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1 Technological Determinism

Technological determinism in its most basic form is the idea that technology has a sig-
nificant effect on society. The theory presents the idea that technology is the reason for
developments in our society, influencing our lives at a number of levels. Determinists be-
lieve that technology influences society on different levels; industry, communication between
individuals and even individuals themselves.

1.1 Overview

The definition of technological determinism can be regarded as the cultural implications of
new media, by bringing into concern the history behind media theory and production and
the way these frameworks develop social and cultural structures. With media technologies
constantly developing and allowing for instant and convenient communication, theorists
have argued that this has influenced social progressions. New media technologies have
revolutionized everyday life to an extent where humans are able to create identity through
social networking, consume media productions through television, computers and other
means and also communicate from a local to a global scale.

By assessing theorists work such as Marshall McLuhan'!, who poses the idea that reforming
media affects how humans distinguish and value the world around them and the differences
between ‘hot’ and ‘cold’ media, we can establish how technology is determined through the
shaping and changes of cultural and social formations.

Technological determinism comes in two main variations, best described as hard and soft
determinism.

e Hard or strong determinism argues that technology is the foremost or sole reason for the
way society is structured and any development in our culture. Technology is seen as the
“prime mover in history” (Chandler, 2000).

e Soft or weak determinism is a less extreme argument, more approved of by scholars. It
sees technology as more of an enabler for societal change. Rather than viewing technology
as the sole or primary reason for anything that happens in society, it takes into account
other factors and argues that technology gives us opportunities for development but does
not necessarily cause it.

1.2 Context and Origin

In history, technology is recognised as the ‘prime mover’ and according to technological
determinists; it is the sole cause of change within society. With this, technology becomes

1  https://en.wikibooks.org/wiki/%3Aw%3AMarshall’,20McLuhan
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seen as the most contributing factor when assessing the pattern of social organisation.
Continuing from a technological determinist perspective, the argument remains that as
technology has grown (from writing and print, to the television and the computer), society
has changed alongside it. The most extremist technological determinists see the entire form
of society as being determined by technology.

Thorstein Veblen? (1857-1929), an American sociologist and economist was believed to have
originally coined the term Technical Determinism. His founding views led to a number of
theorists expanding on the subject.

1.2.1 Karl Marx

The first elaboration on technological determinism came from Karl Marx®, who believed
that technology and its changes are the main influence on social relations and social order,
and that technology forms the base of society (Chandler 2000). His association with deter-
minism comes from statements such as "The Handmill gives you society with the feudal lord:
the steam-mill, society with the industrial capitalist”, although some argue that he was not,
in fact, an advocate of technological determinism. Marx focusses on theories surrounding
economic activity and its role as a productive force. The forces of production are 'tech-
nological processes once begun, require forms of organisation or commitments of political
resources, regardless of their social desirability or previous social practices...Cultural and
social change follows from technology’(Bimber, 1990:7).

1.2.2 Non Marxist Theorists

A number of Non-Marxist theorists have adopted a technological determinism stance in-
cluding Sigfried Giedion?, Lynn White Jr°, Leslie White®, Harold Innis” and most notably,
Marshall McLuhan®. McLuhan (1911-1980) was the first theorist to recognise the changes
related to technological determinism and how it would bring about a brand new society
that was defined by networking and a greater connectivity.

1.3 Main Concepts

1.3.1 Technological Imperative

Technological imperative, also known as the inevitability thesis, is the assumption that tech-
nology cannot be stopped in its development, and that technological progress is irreversible,
unavoidable, and inevitable. Essentially, this theory assumes that because we are able to
do something because of a particular technology, we ought to, must, or will do it. It is the
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theory that what can be done, will be done, whether or not it is moral, good, or productive
for mankind.

This is important to technological determinism as it recognizes the influence of technology
on action. It drives society to act on not only what they are able to do, but also push the
boundaries and test limits because, as John von Neumann® observed, man cannot resist
the technological possibilities as they arise (Mumford 1971: 186). Progress must continue
wherever progress is possible. With this, the theory acknowledges the shift from technology
as a means to technology as an end. Critics of the theory, including Jacques Ellul'® and
Ivan Illich™, argue that the theory of technological imperative cannot be fully accurate, as
not all areas of available progress are being exploited. The main argument stems from the

lack of drive to create renewable energy sources.

”Arnold Pacey suggests that the technological imperative is commonly taken to be 'the
lure of always pushing toward the greatest feat of technical performance or complexity
which is currently available' (Pacey 1983, p. 79). The mathematician John von Neu-
mann wrote with some alarm that 'technological possibilities are irresistible to man.'
(in Mumford 1971, p. 186). Jacques Soustelle!? declared of the atomic bomb that 'Since
it was possible, it was necessary' (in Ellul 1964, p. 99). And fatalists might add that
since we can now destroy the planet, in time we will. The technological imperative is
a common assumption amongst commentators on 'new technologies'. They tell us, for
instance, that the 'information technology revolution' is inevitably on its way and our
task as users is to learn to cope with it” (Chandler 2000).

According to McLuhan, the media dictates the message - an argument that becomes ex-
tremely relevant when according to technological imperative, society is unable to resist the
development of technology and so also the continual development of media platforms.

1.3.2 Social Media Influence
Always-On

The concept of Always-On stems from the idea that society is now "tethered” to technology,
and that humans are always networked and connected in some way, even if they are not
physically on any devices. This relates to technological determinism as the theory proposes
that society and social relations are determined by technology, and thus also our on-line
relationships and cultural tendencies.

Technological determinism underpins the theory of an ‘Always-on Culture’, arguing that
social networking platforms have revolutionised the way society communicates. It creates a
new platform of communication, exclusive of face to face interaction. It can be a means to
strengthen real life relationships or make solely online ones. It allows for communication in
different social circles at the same time and with people across the globe. This, according
to technological determinism has shaped the way people communicate within society.
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../Chapter 3: Always-on Culture/!3.

