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Abstract. This study aims to understand the meaning of high technology
utilization in learning for early adolescents. High-Technology Based
Learning (HTBL) is for a phenomenon in every country today. However,
the side effects of the use of high technology in education are troubling,
especially for early adolescent junior high school students, who are still
labile. This article tries to explore the meaning of HTBL in junior high
school in Yogyakarta. The researchers used a phenomenological
approach in collecting the data in this study in line with the idea that the
people who understand the meaning of an experience are themselves, the
subject of the phenomenon. Participants were chosen using purposive
sampling with the following criteria: junior high school students, 11-13
years old, living in Yogyakarta and experiencing HTBL at school. The
results of the research show that for junior high school students: 1) HTBL
is more fun and more accessible; 2) adult guidance is necessary as a means
of raising self-awareness. We suggest collaboration between parents and
teachers in the implementation of all HTBL processes at school and home
since they play significant roles in the use of HTBL for students.
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1. Introduction

High-tech or high technology is the newest, most advanced technology that can
be found today (Cortright & Mayer, 2001). In the era of industry 4.0 (Vuksanovi¢,
Vesi¢ & Korcok, 2016; Erboz, 2017), society is very familiar with high-tech. The
most advanced technology that can be found today is Information Technology
(IT) that has affected many aspects of human life and it has succeeded in changing
today's education paradigm (Vivekananthamoorthy, Shanmuganathan &
Sharmila, 2009; Newell, 2014), so that it incorporates technology more fully. This
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new paradigm needs a responsive mechanism that is different from those of the
past (Tomoziiab & Topald, 2014) organizationally and individually, to achieve
holistic, innovative, and sustainable solutions (Morrar, Rabeh & Arman, Husam,
2017). In the context of education, the organizations and individuals referred to in
this paper are the schools, school's management, government, society, parents,
and students.

In developing countries such as Indonesia, society has begun to utilize IT
extensively in daily life. This is illustrated by the data which indicate that
Indonesians use the internet for an average of almost eight hours a day (Kemp,
2020). Unfortunately, the development of the educational system in its new digital
direction is still in its early stages, and use of digital IT has not yet penetrated
every layer of education in every region evenly. There are some well-advanced
regions such as Yogyakarta, Jakarta, and Bali. However, some regions do not yet
utilize high-tech. These regions are categorized as 3T [Terpinggir, Terdalam,
Terluar, or marginalized, deepest, outermost] regions. Hasthoro & Ambarwati
(2016) stated that a marginalized region is defined based on the social condition,
economy, culture, and the area, which are below other regions in terms of a variety
of measures. These 3T regions include 26 provinces and 142 cities.

The distinct differences in the social conditions of different regions in Indonesia
(Daerobi & Suyono, 2019) is a serious matter for the Indonesian government.
Moreover, it relates to the uneven development of science and technology that has
resulted in uneven development of human resources, which directly affects
national development. Therefore, the Indonesian government is trying to
structure, equalize, and improve the quality of education, including educational
policy by implementing HTBL in the regions. Unfortunately, the transition of the
educational model from manual to digital form in schools in particular regions in
Indonesia raises some problems. Besides the lack of facilities, the attitude of
students toward high-tech and digital communication devices or gadgets is still
worrying. Most junior high school students in Indonesia are in their early
adolescent period (Papini, Farmer, Clark, Micka & Barnett, 1990; Malin, Indrawati
Liauw & Damon, 2017). People think that early adolescents still consider
entertainment to be the primary function and purpose of high-tech and gadgets.
This perception has raised fears among parents regarding the adverse effects of
technology for their children (Hollingworth, Mansaray, Allen & Rose, 2011; Hind,
2017). Therefore, many parents in Indonesia are reluctant to support the
utilization of high-tech at school and home.

Schools, as the catalyst for education (Hammer, 2016), need to find strategies that
can synergize the potential of children, parents' support, and the school (Ainscow,
Muijs, Daniel & West, 2006), especially in terms of the use of IT in learning. The
trajectory towards its use is aimed at improving the quality of education in line
with the demands of the time. It is necessary to understand that education is not
a generic concept; it is part of the process of life, wherein there is a realization that
it is essential to pay attention to values for the sake of the sustainability of
individuals or communities through experiences (Dewey, 1963; Chambliss, 2003).
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Therefore, adults should be willing to listen to adolescents concerning the use of
high-tech in learning based on adolescents' experiences of HTBL implementation.

The utilization of high technology in learning is proven to improve the academic
competences of students (Basri, Alandejani & Almadani, 2018); however, the
impact of the implementation of HTBL for junior high school students in
developing countries has not yet been clearly understood. This article aims to
explore the meaning of HTBL experienced by early adolescents in a developing
country to fill about a gap in our understanding of this issue. The researchers hope
the results of this research can be used as a supplementary source of knowledge
for parents and teachers. It is hoped that the research will help teachers and
parents in deciding on how to use high-tech in the process of learning at school
and home for junior high school students, especially for students in a developing
country such as Indonesia.

