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The term “Generation X" has been used at various times throughout history to
describe alienated youth.

The generations defined GENERATION

AGE IN 2018

VHGRAIEESEN  Milloiais

ages 22-37

born 1965-80 Generation X
ages 38.53

- bom194664 Boomers
ages 54.72

born 1928-45 Silent
ages 1390

1920 1940 1960 1980 2000

PEW RESEARCH CENTER

http://www.pewresearch.org/fact-tank/2018/03/01/defining-generations-where-millennials-end-and-post-millennials-begin/



http://www.pewresearch.org/fact-tank/2018/03/01/defining-generations-where-millennials-end-and-post-millennials-begin/
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PERSON OF THE YEAR

2006 Time’s
Person of the
Year: You

Yes, vou.
You control the Information Age.
Welcome to your world.




The Rise of Digital Generation

dDrawing on the sociology of generations
(Mannheim, 1952), people’s formative
experiences with media are assumed to
shape generations.

dGenerations have often been presented to
have relatively homogeneous patterns of
media (digital technology) use.

dThe contemporary young constitute a
generation with a strong digital
orientation.

dYoung people are seen to be in a specific life
phase, possibly constituting a generation,
and are most likely to exhibit heterogeneous
media (digital) lives.




Digital Natives

dPrensky (2006) discusses that digital
natives have grown up with digital
technology, whereas digital immigrants
were introduced to digital media later in their
lives.




N-Generation
(Tapscott, 1998, 2008; Tapscott & Williams, 2006)

The active and interactive media use of the net
generation was presented as leading to increased
intelligence, whereas the passive media use of the
television generation was seen as stimulating
dumbness.

(QThe N-Geners as Prosumers

1“We trust peer-to-peer opinion and social
networks”

N-Gen norms — speed, freedom, openness,
innovation, mobility, authenticity, and playfulness

d“If each of us has our own area of authority we
can collaborate together in multidisciplinary teams
for better results”




£ Randy Glasbergen / glasbergen.com

QUIZ
TODAY!

LASBER(IEN —

“Once I learn how to use Google, isn’t
that all the education I really need?”



Patterns of Digital Youth Culture

d Complete integration into daily life

d Control on forging contacts and
relationships

 Priority of self-presentation
 Priority of self-disclosure

d Sharing information and other things
 Creation of user-generated content
d Participatory media culture

Van Dijk, J. (2012). The Network Society, 34 Ed., London: Sage.



The Information-Age Mindset

dComputers aren’t technology

AThe Internet is better than TV

QReality is no longer real

UDoing is more important than knowing

ULearning more closely resembles Nintendo than
logic

Multitasking is a way of life

dTyping is preferred to handwriting

QStaying connected is essential

There is zero tolerance for delays

dConsumer and creator are blurring

Jason L. Frand. (2000) "The Information-Age Mindset: Changes in Students and
Implications for Higher Education." Educause Review 35(5): 15-24.



Attributes of Next Generation Learning from a
Student’s Point of View (Calkins & Vogt, 2013)

 Personalized to my needs and learning goals

 Flexible so that I can try different ways to learn

d Interactive and engaging to draw me in

 Relevant to the life I'd like to lead

J Paced by my own progress measured against goals I
understand

 Constantly informed by different ways of
demonstrating and measuring my progress

d Collaborative with faculty, peers, and others,
unlimited by proximity

- Responsive and supportive when I need extra help

d Challenging but achievable, with opportunities to
become an expert in an area of interest

J Available to me as much as it is to every other student



Digital Youth in Hong Kong:
Celebrating users, Coping users, and Struggling users

Parental
Mediation
Efigh * A2
¢ Cl10® E11 ¢ A4
¢ B6
o~ ¢B5 N—r3
I F12
Middle H21 2|-|17 ¢ D1¢ C9
¢ D8
Low
¢ E14 >

Low Middle High Cultural
Capital
Yuen, A.H.K. Park, J. Chen, L. & Cheng, M. (2018). The significance of cultural capital and parental
mediation for digital inequity, New Media & Society, 20(2), pp. 599-617.
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ICT PATTERNS - FOUR PROFILES
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Latent PI’OfileS (Chan & Yuen, 2018)

