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Introduction


Cyber culture is a relatively new concept that has developed from the communication, business, and entertainment purposes of the Internet. It has a variety of benefits for people of all ages, including the convenience to obtain information and make contact with others at a given time. These benefits do, however, only apply to those who are responsible enough to use the Internet wisely. With this total freedom of information on the Internet, come many potentially harmful effects, specifically for youth. At a young age, people often lack the responsibility and intelligence that is required to use the Internet effectively and beneficially. In this paper I will outline the many negative effects that cyber culture has on youth, in terms of illegal behaviour, poor academic achievement, relationship formation, and harassment. I will prove file sharing to have a very negative influence on youth behaviour, especially illegal behaviour. Also, I will prove that gaming and the overuse of Internet has a negative impact on youth relationships and academic achievement. Last, I will argue that chat rooms and other forms of social networking have extremely negative consequences for youth, in terms of harassment. Throughout this paper, I will show that, while the Internet does have many potential benefits, its improper use is leading to the corruption of youth. Until the many dangers of using the Internet can be abolished, cyber culture is only creating an extremely negative impact on youth. 
Research Questions

This paper will investigate whether cyber culture has any harmful effects on youth, despite the convenience it has provided for the world as a whole. It will determine whether file sharing is a convenient way of sending and receiving files through a network, or whether it is a crime that often goes unrecognized. The research will determine whether gaming has any positive effects for youth, or whether it has a negative impact on students’ social life and academic progress. It will examine how social networks impact the communication between youths and whether or not social networks create potential danger for their young users. Looking further, the paper will determine what, if any, benefits come from chat rooms, and whether they create opportunities for youth to participate in inappropriate cyber sex. In general, this paper will determine whether a youth’s access to the Internet is beneficial, or whether the Internet creates too much opportunity for illegal activity, distraction from academics, anti-social behaviour, and verbal and sexual harassment.
Methodology


In this paper I will provide research using secondary sources, specifically journal articles that have studied the effects of the different dimensions of cyber culture on youth. I analyzed an article by Jones (2005) which discusses the concept of file sharing and its classification as a crime to determine how file sharing can impact youth. I studied an article by Gorry (2003) which also discusses file sharing, specifically the illegal downloading of mp3 files, to discover any possible effects on youth. Further, to establish whether gaming has any effect on youth, I analyzed a study by Sutton & Womack (2006), which discusses the possibility of gaming creating a positive impact on youth. I also analyzed a study by Willoughby (2008), which determined the effects that gaming and Internet use have on youth, their relationships with others, and their academic success. I studied two different articles to investigate any positive or negative effects that social networking may have on youth. The first article by Sheldon (2008) discussed the effects that social networks like Facebook have on youth and their socializing skills. The second article by Raskauskas & Stoltz (2007) discusses the fact that social networking creates more opportunity for bullying between students. Lastly, I used an article by Subrahmanyam, Smahel, & Greenfield (2006), an article by Wolak, Finkelhor, Mitchell, & Ybarra (2008), and an article by Dombrowski, LeMasney, Ahia, & Dickson (2004) to determine whether chat rooms present any danger for their young users. 
File Sharing

