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ABSTRACT 
 
 
!
GENERATION DIGITAL 
!
Kelsey Miner, MA 
 
Corcoran College of Art + Design, 2013 
 
Thesis Advisor: Selma Thomas  
 
Generation Digital explores how digital technology, particularly the Internet, has globally influenced and 
defined our daily lives. Our behaviors, interactions and the ways in which we gather and learn information 
have all drastically morphed from generations prior; such shifts have been brought about by rapid 
increases and changes in Internet development and usage. 
 
Generation Digital uses the Newseum as a venue to discuss how we have been influenced by our use of 
digital technologies. A personal narrative directs this interactive experience through the key themes of 
how the Internet has impacted our social, political, educational and financial spheres. Areas of focus 
include social media, the online presence of the entertainment industry, online dating, political 
movements instigated or fueled by Internet action, online shopping, smart phones, video games and 
more. 
 
This exhibit encourages visitors to participate in the discussion by recording videos and pictures to 
YouTube and Instagram in photo booths, using computers to post on Twitter and Facebook and 
instigating in-person conversations. Generation Digital also has a strong online presence to support and 
enhance the content of the exhibition, located at: www.Facebook.com/GenerationDigitalExhibition and 
www.Twitter.com/Gen_Digital (#GenerationDigital). 
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SUMMARY 
 
MISSION STATEMENT 
Generation Digital explores how digital technology, particularly the Internet, has influenced and defined 
the daily lives of people around the world throughout the first decade of the 21st century. Our behaviors 
and interactions have drastically changed from the generations’ prior; many aspects of our lives, from 
how we learn and the way we interact with one another, have been altered by recent Internet 
developments and usages. This story will be told through a personal lens to emphasize the scope of the 
societal impact that the Internet has had on our generation. 
 
TEACHING POINTS 
" To experience how our lives have become entwined with the Internet, or at least affected by it each 

day; we have become reliant upon it for everything from communication to navigation. 
" To explores the dynamics of communication and social interactions, near and far, that have been 

drastically changed and made much more open and accessible via digital outlets like Facebook, 
online dating, chat rooms and video chatting. 

" To investigate how Social Media plays a large role in contemporary global politics (from the call for 
action in the Arab Spring, to American governmental campaigning and China’s digital censorship 
and restrictions) and how it has also made the generation and dissemination of news faster and 
more widespread.  

" Generation Digital encourages visitors to discover how our reliance on computers and the Internet 
have changed the way that we learn. For example, younger students now have shorter attention 
spans and less memorization is required with technology that is capable of doing tasks like research 
and math for us. Also, access to information has become easier and more widespread, scholarly 
texts are more obtainable than ever before, and search engines provide easier means of research. 

 
EXHIBIT AUDIENCE 
As reiterated in the Teaching Points of this exhibit, the Internet has affected the entire global community 
and encompasses all genders, ages, cultures and ethnicities, and as such, this exhibit will be relevant for 
a mass audience. Generation Digital will help all visitors to evaluate, consider and recognize the impact 
of the Internet on their lives. 
Primary Audience: ages 13 to 18 and ages 35 to 50 
" 13 to 18: Today’s youngest generation was born into the era of the Internet, where digital media has 

played such a strong role in their lives that it has come to be an integral part of their learning and 
development. These teenagers are a group that has not known life before the Internet, one that 
should be made aware of the extent of recent digital advancements as well as the differences 
between their lives now and those of previous generations  
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" 35 to 50: The members of this generation have had the Internet introduced in the later parts of their 
lives and have had to learn how to use it and to adapt their lives to accommodate its breadth. Some 
of the members of this group have voiced concern about the complexities of digital media, and 
could greatly benefit from understanding the recent history and development of the Internet, 
particularly the societal context in which it is being used by the younger generation. 
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LOCATION  
THE NEWSEUM 
Generation Digital will take place at The Newseum. This exhibit is suited for this particular location 
because it fits their mission statement to “educate the public about the value of a free press in a free 
society and tells the stories of the world’s important events in unique and engaging ways.” The 
development of the Internet has been one of the most culturally impactful things of the last 10 years. The 
Internet is the world’s largest source of information and host to the free press. It is also an ideal venue 
because it caters to audiences of all cultures, backgrounds and ages, which coincide with the exhibit’s 
‘general tourist’ target audience.  
 
The Newseum is centrally located in downtown Washington, DC, several blocks from the National Mall 
and the US Capitol. It is easily accessible via all five of the DC Metro lines as well as several metro bus 
routes. Likely because of its central location and unique focus, the Newseum sees over 800,000 visitors 
annually.  
 
The Newseum’s predominant visitorship is large groups, the majority of which consists of large groups of 
youth visitors, typically of the middle school age. Their general admission visitors are either highly 
educated (bachelors degree or above), young professionals with moderate to high income, highly 
educated families and moderate to high income, or “empty nesters”, also with a high level of education 
and income. The Newseum’s visitorship consists of an equal ratio of men to women, but other 
characteristics vary seasonally. In the spring, the Newseum is visited by a lot of student/youth groups 
and tourists. In the summer, visitors are often families looking to entertain children home from school. In 
September — when kids are heading back to school and group visitation is low — the Newseum targets 
seniors. In the fall and winter high, numbers of groups return, as do locals looking to entertain visiting 
family and friends during the holiday season. These diverse and varied demographics are also the target 
audience of Generation Digital.  
 
THE 5TH FLOOR 
The space selected within the Newseum is the main gallery on the 5th floor (which now houses the News 
History Hall). According to the Newseum Visitors Guide, the ideal route for patrons is to start in the 
basement, take an express elevator up to the 6th floor and then work their way down to the first floor. So, 
following this route, visitors will be entering Generation Digital via stairs from the 6th floor, located on the 
far left side of the hall. The space currently connects to the Great Books Gallery and the Big Screen 
Theater and it also houses five smaller theaters. In order to make the space ideal for this exhibit’s needs, 
the connection to the Great Books Gallery and Big Screen theater will be cordoned off with a wall. The 
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added walls will contain discrete means of access to the surrounding galleries, but the main entrance will 
be via the stairs and the main exit will be out towards the elevators.  
 
The entire space dedicated for Generation Digital is approximately 4,350 square feet with the main 
gallery consisting of roughly 3,500 square feet and an additional 850 square foot space for a theater and 
Internet Café. 
 

ONLINE 
Generation Digital will have a significant online presence that will allow visitors to be involved and 
informed beyond the walls of the Newseum.  
 
WEBSITES 
www.GenerationDigitalExhibition.com 

This will be the exhibition’s main website. The site will feature a Google Art Museum walk through 
tour of the exhibition, links to the other Generation Digital related websites, as well as news and 
events.  

 
www.newseum.com/GenerationDigital 

The Newseum’s main website will have a feature page of the exhibition with a brief summary, 
information about the gallery’s location and a few images. This page will also contain links to the 
Facebook page, Twitter page and main website.  

 
www.facebook.com/GenerationDigitalExhibition 
 This Facebook page will allow visitors to ‘like’ the exhibition and discuss their experiences with 

other Facebook users. Regular updates will be posted with related articles, videos, books or 
websites about the use and impact of the Internet. It will also be used to create Facebook Event 
pages for all programming events to let online followers know about programs. This page will also 
contain links to all of the other sites related to the exhibition.  

 
www.twitter.com/GenerationDigital 
 This Twitter account will be updated on a regular basis with programming events, exhibition 

progress and any news related to the exhibition. Other Twitter users will be able to follow the 
exhibition as well as use the hash tag #GenerationDigital to ‘Tweet’ about their experiences with the 
exhibit.  

