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Abstract: For 21st-century education, digital technology has proven to be transformative, functioning 
as a catalyst for pedagogical engagement and change.  At present, learners are using smart-phones, 
tablets, laptops, and other digital devices as learning tools on a regular basis. Teachers also struggle 
to offer a variety of deeper learning opportunities now available in classrooms without the use of 
technology.  However, the negative impacts of technology, particularly relating to emotional 
intelligence (EQ) skills, are also raising concerns among educators and researchers in this domain. 
EdTech may result in loss of communication among peers as well as extra stress, which may create 
a barrier in developing emotional intelligence.  Technology can also result in diminishing motivation 
and empathy between students.  Despite concern over the negative effects of EdTech in learning EQ 
skills, previous researchers in this field have not extensively investigated this issue.  This study will 
focus on how technology can play an important and beneficial role in learning emotional intelligence 
skills.  The outcomes of the study will comprehensively highlight the negative impacts of using 
technology in the EQ learning process.  The study will also make recommendations to minimize the 
negative impacts of EdTech in EQ learning and to make the use of technology more effective.  
 

 

Introduction 

 Digital technology has proven to be transformative for 21st-century education, functioning as a catalyst for 
pedagogical engagement and change (Lim, Harper, & Chicharo, 2014).  Today’s learners are using smart-phones, 
tablets, laptops, and other digital devices as learning tools on a regular basis, and without the use of technology, 
teachers struggle to offer the variety of deeper learning opportunities now available in better-equipped classrooms.  In 
addition to content expertise, innovative educators also leverage technology to enhance student experiences with 
creativity, learning, and innovation (Coffman, 2013).  Education technology (EdTech) can also increase engagement 
as well as personalize, reinforce, complement, and extend learning (Coffman, 2013).   

 
Nevertheless, the negative impacts of technology, particularly relating to emotional intelligence (EQ) skills, 

are also raising concerns among educators and researchers.  Technology may increase aggression (Boyle, Connolly, 
& Hainey, 2011), anxiety and debilitative thoughts (Heinssen, Glass, & Knight, 1987), low levels of self-control 
(Kim et al., 2008), and addiction (Delwiche, 2006). It also increases social isolation (News-Medical.net, 2017)  



and desensitizes people leading to issues like cyberbullying (ET, 2017). 
 

A Brief Overview of EQ 

Emotional Intelligence Quotient (EQ), also termed social emotional learning (SEL), is defined as the capacity 
of a person to behave in different social situations appropriately (Goldsworthy, 2002).  According to  Salovey and 
Mayer (1990), EQ is considered as a subset of social intelligence involving the capability for monitoring one’s own 
and others’ feelings and emotions.  EQ is also explained as the ability to understand and trust our own emotions as 
well as the capacity to read others’ emotions to ensure that appropriate actions are taken (Al-Faouri, 2011). EQ is also 
defined as “the abilities to perceive, appraise, and express emotion; to access and or generate feelings when they 
facilitate thought; to understand emotion and emotional knowledge; and to regulate emotions to promote emotional 
and intellectual growth” (Mayer & Salovey, 1997, p. 10). Emotional intelligence can help a learner to be able to 
empathize and also to establish healthy relationships with others. The combination of all of these traits help us become 
better human beings (Ercan, Ural, & Köse, 2017). 
 

Current EQ Technologies 

The use of Information and Computer Technologies (ICT) in the classroom has increased in recent years 
(Saunders & Klemming, 2003), ad has helped learners become proficient in EQ skills.  With intuitive, dynamic, and 
visually appealing applications (apps), users are able to build upon their ability to understand, recognize, regulate and 
express emotions to live a more productive and fulfilling life (Business Wire, 2014).  Certain apps can effectively 
develop the emotional intelligence of the users through solving real-life challenges more thoughtfully and prompting 
self-reflection (Six Seconds, 2018).  Some other apps can also help students express their emotions and receive 
targeted suggestions for improving self-regulation (Office of Educational Technology, 2017).  In addition, a number 
of apps are available that help bridge the gap between the real world and the virtual environment by providing timely 
support for conflict resolution and emotional regulation (Office of Educational Technology, 2017). However, the use 
of apps to develop EQ is still in its infancy. 

 
Particular wearable devices can provide teachers and parents with further opportunities to build a child’s 

social and emotional intelligence (World Economic Forum, 2016).  These skills can also be fostered through 
simulations, interactive videos, direct computer-assisted instructions of social skills and social problem solving, etc. 
(Goldsworthy, 2002).  Many of the digital games available can help increase self-awareness, empathy, cooperation, 
social awareness, and problem-solving, while effectively decreasing the number of disciplinary referrals and in-school 
suspensions (Office of Educational Technology, 2017).  Another study showed that technology-enabled learning 
environments can develop students’ critical thinking and higher-order thinking skills that are vital in the 21st century 
(Ertmer, et al., 2012). 
 

EdTech and its Negative Impacts 

Despite the above-mentioned benefits, technology can also have negative impacts on learners’ EQ skills.  
Research suggests that heavy reliance on technology at a young age can diminish children’s emotional intelligence 
(Grover, 2017).  As spending hours with digital tools and gadgets minimizes the time learners spend in face-to-face 
interactions, it may also lower their emotional intelligence, and divert their attention from the reality (Ramasubbu, 
2015). According to Carter (2017), EdTech may result in loss of communication among peers as well as extra stress, 
which may create a barrier in developing emotional intelligence.  Technology can also result in diminishing motivation 
and empathy between students (Carter, 2017).   
 

