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-- “and postings online intended to
harm, damage, humiliate or isolate
another person that they don’t like.
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o Cyoje TSP € IS a psyc ooglca space that
Gieatesia social climate.
) relefU na or altered sensory experience
S0P Grtunlty for identity flexibility
- ®= anonymity
= equahzatlon of power
~® transcendence of time
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J m:ﬂn;:]] ‘NUMErous relatlonshlps S|multaneously
2 ZoliEy rrecord ONEe’s experience
J \,,<,) eSS Oplnlons freely without fear

2 dis nhlbltlon effect- people in cyberspace are
&= known to say and do things they might not
szi’
= erdmarlly do face to face. They loosen up
_ revealing secret emotions, fears, and wishes.
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u,xl SES OF DISINHI-B{TTE)N"

SN OUNIONTEKNOW ANONYM_/'TY)—
99091 UnIty te separate from real world |dent|t?/
ISEallows for actions in which the person feels
clistelg] from their actions as though the actions
s are 0t ! really me at all.”

@U CAN"SEE ME(INVISIBILITY)- A person can
”‘move through the internet virtually unknown.
~ They can visit blogs, chat rooms, etc, without
~ anyone knowing they are their, like a voyeur.
This invisibility encourages behavior outside the
personality in the real world.
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CAUSES OF D;S-INHIB{ﬂ’ON"*

JEE (O LATER(ASYNCHRONICITY) - onlme
m_r,ar,] ONS can end at any time without
Weliing and the person disappears from
Jnm actions that are personal or emotional.

-- 5 JUST A GA ME(DISSOCIATIVE
.—,,.‘-—«—IM,ZIG_/'NA [1ON)- some people see their online
~ life as a kind of game with rules and norms that
~ don't apply to everyday living. Once the
computer is turned off, there is a sense that
what was done has not really happened.
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SVWERE QUALS(MINIMIZING

AU r r RITY) on the internet everyone Iis
aqt I'despite social standing, wealth,

= | ace, gender, etc. With power being

, quallzed people are more likely to speak
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= ~ out or misbehave.
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P5ychology.Of Cyberspace

SREVIETSPacE can induce a sense of altered reality, a
aieamiikerstate; in which one can experience oneself
omrdifferent perspectives, otherwise untapped or
SXDEIIE enced. One can become whatever they wish, take
Jf] inigue roles they would not imagine in real life. For
teens this is tempting because they are still developing
‘their identities and this allows them to see what "fits".
= -Thmgs that might have been taboo are now within

- experimental reach and personality attributes untouched
become apparent and expressed(Example: a shy child
can open up without fear of what might happen to
them).




P,si\ oIogy.Qf Cyber ce

SENLEE enwronment can mduce behawor
UEIISH ermed internet regression in which
pEranonymity of cyberspace encourages

JJ‘J‘Jrf atlre and painful ways of acting. The

[egression is caused by unmet needs or an

= at t empt to explore needs of power, acceptance,

=|eve, etc. The regression also occurs because
" the user sees the computer as more human and
= the other person as invisible/unseen. This can
bring out the most Pl‘lmltlve instincts in the
human personality for generosity or harm.
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j\/JJr‘—\ r Al any.
LONCYIDEISPACcE DECAUSE they make frienc
gy findinew c};\roups to join, a place w
shey belong. ey can experiment with
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ING' else, aolescents are drawn

S there.
Nere
their

PET senality by practlcmg skills they wou
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‘completely different personali
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= Sotherwise be afraid of or the?/ can take on
ties. Once a teen

— ~joina group, they can share their feelings,

—_
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support each other through difficulties.

- Complain about their parents and peers or
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SESOIME O the'common' pitialls o onllne

'mr\n,l»- IpSiis they can create cligues that are

urnmﬁ hat artificial, shallow, and transient.

JJJ'I LEEns attempt to maneuver through these

eal relationships even though emotions run

= _g‘h while others due to personality factors

pecome seriously invested and emotionally torn

== "up by these relationships. For adolescents

= Ccraving social interactions, it can be
heartbreaking when "friends” unexpectedly
change their tone, withdraw, or disappear.
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o GET O\ OWIEDGEABLE AND JOIN IN be familiar
Wit w it your: kids are doing and something
gaPeUthe internet. Join them in some online
Jf‘ wtles for fun and academic pursuits.

*;-;" = 1_K 1O THEM- Do you know where your
-chlldren are? Ask your child about their internet

= use. Ask casually about who they talk to, what
they like about the internet, etc.



HOW PARENTS CAN BEF .
~ INVOLVED

~AC &N@ /LEDGE THE GOOD AND THE
5D talk about the pros and cons of the
LENT et

=SV]/ KE THE COMPUTER VISIBLE- it is

‘-/'

'«fﬁmportant to supervise internet use like
- everything else with adolescents.
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. HOW PARENTS CANBE .
: INVOLVED
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SEIFREASONABLE RULES- set o
‘/VJ’]‘-‘J‘] nd how: much.

J r-NC'@ A BALANCE- help your child
= Siay balanced helping them explore and
,_..s«f’]ffawtlmpate in the real world.

~ e SOFTWARE CONTROLS- controls can be
helpful in supervising use.
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HOW PARENTS CAN BE*
~ INVOLVED

SNINERVENING WITH ADDICTION-
com,)g‘ use can like any thing else can
Je\ elopiinto an addiction.

= DI CIPLINE MISBEHAVIOR/ENCOURAGE
»«:—-"HUMANESS use real world parenting.
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= ®Ehat Rooms

»ﬂ-facebook/ Myspace
- ® Games/Entertainment
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udent Survey:
LyDEEcens

0 Teazgel w le’'playing online games
) rrpnj:; nt nasty/mean email/IM.
b _)‘—lmr rsed at.
,) _1:; -made fun of.
= ::preadmg FUMOrS.
= “Youtube comments.
=9 Facebook/Myspace comments.

® Sending inappropriate pictures.



