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Abstract

In this article it is reasoned that e-teens have different characteristics, attitudes,
motivations and needs regarding new media use and appropriation. Consequently,
teenagers have to be studied in a different context than any other group. We also argue
that theories and models regarding uses, gratifications and appropriation of new media
technologies are generalized and therefore cannot aptly be applied to the study of e-
teens. Grounded in concepts from Uses and Gratifications, Model of Technology
Acceptance, Technology Appropriation theories and a critical study of the
developmental needs of e-teens, this study proposes a conceptual model that explains
how e-teens use and appropriate new media technologies- the E-teen Model. Further, to
test the model, the quantitative approach was used to select 300 teens from age 13 to 19
in senior high schools in the Greater Accra region of Ghana to answer questions in
relation to the predictions in the E-teen Model. The results of the study show that
educational, sociability and social inclusion, respectively, were the most popular
gratifications sought and obtained by e-teens, s predicted in the model. The Correlation
and Mann- Whitney U tests applied confirmed all three hypotheses formulated in the
model. To provide support and substance to the e-teen model, other researchers are
encouraged to test and extend it where necessary.
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1. INTRODUCTION

Although there are claims that the older generation of new media
users arzzwx s dbw zloe increasingly adopting technology, empirical
evidence exist to confirm certain variations in the patterns of use and the
degree to which younger generation of new media users make use of
technology and their attendant platforms as compared to their older
counterparts (Hargittai & Dobransky, 2017; Vanden Abeele, Beullens &
Roe, 2013; Niehaves & Plattfaut, 2014; O'bannon & Thomas, 2014; Bell,
Fausset, Farmer, Nguyen, Harley & Fain, 2013, Kamiel, 2017; Olson,
O’Brien, Rogers & Charness, 2011). Teenagers form part of a group of
users referred to as “digital natives” as they are born and raised during the
digital age (Carr, 2011). Digital native teens are also called “e-teens” which
is the short form of “electronic teens”. This illustrates that they largely
depend on electronic gadgets, including new media technologies. If these
assertions are anything to go by, then e-teens can be said to be relatively
different in their expression of competency and gratifications for use of
new media technologies. Their expression of competency may not compare
with older counterparts who were not born into the ‘“digital age” and
considered “digital dinosaurs” or “digital immigrants” (Johnson, 2015).

In this article, new media technologies are defined as technologies that
aid the transfer information or communications through digital techniques.
Examples are smart phones, mobile phones, PCs, laptops and tablets. It also
includes interactive platforms and applications such as instant messaging,
games, social networking, blogs as well as photo and vide sharing
platforms. E-teens are also defined as teenagers (persons aged 13 to 19)
who are high appropriators of new media technologies and platforms, their
use of which is marked by their heavy and the regular use of new media
technologies for day-to-day tasks and activities. They also demonstrate
proficiency in the use of these technologies. According to Bar, Weber and
Pisani (2016, p. 617), appropriation of technology is “the process through
which technology users go beyond mere adoption to make technology their
own and to embed it within social, economic and political practices”. This
means evidence of appropriation of technology is seen in the
“appropriator” having control or expertise over use of the technology. The
technology also permeates throughout the daily practices or activities of the
users as users build strong relationships with the technology and depend on
it for a lot of things they do. Similarly, in this study, new media users who
express marked competency and frequently use new media technologies
have “appropriated” the technologies because they have control and
regularly depend on them for what they do.
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Various studies have been conducted on uses, gratifications and
appropriation of technologies, including new media technologies, among
young people. Most of the studies were grounded in general theories and
models of technology use and appropriation such as Uses and
Gratifications Theory (U & G), Media Systems Dependency Theory
(MSDT), Technology Appropriation Model (TAM) and Model of
Technology Appropriation (MTA). These studies, intuitively, convey the
impression that all users of technology are homogenous with parallel
dispositions to the use of technology (E.g. Malik, Dhir, & Nieminen, 2016;
Florenthal, 2015; Sheldon & Bryant, 2016; Pittman & Sheehan, 2015;
Yoon, 2016; Mahmud, Ab Rahim & Miskon, 2016; Sheldon & Bryant,
2016; Albayrak & Yildirim, 2015; Aluri & Tucker, 2015; Muraina, Osman,
Ahmad, Ibrahim & Yusof, 2016; Pruet, Ang & Farzin, 2016; Kim & Hahn,
2015; Carroll et al., 2001; Jenkins et al., 2006). This study, however, takes
a different approach. It is contended that e-teens are a unique set of new
media users who have unique characteristics, attitudes, motivations and
needs in relation to new media use and therefore have to be studied in a
different context than any other group. The overarching argument in this
article is that using the conceptualisations in the MTA, TAM and U & G
theories to study or explain e-teens’ use and appropriation of new media
technologies (as has been done in previous studies) is not satisfactory. This
IS because the usage and appropriation tendencies of this set of new media
users is unlike any other group calling for efforts to have theoretical
underpinnings tailored to their unique tendencies and characteristics which
this study undertakes.