2. Research Problem

The development of the educational system in a new digital direction in Indonesia
is still in its early stages. In contrast, the digital roles of modern information
technology have not yet penetrated every layer of education in every region
evenly because there are differences in the development of each region. There are
some well-advanced regions such as Yogyakarta, Jakarta, and Bali. However,
some regions do not yet make much use of high-tech. These regions are
categorized as 3T [Terpinggir, Terdalam, Terluar, or marginalized, deepest,
outermost] regions. Thus, students across Indonesia have not had the same
opportunities in terms of utilizing information technology in learning. Some of
them are already familiar with HTBL while many of them have not encountered
it at all. Of the various problems that exist, this research focused on exploring how
junior high school students interpret their experiences of HTBL. We hypothesize
that junior high school students in Indonesia have positive impressions of the use
of HTBL in their learning processes. The purpose of this study is to explore the
HTBL experiences of junior high school students in Indonesia. The research
question is: How do junior high school students interpret their experiences of
HTBL?

In this research, there is no intimate relationship between the researchers and the
participants. There is only a professional relationship between the researchers and
their sample participants. The role of the researchers is solely to collect data
through individual in-depth interviews and analyze the data according to a pre-
established framework. As lecturers and researchers in Indonesia, the researchers
chose this topic because they felt responsible for participating in building a
civilization through research relating to education. This empirical research is a
part of comprehensive analysis that focuses on the psychological readiness of
middle school students to use high technology in learning, with a particular focus
on the use of gadgets compared to the use of PCs in developing countries. To
measure the level of psychological readiness of students, data were needed
relating to the meaning given to such technology in the minds of students.
Therefore, the initial step undertaken by the researcher was to conduct qualitative
empirical research in order to explore the data in depth.

©2020 The authors and I[LTER.ORG. All rights reserved.



156

3. Research Design

The research followed a qualitative research (Creswell, 2009; Creswell & Creswell,
2013), using a phenomenological perspective (Moustakas, 1994; Wolff, 2012). The
phenomenological perspective always perceives the essence of the data’s meaning
to come from the first-person perspective, obtained from dialog. In this context,
students are the people who experience the process of HTBL. Hence, they are the
most knowledgeable people to inform on the meaning for them of experiencing
IT-based learning and to identify the effects on their lives.

The researchers obtained information about children in junior high school from
the management of Kampung [hamlet] Joho, Yogyakarta, Indonesia. Later, the
obtained information was followed up by visiting the Joho mothers' community
activity and asking the parents whose children were at their junior high school
and had IT implemented in the classroom. In Joho hamlet, 11 children were
attending junior high school and already using IT in their classes. After obtaining
the names of the students, researchers visited the parents of the children to ask for
permission to interview their children, handing out a letter stating that all the
participants' private data would be kept confidential. Out of the 11 children whom
researchers asked, only seven children were willing to be interviewed and given
permission to be participants in the research.

The research was approved by the Universitas Negeri Yogyakarta and the school
where the participants study. Additionally, we were granted permission by the
participants' parents through written informed consent to secure the participants'
confidential data. We also assured participants that their identities in the study
would be altered to codes to protect their privacy.

4. Instrument and Procedures

The data source in this research was the experiences of junior high school students
in Yogyakarta, whose school conducts HTBL, mainly in IT-based learning. The
participants in this research were seven students, three boys, and four girls. To
determine the number of data sources in this research, the researchers referred to
Langdridge (2007), who stated that for qualitative research, 3-7 participants is
sufficient because each participant will give plenty of data.

The researchers obtained the data for this research through in-depth individual
interviews at each participant's home. Each participant was interviewed once for
45-60 minutes. Researchers summarized the results of each interview and
rechecked the interview results with each participant before analyzing and
publishing them to ensure the validity of the data. Besides that, the researchers
also performed a second interview with some of the participants to crosscheck
any unclear data. A phenomenological study, usually but not always, is a
qualitative research project designed to better understand individual experiences
of a phenomenon. Therefore, open questions are suitable to elicit more
understanding of particular topics rather than trying to define or identify the
cause of a phenomenon (Langdridge, 2007; Moustakas, 1994).
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The interview guide comprises two main questions, given below:

1)  Please tell us about your experience of HTBL, whether using PCs or gadgets.
Could you tell us more about that?

2)  Please tell us about your feelings when experiencing HTBL using PCs or
gadgets or laptops. Could you tell us more about that?

The data analysis technique used in this research was modified phenomenological
data analysis by Moustakas (Moustakas, 1994: 119-152; Zeeck, 2012: 39; Shosha,
2012: 34-41), which consists of six steps of data analysis, as follows: 1.) researcher
conducts transcription; 2.) identifying all relevant data; 3.) reducing
transcendental phenomenology; 4.) the invariant constituent which is the unique
quality from the prominent experience of each participant is identified and all of
them are arranged into themes that may point to general themes for every
participant; 5.) validating the invariant constituent; 6.) arranging the individuals'
structural description. Then the data are described using individual textural
description (ITD) to develop a composite description of the essence of all of the
participants” experiences.