1,182 S1/S2 students from 25 Hong Kong secondary schools

Class 1 Low-engagement low ICT usage in all ICT
(27.5%) activities

Class 2 Entertainment-oriented | highly engaged in social
(26.7%) media and entertainment

(SME) only

Class 3 High-engagement versatile pattern of ICT
(12.0%) usage

Class 4 Balanced learners high learning and
(33.8%) information search (LIS)

and social media and
entertainment (SME), less
interested in surfing and
shopping (SS) and content
generation (CG)
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Old Media and New Media




The age of new
media and
emerging

i technologies
brings about a
digital ecology,
and shapes

d digital

| practices and

i ways of living.




“We are entering an era
where media will be
everywhere, and we will use
all kinds of media in relation
to one another...” Henry
Jenkins

CULTURE

WHERE OLD AND NEW MEDIA COLLIDE




The John D. and Catherine T. MacArthur Foundation Reports on
Digital Media and Learning

Confronting the Challenges

of Participatory Culture
Media Education for the 21st Century

Henry Jenkins
with Ravi Purushotma, Margaret Weigel, Katie Clinton,

and Alice |. Robison

MACARTHUR

The John D and Caherine T. MacArthur Foundation

A participatory culture is a
culture with [...], strong
support for creating and
sharing one’s creations ...
A participatory culture is
also one in which members
believe their contributions
matter, and feel some
degree of social connection
with one another ...
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New Media Literacies

http://www.newmedialiteracies.orq/



http://www.newmedialiteracies.org/

Media have ettects 1n
that they continually
shape and re-shape
the ways 1n which
individuals, societies,
and cultures perceive
and understand the
world ...... Media
would eventually
become ‘extensions
of man’

Herbert Marshall McLuhan (1964)



Meyer, D.E. (2018). (Ed.) Digital Media and Developing Minds, Washington, DC: National
Academy of Sciences.
http://onlinedigeditions.com/publication/?i=539459#{"issue id":539459,"page":0}

jAn‘hur M. Sackler
COLLOQUIA
OF 1ol NATOMAL ACADIMY OF SCINCIS

Digital Media and
Developing Minds

Edfted by David E. Meyer

Contents

—

9343 Prom ssvasnas to blue-phate LCD screens: Proapects and perils for
CHME Sevelzprent in the Pore Moders Digital indcrmatizn Age
Dwoct £ Meyer

COLLOOUIUM PAFZRS

9831 How eacly medla may affect # A review of resatts
from cbservaticna in humara ard experiments I mice
Dwetn A Chmatatiy Alar S Beceditt Tavowr, Suawn A Pergacs, Ships Ssender,
30 Mareo Urtw -

Q350 Two are better than one: infart langeage learming from video improves n te
pressnce of peers

Sanub fcodery Lythe, Acrur QuecieSevs, axd Perichs K K

9867 ifect of sequertial video shot on

QETS Screen medis sse and ADHD-related behaviors: Posr decades of research
e Seyuns, Pt AL Viliwel P

furg ard Jeoscs Taylor Mosoeats

Qa2 of the viclert video game play snd
Phyvical apgremicn over time
Acne T Prescott, Jemes D. Srgent

andl say (&

PEE9 Minck and brakes of media madtitaskers Current Sadings and duture directions
Mules ¥ Uncaptwr sndd Axtnory 0 Wagse

V897 Mow to play 20 questions with nature and low: Reflections on 100 years
of brain-tralzing ressarch
£ Satx fres

Sergarmy Shuk, and Dawc! £ Mayer


http://onlinedigeditions.com/publication/?i=539459#{"issue_id":539459,"page":0}

Articles in the Sackler Colloquium on Digital
Media and Developing Minds examine the
potential benefits, costs, and risks of
ubiquitous digital-media exposure for young
people. The articles cover developmental
stages ranging from infants to young adults;
examine cognitive, behavioral, physiological,
emotional, and sociological effects; and draw
on approaches in computer science,
neurobiology, developmental psychology,
cognitive science, and education.



The digital tec
changes in mu
has shaped and re-shaped new scenarios and

hnology has brought about many
tiple aspects in our everyday life. It

presented chal

enges for the younger generation.