The main problem this article seeks to address emanates from the lack
of theories that address how e-teens use and appropriate new media
technologies, and motivations driving that. Hence a conceptual model (the
E-teen model) is proposed and is empirically tested.

2. EVIDENCE FROM THEORETICAL LITERATURE (PRIOR
THEORY)

One of the assumptions of the Model of Technology Appropriation
(MTA) is that high appropriation occurs when the user has a need which
could be fulfilled by the use of the technology. So, technology
appropriation does not merely mean attainment of knowledge about a
technology or learning how to do or apply something with the technology
but how there is a simultaneous transformation of user and the technology
(Overdijk & van Diggelen, 2006:94). In the construction of the E-teen
Model, the researchers assume that e-teens are high appropriators of new
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media technologies mainly because the technologies help them fulfill their
distinct developmental or growth needs.

Media users seek out media that have personal utility and thus select
media based on their preferences in order to fulfil particular purposes
(Messing & Westwood, 2014). Quan-Haase and Young (2010) indicate that
new media technologies and their platforms coexist and provide unique
gratifications to users as communication tool integration is now higher than
ever before. According to proponents of the Uses and Gratifications theory
(U & G), mass media audiences are active rather than passive and their
media use goal-oriented. This means media users are aware of their needs
and choose particular media over others for their personal gratifications or
satisfaction (Roy, 2014; Han, Min & Lee, 2015). E-teen users of new
media technologies do so for their unique personal gratifications. Katz,
Blumler and Gurevitch (1974) say there in an intrinsic and extrinsic origin
of needs (psychological and social) which influences media choice and
exposure resulting in particular gratifications. Literature shows that there is
a developmental need for belonging during puberty which has a significant
role in making teens develop a sense of identity (Brechwald & Prinstein,
2011). Besides, having a sense of belonging provides a significant self-
perception and encourages high academic achievement among adolescents
(Schall, Wallace & Chhuon, 2016). The authours safely deduce that having
a sense of belonging is a crucial psychological and developmental need for
teenagers. Ling and Yttri (2006) argue that communicative patterns are tied
to the particular developmental needs of teens who are engaged in
negotiations over social identity and belonging. New media technologies
have a way of making teens find this sense of belonging and social identity
which is a crucial developmental need during puberty. They aptly afford e-
teens the opportunity to feel a sense of belonging by providing avenues for
them to find virtual friendship and companionship, which otherwise would
not have been possible due to factors such as location, time and space in the
physical world. This most likely will account for high appropriation.

The Technology Acceptance Model (TAM). TAM uses the Theory of
Reasoned Action (TRA) as a theoretical basis to explain causal linkages
between two key sets of constructs, Perceived Usefulness (PU) and
Perceived Ease of Use [PEOU] which result in Attitude (A) towards the use
of technology (Kripanont, 2007:53). Attitude then results in Behavioural
Intention (BI) to use a technology and the consequent actual use (U). Partly
guided by these assumptions, this study, similarly, attempts to predict
reasons (partially based on e-teens’ unique disposition of being “digital
natives”) for new media technology use. We assume that e-teens have
positive attitude towards the use of new media technologies as a result of
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having been born into a time of proliferation of new media technologies. E-
teens have grown with and become used to the use of these technologies for
day-to-day tasks such as communicating, learning, gaming, passing time
and even planning their daily schedules. New media technologies have
been woven into their lifestyles to the extent that they have become
dependent on them for almost everything they do. As digital natives, e-
teens have nurtured a positive attitude about the usefulness and ease-of-use
the technologies resulting in high appropriation of same. This shows up in
their reliance on these technologies for every important activity considered
core to their developmental need (communication, learning, passing time,
contracting friendships, shedding of negative feelings) and being able to
use these technologies with less difficulty.

In her seminal piece, Rogoff (1995) highlighted the role of
participation in appropriation by suggesting that appropriation comes about
as a result of mutual involvement of individuals and their social partners in
socio-culturally structured activities such as face-to-face interactions,
communication or interaction through other means and coordination
(Rogoff, 1995, p.142). Rogoff makes a case for participation as supporting
acquisition of knowledge which can be extended to gaining knowledge
about using new media technologies, leading to appropriation of same.
Based on this argument, we suggest that new media technologies afford
their users to engage other users on how they are using technologies, can
ask to be shown how they could do and attempt same. In this sense, as e-
teens engage with new media technologies in a socio-cultural context they
learn about what other users are doing with the technologies, attempt to
take part in them, seek feedback and gradually become conversant with
what the technologies have to offer, and adopt them in their daily practices.
The E-teen Model predicts that high appropriators of new media
technologies are those users who generate, share, interact and participate in
content. It is suggested that aside helping teens to adequately obtain
gratifications sought through the use of new media technologies, e-teens’
ability to socially construct the use of new media technologies (through
participation, content sharing, content generation) help them to appropriate
the technologies.