 
QR CODES 
QR codes will be used throughout the exhibition to lead to the above internal, as well as external sites. All 
advertisements will also contain QR codes leading to the website, as well as ‘like us’ on Facebook logos 
and ‘follow us’ on Twitter icons.  
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NARRATIVE 
According to the Newseum Visitors Guide, the ideal route for patrons to follow is to start in the basement, 
take an express elevator up to the 6th floor and then work their way down the first floor. So, following this 
route, visitors enter Generation Digital via stairs from the 6th floor, located on the far left side of the hall. 
On the wall directly across from the stairs is the show’s title wall that features a large graphic. To the left 
of the bottom of the stairs is an introductory wall containing a brief history of the Internet and the lead up 
to the Y2K scare. The rest of the exhibit is organized chronologically, in a timeline, which will fit perfectly 
in to the long narrow hall.  
 
The time frame covered in the exhibit begins in 2000 and spans through 2010 with a final conclusion area 
covering 2011 through the present and predictions of the future. The information displayed is divided into 
two separate sections (while remaining chronological)- the specific types of impact that the Internet has 
had constructs the four sections featured on the perimeter walls of the hall. The center of the hall 
contains a series of ‘pods’ (one for each year) in which a personal narrative and information about 
important world events will be contained. Statistics for the year (who uses the Internet the most, what they 
use it for, etc.) are displayed throughout the exhibit. 
 

Infographics (predominantly for statistics and usage figures), news clips (both video and written) and 
videos of first hand experiences are used to convey the exhibition’s information. To support these ideas, 
visual collateral will be placed throughout the exhibit (for example, actual encyclopedias near the section 
relating to Wikipedia and art works dealing with social media will be spread throughout). Several digital 
interactive components will also be dispersed throughout the exhibition. 
 
At the end of the exhibition hall the visitor can either choose to enter a theater containing a 15-minute 
video, exit the exhibition or enter an Internet café. The café is a place where visitors can lounge, discuss 
the exhibition and have access the Internet so they can find out more about the topic. Also, inside the 
cafe are informational panels displaying the history and cultures of Internet cafes, computers for visitor 
use and free WiFi access. 
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CONTENT 
Generation X was defined by major post World War II cultural events such as the Fall of the Berlin Wall, 
the AIDS epidemic and the 1990’s economic boom. The following generation — consisting of people 
born between 1982 and the early 2000’s — has been called many different things, from Generation Y to 
Millennial or even Generation Me. But, for my generation, the defining characteristic of our age has been 
the introduction of the Internet, causing Generation Digital to seem a more apt title.   This generation has 
been singularly impacted by the Internet in ways that have culturally and uniquely shaped everyone that 
has developed along side it during the core developmental years of their lives. The Internet has changed 
the way that the entire developed world functions. From socializing and dating to banking and shopping, 
there are now few things that are done without the help of the Internet. Generation Digital knew life before 
the Internet but has now been enveloped by the all-encompassing electronic way of life. The generations 
prior have had a harder time learning, integrating and adapting to using the Internet in their daily lives, a 
fact emphasized by statistics showing that only 42% of Americans aged 65 and up used the Internet by 
20101. Those born post-Millennium, on the other hand, have only known a world dominated by social 
media and digital devices, they have known it all their lives and will continue to see its effects grow to be 
more efficient and impactful.  
 
Now that it is such a large part of our lives, it is important to discover, recognize and learn about what 
kind of impact that the Internet has had on us. Because the Internet is so prevalent and still developing, 
now is the ideal time to explore this medium.  

 
2000 AND BEFORE 
Few people realize the Internet was invented more than 50 years ago. It was developed both by the US 
government as a weapon during the Cold War and by scientists as a research sharing system. It was not 
until more recently, however, that the Internet took the form and function that we know today; the mid 
1990’s saw the commercialization of the Internet and many people were able to purchase home web 
access via dial-up telephone connections.  
 
When it was going through the first major stages of expansion, many were skeptical, or unaware of the 
enormity of the impact that the Internet would come to have. Although the earlier connection methods 
were a much slower way than the commonly used broadband and wireless connections of today, having 
a virtually instant method of communicating with the rest of the world from home was an extremely novel 
idea when first released. By the 1990’s, the most common usages of the Internet by the average user 

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
1!Pew Internet, “Change in Internet Usage by age, 2000-2010,” Pew Internet & American Life Project, 
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were email and instant messaging programs such as MSN and AIM. In fact, it expanded so quickly that 
73% of American teenagers had email addresses for personal use by the year 2000.2 
It took several years of development for people to realize that the Internet was only going to become 
more and more prominent. Businesses were particularly reluctant to use the Internet to conduct their 
affairs; in fact, one of the initial “rules of the Internet” (established by scientists at MIT) was that it was to 
be used purely for scientific pursuits, not for business.3  But the 1990’s saw an enormous expansion in 
technological innovations and in turn witnessed a significant economic boom. The founding of new ‘dot-
com’ companies caused an increase in investments and in turn a stronger economy. This upward trend 
increased the public’s faith and trust in the Internet causing it to become more popular and widespread. 
By 2000, many companies took their businesses to the World Wide Web, introducing a whole new 
consumer marketplace. As of 2000, 31% of American teenagers had purchased goods online,4 a number 
that would only increase as the years progressed.  
 
By the late 90’s the Internet was also morphing into the beginning stages of the Internet as we know it 
today. Users could download music, videos and books, chat, email and even post and stream live 
videos. In the United States, the Clinton Administration enacted policies to ensure that all schools, 
libraries and hospitals were connected to the Internet by the year 2000, a sign of how essential the 
interface was becoming.5 This likely contributed to that fact that 90% of American teens were accessing 
the Internet by the turn of the millennium.6 
 
As the Internet opened up new possibilities, people began to realize the stay-power and enormity of the 
World Wide Web, resulting in the creation of laws, regulations and government monitoring of online 
activities. For example, in 1998, Congress passed the Digital Millennium Copyright Act (DMCA), as a 
response to sites like Napster and other music downloading programs that violated copyright law by 
making it possible to download, distribute and change the content of music. The bill went into effect in 
2000.7  
 
Along with computer technology developments came other digital innovations in the form of cellular 
phones (which subsequently evolved into smart phones) and eventually, Internet-using game consoles, 

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
2 Pew Internet, “Tech Usage Over Time,” Pew Internet & American Life Project, http://pewinternet.org/Trend-Data-

(Teens)/Usage-Over-Time.aspx, (accessed 16 Oct. 2012). 
3 Bollerer, Fred, Interview by Kelsey Miner, Corcoran College of Art + Design, President’s Office, October 17, 2012. 
4 Pew Internet, “Social Media and Young Adults,” PewResearchCenter, http://pewinternet.org/reports/2010/social-media-

and-young-adults.aspx, (accessed 16 Oct. 2012), 28. 
5 Mark Bauerlein, The Digital Divide: Arguments for and Against Facebook, Google, Texting and the Age of Social 
Networking, (New York: Tarcher/Penguin, 2011), 5. 
6 Pew Internet, “Trend Data (Teens),” http://pewinternet.org/Static-Pages/Trend-Data-(Teens)/Usage-Over-Time.aspx, 

(accessed 16 Oct. 2012).  
7 Kathryn C. Montgomery, Generation Digital: Politics, Commerce, and Childhood in the Age of the Internet, (Cambridge, 

MA: MIT Press, 2007), 201. 
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like Playstation and X-box, and portable computing devices such as PalmPilots. 45% of teenagers had 
personal cell phone, and 91% had a personal desktop computer or laptop by the end of the millennium.8  
The winter of 1999 to 2000 saw the release of My Real Baby, baby dolls that would ‘talk’ to their owners 
and replicated several behavioral tendencies of actual infants.9 This doll was at the start of children’s 
expectations of toys that they could interact with, instead of ‘boring’ unresponsive non-digital toys. This 
was a major shift in generational habits and lifestyles, just another example of how digital technologies 
were slowly infiltrating younger and younger generations.  
 