5. Findings

From the result of the interviews with seven junior high school students in
Yogyakarta, the researchers found some themes relevant to the meaning of IT
implementation in the process of learning. The themes are: 1.) HTBL keeps me
awake; 2.) using computers in learning has to be focused, using gadgets is much
more fun; 3.) I know that I have to be self-controlled (in using gadgets), but still,
itis hard to do. Below are the individual textural descriptions of early adolescents'
experiences.

Theme 1: HTBL keeps me awake.
The participants stated that learning using gadgets is fun. One of the things which
they identified as fun when using high-tech was that they felt that learning using
high-tech was more interesting than just listening to a lecture. Besides that, they
felt more comfortable about obtaining the learning materials that were being
studied. The statements of P1 as follows:
" At my school, not all teachers can use high-tech. Some teachers just speak

in all the classes. Well then, I get bored..., when students get sleepy, we are

scolded, but they just keep talking by themselves in front of the class. That's

the old ones, hehe, as old as my mom. However, the young teachers are fun

when teaching..., moreover when we are permitted to use our gadgets... (A

little pause) ... When using gadgets in learning, it's more fun. I don't get

sleepy... Hehe... We can also do some other stuff with it. My friends are just

the same. While studying, they watch pictures of some artists or peek at

social media" (P1, Line 9-17).

The feeling of fun when using gadgets or high-tech in the learning setting was
also felt by P2. The notion can be seen in the statement of P2 as follows:
"There is a prohibition of bringing gadgets at my school, except for
particular days when it is a must to bring one, a gadget or laptop for
learning. Outside those particular schedules, we are prohibited from
bringing any gadgets. Sometimes when my parents couldn't pick me up,
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well, we had to bring the gadget; therefore, we must entrust our gadget to
be kept by the class's teacher. It is fun for learning using high-tech. We can
find many things: is it something around me, in the other regions, or even
something outside the country? Also, I can watch Instagram, just a brief
surf, so I don't get caught by the teacher hehe (smiling)... The gist is, it is
fun. Sometimes I also get serious when studying; there are many questions
asked by the teacher, and every answer can be found with high-tech. I like to
find it at brainly.com. Every lesson is there; it's totally different from the
manual style of learning. Always having speech lectures, it's boring.
Actually, sometimes I also take a chance to watch social media while in the
class when we're using gadgets (blushing)" (P2, Line 12-19).

P5 also described their feelings which of fun when learning using high-tech.
Moreover, exams using android have already been implemented at their school.
For P5, learning using high-tech can increase the motivation to study, also the
motivation to socialize on the internet.

"Well, we are happy to use high-tech and gadgets. Every matter learned is

in high-tech. We also don't need to write manually, just search on the

internet, copy, paste... done. When the exams are coming, it's simpler, right.

The results of the exams can be seen immediately; there is no need to be

wondering any more about the result. Nevertheless, not everything must be

using high-tech, some still are done manually; for example, math. We still

have to write and count manually. If we don't learn how to count, then how

it would be?" (P5, Line 17-24).

In another statement, P5 also explained:
"In the process of learning, using high-tech, I became motivated to study.
Everything got simple. Besides that, I can also make more friends on the
internet. However, my social media accounts still can be seen by my parents,
so I'm not freely playing on the internet. My parents know all the passwords
of my accounts, even my android password too" (P5, Line 29-33).

P7 also made a similar statement to the other participants. P7 admitted that
learning with gadgets gave them different impressions compared to the
traditional learning process, which they usually experienced. Below is P7’s
statement that shows a change of perception about learning when experiencing
learning with high-tech.

"I felt happy because the learning at school right now is more fun compared

to when I was at elementary school. Now, I can often use the smartphone

and the internet for learning. I don't need to keep listening to teachers'

lectures, but I also can look for learning materials on the internet by myself.

It is more fun and interesting" (P7, Line 24-29).

Theme 2: Using computers in learning has to be focused, using gadgets is much
more fun.

The participants stated that learning using gadgets also involves many
distractions in the process of education. They become distracted and play on social
media while learning. It is different for students who are using PCs or laptops.
They are more focused on the lesson rather than trying to steal some time to surf
social media.
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P1 explicitly explained the process of learning and their attitude towards the use
of gadgets compared to laptops or PCs. P1 admitted that the use of gadgets
distracts them from being focused on the study. It is too tempting to use gadgets
for other things besides learning. Below is P1’s statement which illustrates this:

"Sometimes, the teachers ask me to bring gadgets or laptops for learning at

school. From what 1 experienced, using the gadget is much simpler and

easier to carry, and it's also easier to be played with. Even though I didn't

have any intention to play, sometimes my friends ask me to play with them,

stealthily playing games together in the class" (P1, Line 25-29).

Despite studying at a different school to P1, P3 said something similar regarding
the use of gadgets and laptops or PCs. Below is P3's statement regarding a
comparison of using computers and gadgets in learning.

