Chapter 1: Introduction to New Media

Convergence – process by which media technologies, industries, and services are merging 

Interactive – ability to contribute to as well as consume media; it is generally reserved for activities that extend beyond merely changing channels
· Internet services are almost all interactive 

Web 2.0 – sometimes called the ‘read write’ web; refers to a website in which the contributions to and evolution of the site happens through the web, by the users of the website 

Why ‘New’ Media?
· Networked personal computers and other digital media technologies are now so common in our work, our home lives, and the myriad everyday interactions we have with each other, that they are ceasing to be ‘new’ in any meaningful sense
· New media involves the combination of the three Cs (refer to Figure 1.1 on page 3):
· Computing and information technology (IT)
· Communications networks
· Content and digitalized media (arising out of another process)
· A fourth C is convergence

Convergence 
· Convergence refers in the first instance to the interlinking of computing and IT, communication networks, and media content that occurred with the development and popularization of the Internet, and the convergent products, services, and activities that have emerged in the digital media space 
· Ex. There are media companies that own Internet companies and television shows with websites, all available on devices such as mobile phones and computers that were formerly dedicated to conversations and calculations 
· Second element of convergence is morphing of devices as they become multi-purpose conduits for a range of activities involving digital media 
· Ex. Computers became telephones through Skype 

Digital – made of discrete (usually binary, 1 and 0, on and off) units

· Such media, or forms of digital information, have the characteristics of being:
· Manipulable 
· Digital information is easily changeable and adaptable, at all stages of creation, storage, delivery, and use 
· Networkable 
· Digital information can be shared and exchanged between large numbers of users simultaneously, and across enormous distances 
· Dense
· Very large amounts of digital information can be stored in small physical spaces (Ex. USB flash drives) or on network servers
· Compressible 
· The amount of capacity that digital information takes up on any network can be reduced dramatically through compression, and decompressed when needed
· Impartial
· Digital information carried across networks is indifferent on how it is represented, who owns or created it or how it is used 
· New media needs to take account of three elements:
· The artifacts or devices that enable and extend our ability to communicate 
· The communication activities and practices we engage in to develop and use these devices
· The social arrangements and organizations that form around these devices and practices 
· New media is interactive in a way that previous media was not usually thought to be 

Remediate – describes how new media adopts and extends old media 

· Media technologies that were previously dominated by a one-way flow of content (newspapers, film, radio, television) are giving way to media forms that are inherently and profoundly interactive and two-way 
· New media takes the power of the mass media to aggregate large groups and takes the ability of interactive media to involve participants and blends these as never before 
· It is this blend that makes new media distinctive from previous media forms
· It is why new media is not simply a matter of newness or specific technologies  

Internet History
· While convergence has now spread across a range of platforms and devices, it was the emergence and mass popularization of the Internet that heralded the rise of new media
· Brought together computing and information technologies, communication networks, and media content
· Internet refers to:
· Technical infrastructure of computers and other digital devices permanently connected through high-speed telecommunications networks 
· Forms of content, communication, and information sharing that occur through these networks 

Internet – electronic network of networks that links people and information through computers and other digital devices allowing person-to-person communication and information retrieval 
· Refers to global information system that:
· Is logically linked together by a globally unique address based on Internet Protocol (IP)
· Is able to support communications using the Transmission Control Protocol/Internet Protocol (TCP/IP)
· Provides, uses, or makes accessible, either public/private, high level services layered on the communications and related infrastructure 
· Significant Elements in Internet History
·  Packet switching – the process by which messages are converted into small bundles (packets), each with its own address information, to permit message passing by simple computers [1960s]
· Established the principle of a decentralized network with no single point from which control can be exercised
· Development of common set of networking protocols, which enabled researchers in various local area networks (LANs) to communicate with one another through interconnecting these LANs with a wide area network (WAN) [1974]
· Came to be known as TCP/IP
· Internet would become both a public and global communications medium, as all computers and computer networks could communicate with one another in a common language  must address HOW people could connect with others
· National Center for Supercomputer Applications (NCSA) develop Mosaic, the first popular web browser 
· Ability to use web browsers such as Internet Explorer to access online content through web saw the mass popularization of the Internet 
· It allowed for display of colour pictures, music, and audio and introduced multimedia capabilities 
· Hypertext – allows for linking of information, where links from one information source provide simple point-and-click access to related information available from other sources [1963] 
· Development of Hypertext Transfer Protocol (HTTP) and Hypertext Markup Language (HTML) for writing codes on the web 