Many of the educational computer games that the students want to play regularly can become highly 
addictive.  When they spend more time with their virtual friends than their real-life friends, it may damage their 
interpersonal and social skills, and can also make them emotionally unstable (Delwiche, 2006).  Online game addiction 



can also result in aggression, narcissistic personality traits, low levels of self-control, and less effective social 
relationships (Kim et al., 2008).  Besides, addiction to smart gadgets contribute to developing shorter attention spans 
and increasing boredom, and learners gradually become excluded socially (News-Medical.net, 2017). 

 
Learning with computers can have other harmful impacts on the learners.  For instance, it can increase anxiety 

and debilitative thoughts that hinder effective performance (Heinssen, Glass, & Knight, 1987).  Fear of social 
embarrassment and negative feelings can also enhance due to the use of computers in the learning process (Russell & 
Bradley, 1997).  At the same time, students often fail to control their emotions and sometimes become frustrated and 
desperate when they fail to escape from a seemingly straightforward error while using computers for learning (Kay & 
Loverock, 2008). 

 
Learners may often become aggressive when they frequently use computer and video games for learning or 

entertainment.  This also leads to decreases in pro-social behaviors and permanent changes to the learner’s attitudes 
and beliefs (Boyle, Connolly, & Hainey, 2011).  They often start losing motivation when they are unable to complete 
any task assigned to them or do not find that task interesting and worthwhile.  In some cases, they also prevent using 
technology in learning and show negative attitude when they are advised to use computers and games for learning 
purposes (Boyle, Connolly, & Hainey, 2011). 

 
Due to technology, learners become more reactive and less reflective.  They have less time with their own 

thoughts and feelings, which disables self-reflection and self-awareness.  They also become emotionally immature 
and often indulge in bullying and angry outbursts.  Furthermore, EdTech products can reduce their coping skills and 
breed reclusiveness and isolation (Grover, 2017). 
 

Why EdTech in EQ is Currently Limited 

 Research on EdTech in EQ is still at the nascent stage.  The researchers are still not aware of the best possible 
ways to implement technology for boosting EQ skills.  At the same time, limited awareness of emotional intelligence 
and its benefits and low-level of funding and resources limit the development of new tools and technology for EQ.  
The educators and policymakers are still unsure about which technology holds the most promise for developing EQ 
skills or how to use those technologies in the best possible manner (World Economic Forum, 2016).  Again, the rising 
cost of buying EdTech products has also become a barrier for the schools to adopt these products for improving the 
EQ skills of the students (Kramer, et al., 2010).   

 
Developing an educational game or an application is not easy and straightforward, as it involves incorporating 

the learning outcomes and objectives (Boyle, Connolly, & Hainey, 2011).  This has also limited the widespread use 
of EdTech products by the students from every part of the world. 
 
 
How to Minimize the Negative impacts of EdTech in EQ Learning  

In order to Minimize the Negative impacts of EdTech in EQ learning and make the use of technology in EQ 
learning more effective, some specific steps need to be taken.  For instance, the learners should be taught the best 
possible ways to become responsible digital citizens by using proper online etiquette.  At the same time, they must try 
to become competent with using technology in ways that are productive, meaningful, safe, and respectful (Office of 
Educational Technology, 2017).  

 
The developers of educational games and apps must try to make sure that these EdTech products do not 

become addictive for the students.  This will ensure that students only spend quality time with these apps and games 
and make their use more useful and productive for their emotional development.  Proper care should be given so that 
students can minimize tech dependence and do not give priority to technology over meaningful communication.   
 

EdTech must ensure that students are positively engaged in their learning.  Through supporting positive 
emotions, technology should allow the learner to discover new possibilities and ideas, as well as promote higher 



cognitive flexibility.  While using technology, if the students feel engaged or delighted, then it can impact their 
learning in a positive way.  Hence, proper care and planning should be done before incorporating technology with the 
learning process (Boyle, 2016). 

 
Teachers also play a major role in aligning educational technology with content and also in facilitating student 

learning.  They need to spend more time to address the social and emotional needs of the students, in addition to their 
academic accomplishments.  They should also focus on creating an appropriate technology-based learning 
environment where students can be more creative and feel encouraged to do new things and think differently.  Through 
meaningful collaborative group work using technology, teachers can reduce students’ negative emotions like isolation. 
Efforts need to be taken to make teachers more comfortable to the EdTech so that it does not become a time burden 
for them to learn and adapt tech into their classroom.  Parents should also limit the tech use of all of their kids so that 
they consider technology as a tool, not the way of life. 

 
Efforts should be taken to make sure that technology is personalized in a manner that accounts for students’ 

motivations, emotions, behaviors, and learning styles.  All technology tools should look at how they impact both 
learning, motivation, and EQ, especially when it comes to young learners.  Educators need to ensure that technologies 
only facilitate content knowledge and skill development, and also to ensure that they are safe, promoting healthy 
learning, and promoting the development of lifelong EQ skills. 
 

Conclusions 

 In this age of information and communication technology, the use of technology in the learning and teaching 
process has increased quite significantly.  This raises the question of how to effectively leverage technology in a 
healthy and sensible manner that brings tangible benefits to the learners while reducing negative and unintended 
consequences.  Due to the importance of emotional intelligence, more emphasis needs to be given on integrating EQ 
education in the classroom that can make the students healthy, intelligent and help them tackle academic and life stress 
and anxiety.  Educators and school administrators need to decide how or which technologies can most effectively 
benefit students’ development of emotional intelligence.  Learning about the negative effects of EdTech can be vital 
for educators and policymakers when they decide to choose the appropriate technology for students.  The 
recommendations proposed in the study will help educators working in the field of EQ and education technology to 
minimize the negative impacts of using technology in EQ learning. 
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