"Well, compared to using gadgets, 1 became more focused when learning

using a laptop because we can't haphazardly open any application. The

teacher also can watch what we do in the class. However, using the gadget

is simpler; many apps can be used and downloaded" (P3, Line 16-18).

P4 also stated that students are more comfortable using gadgets than computers.
However, in terms of the success of the learning, they admitted that using
computers makes them more focused. They also like gadgets more than laptops
because they are less complicated and more comfortable to carry. In contrast, a
laptop is quite heavy. Below is one of P4's statements comparing laptops and
devices:

"I like to use the gadget move; it's easier to use and to carry. If using a laptop,

even if it also high-tech, sometimes the WIFI at school is turned off or not

reaching our class, it's bothering. There is also a case, hmmm... If  want to

open social media, I would likely be scolded by the teacher; they can properly

see what we do. We can't also download new apps. So, when there is a time

that we must bring a device, I prefer bringing my gadget. A laptop is heavy,

but in terms of learning, it's better to use a laptop. There is a smaller chance

of deviating by playing on social media because we are being watched. At

home, too, I am restricted in terms of using gadgets, but it is okay to use the

PC. My mom said that it is better for my eyes" (P4, Line 27-33).

Theme 3: I know that I have to be self-controlled, but still, it is hard to do.
Early adolescents are aware that they ought to be self-controlled so that they do
not misuse gadgets. However, they still find this hard. The desire to exist and
communicate with their friends through social media is a major factor that leads
to the misuse of gadgets. Some students see gadgets as mere entertainment for
playing on social media or games; hence they are unable to control themselves.
The participants admitted that the temptation to use the technology in unhealthy
ways does not have a positive effect on their self-development and is caused by
an impulse to want to be the same as their friends. They do not want to be left
behind by their friends. They were afraid of being regarded as an unsocial person.
Therefore, even if the school prohibits students from bringing gadgets except
occasionally, students still sneakily bring their gadgets for the sake of socializing
with their friends.
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P2 admitted that they had been addicted to their gadget since junior high school.
P2 loved to surf the internet with gadgets, watching videos on YouTube and any
other apps. Below is P2’s statement:

"My mom has been prohibiting me from playing with HP (Handphone). I

didn't get a chance to play it. However, since junior high school, the school

often asks us to bring gadgets with us... Because of that, I got encouraged

to explore the gadget more. I like to watch videos, social media, chatting with

my friends, and many more" (P2, Line 25-28).

P5 also felt in a similar way to P2. They often could not be self-controlled when
using high technology. They would rather play with the gadget than study with
it. The following is one of the participant’s statements regarding this issue:

"Well, for me, my mom and dad want me to study, my teachers also want

me to study through this gadget, not playing. I am often told that I ought to

manage my time. There is also an agreement between my parents concerning

the time I can use the gadget and me, I learned to conduct self-control, but

still, 1 can't. It's hard to do... I also need something to play, need

entertainment, playing games with my friends, or just watching videos on

the internet. I also need those so I can make friends" (P5, Line 78-82).

Another participant also spoke about the process of learning self-control and time
management in using gadgets. P7 explained:
"I often get scolded when playing gadgets. I can't play too long, except for
browsing learning materials. However, sometimes, I still tried to steal some
occasions. My friends play it (gadget). I want to do the same” (P7, Line 32-
34).

6. Discussion

The results show that students experience a positive impact from IT-based
learning. However, early adolescents also realized that high technology has been
affecting them negatively. Based on Moustakas (1994), the researchers conducted
further data analysis of the data from the entire group of individual textural
descriptions, which then developed into a composite description. The meaning
and the invariant themes from every participant were intricately identified to
obtain a focused image of the entire group's overall experience.

IT-based learning is more comfortable and more fun for early adolescents.
Minimizing drowsiness and being more comfortable finding study materials were
the two most prominent factors that adolescents identified in the use of HTBL.
This is in line with Vasallo and Warren (2018) who showed that the use of
computers can be extremely helpful for students in developing their skills in
particular academic subjects. The use of modern devices such as smartphones,
tablets, or gadgets offers various advantages in learning (Disterer & Kleiner, 2014).
Technology could be a factor in academic achievement and motivation to stay
longer at school (Harris, Al-Bataineh & Al-Bateineh, 2016). The use of high-tech
for junior high school students is more likely to be interpreted as a positive thing
in the learning environment. For junior high school students who tend to have a
high desire to play, HTBL becomes a medium through which to cope with their
boredom (Raja & Nagasubramani, 2018).
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The statements of the participants about their experiences of HTBL at school
demonstrate that the participants considered the use of high-tech to be more
comfortable and more fun. This indicates that early adolescents are in a transition
period in which they want everything to be fun for them (Swartz & Wilde, 2012;
Emmons, 2012). Parents and teachers need to respond to this situation wisely in
the context of early adolescent students' education. Besides providing a safe high-
tech environment (Hogan & Strasburger, 2018), teachers and parents need to
improve their communication skills appropriately to understand what
adolescents desire from their parents and teachers. In such a context, behavior
related to high-tech utilization would become more directed and positive (Ardies,
De Maeyer, Gijbels & van Keulen, 2014).