By 2000 42% of teens were using the Internet on a daily basis10 and arguably, one of the most talked 
about events of the turn of the millennium was the Y2K scare. Y2K was a widespread panic based on 
fears that databases would fail because of the abbreviation of four digit years into two digits. The fears 
quickly escalated to near apocalyptic anxieties, the people of the world prepped for a global digital 
meltdown when the clocks struck midnight on December 31st, 1999, anticipating power outages, non-
functioning urban infrastructures and economic failures. This was yet another awakening, as to how 
substantial and reliant upon the Internet the world was becoming. Luckily, the world weathered Y2K and 
felt little impact; the World Wide Web has continued to expand and hugely impact our lives.  
 
My Life Prior to 2000: 
By the year 2000 I was in the 5th grade and was beginning to become comfortable with using and 
navigating the web. Starting in third grade, school had required computer classes where we were taught 
to type, use computer programs such as Microsoft Office and Paint as well as “safe” Internet usage. By 
that age I had an email address as well as both an AIM and MSN account for instant messaging with my 
friends. My whole family shared a computer in our living room that connected with dial-up, which took 
several minutes to get online. Since the connection was so slow, I never really spent more than a half 
hour or so at a time online.  
 
When the turn of the millennium came, I remember attending a huge celebration (one of many in my 
small town) with nearly everyone I knew. Everyone was extremely nervous about Y2K and what would 
happen if there actually were to be a digital meltdown. When the clock struck midnight the lights went off 
and everyone panicked, only to find out minutes later that it was only a prank by my older sister’s then 
boyfriend. After that, life continued as normal – becoming increasingly dependent on the Internet for my 
daily life.  
 
By this time in my life I had already had a Furbie, NeoPets account and a Tamagachi, all digitally based 
‘robotic pets.’ These technological creatures were one of my first introductions into interactions with an 
!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
8 Pew, “Social Media and Young Adults,” 28.!
9!Sherry Turkle, Alone Together: Why We Expect More from Technology and Less from Each Other, (New York: Basic 
Books, 2011), 67.!
10!Pew Internet, “Tech Usage Over Time,” Pew Internet & American Life Project http://pewinternet.org/Trend-Data-
(Teens)/Usage-Over-Time.aspx, (accessed 16 Oct. 2012). 
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artificial personality, which I treated as if it were real. These ‘pets’ would require care and attention or 
they would ‘die,’ but if you treated them well they would shower you with affections, declaring their thanks 
and love for their human caretakers. But unlike a real pet, when you got tired of these virtual 
counterparts, you could log-off, delete your account or take out their batteries- erasing their memory, 
personality and need for care.  
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2001 
2001 was a year tragically marked by the terrorist attacks of 9/11 on the Twin Towers and Pentagon. The 
Internet and digital devices played an integral role in the events of that day, from plane passengers 
calling their loved ones and emergency services to on-ground citizens trying to reach family members on 
cell phones to check on their safety. Because of the immediacy of the Internet, people all over the world 
were able to read about the attacks and see videos and pictures of the attacks uploaded to the Internet 
in real time.  
 
After the day of the attacks, there were few things unaffected by it, the Internet included. American 
security significantly increased and online surveillance skyrocketed, in order for the government to 
monitor suspicious actions . Legally questionable searches, purchases and key words all became 
tracked on the Internet. The Patriot Act resulted in the allowance of such monitoring as well as the 
potential to have cellular phone conversations tapped.  
 
2001 also saw the creation of the now hugely popular online encyclopedia, Wikipedia. This site would go 
on to revolutionize the ease of gathering mass amounts of information; you could now gain volumes worth 
of encyclopedic entries instantly.  
 
My Life in 2001 (6th/7th grade): 
Just like every morning that year, on September 11th I was sitting in my middle school science class when 
a call came to the classroom telling the teacher to turn on the news. Live digital streaming allowed our 
class to see the video footage of the two Twin Towers collapsing as it occurred. Digital streaming allowed 
for faster, more instantaneous news; in fact, my school’s daily ,morning announcements were digitally 
broadcast to each classroom’s television.  
 
In 2001 I was in middle school and began to add all of my school friends and friends from summer camp 
to AIM and MSN. Both became great means to keep in contact with friends who lived far away. From the 
start, I rarely used email, but was glued onto instant messaging programs, and in turn, my daily Internet 
usage slowly increased. 
 
By this point, a combination of computer classes and daily computer use made it so that I could type 
roughly 60 words a minute, a feat rare to find in adults at the time. 2001 was one of the first years in 
which I was required to type, instead of hand write my papers for school. Prior to this year I had always 
had to write my assignments in cursive, a skill that is no longer taught in elementary schools and has 
been substituted for computer composition. 
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2002 
By the year 2002, 560 Million people had access to the Internet (9.1% of the world population)11 and 3 
million websites already existed!12 Such rapid expansion was unprecedented in any other form of 
technology, clearly emphasizing the significance and longevity of the Internet.  
 
2002 also saw the creation Friendster, one of the first social media sites, which led the way to online 
social reliance. Also, by this point Myspace was becoming more and more popular because you could 
customize your site to reflect your personality, showing everyone your personality (or at least what you 
chose to project as your ideal self).  
 
My Life in 2002 (7th/8th grade): 
In 2002 I got my first cell phone (which only made calls and had no games or texting,) and I was one of 
the last of my friends to do so. By that point it had become an essential tool to help parents to keep track 
of their kids’ whereabouts, which led to more freedom because of the ease of communication. Socially, it 
was starting to become not only the norm, but also a vital part of a young person’s social life— allowing 
us to keep in constant contact with one another and giving us a new sense of independence. Kids would 
flaunt their new cell phones (which seem like bricks when compared with those on the market now) as a 
status symbol and download the latest songs as ringtones (which simply consisted of digital notes 
because technology had not developed enough to allow for clearer music or audio to be used).  
 
As before, I began using MSN more and more, eventually spending up to an hour or more each day even 
though I was just talking to my friends that I saw at school everyday. In 2002 I also got a Myspace 
account, my first introduction to social networking media. I developed a fascination with getting as many 
‘friends’ as I could, whether or not I really was a friend to those people in ‘real life’. The site was 
customizable, allowing you to add a personalized background, list your interests (favorite music, movies, 
etc.) and post pictures of yourself; such freedom allowed you to create a digital representation of your 
ideal self. I hoped that once I had made myself look exactly like I wanted, I would be able to get more 
‘friends’ and would have more comments posted on my page and pictures.  
 
2002 was also the first year that I began to download music. This was before I ever had an mp3 player, 
but I would download music to listen to while I surfed the web or to burn onto CDs (a medium which is 
now becoming obsolete). It would take a significant amount of time to download just one song and nearly 
an hour to burn a whole CD, causing me to have only about 20 of my own songs in total on my family 
computer.  
  

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
11 Bested Sites, “The Internet a Decade Later,” Best Education Sites, http://www.bestedsites.com/the-internet-a-decade-

later/ ,(accessed 1 Oct. 2012). 
12 Bested Sites, “The Internet a Decade Later,” (accessed 1 Oct. 2012). 
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2003 
In 2003 there were RIAA lawsuits, which scrutinized illegal music downloading.13 As the technology had 
become faster and faster, it became easier to download larger amounts of music, much of which was 
downloaded illegally. This unsettled much of the music industry as it resulted in a large loss of revenue 
traditionally sourced from album sales. Music downloading software like iTunes were also rapidly 
growing and were more successful than ever before, evidence that people preferred the ease, and 
space saving features, of a quickly downloaded song to buying a physical record or CD. As the Internet 
expanded, this was continuing to ring true through many aspects of life; more and more people began 
online, ordering food and even online banking.  
 
 
My Life in 2003 (8th/9th grade): 
In 2003 my family got a new, faster computer and Internet connection and, as in the last several years, 
my time spent on the Internet each day increased. By this point, my frequent use of instant messaging 
began to affect how I typed and spelled; I had begun using abbreviations and leaving out punctuation as 
the Internet started to develop its own language, or dialect. While I could easily separate ‘online talk’ from 
academic language, many of my peers did not and their lack of grammatical concern was reflected in 
their schoolwork.  
 