3. THE PROPOSED CONCEPTUAL FRAMEWORK- THE E-
TEEN MODEL

Grounded in literature, the position of this proposed conceptual model

- The E-teen Model - first of all, is that e-teens are high appropriators of
new media technologies because they are expert users. Second, it is
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assumed that platforms available on new media technologies, partly,
account for the high appropriation of the technologies. It is also posited that
at the point of selecting a new media technologies, participatory and
communicative attributes of the technologies are the compelling features of
the technologies to make e-teens want to go in for them. Participatory
attributes are those features of new media technologies that provide e-teens
the opportunity to partake in group activities, create and share content,
participate in discussions as well as learn. Participatory attributes of new
media technologies also help e-teens to have a sense of belonging and
identity which is a key development need (Brechwald & Prinstein, 2011).
New media technologies offer teens them (e-teens) the chance to make
friends online, join groups and share and shed off any personal burning
issues, thereby satisfying their desire to communicate (to shed off
emotional and psychological issues and concerns), socialize and have a
sense of belonging.

Communicative attributes are the features of new media technologies
that offer e-teens prospect for any kind of social interaction, such as, text
messaging, voice communication, video calls and instant messaging. These
two major attributes afford e-teens to meet the social and psychological
origin of needs (sense of belonging and identity) that the Uses &
Gratifications theory advances (Katz, Blumler & Gurevitch (1974, p.20).
Below is the proposed conceptual model for e-teens’ use and appropriation
of new media technologies: Sy
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Fig. 1: Conceptual model for e-teens’ new media technologies use and
appropriation
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The foundational tenet of the E-teen Model is that e-teens are high
appropriators of new media technologies. This is shown with the broken
lines moving from the e-teen to new media and both converging at “high
appropriation”. E-teens exhibit high appropriation through content sharing,
generation and participation. Content sharing is when an e-teen sends a
media product, be it audio, video, web pages, links or text to other users.
This is usually done through social media such as WhatsApp, Facebook,
LinkedIn, and Twitter. Content generation on the other hand, is the creation
or origination of any kind of content (video, audio, text or graphics)
material or information on a new media device and meant to be shared or
distributed to another end-user/audience or group using a new media device
or platform. Content participation is the interaction e-teens have with
content shared and retrieved through new media devices. This comes in
forms such as commenting, re-posting, tagging or reacting to the. It is
assumed that by partaking in the three (content sharing, generation and
participation) e-teens explore the technologies and use advanced features of
new media technologies, thereby, gaining more knowledge about how to
use the technologies and mastering their use.

In the E-teen Model, arrows point downwards from participatory
attributes and communicative attributes which lead to social inclusion
educational and sociability gratifications. These are the gratifications e-
teens seek to derive from the use of the technologies. There are arrows
pointing back from the gratifications through new media to e-teens. This
demonstrates the two-way nature of communication and how using new
media technologies provides gratifications of social inclusion, educational
and sociability to e-teens. Social inclusion gratification (provided by the
participatory attributes), in this model, means the ability to feel a part of
and be part of any social group. Social inclusion is also the ability to
project oneself in a way that one deems fit for one’s image to others in a
social grouping, thereby, carving an identity for oneself. Besides, having a
sense of belongingness means that new media technologies allow the e-teen
to identify with networks who share similar interests, views and habits.
Also, having a sense of belongingness makes the e-teen find affection
which is critical to their psychological, social and even mental
development. The participatory features of new media technologies
(especially social media) is suggested to make room for having a sense of
belongingness and identity. E-teen users, therefore, use participatory
features of new media technologies to achieve social inclusion
gratification.

Sociability gratification (provided by the communicative attributes),
on the other hand, is defined in the model as the features or functions of
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new media technologies which make it possible to communicate, connect,
interact, contract friendships, have leisure and spend virtual time with
significant others. E-teens satisfy sociability needs by signing up on social
media sites, watching videos and joining chat rooms which new media
technologies provide access to. During adolescent years, e-teens feel a need
to have someone they could talk to about their personal issues aside
relations. New media technologies come in handy while providing some
level of privacy to do so. It is also suggested that while seeking sociability
gratification through the use of new media technologies, it at the same time
boosts e-teens’ quest for belongingness and affection. This is because, by
and large, finding a listening ear is likely to make one feel they belong and
are loved.