The enthusiastic responses of the participants regarding HTBL demonstrate that,
fundamentally, technology was considered to be a medium that can relieve the
psychological burden of students. This is because it minimizes the need for
students to keep listening to teachers’ lectures intensively. It also allows them to
actively gather learning materials independently. This should be encouraged by
teachers and parents because junior high school children fundamentally have the
potential to become independent learners.

Adults' guidance is more important than their control over the usage of IT.
The revealed facts showed that the participants regarded gadgets and high-tech
merely as entertainment. Hence, they admitted to trying to steal some time to
open non-learning sites during learning sessions. This matter needs to be
addressed by parents and teachers. Gadgets with internet access have the
potential to be misused by adolescents. For example, adolescents could access
content with violence and pornography. The misuse of gadgets can have a
negative effect on children's and adolescents' psychological development (Flood,
2009). Therefore, the use of gadgets by early adolescents needs to be accompanied
by guidance from parents.

Awareness raised among early adolescents on HTBL may result in self-directed
behavioral control. This corresponds with the idea of Hommel and Wiers (2017),
that the congruity between actions and understanding of humans in terms of
ethical codes is an effect of their perception arising from the match between their
intention and actions. For students who regard gadgets as mere entertainment,
the school needs to come up with a solution by utilizing computers (PCs or
laptops) rather than gadgets. Some studies support this finding, demonstrating
that gadgets result in more unexpected distractions in the process of learning in
comparison with computers (Langmia & Glass, 2014; Ugur & Kog, 2015).
Therefore, schools need to develop educational strategies to increase students'
awareness about the importance of HTBL and its advantages in the future.

The data gathered in the interviews reflect facts, knowledge, and the experiences
of the participants regarding the phenomenon; these adolescents' perspectives
may differ from adult thinking on the same issue. The data offer novel information
regarding HTBL for early adolescents. It is hoped that the research will help
schools and teachers to understand more about the most appropriate HTBL
and/ or IT-based learning methods for early adolescents (Li, Snow & White, 2015).
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The findings from this research demonstrate that parents and teachers face a
challenge in terms of providing guidance to junior high school students, who are
also early adolescents, about the dangers of the misuse of gadgets and high-tech
to prevent them from experiencing the negative effects of technology. Guidance
can come in the form of advice and role models, and also when early adolescents
internalize religious and moral values, and social values in their daily lives.

Teachers and parents should be adapting to changes in technology. Technological
advances easily change the behaviors and perspectives of adolescents because
children adapt quickly to technology (Gaidhani, Arora & Sharma, 2019). Teachers
and parents tend to be slower in adapting to technological advances (McDaniel &
Radesky, 2017). Therefore, it is not surprising if, between parents and children,
there is always a generation gap that makes it difficult for them to connect. Based
on this notion, teachers and parents who already have a particular lifestyle and
have already adopted a mindset towards technology need to make a serious effort
to escalate their adaptability to be able to accompany their children in the process
of the technology revolution. Technology is like two sides of a coin. There are
beneficial and adverse impacts on the growth of adolescents. Therefore, teachers
and parents should be able to increase the positive impacts and reduce the
negative impacts of technology by strengthening their own skills and competency
in terms of technology (Mundy, Kupczynski & Kee, 2012).

7. Conclusion

High-tech contains various educational instruments needed to support students'
educational processes (Gudanescu, 2010). However, it is necessary to adjust the
use of a variety of technology according to the psychological development of
students. Teachers and parents need to realize that, in the digital era, the
utilization of high-tech is a certainty because it is a basic necessity to adapt to the
changing times. Parents and teachers must give more space to adolescents. It is
more important for teachers and parents to guide adolescents (Laitonjam & Singh,
2014) to enable them to manage themselves in a health way. This research shows
that gadgets, as an example of high-tech, have more negative effects than various
other high-tech devices. Therefore, schools need to elaborate on regulations that
direct the use of technology besides gadgets, to prevent the learning tasks from
becoming a cover for being dependent on gadgets. This approach also needs the
support of parents in its execution, as parents must always be prepared for
changes in the world of education. In this context, collaboration between parents
and schools is essential, whether in terms of the planning or implementation of
approaches. Collaboration is necessary because, in addition to an understanding
of the negative and positive effects in the implementation of HTBL, gadgets are
also continuously in use both at school and at home by adolescents.

8. Limitations of the Research

This study involved qualitative research that was intensely influenced by the
participants' cultural environment. Thus, the results of the study cannot be
generalized. However, the results can be used by researchers, parents, and
teachers operating in similar contexts.

©2020 The authors and I[LTER.ORG. All rights reserved.