Around this time I began spending more time simply browsing the Internet with no particular goal in 
mind, just to find something I found interesting. This would generally mean that I ended up on blogs; this 
new creative outlet was like an opportunity to read other people’s diaries and gain insight into their lives. 
This browsing of blogs also opened my eyes to a lot of art, music and fashion styles that were new to me. 
 
  
  

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
13 Bauerlein, Digital Divide, 1.!
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2004 
2004 was a milestone for online social lives; it was the year of the founding of Facebook. At first, the site 
was developed only for college students with university email addresses, and only a select list of 
institutions at that. Those people could now connect with their new friends, update their old ones on their 
lives and post photographs of themselves. The site quickly became a great success.  
 

This year was also the first presidential campaign in history to make use of social media and to take 
advantage of the Internet. Campaign blogs, websites and social networking pages were created for 
candidates and helped to make them seem more relatable to regular citizens. It also was yet another 
means of spreading their message, quickly and to more people. By 2004, 76% of American teenagers 
were using the Internet for their news and political information.14 
 

My Life in 2004 (9th/10th grade): 
Again behind on the technological trends, in 2004 I got my first mp3 player, an iPod and began to 
download even more music. At first I would download songs from iTunes and CD’s that I had ‘imported’ 
onto my computer, but as the device became easier for me to use, I started downloading and adding 
music from free music websites and torrents. Though it still took up to 15 minutes for one song to 
download (a task which can now be completed in less than half a minute).  
 

Now that I was in high school, the Internet became a key part of my social life. I would post pictures and 
personalize my Myspace to let friends know my tastes; I also got a Xanga (a blogging website) account 
in 2004 on which I mused about my everyday activities. The site had a visitor number tracker at the 
bottom and I would always look to see how many people visited my site, which, to my high school self’s 
great dismay, was always only a couple of people.  
 

Around 2004, I also had a short foray into chat rooms, mostly on game websites, where you could talk 
about whichever game you were playing. It became a habit and the same users would be in a given 
room each day, almost becoming ‘friends’ of mine. With the encouragement of friends, who had already 
done so, I signed up for an online pen pal service, which allowed you to view profiles of other users from 
across the country and pick one to be pen pals with. I wrote page long (or longer) emails to this virtual 
stranger for over a year, never once really knowing the true identity of this individual, having never seen a 
picture, heard their voice or seen them in person. Despite that, the anonymity of the Internet allowed us to 
be open and honest without fear of judgment, so we got to know a lot about each other. Of course, my 
mother had always warned me about talking to strangers on the Internet, so this pen-pal of mine was a 
secret, but luckily the whole thing turned out to be harmless and we eventually lost touch. This digital 
version of a pen-pal is just one of the many examples of how a digital creation has caused the original 
counterpart (pen and paper pen-pals) to be replaced; very few people still write handwritten letters 
because the simplicity of email is more practical, easy and quicker.   

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
14 Pew Internet, “Tech Usage Over Time,” Pew Internet & American Life Project, http://pewinternet.org/Trend-Data-

(Teens)/Usage-Over-Time.aspx, (accessed 16 Oct. 2012). 
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2005 
The reliance on all forms of digital media continued to grow and grow. For example, by 2005, 50% of 
American adults said that they were required to use the Internet for work related purposes. People also 
were expanding their personal uses of the Internet, beyond social media, for example, 39% of adults had 
looked for a place to live online and roughly 20% had participated in some form of an online discussion, 
listerv or other online group forum that helps people with personal or health issues.15 By 2005, more 
people used the Internet (50% of the population) than consumed fast food (20% of the population) in the 
United States- the characteristic that had previously defined the American lifestyle in international eyes16. 
 
My Life in 2005 (10th/11th grade): 
In 2005 I left my home behind and moved to Australia to be an exchange student for a year. I would e-
mail home frequently, more so than any other means of communication, since international phone calls 
were expensive and coordinating across time zones was extremely difficult. In order to keep my friends 
and family up to date on my life, I regularly updated my blog with stories and photographs. Luckily I did 
so, because at the tail end of my trip I lost my digital camera with all of my photos from the year, so I had 
none aside from those posted on my blog. When I got home, Myspace became a vital tool in keeping in 
touch with my host families and school friends from abroad. While I was away, my family got wireless 
Internet connection, which made my Internet using much quicker once I got home.  
 
While in Australia, I took several trips and my main means of research and planning was the Internet. I 
never went to a travel agent because I could find a plethora of information online and even book my 
flights and accommodations on the web. Being fairly independent while I was overseas, I also began to 
use online banking to keep track of my savings; this made life far more convenient, as I didn’t have to 
find transportation to a bank simply to check my balance. One technology that I received in Australia that  
I did not have at home was a debit card containing a small microchip that housed my account 
information to enable quicker and more secure transactions. 
  

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
15 Pew Internet, “Trend Data (Adults),” Pew Internet & American Life Project, http://pewinternet.org/Static-Pages/Trend-

Data-(Adults)/Whos-Online.aspx, (accessed 16 Oct. 2012). 
16!We Live in Public!
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2006 
In 2006 Facebook expanded its usership to include non-college based email addresses, allowing people 
of all ages and educational backgrounds to create a profile. By this year sites like Facebook had become 
so popular that, 55% of American teenagers that regularly used the Internet had an account on a social 
networking site.17 2006 also saw the founding of what would quickly become one of the most popular 
social websites, Twitter.  
 
Music downloading steadily increased and CDs and CD players were gradually being phased out with 
51% of teens and 20% of adults owning mp3 players, numbers that would only increase as the years 
progressed. Now that Internet connections were so much faster, users began to download files as big as 
movies and video games in a fraction of the time that it would have taken only six years ago. In fact, 15% 
of adults downloaded or shared files using peer-to-peer file-sharing networks such as BitTorrent or 
LimeWire.18 Not only were people downloading files posted online by others, but they were also creating 
their own digital works and uploading them to the web. By 2006 39% of American teens shared content 
like photos videos, artwork or stories online. All signs that the Internet was increasingly becoming a 
significant means of self-expression and creative communications.  
 
My Life in 2006 (11th/12th grade): 
Since Facebook was now expanded, in 2006 I created a Facebook page and began to use it to keep in 
contact with my friends and family. It was a very simple interface and made keeping in touch and up to 
date with the lives of long distance friends much easier. By the end of the year I had deleted my 
Myspace account and only used Facebook for online social networking.  
 
I continued to take computer classes in school and by this time could type up to 90 words a minute, 
making essays and homework assignments a much quicker and simpler feat. This was very necessary 
because not only were homework assignments expected to be typed, but so were documents such as 
job and college applications. 
 
In 2006 I got my drivers license and one of the major changes that I’ve noticed between then and now is 
that I am worse at both finding my way around and reading directions. When I first began to drive I would 
read printed maps or use directions found on MapQuest and even follow directions I had been told 
verbally. Now I have become so reliant on GPS systems, both on my phone and as its own device, that I 
have trouble finding my way around new settings without it.  

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
17 Pew, “Tech Usage Over Time,” (16 Oct. 2012).  
18 Pew, “Trend Data (Adults),” (accessed 16 Oct. 2012). 
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2007 
By 2007 smart phones had become widely popularized, allowing people to access their emails, 
Facebook accounts and other websites through their phones.  From here, smart phones would only 
become more and more commonplace. By this point in time 36% of American teenagers were using text 
messaging, 51% were using cell phones to call their friends and 16% were using cell phones to email 
their friends. This increase in smart saw a decrease in landline use down to 35% of American teenagers, 
from 39% the year before.   
 
My Life in 2007 (12th grade/college): 
2007 was a huge turning point in my use of the Internet because I got my first personal computer. Not 
only was it my own for the using, but it was a laptop; now I could take the Internet with me wherever I 
went (well, wherever there was a wireless Internet signal to be connected to). I also got mu first cell 
phone with texting capabilities and began to use text messaging much more than phone calls because it 
was much faster and easier.  
 
