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CHAPTER I 

INTRODUCTION 

 

In this chapter, some aspects of introduction of thesis are expalined. Those 

aspects are: background of the study, statement of problem, purpose of study, 

significance of study, scope and limitation, and defintion of key terms. 

 

1.1 Background of  the Study 

Technology is the usage and knowledge of tools, techniques, crafts, systems 

or methods of organization in order to solve a problem or serve some purpose that 

cannot be separate with people life. Almost all people in the world depend of 

technology to help them doing anything. The development of technology will 

influence the people’s life style who surrounding by technology at that time, such as 

the perception, learning style, etc.. People who living at the same time or of 

approximately the same age called generation. 

According to Gravett (2007) there is generally considered to be generations 

the work place. These generations are named and classified in various ways 

generation as: Radio Babies, Baby boomers, Generation Xers, and Generation Yers.  

The first genration is Radio Babies (Gravett, 2007). This generation were born 

from 1930 – 1945, and their character are conservative, loyal, and fiscally 

responsible. They came of age too late to be war heroes and just too early to be 

youthful free spirits. Instead, this early-marrying Lonely Crowd became the risk-
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averse technicians, sensitive rock-n-rollers and civil rights advocates of a post-Crisis 

era in which conformity seemed a sure ticket to success. Midlife was an anxious 

"passage" for a generation torn between stolid elders and passionate juniors. Their 

surge to power coincided with fragmenting families, cultural diversity, institutional 

complexity, and prolific litigation. They are entering elderhood with unprecedented 

affluence, a hip style, and a reputation for indecision. 

The second generation is Baby boomers (Gravett, 2007). Born from 1946 - 

1964; they are ambitious, highly educated, having a strong work ethic. The term baby 

boomer  is sometimes used in a cultural context. Therefore, it is impossible to achieve 

broad consensus of a precise definition, even within a given territory. Different 

groups, organizations, individuals, and scholars may have widely varying opinions on 

what constitutes a baby boomer, both technically and culturally. Ascribing universal 

attributes to a broad generation is difficult, and some observers believe that it is 

inherently impossible. Nonetheless, many people have attempted to determine the 

broad cultural similarities and historical impact of the generation, and thus the term 

has gained widespread popular usage In general, baby boomers are associated with a 

rejection or redefinition of traditional values; however, many commentators have 

disputed the extent of that rejection, noting the widespread continuity of values with 

older and younger generations. Boomers are now experiencing their retirement years, 

bringing their large economic influence with them. While this group may be entering 

their golden age, it is not sitting idly by in the proverbial rocking chair. They are 
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becoming active in their communities and using their resources to make life better for 

others whenever they can.  

The third generation is Xers (Gravett, 2007). This generation born from 1965- 

1976 they are independent, resulting from dual income families and a high rate of 

divorced parents, very self-sufficient.  There has been a lot of bad press concerning 

Generation X ; they were seen as slackers with no discernable interests. That is not 

the case. Gen X is a small, highly educated and widely diverse group of individuals 

with values that greatly differ from those of the massive Baby Boomer generation. 

They have been overlooked and underestimated for a long time; but as the Baby 

Boomers retire, Gen X will be brought to the forefront of the workforce. This age 

grouping was able to find its own rightful place in societal history. This cohort is age 

bracketed from 1985 to 1980 and tends to be educated entrepreneurial loners. 

The fourth, the generation yers are called as millenial generation who born 

from 1977 – 1990. Their characteristics are: they are accepting of differences in race, 

ethnicity, sexual orientation, etc., socially conscious (Gravett, 2007). Millennial 

Generation could see their designation change over the years as circumstances and 

demographics change. This generation gets its name from the fact that those 

individuals born during this period will not reach maturity until after the turn of the 

century. The terms Generations "Y", "Next", and "Net" are also common names 

previously assigned to this evolving group. While not everyone agrees on what years 

to ssign to this era, the consensus seems to be the years 1981 to 2000. The defining 
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elements of this particular timeframe appear to be increased use and familiarity with 

all kinds of digital media sources and technologies. The group is the first to consider 

such behaviors like texting or tweeting as a part of everyday life rather than a digital 

innovation. To Millennials, social networking is just a way to further their search for 

understanding and meaning. Individual members of the Millennial Generation are 

more likely to embrace and trust institutions than either the "Baby Boomers" or the 

"X" generations that preceded them when those groups were at the same age in their 

generational growth. Each era has its own personality traits developed by impact of  

biological aging, unique historical circumstances in the earlier formative years of 

their time, and the affects of major events such as wars. As with all other eras, the 

Millennial Generation will make its mark on society as it continues to mature and 

reacts to the day-to-day circumstances it must face. Millenial are also known as 

digital native. 

According to Bennett, Maton & Kervin (2008) Digital Natives are those born 

roughly between 1980 and 1994. Digital natives are people who have grown up in the 

digital world using technology as a way to communicate record, educate, and 

understand society. Today's tweens and teens are digital natives as they have had 

access to computers, cell phones, email, and other forms of technology since birth. A 

tween is a child between the ages of 9 and 12. A tween is no longer a little child, but 

not quite a teenager.  

For tweens today the cell phone is almost a right of passage. Cell phone or 
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hand phone is an electronic device used to make mobile telephone calls across a wide 

geographic area, served by many public cells, allowing the user to be mobile. Tweens 

know what they want and they want cell phones and cell phone companies know it, as 

they target the preteen market with phones that appeal directly to children. Family 

calling plans are reasonably priced, and many have incorporated tweens and their cell 

phone habits into the package.  

