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Digital technologies are 
not inherently good or 
bad; they are powerful.

* Borrowed from Lee Rainie, Pew Internet and American Life, “The Rise of the Networked Individual



COVID-19

You are in the right place if:

A. You are profoundly grateful for technology right now.


B. You are profoundly resentful of technology right now.


C.  Both.

What is the impact on 
mental health?


“Screen time” 

isn’t always a useful 

concept.  

Reminder:

Przybylski & Weinstein, 2017

Digital 

Goldilocks

Hypothesis



Przybylski & Weinstein, 2017

Digital 

Goldilocks

Hypothesis

Too 

Much


Too 

Little


Just

Right


Overall, do you think technology 
is helping or hurting?

A. Helping


B. Hurting


C. It depends It’s Complicated

It’s Complicated
How and why are you using it?


How do you feel about it?


How much and when do you use it?


- Ito, Odgers, and Schueller (2020)

ASSETS 
VULNERABILITIES 


DIFFERENTIAL ACCESS TO SUPPORTS

DIGITAL SKILLS




- Van Hoorne, J. et. al., 2016

Creating Space

Source: Berkeley’s Digital Youth Project - Common Sense Media, 2016

vs.

Bessiere K, et al. (2010) , Kross, E (2013)


Woods, H.C. & Scott, H., 2016



Lemola et. al, 2015; Gentile et al., 2017

“Access is not a panacea. Not only 
does it not solve problems, it mirrors 

and magnifies existing problems we’ve 
been ignoring.”


So what do we do?



- Dr. Mimi Ito and the Connected Learning Alliance - Dr. Mimi Ito and the Connected Learning Alliance

BELONGING


DIGITAL SKILL BUILDING


IMPROVING ACADEMIC SKILLS - 
WRITING AND COMMUNICATION


BROADENED SENSE OF 
OPPORTUNITY


YOUmedia case study


Students need:


Peer Connections

Gaming 
]

Carras et.al., 2017

Playing games to escape 

your real life 


vs. 

playing games to make 


your real life better.


Dr. Jane McGonigal
https://dmlcentral.net/wp-content/uploads/files/yolloguidebook_r5.pdf



Students need:


MENTORSHIP

Bridging the Use Gap: Adults Matter

- Denton &West, 2002; Hood, Conlon, & Andrews, 2008; Nord, 
Lennon, Liu, & Chandler,1999 Munzer TG, et al. Pediatrics. March 25, 2019 Bessiere K, et al. (2010) , Kross, E (2013)




We can build bridges informally:
What are you most proud of in this game so far? How did you do that?


What makes this game hard? What strategies do you use? How did you come up with those?


What keeps you going on this level? Where do you find motivation to not just give up?


What else do you think this game makes you good at? Can you think of where you could 
apply gaming skills?


I read today that gamers are better at collaborative problem solving than non-gamers. Do 
you think that is true for you?

- Dr. Jane McGonigal, Super Better

Closing the Opportunity Gap

Hanging out is the on-ramp.  Open, welcoming, student-
centered, and relationship-based.


Opportunities to “mess around.” Opportunities for hands-
on, interest-led exploration of STEAM tools. End product 
is not the goal.


Students need:


OPPORTUNITY

Young People Are Looking For 
Connected Spaces That Are:

Collaborative


Experimental


Social

- Berkley’s Digital Youth Project

Participatory


Safe


Empowering



Learn more about Createch: http://www.youthmediareporter.org/2014/01/09/take-it-
and-make-it-big-growing-partnerships-with-libraries-and-community-based-
organizations-2/

Getting to Geeking Out: Example FUSE

Student choice


Interest drive


Teachers as facilitators


Peer Learning


Failure is OK

Resource:

Connected Learning Alliance Teacher Networks 
and Communities: https://clalliance.org/
connected-learning-in-teaching-practice/


FUSE: fusestudio.net

TEXT

SPARK 


to

66866

sparkandstitchinstitute.com/connected-enroll-now