I also graduated high school and went away to college in 2007. From the completely online application 
process through the digital course enrolment, the Internet was a vital part of being a university student. 
By this time there was no doubt that the Internet was an integral part of modern education. Professors 
expected all students to be familiar with educational websites, use and consistently check university 
specified email addresses and conduct research online as well as to type all submitted written works. 
With such a significant amount of research and information available on the Internet, many professors 
required students to submit copies of their papers to websites that would scan them for plagiarism and 
unauthorized use of online content.  
 
In late 2007 I created a Twitter account after my mom told me it was ‘going to be the next big thing’, but 
never really used it – I did not believe her, I did not understand how such short snippets of thought 
posted on a website could be such a big deal.  Little did I know that in just two years it would be one of 
the top five websites in the world.  
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2008 
The news event that dominated the United States in 2008 was the presidential campaign; it was a year of 
transition where a new administration would be elected into office. It was also the largest use of social 
networking websites in political campaign history. Barak Obama took full advantage of the popularity and 
impact of social media by creating a hugely significant online presence. There were videos, websites, 
Facebook and Twitter campaign efforts, all of which helped to encourage their main audience, young 
adults to vote. And it was successful; so successful that it is now commonplace for politicians to place an 
emphasis on their digital presence while campaigning. It was so successful because by November 2008, 
54% of American adults (a huge percentage of potential voters) used social networking websites with 
29% using two and 13% having three or more such profiles.19 
 
My life in 2008 (college freshman/sophomore): 
By 2008 I used the Internet for all of my classes, from emailing in assignments to researching and 
sourcing. I even began making artworks about my concerns and opinions of the Internet. My university 
also had a torrent server, where you could download anything you wanted from songs to movies and 
software in seconds or minutes. By this point I no longer paid for DVDs or music.  
 
The Internet was also the base of my social life; I would Facebook chat with friends that were just down 
the hall to coordinate outings or just procrastinate homework. In fact, by 2008 the Internet had become a 
serious inhibitor for my level of productivity. I would spend all night at the library, hours of which 
consisted of me wasting time on Facebook, distractedly checking my email or even just browsing the 
web, anything to avoid doing my actual work; a trend that was common among all of my friends and 
peers. 
 
In 2008 I did what I consider to be one of the largest turning points in my personal Internet usage; I 
ordered groceries online. If this is not the epitome of modern convenience and digital development, I 
don’t know what is. It was so easy, I went onto the grocery store’s website, shifted through images of all 
of their products and created a list of everything that I wanted and the next day it was delivered to my 
doorstep. Although, this was a one-time occurrence, it really made me realize that I was becoming very 
dependent on the Internet. This sparked personal effort to separate myself from the parts of the Internet 
that were not really necessary, despite how helpful they may seem. I wanted to be able to use the 
Internet, yet still be present in my physical life as well as digital life. This is a balance that I am still trying 
to find.  
 
  

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
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2009 
80% of Internet users used a high-speed broadband connection by 2009, with 55% of young adults 
(ages 18-29) now connecting to the Internet wirelessly on laptops and cellular phones, while 34% of 
adults (ages 30+) were doing the same.20 The web could now be found everywhere. Fast Internet speeds 
had become commonplace, and was now an expectation for professional adults and higher education 
students nearly all of whom required Internet access and resources to complete their work. Internet 
access was so necessary that high-speed connections became the norm and by 2009 only 10% of 
Internet users still connect via dial-up and only 4% of American computer owners did not have an at-
home means of Internet connection.21 
 

Social media sites were more popular than ever with 73% of teens and 72% of young adults using them 
on a regular basis, even 40% of older adults used social networking websites; more than half of all users 
even used multiple social networking sites by 2009.22 Young people had become so dedicated to their 
online presence that 63% of teens were going online daily.23 Of these teens, 29% were also using cellular 
phones to access their social networking accounts24. The most common social media sites being 
accessed among all of the above age groups were Facebook, MySpace and Linkedin.  
 

2009 was also the beginning of the Twitter boom, sparked by its involvement in major events such as Ai 
WeiWei’s arrest and the “Twitter Revolutions.” In fact, Twitter played a huge role in the developments of 
the Arab Spring and uprisings in Egypt (a topic which will be further discussed in the Politics and News 
section).  
 

Personal Narrative (college sophomore/junior): 
In 2009 both of my grandmothers added me on Facebook, bridging the digital generation gap. While I 
was impressed with their ability to use new technologies, it was a strange issue to have to deal with; 
before I was always able to mediate what my grandparents knew about me and with this, they were not 
only more up to date on my life, but could also see some things that I perhaps did not want them to see 
(until I limited their access to my page, of course).  
 

By 2009 I had become rather proficient in streaming movies and television shows online. I would watch 
movies or shows almost everyday, all of which I would watch instantly online. Pirated versions of movies 
were available on the Internet while they were in theaters and TV shows were still available almost 
instantly after they aired. While it was incredibly convenient and entertaining, it was also dangerous for 
my productivity, not to mention the legality. Also, by 2009 I got all of my news online, I didn’t have a 
television and never read printed newspapers, so all of my news would come from websites like Yahoo! 
and the New York Times’ site.  

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
20 Pew, “Social Media and Young Adults,” 28. 
21!Pew, “Social Media and Young Adults,” 6.!
22 Pew, “Social Media and Young Adults,” 17. 
23!Pew, “Social Media and Young Adults,” 7.!
24!Pew, “Social Media and Young Adults,” 20.!
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2010 
By 2010, Internet usage was at an all-time high and over 500 million websites existed.25 And the top ten 
reasons, in order, that American adults visited those sites were: seeking information on search engines, 
emailing, seeking information on a hobby, finding maps or driving directions, checking the weather, 
looking for medical or health information, looking for information about a service or product they are 
considering purchasing, getting news, passing time and shopping.26 The amount of blogging by teens 
and young adults had dropped while simultaneously rising among older adults; a cause of this is youth 
turning to ‘micro-blogging’ via status updates and ‘Tweets’.27 Twitter usage this year boomed in all 
demographics around the world, yet the most predominant demographic was American high-school 
aged girls,28 with 8% of online teens using Twitter.29 Also, 73% of American teens were using at least one 
form of social media,30 and of that margin, approximately ¾ have Facebook accounts.31  
 
By this point in time, the desktop computer was being phased out and wireless user rates were soaring 
(85% of Internet users connected via wireless networks)32 as a result, the usage of laptops increased, 
making it the primary computer for most Americans under the age of 3033 With nearly seven in nine (69%) 
of teens ages 12-17 having their own computer.34 The occurrence of digital devices is continually 
increasing among all age groups. As of 2010 many non-computer devices had been developed that 
allowed you to connect wirelessly to the Internet, such devices include cell phones, gaming systems, 
GPS devices and even cameras.  
 
80% of teens between ages 12 and 17 had a game console like a Wii, an Xbox or a PlayStation in 2010.35 
These gaming devices allowed users to play against opponents across the world, chat live with other 
players during the game, access the web and store and share information online.  
 
GPS units were both portable and had begun to be incorporated into the structure of vehicles. These 
wireless mapping devices use the Internet to map out routes taking traffic conditions and construction 
detours into consideration. They also allow users to map out longer distance trips without having to print  
long instructions or carry heavy atlases and complicated folding maps. Now GPS is an expected feature 
of most cellular phones.  