163

9. References

Ainscow, M., Muijs, D., & West, M. (2006). Collaboration as a strategy for improving
schools in challenging circumstances. Improving Schools, 9(3), 192-202.
doi:10.1177 /1365480206069014

Ardies, J., De Maeyer, S., Gijbels, D., & Van Keulen, H. (2014). Students' attitudes toward
technology. International Journal of Technology and Design Education, 25(1), 43-65.
doi:10.1007 /s10798-014-9268-x

Basri, W.S., Alandejani, J.A., & Almadani, F. M. (2018). ICT Adoption Impact on Students'
Academic Performance: Evidence from Saudi Universities. Education Research
International, 2018, 1-9. doi:10.1155/2018 /1240197

Bhattacharyya, R. (2015). Addiction to modern gadgets and technologies across
generations. Eastern Journal of Psychiatry, 18(2), 27-37.

Chambliss, J. J. (2003). John Dewey's philosophy of education before democracy and
education. Education and Culture Spring, 19(1), 1-7. Retrieved from
https:/ /docs.lib.purdue.edu/eandc/vol19/iss1/art2/.

Chasanah, A. M., & Kilis, G. (2017). Adolescents' gadget addiction and family functioning.
Proceeding of Universitas Indonesia International Psychology Symposium for
Undergraduate Research (UIPSUR) (pp. 350-358). doi:10.2991/uipsur-17.2018.52

Cortright, J., & Mayer, H. (2001). High tech specialization: A comparison of high
technology centers. Center on Urban and Metropolitan Policy. Retrieved from
https:/ /www.brookings.edu/research/high-tech-specialization-a-comparison-
of-high-technology-centers/

Creswell, J. W. (2009). Research design: Qualitative, quantitative, and mixed methods
approaches. Los Angeles: Sage Publications.

Creswell, J. W. (2013). Qualitative inquiry & research design: Choosing among five approaches.
(3rd Ed.). Thousand Oaks, CA: Sage Publications.

Daerobi, A., & Suyono, E. (2019). The disparity and convergence of district. City human
development index in central java province, Indonesia. Journal of Applied Economic
Sciences, 14(1), 219-228. doi:10.14505/jaes.v14.1(63).20

Whitehead, S. N. (2009). Teens building identities in urban contexts. Journal of Youth
Adolescent, 38, 744-745. doi:10.1007 /s10964-008-9380-x

Dewey, ]. (1963). Experience and education. The kappa delta pi lecture series. New York:
Macmillan Publishing.

Disterer, G., & Kleiner, C. (2014). BYOD — Bring your own device. HMD Praxis der
Wirtschaftsinformatik, 50, 92-100. doi:10.1007 / BF03340800

Dolot, A. (2018). The Characteristics of Generation Z. E-Mentor, 2(74), 44-50.
doi:10.15219/em74.1351

Emmons, R. A. (2012). Queen of the virtues? Gratitude as human strength. Reflective
practice: formation and supervision in ministry, 32, 49-62.

Erboz, G. (2017). How to define industry 4.0: Main pillars of industry 4.0. In I. Ko$i¢iarova,
Z. Kadekova (Eds.), Managerial Trends in the Development of Enterprises in
Globalization ~ Era  (pp. 761-767). Nitra, Slovakia. Retrieved from
https:/ /spu.fem.uniag.sk/fem/ICoM_2017/

Flood, M. (2009). The harms of pornography exposure among children and young people.
Child Abuse Review, 7(6), 384-400. doi:10.1002/car.1092

Gaidhani, S., Arora, D. L., & Sharma, B. K. (2019). Understanding the attitude of generation

z towards workplace. International Journal of Management, Technology, and
Engineering, 9(1), 2804-2812.

©2020 The authors and I[LTER.ORG. All rights reserved.


https://docs.lib.purdue.edu/eandc/vol19/iss1/art2/
https://www.brookings.edu/research/high-tech-specialization-a-comparison-of-high-technology-centers/
https://www.brookings.edu/research/high-tech-specialization-a-comparison-of-high-technology-centers/
https://spu.fem.uniag.sk/fem/ICoM_2017/

164

Ghavifekr, S., & Rosdy, W. A. W. (2015). Teaching and learning with technology:
Effectiveness of ICT integration in schools. International Journal Of Research In
Education and Science (IJRES), 1(2), 175-191.

Gudanescu, S. (2010). New educational technologies. Procedia - Social and Behavioral
Sciences, 2(2), 5646-5649. doi:10.1016/j.sbspro.2010.03.922

Guha, A. (2010). Motivators and hygiene factors of generation x and generation y-the test
of two-factor theory. Vilakshan: The Ximb Journal of Management, 7(2), 121-132.

Hammer, P. C. (2016). Catalyst schools' implementation of the learning school approach. Catalyst
schools research study report. West Virginia: West Virginia Department of
Education. (ERIC Number: ED569936) Retrieved from
https:/ /eric.ed.gov/?id=ED569936

Harris, J. L., Al-Bataineh, M., & Al-Bataineh, J. (2016). One to one technology and its effect
on student academic achievement and motivation. Contemporary Educational
Technology, 7(4), 368-381.

