
Growing up online
Much has been written and re-written about
the current attitude, skill, attention span,
preferences, skills and knowledge of the
current generation growing up online. 

There is little consensus on which educational
technologies are more or less valid, yet broad
agreement that the generally fast-
paced uptake of technology in
society will continually bring new
challenges and problems for
educators still learning to develop and
manage socially inclusive learning
environments. 

Much discussion surrounds four things:
growth, constraint, collapse and trans-
formation. This article discusses the
importance of digital culture in
pedagogical practice by considering
how social frameworks and boundaries are impacting
learning and teaching.

Segal (1994) predicted at the eye of this technologi-
cal-storm would be a complex web of social,
economic, technical, organisational, and individual
factors interacting to influence which technologies are
adopted and to alter the effect of a technology after
it has been adopted. Today, across geographies,
cultures and organisations, people have claimed new
digital-identity. 

Wikipedia describes the once fictional metaverse as
virtually enhanced physical reality and physically
persistent virtual space which includes the sum of all
virtual worlds, augmented reality and the internet. The
term metaverse was coined in Neal Stephenson's 1992
science fiction novel Snow crash, where humans, as

avatars, interact with each other and software agents
in a three-dimensional space that uses the metaphor
of the real world. For online cultures, the metaverse
is no longer a fiction, but a connected reality of 
daily life.

Despite the phenomenal rise in use and sophistication
of digital mediums in the last decade, by and large
education has framed the Internet as a two-dimen-

sional medium of web-pages and
content rather than as a collection of
immersive things. Kevin Ashton in 2009,
presented the idea of The internet of
things, arguing the internet has almost
wholly been dependent on human
beings for information. The data
available has first been captured and
created by human beings by typing,
pressing a record button, taking a
digital picture or scanning a QR code
etcetera. 

Semantic web
Whereas the internet used to be mainly concentrated
on the interchange of documents, its future, often
called the semantic
web, is about two
things. It is about
common formats
for integration and
combination of data
drawn from diverse sources, and language for
recording how the data relates to real world objects.
That allows a person, or a machine, to start off in one
database, and then move through an unending set of
databases, which are connected, not by wires, but by
being about the same thing <www.w3.org/2001/sw>.
In short, the internet of things is no longer driven by
humans publishing more content, but by machines
interpreting human interaction.

14 Learning and teaching

In short, the internet of
things is no longer driven
by humans publishing
more content, but by
machines interpreting
human interaction.

Evolvability: a world of persistent
ambient digital culture

Dean Groom, Head of Educational Development Design at Macquarie University, NSW, is
interested in renewing curricula and professional practice by embedding new pedagogical
classroom practice to create authentic, realistic and relevant learning for today’s learners.

@ vormamim

<http://deangroom.wordpress.com>

http://www.w3.org/2001/sw/