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
25 Bested Sites, “The Internet a Decade Later,” (accessed 1 Oct. 2012). 
26 Pew, “Trend Data (Adults),” (accessed 16 Oct. 2012). 
27!Pew, “Social Media and Young Adults,” 2. 
28!Pew, “Social Media and Young Adults,” 3.!
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30!Pew, “Social Media and Young Adults,” 2. 
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32!Pew, “Social Media and Young Adults,” 4.!
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Cell phone usage had skyrocketed by this time, with 58% of American 12-year olds, ¾ of teens and 93% 
of young adults (18-29) owning a cell phone by the year 2010.36 Out of those users, African American 
adults are the most active consumers of the mobile web; their use is growing at a faster pace than mobile 
Internet use among white or Hispanic adults.37  
 
With 73% of teens aged 12-17 and 72% of young adults aged 18-29 using social networking sites by 
2010 (whether it be via a cellular phone or on a computer) it is evident that there is a generational gap 
with the understanding and acceptance of the Internet (or at least a differing opinion and focus on the 
main purposes of the web) with a mere 40% of adults ages 30 and older participating on social 
networking websites.38 
 
My Life in 2010 (college junior/senior): 
In 2010 I got my first smart phone, so I now receive e-mail alerts constantly, am able to navigate using 
built in GPS and have access to the whole Internet on my phone. At first I was reluctant to get one, 
because I knew that I would be even more dependent on the Internet with it, but now I do not know what I 
would do with out it (as seems to be the case with most Internet based technologies). So much of what I 
now do is helped or influenced by my being able to access the web with my phone.  
 
It is probably for the best that I got a smart phone because now it is expected that I have constant 
access to my emails. Professors will send out an email just before class and expect you to have read it 
by the time that class starts. It is especially helpful if that email is telling you that class has been 
canceled.  
 
By 2010 I was spending a lot of time in coffee shops and Internet cafes that offered free Internet access 
because they provided a good place for studying, a cozier place than the library to get work done. 
Without a laptop for a portable means to connect to the Internet, I would not have been able to do so. 
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2011, NOW AND THE FUTURE 
As of 2012, 33% of the world population, a massive 2.27 Billion people, has access to the Internet.39 This 
figure is only increasing as the web develops more and more into a convenient, useful and necessary 
tool for modern life. By 2011 95% of American teens use the Internet- up 22% in only two years!40 This 
alone is enormous evidence that the Internet is rapidly and widely expanding at an unprecedented rate. 
One great example of this fast expansion is Twitter, by 2011 16% of American teens used Twitter, a 
number that doubled from two years prior.41 
 
As of 2012 the five most common usages of the World Wide Web among teens were social networking 
(80%), reading and gathering news (62%), shopping (48%), creative sharing (38%) and video chatting 
(37%).42 As further evidence of the generational gap in Internet usage, the five most common usages 
among adults in 2012 were search engines (91%), sending and receiving emails (91%), gaining 
information about a hobby or interest (84%), searching for a map or driving directions (84%) and 
checking the weather (81%). 43 Furthermore, as of 2012, 96% of Americans aged 18-29 used the Internet 
on a daily basis, with only 58% of adults aged 65 and up using the web.44 Despite these differences, 
trend- Internet usage among all age groups between 2000 and 2012 has rose 20-30%45 and will only 
increase as time progresses. 
 
With the expansion of the web, there has been a large amount of research conducted as to who uses the 
Internet and for what purposes. These studies have revealed differences in usage between 
demographics of age, race, gender and geographical location. For example, significant discrepancies 
are shown between the amount of Internet usage and the user’s education level, with only 61% of adults 
without a high school diploma using the web and 97% of adults with a college degree or higher 
connecting.  
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39 Bested Sites, “The Internet a Decade Later,” (accessed 1 Oct. 2012). 
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BUSINESS AND SHOPPING 
2000 to 2010 years saw an economic boom alongside some of the most significant internet-related 
developments, followed by a severe economic recession in America that began in 2007.  
 
Nearly half of online teens by the year 2009 had bought things online like books, clothing or music, a 
figure that has been ever increasing since 2000, when only 31% did so.46 The older the individual, the 
more likely they are to purchase goods via the web. Older girls drive this trend, with 57% of online girls 
between the ages of 14 and 17 making online purchases while less than half of online boys the same age 
shop online. 47 Teens who have bought things on the web were at 31% in 200, 43% in 2004, 38% in 2006 
(a sign of the impending recession) and 48% in 2009 as the economy began to regain status.  
Users are 18% more likely to make purchases online if they are connecting via a wireless connection 
than a non-wireless connection because speed allows for less time in second-guessing or waiting. 
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LEARNING AND THE BRAIN 
One major effect of digital communication has been an alteration in accepted English spelling and 
grammar (at least when using these modes of dialogue). For example, when texting, rarely do people 
type in complete sentences with full punctuation and if they do, it is seen to be more formal. Also, it is not 
uncommon for people to abbreviate words or substitute symbols for words. Frequent examples of this are 
‘u’ instead of ‘y-o-u,’ ‘2’ instead of ‘too’ and a heart shape instead of spelling out the word ‘l-o-v-e.’ Along 
with these alternate spellings, small images, or ‘emoticons,’ can be used to symbolize emotions for this 
medium through which it is difficult to decipher connotations.  
 
One of the most major changes brought about by digital media is the prominence of multitasking. Such 
ease of communications and access to information has put society into overdrive, with quicker expected 
turn-arounds and bigger anticipated results for even the simplest of tasks. With the embracement of such 
immense technology, comes a culture on overdrive. You could walk into almost any office and find 
people talking on the phone while using a computer or into any library and find students doing readings 
and checking Facebook ‘simultaneously.’ Experts have even declared multitasking “not just a skill but the 
crucial skill for successful work and learning in digital culture48.” This constant need to multitask, for 
many, has also hindered productivity. For example, in any WiFi enabled lecture hall you will find students 
on Facebook, YouTube or other such websites. Our digital devices encourage a new concept of time 
because they hold the promise that one can layer more activities onto it; while texting you can do 
something else, texting doesn’t seem to take time but rather, to give you time.  
 
However, while multitasking feels like a more productive means of accomplishing tasks, studies have 
shown that “multitasters don’t preform as well on any of the tasks they are attempting. But multitasking 
feels good because the body rewards it with neurochemicals that induce a multitasking “high.” This high 
deceives multitaskers into thinking they are being especially productive.49 This attempt at multitasking 
has reduced the attention span of a large portion of society.   
 
With an abundance of information readily available comes a wider range of knowledge. One huge source 
of information (with its legitimacy and truthfulness often contested) is Wikipedia, an online encyclopedia. 
10 years ago the site was created and it quickly expanded to include the nearly seventeen million entries 
that it now houses.50 
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SOCIAL INTERACTIONS 
As time passes, people are becoming more and more comfortable with public sharing on social media 
sites, for example, private messaging decreased by 20% and wall posts increased between 2006 and 
2009.51 The new ability to think through what we say to others, via email and texting gives ease to the 
unpleasant social interactions that people would prefer to use instead of potentially unpleasant face-to-
face encounters. “The advantage of screen communication is that it is a place to reflect, retype and edit. 
It is a place to hide…52” 
 
The Internet has even changed how we travel, not only do we arrange trips and accommodations 
digitally, but while away we remain tethered to home with easy communications between family and 
friends on Facebook and cell phones. We are no longer thrown completely into unfamiliar surroundings. 
This is symptomatic of a generation unable to separate itself from its parents, yet in a completely new 
way. Children spend less time interacting face-to-face or on long phone calls with there parents, yet more 
time connecting digitally on a more frequent basis, texting or chatting online multiple times a day.53  
 
Not only are we more available while traveling, we are also more available when at work or even at home. 
The ability to be connected constantly has created a demand for constant availability for communication. 
With this constant availability comes a higher expectation for quick response times. It is common belief 
that texts should be responded to immediately and emails should be responded to within one or two 
business days. 
  
The web has even altered how the world approaches romantic relationships. Online dating websites were 
created to match people with potential mates that they, perhaps, would not have met in their regular 
social circles. Initially online dating was viewed as a ‘cop-out’ for people who were unable to behave 
normally or meet people in person, or even as a dangerous place where you could not trust people to be 
who they claimed to be. However, as time passes, this is becoming a more culturally accepted means of 
starting a relationship. 69% of American adults that use the Internet, use it to search for info about 
someone they know or might meet54 and 53% use online classified ads or sites like Craigslist.  
Meeting a mate is not limited to dating-specific websites, people now have the ability to ‘meet’ on any 
website that has a comment, forum or information sharing component.  
 
