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Presenter
Presentation Notes
Keynote title: The new information ecology

Subject: The Director of Pew Internet and American Life Project as he summarizes recent trends in Internet use, cell- phone use and how information seekers come in different shapes and sizes. He will discuss the way technology-use affects all types of libraries: academic, public, school, and special.
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Digital native – Born 1990

PCs are 15 years old Email is 22 years old
Today:

87% of teens use 
email

Today:
60% of teens have a 

desktop/laptop



Networked learners December 2, 2009 3

Digital native – Born 1990

Video games are 43 
years old - missile 
simulator in 1947

Pong is 18 years old

Today:
97% of teens play 
video or computer 

games

Presenter
Presentation Notes
The earliest known interactive electronic game was created by Thomas T. Goldsmith Jr. and Estle Ray Mann on a cathode ray tube[3] in 1947. The game was a missile simulator inspired by radar displays from World War II. It used analog circuitry, not digital, to control the CRT beam and position a dot on the screen. Screen overlays were used for targets since graphics could not be drawn at the time.[1] 



Racing (NASCAR, Mario Kart, Burnout) 74%
Puzzle (Bejeweled, Tetris, Solitaire) 72
Sports (Madden, FIFA, Tony Hawk) 68
Action (Grand Theft Auto, Devil May Cry) 67
Adventure (Legend of Zelda, Tomb Raider) 66
Rhythm (Guitar Hero, Dance Dance Revolution) 61
Strategy (Civilization IV, Command and Conquer) 59
Simulation (Sims, Rollercoaster Tycoon) 49
Fighting (Tekken, Super Smash Bros., MortalKombat) 49
First-Person Shooters (Halo, Counter-Strike, Half-Life) 47
Role-Playing (Final Fantasy, Blue Dragon Republic) 36
Survival Horror (Resident Evil, Silent Hill,Condemned) 32
MMOGs (World of Warcraft) 21
Virtual Worlds (Second Life, Gaia, Habbo Hotel) 10
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Digital native – Born 1990

Commercial cell phones were 12 years old 

Today:
75% of teens have a cell phone

Presenter
Presentation Notes
Japan's first commercial mobile phone service was launched by NTT in 1978. By November 2007, the total number of mobile phone subscriptions in the world had reached 3.3 billion, or half of the human population (although some users have multiple subscriptions, or inactive subscriptions), which also makes the mobile phone the most widely spread technology and the most common electronic device in the world.[3] 
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Digital native – Born 1990 (newborn) 

Tim Berners-Lee creates World Wide Web and 
unveils it as a Christmas present. He 
releases the software broadly in 1991

Today: 
93% of teens use the internet

Presenter
Presentation Notes
Announcement by TBL about the release of WWW -- http://groups.google.com/group/alt.hypertext/msg/395f282a67a1916c 



First website launched by TBE 1992



1992: Berners-Lee launches the first website. Among his publishing innovations that year is the first "What's New" page, a Web page that places new updates at the top of each page, pushing older items down to the bottom. 



http://www.andycarvin.com/archives/2007/12/what_milestones_would_you_include_in_a_t.html
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Digital native – Preschool (3 years)

First great browser – 1993
Netscape IPO – Aug. 9, 1995 

Today:
> 90% of online teens use their browsers for 

cloud computing activities
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Digital native – 1st and 2nd grades (ages 6,7)

ICQ - 1996 AOL instant 
messaging - 1997

Today:
~ 68% of online teens use instant messaging

Presenter
Presentation Notes
http://www.zakon.org/robert/internet/timeline/

Restrictions on Internet use around the world: 

China: requires users and ISPs to register with the police 

Germany: cuts off access to some newsgroups carried on CompuServe 

Saudi Arabia: confines Internet access to universities and hospitals 

Singapore: requires political and religious content providers to register with the state 

New Zealand: classifies computer disks as "publications" that can be censored and seized 

source: Human Rights Watch 
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Digital native – First grade (age 6)

Palm Pilot – 1996

Today:
~20% of teens have their 

own PDAs or 
Blackberries
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Digital native – Second grade (age 7)

Blogs – 1997, 1999, 
2001, 2003

Today:
14% of online teens 

keep blogs and 
regularly post

--------
~54% read blogs
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Digital Native – Third grade (age 9)

Napster - 1999

Today:
~35% of online teens find out about new songs 

by free downloads
~ 33% of online teens swap files on peer-to-peer
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Digital native – Third grade (age 9)

TiVo – 1999 

Today:
~ 40%-50% of teens have DVRs in house
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Digital native – Fifth grade (age 11)

Wikipedia - 2001

Today:
~ 55% of online teens use Wikipedia
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Digital Native – Sixth grade (age 12-13)

iPod – 2002
iTunes -- 2003

Today:
74% of teens have an MP3 player
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Digital native – 7th and 8th grade (ages 13,14)

MySpace - 2003 Facebook - 2004

Today:
73% of online teens use social network sites

Presenter
Presentation Notes
the first recognizable social network site launched in 1997. SixDegrees.com allowed users to create profiles, list their Friends and, beginning in 1998, surf the Friends lists. 
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Digital native – Seventh grade (age 13)