People Behind the Internet and the Applications Side of Internet History 
· Internet technologies enabled information to move from place to place and enabled email and computer sharing 
· However, other capabilities attracted the masses for the popularization of the Internet
· Cataloguing and Searching
· At first, the problem of finding things on the Internet was not an issue because the only things on the Internet were things that one user put there for another user 
· Retailers decided to set up catalogues on new website  turned into a business by selling advertising alongside the listings 
· Ex. Yahoo! 
· Search engines are important from a technical and ease of use perspective, but they have profound social, political, and cultural implications 
· A search engine is an important tool to exercise power of an information society 
· Ex. Finding something online, people often ‘Google’ it
· Encyclopedias
· For more than a hundred years, average people have looked to an encyclopedia for answers to everyday topics 
· Was a major resource for homework and information
· Wikipedia 
· Founded by Jimmy Wales, he thought putting an encyclopedia online was an obvious thing to do 
· Opened up the site to submission and review, using a new set of tools known as ‘Wiki’ technology 
· Became one of the most widely used sources of information on the Internet 
· Thousands of entries are created each day and undergo revision 
· (Amateur) Film Making
· Images and video increasingly began to appear online in the 21st century; much of that content coming from home users who created it (user-generated content)
·  Getting video online was difficult for amateurs until the arrival of video clip sharing on YouTube 
· Circulation of amateur video is made much easier by sites such as YouTube, but creating of such video in first place is the outcome of a downward spiral in cost of recording, editing, and compressing audio-visual material 
· Status/Friends
· Social media sites such as Facebook have not just redefined language used in socializing online, but they have become hubs for socializing, political organizing, and commercial promotions 
· Along the way to ‘aiding understanding’ or doing Internet searches, companies such as Facebook have spawned an entire industry of add-ons, applications, and links to other online software that generates considerable revenue
· Ex. FarmVille, Marketplace 
· Most social media sites emphasize the sharing of brief updates (microblogging) and the creating, maintaining, and building of a social network 

The Growth of the Internet
· The Internet has become the world’s second-fastest growing medium, after mobile phones 

The Global Internet 
· Today, the Internet has a far more globally diverse user base 
· This diversification has been growing for more than a decade, as the regional Internet populations have come to more closely resemble their absolute numbers in world population figures 

Digital Divide
 
Digital divide – the gap between those who have access to the Internet and those who do not 
· Term is sometimes expanded to include gaps related to speed of access as well as capabilities to use the services 

· Important to distinguish between:
· Global divide or differential Internet access between nations in capacity, local websites, etc.
· Social divide or gaps within nations in terms of access to the Internet as a means of social engagement 
· Computing hardware, software, and skills required change so quickly, the opportunities to learn these new skills are unequally distributed

Long tail – large number of items that make up a small sales volume individually but together may account for a non-trivial opportunity for retailers (Ex. Amazon.com) who can deliver these goods to people who want them 

Globalization and New Media

Globalization – the process by which markets, technologies, cultures, and businesses are homogenizing and becoming accessible everywhere on the planet
· Can refer to process of moving jobs and capital to the place where they will reap the largest return 	
· Ex. Jobs moving to third-world countries 
· Globalization has turned out to be a key issue for social justice activists and scholars 

The Conduit and the Content
· Through the web, a rapidly growing number of Internet users were able to access a dramatically increased range of forms of digitalized content, delivered across telecommunications networks via personal computers
· Personal computers has become a single media platform able to deal with multiple media forms 

Interface – the way a user experiences software or hardware, epitomized by the WIMP (windows, icons, menu, pointer) desktop that has become the standard for computer operating systems 
· It recognizes the cultural practices that enable users to engage with technology 

· Question of technical conduit or means by which online content is distributed, delivered, and accessed by the user, has become considerably more complex in the age of new media 
· Factors related to accessibility and quality of user experience:
· Age of computer being used and software installed on that computer 
· Whether user is accessing content for dial-up or broadband connection to speed of downloads available from that connection
· Quality of service and available modes of delivery (Ex. Wireless, dial-up) in the physical location from which the content is being accessed 
· Type of computer being used (Ex. Mac vs. PC)
· Software being used to access content (Ex. Web browser)
· Nature of users themselves 
· As computing, communications, and media industries are brought closer together by technological and industry changes, disparities across content forms become more significant 
· A range of wireless technologies and applications have been developed that are increasingly shifting the focus of ICTs from desktop to a range of portable, handheld devices 



Web 2.0

Web 2.0 – refers to the website in which the contributions to and evolution of the site happens through the web, by the users of the website 
· The business revolution in the computer industry caused by the move of the Internet as platform, and an attempt to understand the rules for success on that new platform 

· Concept of Web 2.0 has caught on for two main reasons:
· It has embedded within it a range of features that have long been seen as central to the web as communications infrastructure
· Social networking – websites that are designed around connections between users; key feature is ability to identify friends or followers and to keep up to date with their activities online 
· Quality of participation increases as number of participating users increases  this in turn attracts more users to the site 
· Some of fastest growing websites are based on Web 2.0 principles 
· Ex. Flickr, Wikipedia, YouTube, Facebook, etc.
· User-generated content – unpaid contributions of the users of a service; peer production 
· Core Principles of Web 2.0 
· Many-to-many connectivity
· Decentralized in control
· User-focused and easy for new users to use 
· Open in terms of their technology standards 
· Relatively simple and lightweight in there design, their administrative requirements, and their start-up and ongoing development costs
· Expected to evolve and change over time, as users make new modifications to sites 

Tagging – descriptive term for piece of content or a key word; act of copying these tags 

· A significant factor in promotion of Web 2.0 is the dot.com crash of 2000 and lessons learned from it, where very large number of small investors lost wealth due to the unrealistic business models of a plethora of Internet start-ups
· Start-ups had high initial costs 
· [bookmark: _GoBack]One key benefit of new media is that it is endlessly adaptable 