It is not uncommon for people to be ‘friends’ or in a ‘relationship’ for years with solely digital 
communications. Many people voice concerns about the safety of such behaviors because of the 
allowance of the web for one to create an artificial persona. The documentary film Catfish (and the spin-
off TV show of the same name) explores this very topic, with a young man meeting the ‘love of his life’ 
online, only to find out when he meets her in person, that she was not who she said she was (neither by 
!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
51 Pew, “Social Media and Young Adults,” 20. 
52!Turkle, Alone Together, 187.!
53!Turkle, Alone Together, 178.!
54!Pew, “Trend Data (Adults),” (accessed 16 Oct. 2012).!



Generation Digital 
   
!

26 of 34!
!
!

!

name nor picture). In fact, many films and TV shows explore the dangers and joys of online relationships 
and/or lives influenced by the Internet. Such films and shows include SwimFan, Awkward, The Craigslist 
Killer and The Social Network among many others.   
 
People that turn to games or virtual realities, take advantage of the opportunity to have a ‘new self’ or to 
see how events would play out if circumstances were different. Venues like Sims and Second Life allow 
users to create avatars to form an alternative self, as they would like to appear to others. People are 
given the opportunities to hide behind these digital selves and in turn, online they often act larger than 
life. They have finally been given the opportunity to take control of their social circumstances and are 
spared the harsh judgments and cruelties of face-to-face interactions that many have experienced 
before. This is true even in the world of social networking young people will get ‘performance anxiety’ 
when trying to create the ideal projection of themselves to their digital peers.55 By 2009, 8% of American 
teens visited virtual worlds such as Gaia, Second Life or Habbo Hotel.56 
 
 
People not only turn to the Internet to escape, but to confess. Blogs and forums create a platform for 
anonymous confessions, a place to admit what you have done or voice qualms with what others have 
done; it even provides a place for people to simply rant about everyday life. Blogs are a diary that can be 
read by the whole world and the writer can chose whether or not to appear anonymous to their readers.  
Online creative outlets span from writing and ranting to posting photographs and videos. Pop sensations 
like Justin Bieber were ‘discovered’ online via video sharing websites like YouTube. People could now 
post videos online of their skills, talents or life stories. This significantly increased not only the visible 
talent pool, but also their visibility and likely-hood to become ‘viral’ or even more popular and widespread 
than they would have been without the Internet.  
 
Pop sensations like Justin Bieber were ‘discovered’ online via video sharing websites like YouTube. 
People could now post videos online of their skills, talents or life stories. This significantly increased not 
only the visible talent pool, but also their visibility and likely-hood to become ‘viral’ or even more popular 
and widespread than they would have been without the Internet.  
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POLITICS AND THE NEWS 
Ever since the 2004 primary run of Howard Dean, the web has been used to rally political supporters. 
The Obama campaign of 2008 revolutionized the American campaign by having an enormous online 
presence through everything from photos and videos, to voter registration sites and campaign blogs.  
 
2/3 of internet-using teens consume online news about current events and politics as of 2009.57 This 
number has remained relatively consistent at about 60-70% since 2000, with spikes during the 2004 
(76%) and 2008 elections. The older the individual, the more likely they have been shown to use the 
Internet as a source for news and current events (the ranges do not vary between gender). As of 2012 
61% of Internet using American adults use the web to look for news or information about politics.58 
 
Major political events from the first decade of the 21st Century include: 9/11, beginning of wars in 
Afghanistan and Iraq, Winter Olympics (2011, 2009, 2007, 2005, 2003, 2001), Summer Olympics (2012, 
2008, 2004, 2000), Black Monday (recession of 2007), Arab Spring (2009), Tsunami in Japan, 
Earthquake in Haiti, Hurricane Katrina, G8 summit riots,  
 
Not only are people gathering political news and world events, but they are also accessing popular-
culture news at a more readily available pace than ever. For example, the death of world-renowned pop 
artist, Michael Jackson was publicized almost instantly.  
 
 
The Internet not only provides political information and news, but also carries with it the reverse, with the 
government being allowed to find out large amounts of information about you. While many people post 
large amounts of information online, you still must be conscious of how you will appear to others. A friend 
put it well when he said, “the Internet makes you think twice about taking severe political action, like 
attending a protest, because you never know what photographs or evidence will appear and who will see 
it.” This also is true of legal evidence being posted on the Internet, such as photos of underage kids 
drinking, a common problem in high schools. 
 

  

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
57!Pew, “Social Media and Young Adults,” 20.!
58!Pew, “Trend Data (Adults),” (accessed 16 Oct. 2012).!
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CONCLUSION 
The Internet’s scope raises many questions of how it will technologically develop in what new ways we 
will use it as well as ethical questions regarding our dependency socially, intellectually and economically. 
Several such questions to consider include:  
- What are the long-term benefits of the Internet? 
-What are the environmental impacts of the Internet? 
-What websites will become the most popular and influential? 
-What will be the next huge development in digital technologies? 
-Is such reliance on the Internet a permanent factor in our future? 
-What are the long-term psychological affects of becoming so dependent on social media or web based 
devices? 
-How will social media help the next presidential election? 
-Will more political unrest be instigated or promulgated via social media? 
-Will news become less impactful now that so much of it is so quickly available that pieces are being 
written about more and more trivial topics? 
 
From the shape of our economy to the way that we interact with one another, the Internet has affected 
nearly every aspect of modern society. The generation that has grown up with the Internet and 
experienced life before an all encompassing digital era is the perfect teaching tool for the generations 
prior and those following, demonstrating that while the Internet is very important and useful, it is not vital 
and one must be aware of their ‘real-life’ surroundings as well.  
 
Shery Turkle sums this topic up well with this quotation: 

People love their new technologies of connection. They have made parents and children feel 
more secure and have revolutionized business, education, scholarship and medicine. It is no 
accident that corporate America has chosen to name cell phones after candies and ice cream 
flavors: chocolate, strawberry, vanilla. There is a sweetness to them. They have changed how 
we date and how we travel. The global reach of connectivity can make the most isolated outpost 
into a center of learning and economic activity. The word “apps” summons the pleasure of tasks 
accomplished on mobile devices, some of which, only recently, we would not have dreamed 
possible…59 

 
 
 
 
  

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!
59!Turkle, Alone Together, 152.!
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ASSETS  
Generation Digital will use several different types of objects to tell the story of the Internet’s development 
and impact from 2000 to 2010. The exhibition will contain examples of technologies, interactive stations, 
multi-media audio and visual components as well as works of art.   
 

OBJECTS 
Objects in this exhibition will include a full set of the 2008 edition of Encyclopedia Britannica, an iPad, an 
iPhone, an iPod, the first Blackberry Smart Phone, a Kindle, a Garmin GPS system, and the first Smart 
Phone. These objects will be used to show the technological advancements made in the past 10 years.  
 

ARTWORKS 
This exhibition will feature several artworks that use the Internet as either a medium or subject matter. 
Works displayed include pieces by Brian Piana, Debo Eilers and Evan Roth.  
 

VIDEOS 
There will be many video screens placed throughout the exhibition. Several screens will contain personal 
testimonials while others are interviews or clips from Internet related topics. There will be several videos 
on each screen and they will play in a repeating loop. The exhibition will also contain a large theater, 
which will play a short film (approximately ten minutes long) made especially for Generation Digital. The 
videos are crowd-sourced testimonials about Internet usage as well as pre-existing YouTube videos and 
clips from films and television shows.  
 

INTERACTIVES 
One of the major features of Generation Digital is interactive components. Throughout the exhibition there 
are touch screen computers with Internet access to various sites such as Twitter, Wikipedia and Google. 
A photo booth is set up where visitors can take a photo and post it directly onto the show’s Instagram 
page. Another feature is a YouTube video booth to record reactions and testimonials. Several video 
games are placed in the exhibition as well as a virtual pin board, similar to Pintrest. In a separate space 
attached to the main gallery there is also an Internet café where visitors can browse the web on their own 
computers or computers provided.  
 