Del.icio.us - 2003

Today:
40%-50% of online teens tag content
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Digital native – Seventh grade (age 13)

Flickr - 2003
Today:

~60%-70%  of teens have digital cameras
~50%- 60% of online teens post photos online
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Digital native – Eighth grade (age 14)

Podcasts – 2004

Today:
>25% of online teens have downloaded podcasts
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Digital native – Ninth grade (age 15)

YouTube – 2005

Today:
~40% of teens have video cameras

~25% have uploaded videos
>75% view videos on video-sharing sites
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Digital native – Tenth grade (16)

Twitter – 2006

Today:
8% of teens use Twitter
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Digital native – 11th grade (age 17)

Kindle – 2007

Today:
3% of adults
Teens ???
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10 ways digital technology 
has changed things in the 

learning ecosystem
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Learning ecosystem change – 1 

Volume of 
information 
grows

-- Chris Anderson
Hal Varian

Presenter
Presentation Notes
“The theory of the Long Tail is that our culture and economy is increasingly shifting away from a focus on a relatively small number of "hits" (mainstream products and markets) at the head of the demand curve and toward a huge number of niches in the tail.”



-- there is renewed focus on information overload and a desire for info experts to devise new strategies of navigating information

----- Definition at http://www.thelongtail.com/the_long_tail/2005/09/long_tail_101.html 

	

– they bump into news 

	– the nature of serendipitous encounters changes
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Learning ecosystem change – 2

Variety of 
information 
and sources 
of information 
grow
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Learning ecosystem change – 3

Velocity of 
information 
increases and 
smart mobs 
emerge

-- Howard Rheingold 

Clay Shirky

Presenter
Presentation Notes
A smart mob is a form of self-structuring social organization through technology-mediated, intelligent emergent behavior. 

We're seeing the PC, the Internet and the telephone emerging, and we're beginning to see people using mobile communications and the Internet to mobilize and coordinate their collective actions in the real world. Those are "smart mobs." 



Tell story about Virginia Tech students



http://www.smartmobs.com/2006/10/03/ice-cream-politics-flash-mob-in-belarus/

Belarus mob eating ice cream



Political adoption of technology – SNS in this current election cycle

Wikipedia: http://en.wikipedia.org/wiki/Smart_mob 

http://www.webtalkguys.com/article-smartmobs.shtml 
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Learning ecosystem change – 4 

Venues of 
intersecting with 
information and 
people multiply and 
the availability of 
information expands 
to all hours of the 
day and all places 
we are

-- Nielsen Company

Presenter
Presentation Notes
As of third quarter 2008, the average person in the US watched approximately 142 hours of TV in one month. In addition, people who used the Internet were online 27 hours a month, and people who used a mobile phone spent 3 hours a month watching mobile video. The average time a U.S. home used a TV set during the 2007-08 television season was up to 8 hours and 18 minutes per day, a record high since Nielsen started measuring television in the 1950's. Americans are spending more time than ever with their televisions, computers and mobile phones, with television remaining the dominant screen, watched more than 142 hrs a month - 5 hours more than last year. Americans spend more than 6 hours per month watching timeshifted TV, which is more than double the amount of time they watch video online. Men are more likely than women to watch video on mobile phones, while women are more likely then men to watch video on the Internet. 



Learning ecosystem change – 5

People’s vigilance 
for information 
changes in two 
directions:

1) attention is 
truncated (Linda 
Stone)

2) attention is 
elongated (Andrew 
Keen; Terry Fisher)

Presenter
Presentation Notes
as people live in state of “continuous partial attention” 

as engaged users go for deep dives into information flows that interest them

“if it catches my eye” – material from Media Management Center at Medill School

Attention is the scarce resource



Expertise is reorganized and democratized
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Learning ecosystem change – 6

The vibrance and 
immersive 
qualities of 
media 
environments 
makes them 
more compelling 
places to hang 
out and interact

-- Metaverse Roadmap 
Project

1) Virtual Worlds

Presenter
Presentation Notes
Augmented reality  -- GPS tied to artifacts

Life logging – nike fitness and iPod personal trainer

Mirror Worlds – Google Earth

Virtual Worlds – Second Life
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Learning ecosystem change – 6

The vibrance and 
immersive 
qualities of 
media 
environments 
makes them 
more compelling 
places to hang 
out and interact

-- Metaverse Roadmap 
Project

2) Mirror Worlds

Presenter
Presentation Notes
Augmented reality  -- GPS tied to artifacts

Life logging – nike fitness and iPod personal trainer

Mirror Worlds – Google Earth

Virtual Worlds – Second Life
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Learning ecosystem change – 6

The vibrance and 
immersive 
qualities of 
media 
environments 
makes them 
more compelling 
places to hang 
out and interact

