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ABSTRACT

As a result of high-tech developments and the increase in the importance of the global communication,
social media websites and applications have occurred as a new way of communication and self-expression
in the contemporary world. Globalization has forced people to obtain and spread the necessary infor-
mation quickly, and due to this requirement, people of all ages have had to acquire digital skills which
they utilize to meet their need of learning and being informed about the issues happening around the
world. Social media tools and applications are being highly and commonly used all round the world by
all kinds of people from all ages in order to express themselves, get to know other people, share their
opinions and learn others’ opinions on the world issues, socialize, and have fun. Regarding its effects
on children, social media has both advantages and disadvantages.

INTRODUCTION

Social media refers to the environments that change the way people communicate, interact and socialize
and, in the meantime, allow people to express themselves as they want, using internet infrastructure.

Social Media is a platform that enables its users to participate in activities and events identified
as its content as a way of communicating with their social circles including other users in the system
and society, to share their own opinions by bringing them together to create their own content (Cohen,
2011). Although interaction and communication between social media users are emphasized in this
definition, Fredman (2013) divides social media platforms into two different groups as interactive and
non-interactive social media environments.

According to the way Fredman (2013) distinguishes social media platforms, interactive social media
environments provide a way for users to communicate. Outputs of the software programs that make this
communication among users possible depend on input from registered users in these environments to the
system. In other words, all kinds of information and interpretation that users share in the system directly
affect the output of the programs. Digital and electronic devices, software, touch tablets, applications,
video games, interactive screen-based media such as Facebook, MySpace, game play sites, club penguins,
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blogs and YouTube are directly influenced by the output of virtual site programs and they are designed
according to these outputs. Non-interactive social media platforms, on the other hand, do not provide
an interactive experience. These environments consist of content that electronic devices cannot change,
such as songs, movies, photographs, news articles, online images, and ads that appear on sites. These
include digital copies of television programs, DVDs and CDs that have been shipped to the market. In
summary, interactive social media environments are social media sites where users interact with each
other and create their own content through their sharings and comments, while non-interactive social
media platforms are the social media sites where users listen to music files and watch the video files
that are added to the content without communicating with each other and sharing their own content.

Whether it is interactive or noninteractive social media environment, it is an undeniable fact that social
media tools exist and occupy a huge part of modern life. Therefore, it is important that their uses and
effects be searched in detail and people, especially parents, be aware of their both positive and negative
effects on children and behave accordingly.

BACKGROUND
Increasing Trends About Social Media and Its Uses

In the 21st century, the breathtaking pace of the developments and innovations occurred in the field of
high-tech and the increased networking and communication means as a result of these advancements
have made people develop digital skills in order to keep track of this rapidly changing information
era. Especially, the Z generation have found themselves in a highly digital world in which they have
to acquire the digital skills. In today’s world, there are children who actively use all the social media
websites through the applications in their mobile phones. The fact that communication technologies and
the internet are getting more and more accessible from every other day has made it possible to spread
the so-called social media tools, applications and services (Boyd, 2008: 92). The fact that people can
perform activities such as introducing yourself, getting to know others, sharing and spreading their own
opinions and ideas, learning others’ ideas and information, having fun, playing games, advertising and
organizing events quickly and economically makes social media highly widespread all around the world.
When compared to the real life, the cost of doing all the aforementioned activities in the virtual world
seems to be quite economical in terms of business, time and other costs. It is also seen that the conditions
of competition and business union in the real world change in virtual environment.

It can be said that the increasing trend of the internet which started to be used in the 1990s is continu-
ing and social media is one of the important driving forces in this trend. The fact that naturally, human
beings are in the effort of socialization and the decrease of the resources that he has to spend for this
effort contributes to the continuation of this upward tendency in internet use. Nearly all Internet sites,
such as shopping sites, training and research sites, news sites, forum sites, etc., have social media links
in the Internet.

According to the 2017 We Are Social data (We Are Social, 2017), 3.77 billion people, which is equal
to almost 50% of the world’s whole population, use the internet while 2.8 billion people, which cor-
responds to 37% of all the people living in the world, use social media. 4.92 billion mobile users make
up 66% of the world’s population and 2.56 million are social media users.

12



11 more pages are available in the full version of this document, which may
be purchased using the "Add to Cart" button on the publisher's webpage:
www.igi-global.com/chapter/social-media-and-children/207856

Related Content

On Computerizing the Ancient Game of b

Ahmad B. Hassanat, Ghada Altarawneh, Ahmad S. Tarawneh, Hossam Faris, Mahmoud B. Alhasanat,
Alex de Voogt, Baker Al-Rawashdeh, Mohammed Alshamailehand Surya V. B. Prasath (2018).
International Journal of Gaming and Computer-Mediated Simulations (pp. 20-40).
www.irma-international.org/article/on-computerizing-the-ancient-game-of-b/214859

Does Game Quality Reflect Heuristic Evaluation?: Heuristic Evaluation of Games in Different
Quality Strata

Bjorn Straat, Fredrik Rutzand Magnus Johansson (2014). International Journal of Gaming and Computer-
Mediated Simulations (pp. 45-58).
www.irma-international.org/article/does-game-quality-reflect-heuristic-evaluation/123500

Investigating Games and Simulations in Educational Research and Theory: Enhancing
Academic Communication and Scholarship with a Common Language

Scott J. Warren, Greg Jones, Beth Dolliverand Richard A. Stein (2012). International Journal of Gaming
and Computer-Mediated Simulations (pp. 1-18).
www.irma-international.org/article/investigating-games-simulations-educational-research/74831

Human and Virtual Beings as Equal Collaborative Partners in Computer Games

Daniel I. Thomasand Ljubo B. Vlacic (2011). Computer Games as Educational and Management Tools:
Uses and Approaches (pp. 23-51).
www.irma-international.org/chapter/human-virtual-beings-equal-collaborative/53949

An Exploration of Mental Skills Among Competitive League of Legend Players

Daniel Himmelstein, Yitong Liuand Jamie L. Shapiro (2017). International Journal of Gaming and
Computer-Mediated Simulations (pp. 1-21).
www.irma-international.org/article/an-exploration-of-mental-skills-among-competitive-league-of-legend-players/182451



http://www.igi-global.com/chapter/social-media-and-children/207856
http://www.irma-international.org/article/on-computerizing-the-ancient-game-of-b/214859
http://www.irma-international.org/article/does-game-quality-reflect-heuristic-evaluation/123500
http://www.irma-international.org/article/investigating-games-simulations-educational-research/74831
http://www.irma-international.org/chapter/human-virtual-beings-equal-collaborative/53949
http://www.irma-international.org/article/an-exploration-of-mental-skills-among-competitive-league-of-legend-players/182451