TAKE AWAYS 
Many components of Generation Digital can be accessed from home and provide visitors with further 
resources on the topic. The exhibition has a website with features such as links to videos and articles, 
posted photos and videos taken in the exhibition and a virtual tour through the exhibition. Twitter 
(#GenerationDigital) and Facebook pages (www.facebook.com/GenerationDigitalExhibition) are available 
for visitors to post their thoughts and reactions and is used as a means for updating followers about 
upcoming or relevant events or studies in the news. A QR code is on exhibition advertisements and when 
scanned, it takes visitors directly to the Generation Digital website.
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APPENDIX ONE: RESEARCH PLAN 
The research for Generation Digital was conducted through several forms of media including, printed 
books, online statistical databases, websites, videos, interviews and surveys. The first step in the 
research was to conduct a Google search for books written about the societal impacts of the Internet. 
From there, sources were narrowed to those written most recently and by authors with the most relevant 
backgrounds. A library resource search was also conducted for all of the Internet related books and 
videos in the collections of the Corcoran College of Art + Design library. Several other sources were 
found via earlier sources or sporadically through unrelated Internet and book browsing.  
 
The initial Google search resulted in the following book sources: The Digital Divide: Arguments for and 
Against Facebook, Google, Texting and the Age of Social Networking by Mark Bauerlein and 
Generation Digital: Politics, Commerce and Childhood in the Age of the Internet by Kathryn C. 
Montgomery. The Digital Divide is a book of essays from the 1990’s and 2000’s that explain the issues 
surrounding the Internet at that time- and examples of change since then. This book was one of the 
primary sources for the exhibition. As the title suggests, the book Generation Digital by Montgomery (a 
writer, media scholar, professor at Emory University and former director of Research and Analysis at the 
National Endowment for the Arts), discusses how the digital world affects children in contemporary 
society.  
 
The Corcoran College of Art + Design library contained several books used in the creation of this 
exhibition, including New Media by Martin Lister which is a comprehensive introduction the culture, 
history, technologies and theories of new media. The text is assembled by five scholars and written as an 
educational tool and “considers the ways in which new media really are new, assesses the claims that a 
media and technological revolution is underway and formulates new ways for media studies to respond 
to new technologies”. The library also housed Digital_Nation a PBS film that explores all aspects of the 
Internet’s impact, both positive and negative.  This film was created by producer Rachel Dretzin, an 
award-winning documentarian and journalist, and correspondent Douglas Rushkoff, the author of several 
books on the digital world and a contributor to several key essays in The Digital Divide.  
 
A significant amount of research was conducted and general knowledge gained via Internet browsing. 
Several sites that contained useful knowledge, but may not be used for specific information or directly 
cited or quoted text includes http://www.edutopia.org/digital-generation which tells the stories of today’s 
kids and their engagement, self-directed learning, creativity and empowerment in relation to the Internet. 
The site was created to help educators and parents understand how “kids learn, communicate and 
socialize in very different ways than any previous generation.” This project is a part of The George Lucas 
Educational Foundation, which is “dedicated to improving the K-12 learning process by documenting, 
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disseminating and advocating for innovated, replicable and evidence-based strategies that prepare 
students to thrive in their future education, careers and adult lives”.  
 
When searching for figures and statistics on Internet and digital device usage the two sources that 
proved to be most useful were The Oxford Internet Institute which researches/publishes information 
about Internet access, interactions, statistics and policy, and The Pew Internet and Research Institute 
which provides facts and research on the issues, attitudes and trends shaping America and the world. 
The Pew Institute’s aim is to be “an authoritative source on the evolution of the internet though surveys 
that examine how Americans use the Internet and how their activities affect their lives”. They publishes 
very useful information regarding device and specific site usage with relation do age, class, race and 
gender demographics.  
 
In order to find art works related to digital media, a Google search was conducted and the website for 
The Diane Farris Gallery proved to be vital. The gallery held an exhibition called Twitter/Art + Social 
Media, which displayed works that use social media for inspiration, production and presentation. The list 
of works and descriptions helped in the selection of several pieces for inclusion in Generation Digital. 
Other works were found while browsing the Internet or through recommendations by art professionals.  
 
Information was also crowd-sourced using a survey. The survey was given to about 50 people of varying 
ages, races and genders.  The following questions were asked: 
 

1) When did you begin using the Internet on a regular basis (professionally, in 
school and in your personal life)? Has the way that you use the Internet 
changed in the last 10 years? If so, how? 
2) How has the Internet affected your life? Which is the most significant way in 
which it has changed something in your daily life? 
3) How has your personal/social interactions with others changed as the 
Internet becomes more prevalent? 
4) For what purpose do you use the Internet the most (i.e. communication, 
research, gaming, etc.)? What websites do you visit the most? 
5) Do you consider yourself to be dependent on the Internet (socially and/or 
professionally)? 
6) Approximately how many hours a day/week do you spend online? 

 
The survey was passed out to roughly 50 young adults, both professionals and students to gain a 
general idea of the local DC population’s interactions with the Internet. The results were compiled and 
used statistically in the exhibit, as well information about which websites are featured in the exhibit.  
 
An interview with Fred Bollerer proved to be very informative and useful for the research of Generation 
Digital. Fred was very active in Internet research and predictions in the 1990’s and through the early 
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stages of the commercialization of the Internet. Bollerer was involved in predicting the Internet’s political, 
economic, social and technological impacts on today’s society. He was a lead to other sources and 
assets and also completed a personal testimonial about his experiences with the Internet, which will be 
used in the exhibition.  
 
The following research schedule was implemented for the research of Generation Digital: 

 
Task: Select sources and create bibliography 

" Search in Corcoran Library 
" Search online 

Deadline: September 16, 2012 - COMPLETED 
 

Task: Finish watching films 
Deadline: September 18, 2012 - COMPLETED 
 

Task: Gather details on China’s censorship 
" Search news 

Deadline: October 6, 2012 - COMPLETED 
 

Task: Gather information on the Arab Spring 
" Search news  

Deadline: October 6, 2012 - COMPLETED 
 

Task: Gather and sort testimonials on Facebook page 
Deadline: October 9, 2012 - COMPLETED 
 

Task: Select final works 
Deadline: October 9, 2012 - COMPLETED 
 

Task: Gather personal testimonials 
" From Facebook and Twitter pages for Generation Digital 

Deadline: October 9, 2012 - COMPLETED 
 

Task: Find dimensions and exact media of all works 
Deadline: October 9, 2012 - COMPLETED 
 

Task: Gather tweets from Twitter page 
Deadline: October 9, 2012 - COMPLETED 
 

Task: Find current locations and donor information 
Deadline: October 16, 2012 – COMPLETED 
 
Task: Finish reading books 
Deadline: October 16, 2012 - COMPLETED 
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Task: Finish searching through selected websites 

" Gather hard facts and figures for each section 
Deadline: October 16, 2012 - COMPLETED  
 

Task: Interview Fred Bollerer 
Deadline: October 17, 2012 - COMPLETED 
 

Task: Gather financial statistics 
" Search already selected websites  

Deadline: October 23, 2012 - COMPLETED 
 

Task: Assemble personal video testimonials  
Deadline: October 30, 2012 - COMPLETED 
 

Task: Follow political campaigns on social media 
" Document results 
" Keep eye on how many people post on Facebook about campaigns 

Deadline: now through November 6, 2012 - COMPLETED 
 

Task: Secure collateral and visual assets 
" Contact sources for further information 
" Determine dimensions 

Deadline: November 20, 2012 - COMPLETED 
 

Task: Finalize bibliography 
" Discard irrelevant sources 
" List specific pages and quotations 
" Perfect formatting 

Deadline: November 20, 2012 - COMPLETED 
 

Task: Completed 100% final draft  
Deadline: November 27TH - COMPLETED 
 

Task: Edit 
Deadline: December 4th, 2011 - COMPLETED 
 

Task: 100% completion of written report 
Deadline: December 11th, 2012 - COMPLETED  
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