-- Metaverse Roadmap 
Project

3) Augmented Reality

Presenter
Presentation Notes
Augmented reality  -- GPS tied to artifacts

Life logging – nike fitness and iPod personal trainer

Mirror Worlds – Google Earth

Virtual Worlds – Second Life
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Learning ecosystem change – 6

The vibrance and 
immersive 
qualities of 
media 
environments 
makes them 
more compelling 
places to hang 
out and interact

-- Metaverse Roadmap 
Project

4) Life-logging
-- Gordon Bell

Presenter
Presentation Notes
Augmented reality  -- GPS tied to artifacts

Life logging – nike fitness and iPod personal trainer

Mirror Worlds – Google Earth

Virtual Worlds – Second Life

--------------- get info on Gordon Bell
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Learning ecosystem change – 7

Valence (relevance) 
of information 
improves – search 
and customization 
get better as we 
create the “Daily 
Me” and “Daily Us”
– Nicholas Negroponte
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Learning ecosystem change – 8

The voice of 
information 
democratizes 
and the 
visibility of new 
creators is 
enhanced. 
Identity and 
privacy change.

-- William Dutton

Presenter
Presentation Notes
the read/write, Web 2.0 world facilitates participation and the rise of amateur experts

	-- privacy expectations and norms change

	-- personal identity is more flexible

Clergy

Nobility

Peasants and workers

Press – part of the French Estates General…. 

	"In May 1789, Louis XVI summoned to Versailles a full meeting of the 'Estate General'. The First Estate consisted of three hundred clergy. The Second Estate, three hundred nobles. The Third Estate, six hundred commoners. Some years later, after the French Revolution, Edmund Burke, looking up at the Press Gallery of the House of Commons, said, 'Yonder sits the Fourth Estate, and they are more important than them all.'" 

	Literature is our Parliament too 





– collective intelligence expands – Pierre Levy and Henry Jenkins 

	– a “5th Estate” emerges - William Dutton
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Learning ecosystem change – 9

Voting on and 
ventilating about 
information 
proliferates as 
tagging, rating, 
and commenting 
occurs and 
collective 
intelligence 
asserts itself

-- Henry Jenkins
David Weinberger
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31% of adult internet 
users have rated a 
person, product, 
or service online

Information sharing and evaluation
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Learning ecosystem change – 10

Social networks 
become more vivid 
and meaningful. 
Media-making is 
part of social 
networking. 
“Networked 
individualism” takes 
hold.

-- Barry Wellman

Presenter
Presentation Notes
– when am I available?

	– how do I initiate and respond to pokes?
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Behold the idea of networked individualism 
Barry Wellman – University of Toronto

The turn from 
groups to social 
networks = a 
new social 
operating 
system
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Networked Individuals … have a different …

• Sense of information availability – it’s ambient
• Sense of time – it’s oriented around 

“continuous partial attention”
• Sense of community and connection – it’s 

about “absent presence”
• Sense of the rewards and challenges of 

networking for social, economic, political, and 
cultural purposes – new layers and new 
audiences

Presenter
Presentation Notes
1. Persistence. What you say sticks around. This is great for asynchronicity, not so great when everything you've ever said has gone down on your permanent record. The bits-wise nature of social media means that a great deal of content produced through social media is persistent by default.

2. Replicability. You can copy and paste a conversation from one medium to another, adding to the persistent nature of it. This is great for being able to share information, but it is also at the crux of rumor-spreading. Worse: while you can replicate a conversation, it's much easier to alter what's been said than to confirm that it's an accurate portrayal of the original conversation.

3. Searchability. My mother would've loved to scream search into the air and figure out where I'd run off with friends. She couldn't; I'm quite thankful. But with social media, it's quite easy to track someone down or to find someone as a result of searching for content. Search changes the landscape, making information available at our fingertips. This is great in some circumstances, but when trying to avoid those who hold power over you, it may be less than ideal.

4. Scalability. Social media scales things in new ways. Conversations that were intended for just a friend or two might spiral out of control and scale to the entire school or, if it is especially embarrassing, the whole world. Of course, just because something can scale doesn't mean that it will. Politicians and marketers have learned this one the hard way. 

5. (de)locatability. With the mobile, you are dislocated from any particular point in space, but at the same time, location-based technologies make location much more relevant. This paradox means that we are simultaneously more and less connected to physical space. 
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Technology has helped people change their 
networks

• Bigger
• Looser
• More segmented 
• More layered

=
• More liberated
• More work
• More important as sources of support and 

information, filters, curators, audience
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New learners of the future

• More self directed and less dependent on top- 
down instructions

• Better arrayed to capture new information inputs
• More reliant on feedback and response
• More attuned to group outreach and group 

knowledge
• More open to cross discipline insights, creating 

their own “tagged” taxonomies
• More oriented towards people being their own 

individual nodes of production
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Thank you!

Lee Rainie
Director
Pew Internet & American Life Project
1615 L Street NW
Suite 700
Washington, DC 20036
Email: Lrainie@pewinternet.org
Twitter: http://twitter.com/lrainie
202-419-4500

mailto:Lrainie@pewinternet.org
http://twitter.com/lrainie
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