Still, another remarkable and noteworthy use of new media
technologies by e-teens, is using the technologies for academic or
educational purposes. At this period of their lives, most e-teens are in the
process of acquiring basic and/or secondary education, which is a critical
foundation for future endeavours and are, consequently, advised and
sometimes compelled to engage in activities that enhance their educational
or academic pursuit. A lot of evidence abound about the use of new media
technologies and platforms for the retrieval of academic content, sharing
and receiving of academic content or information, looking up academic
information among others, rather than through traditional means like going
to the library or borrowing physical books from the library. Although there
may be disadvantages with the use of new media technologies in the school
environment (such as distractions in the classroom), DeWitt for example,
suggests that permitting students to have access to these devices “extend
learning opportunities to times and places outside of the classroom”
(DeWitt 2013, p. 1). This is because there is empirical evidence to support
the positive effect of new media technologies on academic performance
and education generally (Ogedebe 2012; Lynch 2015; Simon 2015).
Besides, among the gratifications sought and likely obtained from the use
of new media technologies, academic use has been extensively reported by
many studies (Markwei & Appiah 2016; Asdaque, Nasir Khan & Abbas
Rizvi, 2010; Ogedebe, 2012; Uche & Obiora, 2016; Khedo et al., 2013;
Hlatshwayo, 2014).

Educational gratification is defined as the features of new media
technologies, which make it possible for e-teens to engage in any kind of
educational or academic activity (both formal and informal), such, as
discussions, sharing and receiving of educational resources, asking
questions and submission of assignments. It is predicted in the model that
both communicative and participatory attributes of new media technologies
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allow e-teens to realise educational gratification. While communicative
attributes of new media technologies help e-teens to engage in academic
discussions (collaborative learning) through the technologies and their
platforms, participatory attributes afford e-teens the opportunity to share
and participate in educational activities through the posting and retrieval of
educational resources through new media platforms like blogs, learning
management systems and social media sites. So, e-teens with the aid of
communicative and participatory attributes of new media technologies, are
departing from traditional ways of acquiring information, such as through
the classroom and physical library, to participating in virtual interactions
and retrieval of information for educational purposes.

Essentially, the driving argument for the construction of the e-teen
model is that e-teens use new media technologies to communicate and
entertain themselves (termed ‘sociability gratification’ in the model) and to
feel a sense of belonging (termed ‘social inclusion gratification’ in the
model) as well as seek knowledge for personal and academic purposes
(termed ‘“‘educational gratification” in the model). These are made possible
through the unique communicative and participatory attributes or
characteristics of new media technologies. This, in effect, leads to high
appropriation, propelled by content generation, content sharing and content
participation among e-teens.

4. HYPOTHESES DEVELOPMENT

According to Rogoff (1995) there is significant link between
appropriation and participation. The reason is that appropriation extends to
the fabric of human culture where one learns as one interacts with one’s
environment. In the design of new media technologies, there is a lot of
emphasis on interactivity, through the generation and sharing of content,
and participation, which provides the opportunity for users to learn how to
use the technologies. The interactivity nature of offers informal means of
getting to know more about the technologies through interaction with other
users. Content creation, sharing and participation can propel a user to get
all the requisite details about how to use new media technologies as well as
sharpen expertise. In this study, it is hypothesised that: H1 There is a
positive relationship between e-teen users of new media technologies who
generate, participate and share content and high appropriation of new
media technologies. Essentially, because of its interactive nature, new
media technology users who constantly engage with such technologies
(through sharing, generating and participating in content) tend to know
more about the technologies and even explore other ways of using them
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aside the popular usage patterns. In this study content generation, sharing
and participation is measured by the extent or frequency to which
respondents create (generate), share, receive content as well as partake in
exchanges on new media platforms while appropriation is measured by the
usage abilities and the frequency with which they use new media
technologies.

The second hypothesis is it that: H2: High appropriation and use of
new media technologies by e-teens are motivated by the unique
communicative and participatory attributes of the technologies. Jenkins et
al. (2006) described new media as a “participatory media culture”, whereas
Gibbs (2007) has described the engagement around new media as
“hypersociality”. Ito et al. (2008) subtly link teens to participatory forms of
new media engagement. They intimate that youth participation in these
media forms is high, leaning towards networked gaming and social media
sites such as MySpace, Facebook or YouTube. They claim this has
captured the public limelight and added fuel to the discourse of a digital
generation.

It is offered that, most likely, e-teens use and highly appropriate new
media technologies because features of the technologies allow for
interactions and socialisation, as well as satisfying their quest for
information which is important for shedding off their concerns at this stage
of their lives. The reason being that, new media technologies become
useful tools to handle key developmental issues and personal concerns.
Thus, in this study, it is assumed that a very strong motivating factor for the
use of new media technologies for e-teens is the communicative feature of
those technologies.