Also, the younger generation can make their own

contributions,

share ideas, explore, investigate,

experiment, discuss ..., but they cannot be left

unguided and

unsupported. To get the best from

the experience the complexity of “/learning life’

must be “rich”
opportunities.

enough to match those rich
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Risk factors for Internet gaming disorder

0.9

0.8 ‘

0.7
0.6

0.5

0.4

0.3 —————

0.2

CONDITIONAL PROBABILITY OF CRITERIA ENDORSEMENT

0.1

0
Preoccupation Withdrawal Tolerance Loss of control  Loss of interest Continued use Deceving relatives Mood regulation Jeopardizing

o Cl3ss ] == em(lass 2

© Deleuze et al. (2017) p.521 Figure.1



Everyday Life

Tool or Companion



Psychological Effects of
Computational Objects/Tools

dUnintended side effects of people’s

tendency to project thoughts and feelings
onto their machines (1980s)

" Effects by design” — machines and
computational objects are being designed
to have emotional and cognitive effects,
and to serve as companions, pets, and
tutors (since 2000)

Provide simple salvations; and Apps will
tend to our emotional lapse



Encouraging Changes

dinformation technology does
not determine change, but it
encourages us to take certain
directions

It encourages changes in
thinking



=
Self and ldentity
Virtual or Authentic
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LASEERGEN
“Whenever something goes wrong,

I just push this little button and restart.
I wish my whole life was like that!”



Copyright 1996 Randy Glasbergen.
www.glasbergen.com

“Whenever my life seems dark
and I need a sunnier outlook,
I just turn up the brightness control.”



Simulation Culture

dCompress time and space — to make
simulation more abstract and interactive

Simulations and its discontents
JArtificial life — not alive, but almost alive
dSimulated self; Second self

Cyber-subjectivity and experience with
physical limitation



Identity Technology

dOnline worlds can provide
valuable spaces for identity play
and encourage adolescents to
reinvent themselves for each of
theirs proliferating social roles

AOpen up a new horizon for self
exploration

dFree from “reality”?






Interpersonal Relationship

Improving or Harming






Internet Paradox

Kraut, R., Patterson, M., Lundmark, V.,
Kiesler, S., Mukophadhvyay, T., & Scherlis, W.
(1998). Internet Paradox: a social technology
that reduces social involvement and
psychological well-being? American
Psychologist, 53(9), 1017-1031.



Challenges of Cyber Relationship

Closer in terms of distance but not the mind

Less family communication — computer as a
Trojan horse

dSmaller social circle

JAlways being connected is going to make us
less lonely?

dincrease depression and loneliness
(Does technology make emotions easy?

JLooking to technology to repair the empathy
gap seems an ironic rejoinder to a problem we
perhaps didn’t need to have in the first place



Cyber Communities
lllusion or Reality



A technology is not merely a
system of machines with certain
functions; rather, it is an
expression of a social world. [......]
No technology exists in isolation.
Each is an open-ended set of
problems and possibilities.

Nye, D.E. (2006). Technology Matters: Questions
to Live With, Cambridge, MA: MIT Press.



Re-define thinking, feeling, and acting
in such an expression of a social world

dCommunity purpose

dSocial mechanism in the community
Career development

dSupport

dCommitment

dTrust, Loyalty, Respect

Friendship, Neighborhood

dRisk

dViolence

Bullying
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Participation

Consumer or Prosumer




Consuming and Prosuming New Media

(New media literacy as a continuum from media
consuming to media prosuming

dConsuming media literacy refers to one’s ability to
access media, message and use media at various
proficiency levels.

dProsuming media literacy refers to one’s ability to
produce media content, in addition to consuming skills.

A prosumer is both a producer and consumer whose half
of production is for exchange and half of production is
for self use.

dNew media prosumption has two aspects:
creating/producing media content, and
participating in media uses.



Becoming a Critical and Responsible Prosumer

dBecoming a critical and responsible
prosumer is a prerequisite for effective
participation in the 215t century
information society

dRight/Wrong
dGood/Bad
Appropriate/Inappropriate



Young People, Ethics, and the New Digital Media
The MIT Press, 2009

The authors propose a model of ‘good play’

(ethical play) that involves:

dthe unique affordances of the new digital
media;

related technical and new media literacies;

dcognitive and moral development and
values;

donline and offline peer culture; and

ethical supports, including the absence or
presence of adult mentors and relevant
educational curricula.