Hasanah, E., Zamroni, Z., Dardiri, A., & Supardi, S. (2019). Indonesian adolescents’
experience of parenting processes that positively impacted youth identity. The
qualitative report, 24(3), 499-512.

Hasthoro, H. A., & Nanik, A. N. (2016). Analisis sebaran guru dikdasmen di wilayah 3T
(terluar, terdepan dan tertinggal):Tinjauan sekolah menengah pertama [Middle
and high education teacher distribution analysis in 3T[marginalized, deepest,
outermost] regions: Junior high schools review]. Jakarta: Kementerian Pendidikan
Dan Kebudayaan Pusat Data Dan Statistik Pendidikan Dan Kebudayaan [Jakarta:
Ministry of Education and Culture Statistics of Education and Culture]. Retrieved from
http:/ /publikasi.data.kemdikbud.go.id /uploadDir/isi_D106C225-660A-4208-
96A3-7DDD6FDED443_.pdf

Hind, T. M. (2017). The impact of adopting and using technology by children. Journal of
Education and Learning, 11(1), 35-40. d0i:10.11591 /edulearn.v11i1.5588

Hogan, M., & Strasburger, V. (2018). Social media and new technology: A primer. Clinical
Pediatrics, 57(10), 1204-1215. doi:10.1177/0009922818769424

Hollingworth, S., Mansaray, A., Allen, K., & Rose, A. (2011). Parents' perspectives on
technology and children's learning in the home: Social class and the role of the
habitus. Journal of Computer Assisted Learning, 27, 347-360. doi:10.1111/j.1365-
2729.2011.00431.x

Hommel, B., & Wiers, R. W. (2017). Towards a unitary approach to human action
control. Trends in Cognitive Sciences, 21, 940-949. d0i:10.1016/].tics.2017.09.009

Kabakci, I., Odabasi, H. F., & Ahmet, N. C. (2008). Parents' views about Internet use of
their children. International journal of education and information technologies, 2(4),
248-255. Retrieved from
http:/ /naun.org/main/NAUN/educationinformation/ eit-75.pdf

Kemp, S. (2020). Digital 2020: Indonesia. Retrieved from
https:/ / datareportal.com/reports/digital-2020-indonesia

Kumar, A., & Sherkhane, M. (2018). Assessment of gadgets addiction and its impact on
health among undergraduates. International Journal of Community Medicine And
Public Health, 5(8), 3624-3628. d0i:10.18203 /2394-6040.ijcmph20183109

Laitonjam, V., & Singh, R. (2014). Guidance Needs of Adolescents: Reflections from Their
Type of  Family. Journal of  Social  Science,  38(3),  307-311.
doi:10.1080/09718923.2014.11893260

Langdridge, D. (2007). Phenomenological Psychology: Theory, Research and Method. Harlow,
UK: Pearson Education.

Langmia, K., & Glass, A. (2014). Coping with smartphone distractions' in a college
classroom. Teaching Journalism and Mass Communication, 4(1), 13-23, Winter 2014.

©2020 The authors and I[LTER.ORG. All rights reserved.


https://eric.ed.gov/?id=ED569936
http://naun.org/main/NAUN/educationinformation/eit-75.pdf

165

Retrieved from https:/ /aejmc.us/spig/wp-
content/uploads/sites/9/2014/03/tjimc-w14-langmia-glass.pdf

Li, J., Snow, C., & White, C. (2015). Teen culture, technology, and literacy instruction:
Urban adolescent students' perspectives. Canadian Journal of Learning and
Technology, 41(3), 1-36. d0i:10.21432/T2004H

Lundy, S. M., Silva, G. E., Kaemingk, K. L., Goodwin, J. L., & Quan, S. F. (2010). Cognitive
functioning and academic performance in elementary school children with
anxious/depressed and withdrawn symptoms. Open Pediatric Medicine Journal, 4,
1-9. doi:10.2174/1874309901004010001

Malin, H., Indrawati L. I., & Damon, W. (2017). Purpose and character development in
early adolescence. Journal of Youth Adolescence, 46, 1200-1215. d0i:10.1007 /s10964-
017-0642-3

Marcia, J. E. (1966). Development and validation of ego-identity status. Journal Of
Personality And Social Psychology, 3(5), 551-558. doi:10.1037 /h0023281

McDaniel, B., & Radesky, J. (2017). Technoference: Parent Distraction With Technology
and Associations With Child Behavior Problems. Child Development, 89(1), 100-
109. d0i:10.1111/ cdev.12822

Morrar, R., & Arman, H. (2017). The fourth industrial revolution (industry 4.0): a social
innovation perspective. Technology Innovation Management Review, 7(11), 12-20.
doi:10.22215/timreview /1117

Moustakas, C. E. (1994). Phenomenological Research Methods. Thousand Oaks, Calif.: Sage.

