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Focus

Å Broader approach:  who are our future readers?

ÅMove beyond popularized stereotypes:  digital natives & 

immigrants

Å Youth engagement in the digital world

Å Patterns of youth information engagement

Å Reading in the digital environment

ÅMove from a deficiency to and empowerment framework:  

mutuality of intent

Å Building partnerships and collaborations with youth



Moving Beyond Popularized Stereotyping



Moving Beyond Popularized Stereotyping

Digital 

immigrant?
Digital 

native?



Digital Natives / Immigrants

Å Digital Natives, Digital Immigrants By Marc Prensky  From 

On the Horizon (MCB University Press [now Emerald]), 

Vol. 9 No. 5, October 2001)

Å Digital Natives, Digital Immigrants, Part II:  Do They Really 

Think Differently? By Marc Prensky  From On the Horizon 

(MCB University Press, Vol. 9 No. 6, December 2001) 

Å Digital native is a person for whom digital technologies 

already existed when they were born éour students today 

are all ónative speakersô of the digital language of 

computers, video games and the Internetò (P. 1)

Å Digital Immigrant: ñThose of us who were not born into 

the digital world but have, at some later point in our lives, 

become fascinated by and adopted many or most 

aspectsò  (P1)é 



Key assumptions  Prensky

Å ñTodayôs students think and process information fundamentally 

differently from their predecessorsò 

Å ñIt is very likely that our studentsô brains have physically changedò

Å ñWe can say with certainty that their thinking patterns have 

changedò

Å ñDigital Natives é thrive on instant gratification and frequent 

rewards. They prefer games to ñseriousò workò

Å ñDigital Immigrants donôt believe their students can learn 

successfully while watching TV or listening to music, because they 

(the Immigrants) canôtò 

Å ñKids born into any new culture learn the new language easily, and 

forcefully resist using the oldò 

Å ñNot-so-smart (or not-so-flexible) immigrants spend most of their 

time grousing about how good things were in the ñold countryò



The Problematic of Presnsky

Prensky Part 1:  

Å 6 page article with NO references; all  unsubstantiated, 

apart from unsourced reference to ñDifferent kinds of 

experiences lead to different brain structuresò says Dr. 

Bruce D. Perry of Baylor College of Medicine. 

Prensky Part 2:  

Å9 page article which seeks to ñpresent evidenceò from 

neurobiology, social psychology, and from studies done 

on children using games for learningò.

Cited in many librarian blogs:  digi-lamentations  



Evidence: Do They Really Think 

Differently? 

Source type  

10 Persons ïpersonal communications & private briefings named but unsourced

eg "G. Ried Lyon, a neuropsychologistò

Books:  5 references dating from 1963, 1984, 1991,1994, 1999   

The Human Brain and Psychological Processes (1963)

Unclear reference to 4 peer reviewed Journals: Nature; American Journal of 

Neuroradiology; American Educational Research Journal; Science

5 Magazines eg Newsweek, Economist, Time

5 Newspaper references

(NY Times, USA Today, LA Times)  quoting people mentioned in newspaper articles 

Neuroscientists, educators

2  Surveys  (unspecified details)

4 references to ñInferential Focus Briefingò (NY consulting firm gathering 

intelligence for corporate and investor decision-makers)

Unspecified data presented at 1 conference presentation on video games for 

children









Issues surrounding DNs and DIs

Å The foundation and perpetration of a discourse without 
substantive intellectual platform.  Future of reading through 
libraries means we must  actively engage with this debate

Å Polarization suggests a fluidity with technology that not all 
children and young adults have, and a corresponding 
awkwardness with technology that not all older adults have 

Å Preferences those who grow up with technology as having a 
special status and special skills  ignoring the significant 
difference between familiarity and creative application

Å Invites us to see contemporary youth as feral, cut off from all 
adult influences, inhabiting a world where adults have nothing to 
contribute to their lives

Å Disempowers adults, encouraging us to feel helpless, and thus 
justifying our decision not to know and not to care what happens 
to young people as they move into the on-line world



ÅTime to critically address the digital native / digital 

native dichotomy / binary:  Divides the world across 

generational lines, and a destructive discourse for 

libraries

ÅñBorn digitalò ñdigitally bornò  nonsensical expression   

My grandmother had a wooden scrubbing board to 

wash clothes by hand; I was born in the time of 

washing machines.   Am I  ñBorn washing machineò or 

ñwashingmachinely bornò?

Nobody is "born digital"; as with 

any cultural technology, such as 

reading and writing, it is matter of 

access and education:  our time 

has come!



Research Evidence

Å Bennett, Maton & Kervin (2008), review research 

evidence: accounts of digital natives as an academic 

form of a moral panic

Å PEW reports (2006-10) high levels of penetration of 

internet use of American adults

Å internet penetration has reached an all-time high 73%, up 

from 66% in 2005 (adults who provide and pay for internet 

services to young people)

Prensky:  ñMy own preference 

for teaching Digital Natives is 

to invent computer games to do 

the job, even for the most 

serious content. After all, itôs an 

idiom with which most of them 

are totally familiarò



Historical Studies:  Natives

Å Historically, portrayal of natives (as first born in many 
countries) over time has become synonymous with 
primitive, violent people 

Å Natives / Immigrants divide is culturally offensive

Å Long history of reconciliation

Å Shared Country, Shared History, Shared Future

Å Shared Libraries, Shared Goals, Shared Future



BUILDING PARTNERSHIPS

http://www.henryjenkins.org/2007/1

2/reconsidering_digital_immigran.

