (average and attentiveness
levels) of six years old children. It has been found that there were significant and positive correlation
between children who have attentiveness level of challenging behavior and online games (0.78). It has
also been found that there were moderate and positive correlation between children who have average
level of challenging behavior and online games (0.55). These findings showed that both groups of
children had relatively higher correlation scores in terms of online games dimension. It has also been
found that there was poor correlation between average level challenging behavior of children and
social network dimension (.37), instant messaging dimension (.36), and internet surfing dimension
(.32). These findings were very close to the correlation scores of children with attentiveness level
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challenging behavior. It has been presented that there was poor level of correlation between
attentiveness level challenging behavior of children and social network dimension (.42), instant
messaging dimension (.39), and internet surfing dimension (.38). Both two groups of children who
have average and attentiveness level of challenging behavior had respectively lower correlation scores
in all dimensions except online gaming. It can be assumed that in the concept of technology addiction,
playing online games is the most challenging part for adults to interfere with children.

4. Conclusions

This paper analyzes the technology usage level of young children and their challenging behaviors.
Results showed that online gaming is prominent part of the technology addiction among young
children. There is also a correlation between online gaming and displaying challenging behavior.
Gaining social skills and appropriate behaviors are very important for young children for their later
success in school and community. On the other hand, it is inevitable to eliminate the technology from
children’s lives. Parents should be able to balance the technology use of their children.

Technology addiction of young children should be taken under supervision. For this reason, parents’
supervision skills need to be supported in terms of controlling technology abuse and behavior
modification of young children. Further research on the content of online games and their effect on
young children is also needed.

This paper applies an exploratory method in technology addiction and challenging behavior of young
children. Data was collected using Technology Addiction Scale and Challenging Behavior Inventory.
There are several approaches and tools delving technology addiction and challenging behavior. This
paper limits exploration of the issue using TAS and CBI based on parent’s anticipations. It would be
useful to facilitate broader studies to extend the dimensions of technology addiction.
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