Digital natives have very fluid and constant communications just not on the 

phone. With the rise of texting, chat and social media news feeds, digital natives are 

highly connected with those in their personal networks. This eats into the time they 

would spend on the phone or in person. The perception from digital immigrants is 

that the natives lack a personal touch. Actually, the communications can be very 

personal (sometimes too personal). Think of it as more of a high touch/lower density 

communication. This is usually a key break point between the cultures. If the 

immigrants are waiting for a call and the natives are wanting to text or chat, they will 

miss each other completely. 

According to Prensky (2001) the natives have subtle differences in speech, 

social interactions, and are fluent in the digital communication forms that are 

prevalent in the new land. Such things as turning to the Internet for information as 

secondary source rather than their first source, or they will want to read the manual 

for a new program rather than assuming that the program itself will teach them to use 

it”.  

http://en.wikipedia.org/wiki/Mobile_telecommunications
http://en.wikipedia.org/wiki/Cellular_network
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The  distinguishes a Digital Native from others when it comes to learning 

styles. The native prefers to receive information very rapidly. They are typically 

processing multiple forms of information media concurrently. Prensky said, “they 

like to parallel process and multitask”. It is telling that we use computer science terms 

to describe the native’s information processing techniques. For example, using email, 

instant messaging (IM), audio (telephone, recorded media, etc.) all at the same time is 

a common occurrence for many young people. They are multiprocessing information. 

In a conversation with a digital native, a digital immigrant might find it rude if they 

have a computer in front of them following an IM chat and an ear plug in one ear and 

talking to a coworker, but the learning path of a digital learner is such that they may 

be able to concentrate and do all this simulatneously. A typically Millennials will 

have music playing on an iPod while sending and receiving SMS messages on their 

mobile phone and perhaps even using a computer to play a game or surf the web. 

Games such as Pong, Tetris, Pac-Man, etc. are simple exercises in motor coordination 

and pattern recognition. There is virtually no plot line, no story that evolves, and no 

narrative. The video games that a Digital Immigrant may be familiar with are a far 

cry from the modern games Massive Multiplayer Online Game (MMOG). These 

games are full and very rich virtual worlds. The gaming industry has not stood still in 

the last 40 years of the computer revolution, they have leaded the charge. The gaming 

industry has pioneered the video processors of our modern computer, leading to the 

ability of the computer to display 3- dimensional shapes with such fast rates as to 
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make full motion video possible on all modern computer equipment. 

Used as an alternative to more traditional forms of teaching, games and 

simulations have been used in education for a long time and it is know that they can 

increase student motivation, help students retain knowledge and promotes problem-

based learning and have a positive impact on learning outcomes as well as motivate 

the students to become more engaged in their learning. An ideal environment for 

game playing is one where open discussion and willingness to take chances are 

encouraged while the educator guides the group, without rigidity, toward achieving 

the learning outcomes. The ability to render realistic 3-dimensional models of a 

virtual world has lead to the ability of game designers to incorporate the player (the 

computer user) into the game in the form of an avatar, an on-screen representation of 

the user. A player may customize the avatar with clothing, hairstyles, skin tone and 

physique. The inclusion of an avatar in the social setting of the massive multiplayer 

on-line game creates a first person reality that lends itself to a fuller experience. With 

this higher bandwidth of communicational experience, the opportunities for 

leveraging this game for learning situations increases. 

The differences of characteristics each generation above makes the different 

perception of technology.  According to Peter Lindsay & Donald A. Norman (1997) 

perception is the process by which organisms interpret and organize sensation to 

produce a meaningful experience of the world.   

Based on the above reason, the writer would like to research the Digital 
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Natives’ perception toward the mobile phone roles in school at SMK Muhammadiyah 

2 Malang. 

 

1.2 Statement of the Problem 

By considering the background of study explained above, the problem is 

formulated as follows: 

What are the Digital Natives’ perception toward the mobile phone roles in 

school at SMK Muhammadiyah 2 Malang? 

 

1.3 Purpose of the Study 

In line with the statement problems above, the purposes of study is to know 

the Digital Natives’ perception toward the mobile phone roles in school at SMK 

Muhammadiyah 2 Malang. 

1.4 Significance of the Study 

After this study has ben completed, theorytically the researcher attemps to 

provide a real description about the Digital Native students’ perception toward the 

mobilephone roles in school. Practically, it helps the students to solve their difficulty 

in study  by using mobile phone. To clarify the significance of this study, the wtiter 

stated as follows: 

 

1. For the students 
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By knowing the benefit of mobile phone roles in shool, it will help the student  

solving the difficulties in study by using their mobile phone, so that the student 

will study better. 

2.  For the teacher 

It will give the teacher a real description about the Digital Natives’ perception 

toward the mobile phone roles in school, so that the teacher  know  what the 

students’ need of using their mobile phone.  

 

1.5 Scope and Limitation 

The researcher limits the research only the Digital Natives’ perception of 

mobile phone, because the researcher believes it will be different perception with the 

Digital Immigrant. In addition, the researcher limits only in SMK Muhammadiyah 2 

Malang as an example. Furthermore, the scope of this research is the Digital Natives’ 

perception toward the mobile phone roles in school at SMK Muhammadiyah 2 

Malang. 

 

1.6 Definition of Key Terms 

1. Generation : all the people living at the same time or of approximately the  

same   age 

2. Digital Native : all “native speakers” of the digital language of computers, 

video games and the Internet. They were born when the 
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technology developed (Prensky: 2001) 

3. Perception : is the process by which organisms interpret and organize 

sensation to produce a meaningful experience of the world. 

 (Peter Lindsay & Donald A. Norman, 1997) 

 

4. Mobile Phone : is an electronic device used to make mobile telephone calls  

across a wide geographic area, served by many public cells,  

allowing the user to be mobile 
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