html

ña rhetorical device that short 

circuits thinking about meaningful 

collaboration across the 

generations.  éAs long as we 

divide the world into digital natives 

and immigrants, we won't be able 

to talk meaningfully about the 

kinds of sharing that occurs 

between adults and children and 

we won't be able to imagine other 

ways that adults can interact with 

youth outside of these cultural 

dividesò

Blog posting:  Henry Jenkins  

(MIT / USC)



Rowlands & Nicholas (2008)



Rowlands & Nicholas (2008)

Å Untested assumption: net generation is somehow 

qualitatively `differentô from what went before

Å Examined published literature on the information 

behavior and preferences of young people over the past 

thirty years + log analyses

Å Also examined whether or to what extent the same 

cohorts of older researchers adapt to the immense 

changes in information provision taking place around 

them as they progress through their careers



The Google  Generation:  Research tells 

us é

Å Do not begin searches in a library; Spend very little time on 
e-journal sites, and databases in school and public  libraries

Å Horizontal information seeking:  skim view small number of 
pages then óbounceô out, often never to return

ÅEngage in ñpower browsingò:   scanning rapidly; rapid and 
limited assessment and retrieval; clicking extensively

Å Use of simple search strategies, starting with Google

Å Squirreling behavior:  stockpiling content in the form of 
downloads

Å Superficial effort in knowledge construction

Å Transportation rather than transformation of information

CHALLENGE OF DEVELOPING POWERFUL DIGITAL 
COMPETENCIES



Å Mistake to believe that it is only studentsô information seeking 

that has been fundamentally shaped by digital environment

Å The same has happened to professors, lecturers and 

practitioners. 

Å Everyone exhibits a bouncing / flicking behavior, which sees 

them searching horizontally rather than vertically. Power 

browsing and viewing is the norm for all. 

Å The information literacy of young people & older people  has 

not improved with the widening access to technology

ÅThe ñGoogle Generationò and ñSilver Surfersò are 

becoming one (Rowlands & Nicholas, 2008, 18, 21)



Partnerships ïwhy?

ÅTo create ñmirror librariansò?  Competent with 47 
Dewey Digits and Deweylibriobabble?

ÅTo develop young people as readers?  digitally 
literate?  information literate?  critically literate?

ÅTo use the digital environment for developing 
intellectual agency, social and cultural agency -
development of deep knowledge and understanding 
of themselves, the world around them

ÅTo help young people become thoughtful caring 
citizens in a collaborative and networked society 
who might be creative enough to figure out how to 
change the status quo rather than maintaining it ï
yes, even by breaking the rules



Portrait of Generation Next

Å Pew Internet Studies

Å Millennials:  Born between 1981-2000

Å More ethnically and racially diverse than older adults

Å Less religious

Å On track to be the most educated generation in American history

Å They are historyôs first ñalways connectedò generation

Å Steeped in digital technology and social media, they treat their 

multi-tasking hand-held gadgets almost like a body part ïfor 

better and worse

Å Not just their gadgetsðitôs the way theyôve fused their social 

lives into them.

Å They embrace multiple modes of self-expression. 75% have 

created a profile on a social networking site



Portrait of Generation Next

Å 40% have tattoos, 25% have a piercing in some place 

other than an earlobe

Å 37% of 18- to 29-year olds are unemployed or out of the 

workforce

Å Less skeptical than their elders of government; higher 

commitment to participation in government

ÅMore so than other generations, they believe government 

should do more to solve problems

Å They arenôt rushing to the altar

ÅOnly about 60% were raised by both parents

Å They respect their elders, particularly when it comes to 

moral values and work ethic

ÅMillennials are the only one that doesnôt cite ñwork ethicò 

as one of their principal behaviors



National School Boards Association



ÅNational School Boards Association 2006

ÅOnline survey of 1,277 9-17 year olds; Online survey 
of 1,039 parents; Telephone interviews with 250 
school district leaders

ÅAverage 9 hours a week using social networking 
services and websites:  chatting, text messaging, 
blogging, visiting online communities

ÅBeyond basic communications (maintaining 
networks and friendships), many engage in highly 
creative activities

Creating and Connecting



Å Step outside of online safety and behavior rules

Å have extraordinary set of digital skills, including communication, 
leadership and technological proficiency, but typically report lower 
grades in school

Å Experimental behavior / engagement/ ideas / creative imagination 
making with peer groups and online spaces

Å Step outside of school into a D.I.Y. zone: to be intellectually 
mischivous, create content, risky exploration of ideas; do not see 
schools as places of intellectual discontent

Å Very active on chat-vines; share new ñstuffô very quickly (websites, 
games, simulations, tech products); learn new software and teach 
others; promoters; recruiters (getting others to visit their sites); 
organizers of online events; very active networkers

Online Nonconformists



Partnerships with Kids

ÅTap into their creative insights, energy and out-of-

the box thinking for creating digital environments in 

libraries

ÅGive them an active voice in your decision making 

for the digital future of your libraries

ÅGive them opportunity to teach you

The library profession desperately needs leadership to 

develop a new vision for the 21st century and reverse 

its declining profile and influence. This should start 

with effecting that shift from a content-orientation to a 

user-facing perspective and then on to an outcome

focusò  (Rowlands, I. & Nicholas, D. (2008). P. 34)





Facebook and Twitter

For building community



Second Life Library 2.0







http://sites.google.com/site/herricksvlmc/home