File sharing can be defined as the receiving, sending, and holding of documents between users through an online network (Jones, 2005). Using this online network, people are able to download songs, movies, and other files quite quickly and typically at no cost. File sharing can be done legally, as people can send files to one another to which they have legal right. This can range anywhere from sending a paper you have written to your peer, or buying mp3 files from a website like ITUNES (Gorry, 2003). For Internet users, the phenomenon of file sharing can be extremely helping in trying to obtain a file at any given time. However, the majority of file sharing done by youth is, in fact, illegal. Youth participate in this crime of file sharing on a regular basis and the problem often goes unrecognized (Jones, 2005). All individuals have the opportunity to buy CDs and even buy mp3 files from ITUNES. This way, artists and others in the music industry would be paid fairly for their songs. However, youth still tend to download these files illegally because it does not cost them anything (Jones, 2005). Youth prefer to act selfishly and use the cheaper option, regardless of how it may be affecting the owners of these files. File sharing has a negative impact on youth because it gives youth the means to steal from those in the music industry who have a right to be paid for these files. It allows youth to act both immorally and illegally in ways that have become widely accepted around the world. 
What many Internet users do not consider is that, even though file sharing is very widely used, it is no less of a theft than physically stealing something from someone else. Most youth are entirely aware that downloading songs and movies for free is illegal, yet they continue to do so because they know they will not receive any punishment for it (Gorry, 2003).  The concept of file sharing has an extremely negative impact on youth in terms of teaching them that committing a crime is acceptable if they are not able to be punished for it. Instead, people should be guiding youth to act morally and legally at all times, regardless of whether or not they may get caught or face a punishment. When downloading movies and music, youth have the freedom to commit a theft without facing any consequences. Youth will surely take these experiences and apply the same kind of misconduct in other situations where they feel they cannot be punished. 

Gaming 
The impact of gaming and Internet use on youth has always been widely debatable. The common belief is that gaming and the Internet provide too much of a distraction for youth, leading to less success in other areas of their lives (Sutton & Womack, 2006). Internet use does, of course, have some benefits for youth, as it is an excellent source for doing research for school. However, many youth use the Internet strictly for gaming and other socializing purposes, and this causes them to lose focus from their schoolwork. It would be unfair to say that youth should not be allowed to play games and have fun using the Internet. There should be a way for youth to use the Internet in moderation, and even a way to link gaming to schoolwork.  A study by Sutton & Womack (2006) examined the possibility of using gaming to increase students’ use of library resources. The study required a local library to set up gaming activities, to be used by students, to see whether this changed students’ attitudes towards studying. The study found that students were enticed to use the library on a regular basis and became aware of the many academic resources that were offered by the library (Sutton & Womack, 2006).

It is also widely debatable whether gaming and Internet use can affect the relationships formed by youth. Generally, people believe that gaming and Internet use causes youth to be less social and therefore negatively impact their upholding of relationships. This is not always true, as gaming can be used as a social activity. The study by Willoughby (2008) found that youth who are involved in gaming and Internet use, specifically boys, tend to have higher quality friendships, as compared to those who are not. However, those high quality relationships seem to be limited to friends. The study also found that youth, specifically boys, who often participate in gaming and Internet use had less positive parental relationships than youth who do not (Willoughby, 2008). This shows that Internet use can have both positive and negative effects on youth in terms of relationships. The study also looked at the effect of Internet use on academic orientation. It found that moderate use of the Internet was linked with a more positive academic orientation that nonuse or high levels of use (Willoughby, 2008). It teaches us that the Internet and gaming does not negatively impact a youth’s success if used in moderation, but tends to because of both its misuse and overuse. 
Social Networking


A major argument in favour of cyber culture states that social networking allows youth to form relationships, regardless of whether they are extraverted individuals because it is an online form of communication. People often believe that those who are too anxious in face-to-face communication can form much better relationships using social networking. However, a study by Sheldon (2008) found that people who are involved in online relationships are those who are willing to communicate in real life as well. It found that people who are nervous of communicating in real life do not benefit socially from social networking, but they only use networks like Facebook to pass time and relieve loneliness. This study proved that social networks like Facebook primarily benefit individuals who are not nervous in face-to-face communication and essentially does not have any real benefit for youth as a whole (Sheldon, 2008). Instead, social networks like Facebook are strictly for amusement and act only as a distraction for youth who should be spending more time on schoolwork.