Mundy, M.-A., Kupczynski, L., & Kee, R. (2012). Teachers’ Perceptions of Technology Use
in the Schools. SAGE Open, 2, 1-8. doi:10.1177/2158244012440813

Newell, T. (2014). Five paradigms for education: Foundational views and key issues. The cultural

and social foundations of education (1st ed). New York: Palgrave Macmillan.
doi:10.1057 /9781137391803.0007

Ntekane, A. (2018). Parental involvement in education. Vanderbijlpark, South Africa: Author.
doi:10.13140/rg.2.2.36330.21440

Onongha, G. I. (2015). Influence of parent-adolescent conflict on adolescent academic
performance in Oriade local government area, Osun State, Nigeria. International
Journal of Educational Research and Information Science, 2(4), 61-66.

Papini, D., Farmer, F., Clark, S., Micka, J., & Barnett, J. (1990). Early adolescent age and
gender differences in patterns of emotional disclosure to parents and friends.
Adolescence, 25(100), 959-976. Retrieved from
https:/ / www.ncbi.nlm.nih.gov/pubmed /2275449

Pham, B., & Lim, S. S. (2018). Bridging parental expectations and children's aspirations:
Creative strategies in migrant students' mediated communication with their left-
behind families. In G. Catherine and B. S. A. Yeoh (Eds). Transnational Migrations
in The Asia-Pacific. London, UK: Rowman & Littlefield.

Raja, R., & Nagasubramani, P. (2018). Impact of modern technology in education. Journal
of Applied and Advanced Research, 3(1), 33-35. d0i:10.21839 /jaar.2018.v3i51.165

Shelby, L., & Vaske, ]. (2008). Understanding meta-analysis: a review of the
methodological literature. Leisure Sciences, 30(2), 96-110.
doi:10.1080,/01490400701881366

Soewito, B., & Isa, S. (2015). Digital technology: the effect of connected world to computer
ethic and family. Commit (Communication and Information Technology) Journal, 9(1),
23-28. d0i:10.21512/ commit.v9il.1654

Suhana, M. (2018). Influence of Gadget Usage on Children's Social-Emotional
Development. In Proceedings of the International Conference of Early Childhood
Education (ICECE 2017) (pp. 224-227). Padang, Indonesia. doi:10.2991/icece-
17.2018.58

©2020 The authors and I[LTER.ORG. All rights reserved.


https://aejmc.us/spig/wp-content/uploads/sites/9/2014/03/tjmc-w14-langmia-glass.pdf
https://aejmc.us/spig/wp-content/uploads/sites/9/2014/03/tjmc-w14-langmia-glass.pdf
https://doi.org/10.2174/1874309901004010001
https://www.ncbi.nlm.nih.gov/pubmed/2275449

166

Swartz, S., & Wilde, L. (2012). Adolescence. In J. Hardman (Ed.), Child and Adolescent
Development: A South African Sociocultural Perspective (pp. 203-244). Cape Town:
Oxford University Press Southern Africa.

Tomoziiab, S. E., & Topald, I. (2014). Why do we need to change the educational
paradigms?  Procedia - Social and Behavioral Sciences, 142, 586-591.
doi:10.1016/j.sbspro.2014.07.670

Ugur, N. G., & Kog, T. (2015). Mobile phones as distracting tools in the classroom: college
students’ perspective. Alphanumeric Journal, 3(2), 57-64.
doi:10.17093/ aj.2015.3.2.5000145549

Vassallo, S., & Warren, D. (2018). Use of technology in the classroom. In D. Warren and G.
Daraganova (Eds.), Growing Up In Australia — The Longitudinal Study of Australian
Children, Annual Statistical Report 2017 (pp. 99-112). Melbourne: Australian
Institute of Family Studies. Retrieved from
https:/ / growingupinaustralia.gov.au/research-findings/annual-statistical-
report-2017 /use-technology-classroom

Vellymalay, S. K. N. (2012). Bridging School and Parents: Parental Involvement in their
Child's Education.  Journal of Studies in  Education, 2(1), 41-57.
doi:10.5296 /jse.v2i1.1170

Vivekananthamoorthy, S., Sankar, R. S., & Sharmila, S. (2009). New paradigms for
innovation in teaching and learning process. In 7th International Conference on ICT
and Knowledge Engineering (pp- 94-99). Bangkok: IEEE.
doi:10.1109/1CTKE.2009.5397338

Vuksanovié, D., Ugarak, J., & Korcok, D. (2016). Industry 4.0: The future concepts and new
visions of factory of the future development. In International Scientific Conference
on ICT and E-Business Related Research. Belgrade, Serbia. doi:10.15308/Sinteza-
2016-293-298

Wolff., M. R. (2012). First-person methods: Toward an empirical phenomenology of experience.
Practice of Research Method. Rotterdam, The Netherlands: Sense Publishers.
doi:10.1007 /978-94-6091-831-5

©2020 The authors and I[LTER.ORG. All rights reserved.


https://growingupinaustralia.gov.au/research-findings/annual-statistical-report-2017/use-technology-classroom
https://growingupinaustralia.gov.au/research-findings/annual-statistical-report-2017/use-technology-classroom
https://doi.org/10.1109/ICTKE.2009.5397338