The third hypothesis tests the gratifications e-teens and the
gratifications sought and derived from the use of new media technologies:
H3 There is a positive relationship between e-teens’ use of new media
technologies and social inclusion, educational and sociability gratifications.
It is assumed that because of their nature and unique longings and
dispositions, e-teens will seek sociability gratification. Having access to
new media technologies means e-teens will find that unique sense of
belongingness they crave through communication without necessarily
contracting face-to-face friendships. At this stage of their lives, teens have
the tendency to yearn for social connectivity and belongingness (Chen,
2004) which when not attained, may lead to a feeling of loneliness and can
affect their psycho-social development. In the quest of social connectivity
and belongingness, teens contract online friendships, post pictures,
comment and elicit comments on social media sites, which are all made
possible through new media devices.
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Additionally, it is proposed that e-teens are likely to seek
gratifications along the lines of their educational pursuit. Since educational
content is in abundance on Internet platforms such as educational websites,
e-teens, who are usually students, will fall on these platforms to meet
academic needs. They would not only retrieve educational content from
educational sites, but will equally rely on interactive platforms like social
media to discuss class projects and share educational content. E-teens’
adeptness and heavy usage (high appropriation) of new media technologies
and the fact that these technologies provide the platform to retrieve
academic content, as well as serve as an extension of the classroom means
that they likely will rely extensively on these technologies to meet their
educational gratification needs. The hypothesised relationships in the
model have been shown in the figure below:
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Fig. 2: E-teen Model showing hypothesised relationships
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5. METHODOLOGICAL CONSIDERATIONS

Probability sampling methods were used in the selection of
respondents. The first stage of sampling was applying the simple random
sampling method to select the two senior high schools in the Greater Accra
region of Ghana - Ideal College and West Africa Secondary School-
through the lottery method where the researcher randomly picked numbers
that corresponded to the numbers on the list of schools acquired from the
Accra Metropolitan Education Office of Ghana.This was to ensure every
school stood a fair chance of being selected. Afterwards, the stratified
sampling method was used to obtain a representative sample of the target
population. With the aid of the student register, equal or proportional
representations across forms were selected through the simple random
sampling method (probability) to give a total of one hundred and fifty (150)
for each school from the three forms.

The data collection instrument was questionnaire. Two levels of
measurement were used - nominal and ordinal. For the ordinal, guided by
the Likert-type scale response anchors suggested by Vagias (2006), this
study used a five-point Likert scale (response scale). According to John
(2010, p6) there is sufficient data proving that when response scale is
below five or is above seven, Likert items become rather significantly
inaccurate. The five-point Likert item, thus, becomes the normal. During
data analyses, variables measuring gratifications sought and obtained had
to be grouped or recoded under various themes including social inclusion,
sociability and educational gratifications in order to test hypothesis three.
This is because simpler expressions/variables representing those variables
were used in the questionnaire for easy understanding.

6. RESULTS

This section presents the findings from quantitative data analysis with
the use of the Statistical Package for Social Sciences (SPSS) software.
Correlation tests and Mann- Whitney U tests were applied in testing the
hypotheses. The Mann-Whitney U test was used to test hypothesis 3
because the most suitable variable to crosstab with gratifications sought
was gender.

In the E-teen Model, Content creation, participation and sharing are
assumed to facilitate appropriation of new media technologies and their
platforms. Table 2 summarizes the results of correlation test conducted to
assess whether there was a relationship between users who create,
participate and share content on new media platforms and certain markers
of appropriation, such as respondents’ frequency of the use of new media
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technologies; usage of new media technologies without struggle and
respondents’ personal ratings of their usage capabilities.

| create and | engage | can I can confidently Rate your
share content onwith new  confidently use use Apps on nev)\// new r)r/1edia
new media media new media me diapgevices usage
platforms such devices devices without without struaale abil?ties
as social media everyday  struggle 99
| create and share Pearson 395™ 166" 278" 299"
content on new  Correlation
media platforms Sig. (2-
such as social tailed) 000 004 000 000
media N 300 300 300 300 300
Pearson - . . -
I engage with Correlation 395 1 195 236 298
new media Sig- (2= 4 001 000 000
devices everyday tailed)
N 300 300 300 300 300
I can confidently Pearson 166" 195 1 702" 306"
. Correlation
use new media Sig. (2-
devices without taigljé o 004 001 000 .000
struggle N 300 300 300 300 300
I can confidently Pearson_ 978" 936 202" 1 380"
use Apps on new Correlation
media devices  Sig. (2-
without struggle tailed) 000 000 000 000
N 300 300 300 300 300
Pearson  5g9™ 298" 306™ 380" 1
Correlation
Rate your new Sig. (2-
media usage taﬁé g 000 000 000 000
abilities N 300 300 300 300 300

**_Correlation is significant at the 0.01 level (2-tailed). *. Correlation is significant at the 0.05 level (2-

tailed).