[ The Affordances of the New Digital Media

(hardware, software) J

I

<

™\

Ethical Supports

(access to/presence
or absence of
mentors, educational
curricula, media
literacy tools)

b

Technical and New Media
Literacies
(present/absent; high/low)

!

'+

Ethical Stances Peer Cultures
=ty vis-a-vis d= (social norms,
online activities values, conduct)
Person-Centered Factors

(cognitive/moral development,
formative influences, beliefs, values,
goals, pivotal digital experiences)
J

Young People, Ethics, and the New Digital Media

https://mitpress.mit.edu/books/young-people-ethics-and-new-digital-media



https://mitpress.mit.edu/books/young-people-ethics-and-new-digital-media




Class List

. mariacm98

_ 1 like your group’s invention, | think to make it more comfortable for cars it can be used as a
speed bump, so it will help cars to reduce the speed in the city and therefore pollution

«rsem  BCN student

it is a good idea to use this invention in the stairs not only in the first step but in all of them, for
example in the stairs of the school, or in the most crowded metro stations’ stairs, airport etc HKG student

Can we solve the problem mentioned above by make the machine lighter so that students do no

. el they are dropping down?
s

Here are the links for
Speed Bump: http://wi

Stairs.
prev

Our Diagram Design Philosophy

« Our group designs a “Slingket”, which can be
placed in front of the school gate. Nowadays,
we usually ignore the kinetic energy, but
Slingket can help to transfer kinetic energy
into electricity.
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dMake yourself available

dSupport and foster community and
relationship building

dStimulate students/children to actively engage
in activities and effectively participate in
sharing responsibilities and power.




dMake students/children sense that they are
constructing their interpretations and there is an ample
space for negotiations in co-construction of
understanding

dDevelop and facilitate students/children to be capable
of forming their ideas and opinions based on their
analysis and evaluation the big picture of ......

Offer ownership and give them the stage
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Information technology embedded in “a culture that
supports democracy, freedom of expression,
tolerance, diversity, and complexity of opinion is
one of the next decade’s greatest challenges. We cannot
afford to fail”

Turkle, S. (2005). The Second Self: Computers and the Human Spirit, MA: The MIT Press.

“... And conversation advances self-reflection, the
conversations with ourselves that are the cornerstone
of early development and continue throughout life ...”

Turkle, S. (2015). Reclaiming Conversation: The Power of Talk in a Digital Age, NY: Penguin Press.



Find Ourselves

dTo re-consider the too-simple enthusiasm of
“the more connected we are, the better off
we are” (Turkle, 2015)

dDisconnect to connect

dTechnology enchants. It makes us forget what
we know about life.

It is not a moment to reject technology but
to find ourselves




Reclaiming Conversation urke, 2015)

I’d rather text than talk. | don’t like a certain
kind of talk. [...] It takes place in real time and
you can’t control what you're going to say.

dWhat do we forget when we talk to machine,
and what can we remember?

dWe forget what is special about being human.

dWe forget what it means to have authentic
conversation.

It is NOT just that older people are supposed

to be talking. Younger people are supposed to
be listening.
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What A Wonderful World - Louis Armstrong (1967)
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I hear babies ery, I watch them grow.
They’ll learn much more than I’ll never know.

And I think to myself what a wonderful world.
Yes, I think to myself what a wonderful world.
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To connect and nurture the digital
generation, we need to:

_1Be humble and open
Let go of “l| know”
JHave empathy and imaginations
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At School



cRIENGUSHAY  News O web
Empty heart of top Chinese college studentsm

2016-11-22 16:21:25 CRIENGLISH.com Web Editor: zhangjin

_;'F.Jt F 19

weAw nortbrews.on

University freshmen [File photo: northnews.cn]

According to a psychological counselor with Peking University, over 30 percent of freshmen in the
university hate studying and over 40 percent feel life has no meaning at all. The counselor says many
students are suffering from a problem of feeling empty in the heart. Is it true? What is wrong?

22:46 o il m




" Education means change - change toward
the right and desirable direction ...... ”
Martin Buber (1879-1965)







