Chapter 1: Using Technology to Change the World

Political Issues

Social Networking Tools – enable the gathering of groups of people to connect and exchange ideas (i.e. Facebook, Twitter). Social networking is used as a political strategy by many politicians. 

· Advantage: others can immediately connect and engage in two-way conversation. 

Crisis-Mapping Tool – collects information from e-mails, text messages, blog posts and Twitter tweets and then maps them, instantly making the information publicly available (i.e. Ushahidi was created in a few days and distributed globally for free). 

Other Global Issues

Health Care – computationally intense modeling software is helping researchers increase the pace of vaccine production, saving lives. Retinal prosthetics are being addressed using technology.  

The Environment – cell phones with built-in atmospheric sensors

The Digital Divide – gap between those with easy access to technology and those with little to no access; leads to social issues. 

· Social Issues: those who lack access to the Internet and computer don’t develop computer skills, which are critical to future success. 
· Disadvantage: prevents us from using all the minds on the planet to solve the planet’s problems. Solution: The Next Einstein Initiative project

Technology and Our Society

Technology Impacts How We Think

Web 2.0 – functionality that enables users to contribute content easily to the web and to be easily connected to each other.  

Cognitive surplus – excess time and free tools for collaboration 

Modern theories of motivation show that people apply their free time in altruistic causes and for no money because of the excitement of:

· Autonomy: the freedom to work without constant direction and control
· Mastery: the feeling of confidence and excitement from seeing your own skills progress
· Purpose: the understanding that you are working for something larger than yourself

Technology Impacts How We Connect

Connecting Through Music – people connect intimately in gatherings and local celebrations through shared experiences (i.e. Virtual Choir). 

Connecting Through Business – people can post their ideas for community projects, games, and inventions and to ask for funding directly. 

· Crowdfunding  - generating capital to start a business (i.e. Kickstarter). Asking for small donations from a large number of people, often using the Internet. 

Technology Impacts How We Consume

QR (quick response codes) allows any piece of print to host a link (website URL) to online information and video content. Allows consumers to comparative shop and do research before and while buying. 

Crowdsourcing – enables consumers and marketers to know the newest trend (i.e. MobileVoice)

Per-use subscriptions - access Versus Ownership – subscription-style business models (shared cars, bike-rentals)

Collaborative Consumption – Opportunities to redistribute the things we have purchased and to share the services a product provides instead of owning it outright. Increases the use of a single product by sharing access to it. 

Technology at Home

Computer Literate – understanding computer capabilities and limitations and know hot to use them safely and efficiently. 

· Avoid falling prey to hackers and viruses 
· Protect yourself from identity theft
· Separate the real privacy and security risks from things you don’t have to worry about 
· Find information and use the web effectively
· Avoid being overwhelmed by spam, adware, and spyware
· Diagnose and fix problems with your hardware and software

Spam – electronic junk mail

Software – instructions that tell the computer what to do 

Technology and Your Career

Information Technology (IT) – field of study focused on the management and processing of information and the automatic retrieval of information 

Data mining – used in the Retail Sector; the art of translating huge volumes of raw data into presentations like charts and graphs that provide managers with information, such as buying trends, that enable them to make better decisions. 

Computer forensics – analyzes computer systems with specific techniques to gather potential legal evidence. 

Augmented reality – combines our normal sense of the world around us with an additional layer of digital information. 

Affective computing – developing systems that can recognize and simulate human emotions. The MACH project shows that computers can help people with interpersonal skills development. 

Computers have the ability to:

· Respond to human facial cues
· Re-create environments from hundreds of years ago
· Transmit information from inside the human body

Simulation software used in education includes: the Interactive Body

Digestible microchips have embedded sensors to transmit information to physicians. 
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