Table 1: Correlation test for hypothesis 1
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Most of the correlations were significant at the 0.01 significant levels.
From the above table, “I create and share content on new media platforms
such as social media” i1s ranked first among all the factors. This is an
indication that content creation and content sharing through new media
platforms such as social media (COR = 1.000) has great impact on the
appropriation of new media technologies. The second factor is frequent
engagement with new media technologies (COR = 0.395). Respondents’
personal rating of their new media usage abilities (COR = 0.299) is the
third factor. This was followed by the participants’ response to the question
“I can confidently use Apps on new media devices without struggle” (COR
= 0.278). The least factor for appropriation was established from responses
to the statement: “I can confidently use new media devices without
struggle” (COR = 0.166). This means that some of the participants had
certain difficulties with the use of some new media technologies and this
has an impact on content generation, content participation and content
sharing. Worthy of note is that, although other factors account for
appropriation content sharing and content creation has a greater impact on
appropriation of new media technologies.

Moreover, “I create and share content on new media platforms such as
social media” has a strong significant positive correlation with | will
engage with new media devices every day. There was a positive correlation
between the two variables, r = .395, p = < 0.05 which means that the more
respondents create and share content on new media platforms, the more
they engage with new media devices every day. In the same way, “I create
and share content on new media platforms such as social media” had a
significant positive correlation with “I can confidently use new media
devices without struggle” (r = .166, p = < 0.05), “I can confidently use
Apps on new media devices without struggle” (r =.278, p = < 0.05) as well
as new media usage abilities (r =.299, p =< 0.05).

In essence, the correlation test performed to examine the relationship
between users of new media technologies who participate, generate and
share content and new media usage abilities (high appropriation) found the
relationship between variables to be significant. Therefore, hypothesis 1
(There is a positive relationship between e-teen users of new media
technologies who generate, participate and share content and high
appropriation of new media technologies) has been confirmed by data
gathered. One can, as a result, concede that content creation, generation
sharing lead to high appropriation.
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| use new
media
technologies :
very often Chat/ In.StamVideo SOC"’.’II . Information/Educational
. messaging .~ MediaEntertainment
andwﬂlusea S CaIImgA s News apps apps
them the PP PP
rest of my
life
Pearson - - - o .
I use new media Correlation 221 1217 2217 253 168 095
technologies  gjg. (2-
veryoftenand  tajle d) .000 .036 .000 .000 .004 110
will use them the
restof my life N 300 297 300 295 292 293 288
Pearson = 5+ 1 4517 6117 441 287" 224"
Correlation
Chat/Instant Sig. (2-
messaging apps taigllé d) .000 .000 .000 .000 .000 .000
N 297 297 297 294 291 293 286
Pearson ;- 4517 1 492" 4157 311" 192"
Correlation
Video Calling tsa'ﬁeg 036 000 000 .000 000 001
N 300 297 300 295 292 293 288
Pearson 5+ 6117 492" 1 .495™ 381" 236"
. . Correlation
Social Media Sig. (2-
Apps tailed) .000 .000 .000 .000 .000 .000
N 295 294 295 295 290 292 286
Pearson = ppqe 441" 415" 4951 352" 175"
Correlation
Entertainment tsa'ﬁeg 000 000 000 000 000 003
N 292 291 292 290 292 290 283
Pearson g+ 2877 3117 3817352 1 599"
. Correlation
Information/ Sig. (2-
News apps taigllé d) .004 .000 .000 .000 .000 .000
N 293 293 293 292 290 293 285
Pearson g5 224 1927 236™.175™ 599™ 1
Correlation
Educational appsSig (2-
e 110 .000 .001 .000 .003 .000
tailed)
N 288 286 288 286 283 285 288

**_Correlation is significant at the 0.01 level (2-tailed). *. Correlation is significant at the 0.05 level (2-

tailed).

Table 2: Correlation test for hypothesis 2
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The table above indicates the association between the frequent usage
and intention to use new media technologies and the apps frequently
patronized by e-teens. Most of the correlations were significant at 0.01 and
0.05 significant level. From the table above, “I use new media technologies
very often and will use them the rest of my life” is ranked first among all
the others. This is an indication that respondents’ usage of and intention to
use new media technologies the rest of their lives (COR = 1.000) are
strongly correlated and that respondents are likely to use new media
technologies at the same frequency or more as relationship with the unique
communicative and participatory attributes of new media technologies. The
actual factor for use and intention to use new media technologies was the
entertainment apps of the technologies (COR = 0.253). The next factors
are both chat/instant messaging apps and social media apps (COR = 0.221
respectively), which are considered communicative and participatory
attributes of new media technologies. The other factor is information/news
apps (COR = 0.168), followed by video calling (COR = 0.121) and the
least factor being educational apps (COR =0.095).