In addition to serving as a distraction, social networking presents possible dangers for youth in terms of harassment. Bullying- that is, the physical or verbal harassment of a weaker person- has been prevalent among youth for as long as youth have been interacting with one another. Typically, it occurs in places like school and social events, in face-to-face conflict (Raskauskas & Stoltz, 2007). However, since the creation of the Internet and social networks, youth have found a new form of bullying. This form of Internet bullying poses a greater threat to youth than the traditional forms of bullying. There is much more freedom to participate in bullying on the Internet because youth have such frequent access to it and they have the opportunity to remain anonymous, if desired (Raskauskas & Stoltz, 2007). Social networking has a very negative effect on youth because it allows them to harass others through these websites and chat rooms, without even revealing their identity. The Internet has simply given rise to even more opportunities for bullying, as if face-to-face conflict was not horrible enough. 
Chat Rooms and Cybersex

The negative effects of social networks like Facebook on youth lead us to discover the dangers posed by all Internet chat rooms. Youth use online chat rooms to communicate with their friends, but also with people whom they have never met. A study by Subrahmanyam, Smahel, & Greenfield (2006) examined 583 participants in both unmonitored and monitored chat rooms. More than half of the participants communicated some sort of identity information. The study found that the participants in monitored chat rooms tend to identify as younger and female, while the participants in unmonitored chat rooms tend to identity as older and male. Despite the young age of many participants, the study found that sexual themes made up five percent of all statements, which equaled to one sexual comment per minute (Subrahmanyam et al., 2006). The age of the participants in unmonitored chat rooms proves that more danger exists there, in the sense that older male participants attempt to communicate with younger females. Also, the prevalence of sexual communication proves that the probability of underage cybersex and even sexual harassment is very high. However, sexual harassment in online chat rooms is not as common as many people believe. Another study by Wolak, Finkelhor, Mitchell, & Ybarra (2008) found that Internet sex crimes are typically in the form of statutory rape, rather than sexual assault or child molestation. That is, it is more common for adults to seduce and develop relationships with minors, as opposed to forcing any unwanted sexual communication (Wolack et al., 2008). Chat rooms have a very negative impact on youth because there is a lack of parental supervision and many youth are unaware of the potential danger on the Internet. 

Further, an article by Dombrowski, LeMasney, Ahia, & Dickson (2004) argues that the Internet represents an outlet that allows sexual predators to gain access to countless children, in a rather anonymous setting. The Internet is the perfect environment for sexual predators to offend because unsupervised youth often use chat rooms to meet new people. The general strategies of sexual predators are very similar to the strategies used online (Dombrowski et al, 2004). Offenders gain the affection, interest, and trust of youth through kind words and actions, and then proceed to engage in illegal, online sex crimes. Particular attention should be paid to high risk youths, including those with histories of sexual abuse, questions of sexual orientation, and patterns of risk taking in everyday life (Dombrowski et al, 2004). Until chat rooms can be controlled and monitored to perfection, they only present constant danger for youth in terms of sexual offenders. This form of cyber culture is perhaps the most dangerous for youth and proves that cyber culture can have a greatly negative impact on youth. 

Conclusion


In conclusion, cyber culture has allowed youth to use the Internet for various purposes, including communication, entertainment, and downloading files. The Internet is the most convenient way for youth to obtain information at a given time and, if used properly, can have many benefits for youth. However, it is too great a network to be properly controlled and supervised, and in turn creates many negative effects on youth. File sharing allows youth to commit the widely known crime of illegal downloading, and teaches them that it is fine to commit a crime if they will not receive a punishment. Gaming and other entertainment purposes of the Internet cause youth to have poor quality relationships with their parents and low levels of academic success. Social networks create more opportunities for bullying than the traditional forms of bullying and also serve as a distraction for students. Lastly, chat rooms create opportunities for sexual predators to access and harass youth. The Internet has become a medium for inappropriate activity, despite the original possibility that it could have many benefits for youth. Until the possible dangers lurking on the Internet can be eliminated, the negative effects of cyber culture outweigh its positive effects. The negative impact of cyber culture calls upon the government, parents, youth, and all individuals to help get rid of the negative aspects of the Internet, so it may fulfill the potential benefits for which it was intended.  
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