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that online time (3 hours a day) now surpasses time watching 
TV (2.1 hours a day) for children from 5 to 15 years (J. Jackson 
2016). On average, children in the U.S. between ages 8 and 18 
spend 3 hours a day watching television, 1 hour and 11 min-
utes watching videos or DVDs, 1 hour and 44 minutes with 
audio media, 1 hour using computers, and 49 minutes  
playing video games, with a total media exposure in a typical 
day of 8 hours and 33 minutes (Ahuja 2013; Madden et al. 
2013; Pew Research Center Internet and American Life 
Project 2012).

The moguls of the mass media—
a meso-level social system—are  
able to influence socialization 
within the most intimate of envi
ronments. Children (in the United 
States) use computers at very young 
ages. Over “80% of children under 
age 5 use the Internet weekly” 
(Kessler 2011). Parents who play  
an active role in helping children 
understand the content of televi
sion and computer games can have  
a powerful effect on mitigating 
media’s negative impacts and 
enhancing the positive aspects of 
media. The media usage habits  
of parents can also influence how 
their children respond to media  
(A. Jordan et al. 2006; National 
Consumers League 2013).

Online Social Networking.  Today, almost all teens in 
the United States (95%) are online (Madden et al. 2013). 
More than 75% of teens own cell phones and text an aver-
age of 60 times a day (Ahuja 2013; Pew Research Center 
Internet and American Life Project 2012). Whereas just 
25% of teens see friends in person every day outside  
of school, 55% text their friends daily (Lenhart 2015). 
Over half of teens (61% of boys and 52% of girls) have met 
a friend online through social  networking sites  
(e.g., Instagram or Facebook) or online gaming sites. Girls 
who meet a friend online tend to do so through network-
ing sites, whereas boys are about equally likely to make a 
friend through an online game site (Lenhart 2015). One 
out of five teens has met a friend in person that they got to 
know online.

Although social networking sites can help people meet 
new friends, feel connected, and gain support from others, 
they can also lead to some negative consequences. For 
teens, in particular, social media sites can be full of friend-
ship drama. More than two out of three (68%) teen social 
network users say drama has arisen among their friends 
online. Figure 4.2 reveals some of the varying experiences 
of teens on social media.

The next “Engaging Sociology” looks at social network 
usage across various demographic groups. Examine this 
issue in more depth by answering the questions following 
Table 4.1.

These children illustrate how electronic devices influence the 
socialization process. Notice that they are not even all sharing the 
same device, and this influences the way they relate to each other.
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People stirring up drama

People supporting you through
challenges/tough times

People posting about things
you weren’t invited to

People posting things about you
that you can’t change/control

9%

11%

18%

23%

FREQUENTLY

Percentage of teen social media users who ever experience the following on social media

OCCASIONALLY NET

33%

42%

50%

45%

42%

53%

68%

68%

FIGURE 4.2  Teens, Drama, and Support  
From Social Media

Source: Lenhart (2015).