Data, hence, statistically supports the research hypothesis that: High
appropriation and use of new media technologies by e-teens are motivated
by the unique communicative and participatory attributes of the
technologies. This is because the apps with the strongest correlations with
use and intention to use new media technologies can be categorised as
having communicative and participatory attributes.

Rank

Gender N Mean Rank Sum of Ranks
Gratifications sought and  Male 161 143.21 23057.50
Obtained (social inclusion, Female 139 158.94 22092.50
sociability and educational) ... 300 ' '

Gratification sought and Obtained (Social inclusion, sociability and

Test Statistics educational)

Mann-Whitney U 10016.500
Wilcoxon W 23057.500
z -1.659

Asymp. Sig. (2-tailed) 0.097

a. Grouping Variable: Gender

Table 3: Mann- Whitney U tests for Hypothesis 3
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The tests yielded that gender rankings or differences were not
significantly different regarding the gratification sought and obtained (U
=10016, p > 0.05). Which means that gratifications sought and obtained by
males and females were the same. The predominantly-sought-after
gratifications have been established to be sociability, social inclusion and
educational gratifications have been confirmed as the gratifications sought
and obtained by both males and females. It can be settled that research data
statistically support the hypothesis that “there is a positive relationship
between e-teens’ use of new media technologies and social inclusion,
educational and sociability gratifications”. The suggestions put forward as
the factors for the high appropriation of new media technologies by e-teens
- the unigue communicative and participatory attributes of the technologies
- which aptly help to gratify e-teens’ unique gratification needs - have both
been proven by the data gathered.

7. DISCUSSION

Stemming from the fact that academic (educational), entertainment
and leisure; socialization/social connectivity were the most predominant
gratifications consistently sought and obtained by e-teens, the assumption
in the E-teen model that gratifications sought by e-teens are in line with
sociability, educational and social inclusion has been validated. By virtue
of the technologies being able to satisfy these needs, e-teens tend to be high
appropriators of new media technologies which is quickened by the
generation, sharing and participation in content on new media technologies.

Specifically looking at factors for new media technology usage, it
emerged that chat/instant messaging and social media applications of new
media technologies account for frequency of usage and intention to use
new media technologies in the future. These applications are
characteristically communicative and participatory as they allow for
communication and participation online. The other factor for frequency of
use (high appropriation) and intention to use new media technologies is
information/news apps (COR = 0.168), followed by video calling (COR =
0.121) and the least factor being educational apps (COR = 0.095).

Data, hence, statistically supports the research hypothesis that: High
appropriation and use of new media technologies by e-teens are motivated
by the unique communicative and participatory attributes of the
technologies. This is because the apps with the strongest correlations with
use and intention to use new media technologies can be categorised as
having communicative and participatory attributes.
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The study also revealed that e-teens’ high appropriation of
technologies is equally accelerated, first, by content and sharing, followed
by frequent engagement with the technologies.

In essence, conceptualisations and assumptions based on which the E-
teen model was developed has been confirmed by primary data gathered,
making the conceptual model a useable and authentic model that could be
further verified in other contests.

8. CONCLUSION

The aim of the study was to propose a conceptual model for e-teens’
use and appropriation of new media technologies and to test hypothesised
relationships. It was considered important to do so because teens (e-teens)
are an important set of new media users because of their high uptake of the
technologies. The study has contributed to conceptualisations of how e-
teens use and appropriate new media technologies by proposing the E-teen
Model. Empirical data gathered supports the assumption that the unique
attributes of new media technologies help teens to meet needs tied to their
needs—social inclusion, sociability and educational. These are considered
core to their personal development. This because social inclusion and
sociability gratifications fulfils the quest to find a sense of belongingness
and affection which becomes key for a teen’s psycho-social development.
This is the stage of curiosity for most teens, with many teens hungry for
information for personal consumption as well as for school purposes. New
media technologies facilitate this quest for information in an even
expedient manner. This means that e-teen are able to have their educational
gratification needs met through the use and appropriation of new media
technologies.

9. FUTURE RESEARCH

The major future direction for research is to empirically test the
proposed E-teen model in different contexts. It is also recommended that
other statistical means of testing for relationships that the model predicts,
such regression or other statistical analysis with the aid of Structural
Equation Modelling (SEM) could be employed to determine the strength or
measure of relationships. Other research data collection methods such as
observation, in-depth interviews and focus groups can be considered to
complement the survey design in order to fill any gaps that might have
been uncovered and to make room for detailed investigation into the
subject area. The model could equally be extended or modified to include
other constructs to improve it.
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MEINA-TEXHOJIOI'MU TIOAPOCTKAMM:
IHEPCIIEKTUBA MOJIEJIN «E-TEEN»

Amxun-Tertu Teogopa dam (2), Moata Baeccunr (b)

(a) YumuBepcurer npodeccnoHaIbHbIX ueeaenoBanuii, P.O.Box LG 149, Akpa, I'ana.
E-mail: theodoradame@yahoo.com

(b) Yuusepcurer HOxHoit Adpukn, Preller St, Muckleneuk, Ipetopus, 0002, FOAP.
E-mail: mbathbt@unisa.ac.za

AHHOTAMA

Crarbs TNOKa3bIBa€T, 4TO €-THMHAUDKEphl (e-teens) MMEIOT HHbIE XapaKTepPUCTHKH,
OTHOILIEHHsI, MOTUBAIMM U MOTPEOHOCTH B UCIOJIB30BAHUM U OCBOCHMM HOBBIX MeJua.
CrnenoBarenbHO, TOJAPOCTKH JTOJDKHBI M3y4aTbCs B MHOM KOHTEKCTE, HEXKENH JIHo0ast
apyrasg rpynmna. Mbsl Takke yTBEp)KIAeM, 4YTO TEOPHMM M MOJEIH, Kacaroluecs
UCTIOJIb30BaHUs, YAOBIETBOPEHUS M OCBOCHHUSI HOBBIX MEIHA-TEXHOJIOTHI, 0000IICHBI 1
[O3TOMY HE MOTYT OBIThb NPUMEHEHBl K H3YyYEHHMIO HOAPOCTKOB. OCHOBBIBAsACh Ha
KOHUENIUAX TEOpUU HCIOJIb30BAaHUS M  YIOBJIETBOPEHHUS, MOJEIM IMPUHATHUS
TEXHOJIOTHHM, TEOpUSAX IPUCBOEHUS TEXHOJOTMH M KPUTHUECKOM HCCIIEI0BAaHUU
NOTPEOHOCTEN pa3BUTHUA €-THHAIUDKEPOB, B 3TOM MCCIEIOBAaHUU IpeJularaercs
KOHIIETITyalbHasl MO/IENb, OOBACHSIONIAs, KaK e-TUHAUIDKEpPHI (e-teens) UCIOIb3YIOT U
OCBaMBaIOT HOBBIE MEJNA-TEXHOJIIOTUU- MOJIENb €-TUHANKepa (e-teens). [ npoBepku
MoJeNu ObUT MCMOJIb30BaH KOJMYECTBEHHbIN moaxon s otdéopa 300 moapocTKoB B
Bo3pacte oT 13 no 19 ner B crapmmx Kjaccax cpeAHel IIKoJibl B pailoHe bosbiioii
AKkpsl, ['aHa, U1 0TBETa Ha BONPOCHI, KACAIOLIUECS IPOTHO30B B MOJENHN. Pe3ynbraTsl
UCCJIEIOBaHMSI TOKAa3bIBAlOT, 4YTO O0Opa3oBaHHWE, KOMMYHHMKAIUs W COLMAJbHAs
MHTErpalysi, COOTBETCTBEHHO, ObUIM CaMbIMHU MOIYJSPHBIMU JKEIAHUSAMHU, K KOTOPBIM
CTPEMMIJIUCh U KOTOPBIE PEATM3OBBIBAIN €-teens, Kak M IPEeANoyarajoch B MOJEIU.
IIpumenenne koppemsauuii u U-kpurepus MaHHa-YUTHU TOATBEpAWIM BCE TpHU
TUNOTE3bl, chOopMynupoBaHHbIE B MOZENU. s MOANEp KK MOJAENU e-teen Ipyrum
UCCIIEIOBATENISM TIpeJIaraeTcs NpOTeCTUPOBATh U PACIIUPUTH €€, TIe 3TO HE0OXO0AUMO.

Ki1ioueBble cJ10Ba

E-tunsiimkepsl  (e-teens), MOJAPOCTKH, HOBBIE MEIWA-TEXHOJOTHH, LU(GPOBHIE
abopureHbl, NPUCBOCHUE, KOHIIETITYyalbHass MOJEIb, MOJIENb SJIEKTPOHHOTO MOJIPOCTKA,
collMajbHasi MHKJIIO3UBHOCTh, 00pa3oBaHue, KOMMYHUKa0eIbHOCTb, digi-MoApOCTKI

v kG MD

Oro mpowmsBeneHue noctymHo To Creative Commons Attribution-NonCommercial-
NoDerivatives 4.0 International License.
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