1.3.3 On-Line Identity

Technological determinists would also argue that technology has an impact on our on-line
identity, as the specifications of the medium help to dictate what kind of identity we are
able to create. In a sense, technology creates parameters into which we must fit our identity
- be it through profile pictures, privacy settings, status updates and even friends lists. With
the development and increased popularity of social networking platforms, 'online identity'
has become an increasingly prevalent area of discussion. These social media sites have
created a new online community with sometimes different cultural tendencies to the 'real
world'. People are given the opportunity to present an image of themselves to society via
the 'virtual world' which may or may not align with their 'real world' identity. According to
technological determinism, social media has created a platform for society to create separate
identities in the 'virtual world' and thus give people multiple personas who could not have
without the aid of this technology.

../Chapter 2: Online Identity /4.

1.3.4 Science, History and Technology

Technology has revolutionised throughout history with the adaptation of science. There
is a distinct view that technology is applied to science; science creates new explanations,
models and predictions about the world which is then applied to practice with technolog-
ical innovation. Throughout history science has reflected its theories into technology thus
forming an in sync correspondence between changes within technology and changes within
the world.

New science comes from old science; new technology from old, from recent developments in
media technologies such as mobile phones, the internet, wireless computers such as iPads
and laptops and special effects these have resulted in the modification of older technology
by improving electronic devices and battery power (Collins & Evans, 2006:10).

Gutenberg's Printing Press

According to McLuhan's theory, the printing press is an example of how technology can
change society. The printing press increased the speed of production for the written word,
which in turn allowed the reproduction of the written word. This lead to the standardis-
ation of vernacular languages and universal literacy. Thus, the experience of the world is
transformed by the standardization of a common language, through the development of a
new technology.

13 Chapter 3 on page 55
14  Chapter 2 on page 15



Notable Determinists

1.4 Notable Determinists
1.4.1 Marshall McLuhan

Marshall McLuhan''s work is often viewed as a founding part of the study of media theory,
and is often seen as a key component in technological determinism.

Extensions of the Human Body

This is the assertion by McLuhan that technology are tools that extend the human body
and more accurately, extend or amplify the abilities of the visual and aural senses. Examples
of this would be the television extending the visual senses or the telephone extending the
aural (Brey,2000). McLuhan goes on to say that technology in fact changes the way we act
in society and that nowadays people “wears its brain outside its skull and its nerves outside
its hide” (McLuhan, 1966 p.64). Although at first this may seem an obscure and nonsensical
view, it can be comprehended in that much of the technology we use for interacting and
viewing the world start at our fingertips and with the technology that we consume.

McLuhan’s assertion that the medium is the message is perhaps now becoming a more likely
theory than was first thought. He asserted that technology is like a bodily extension just
like the “wheel is an extension of the foot” and “a hammer is an extension of the arm” (Lister
et al, 2003: p.78) and the recent announcements by Google, Intel, and Facebook that they
were all investing heavily in wearable technology is testimony to McLuhan’s theory (BBC,
2014a). Facebook recently bought virtual reality technology firm Oculus VR for £1.2bn
and Mark Zuckerberg claimed that “virtual reality will be the next social communications
platform” (The Guardian, 2014). Furthermore, his statement that this wearable technology
could “change the way we work, play and communicate” (BBC, 2014b) directly supports
McLuhan’s stance.

The Global Village

This is a term coined by McLuhan in reference to what he calls the Electronic culture that
arises with the increased use of televisions and computers. A way of understanding this is
that the improvement in technology has allowed for much quicker communication. In theory
this allows for the entire world to be compressed into a Global Village where everyone can
quickly communicate with each other, whereas in practice this has manifested itself through
the internet allowing for an individual to have a much larger number of near constant social
connections. A very recent example of this would be the case of popular social media site
Facebook in which an average adult user is said to have 338 friends, which clearly shows the
breaking down of distance and ease of communication that McLuhan conveys in his idea of
the global village(Singha, 2014). This can be also be further established by looking at the
number of people that use the most common social networking sites, 1.23 billion monthly
active users on Facebook and over 1 billion unique YouTube user visits per month. This
puts people in potential contact with more people than they could meet or speak to in their
lifetime and again strengthens the idea of the global village. Another idea of this is that
through the quick access and speed of response that comes with this type of technology
we are able to react to global issues far faster than previously. Therefore, issues that may

15 https://en.wikipedia.org/wiki/Marshall_McLuhan
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have once not have been of concern can be addressed by a much bigger crowd. This follows
the same underlying concept of increasing technology reducing distances and effectively
making the world a smaller more accessible place. McLuhan also suggests that the people
who live in this electronic culture, or global village gain all the benefits and downfalls of
new technologies and so whereas distances are no longer a problem for communication,
technology barriers and development or lack of it can still provide issues (Smith,M and
Marx,L. 1994).

Hot and Cool Media

A way in which Mcluhan categorises different forms of media is through a temperature type
scale in which there are both hot and cool types of media. As with much of McLuhan's
writings this is not an initially intuitive process. A media type is considered hot if it heavily
utilises and immerses one sense in particular. An example of this may be the comparison of
a photograph which gives a large and detailed amount of visual information and hence a hot
media form, to a sketched cartoon which gives a minimal amount of information visually
(Van Koten, 2009). Furthermore McLuhan suggests that it is cool media that involves
a higher amount of interpretation from the consumer than hotter forms of media. This
can again be thought of as a photo presenting visual information more clearly where as a
drawing may need to be interpreted in terms of shapes and colours and a have a meaning
which may be more contentious drawn less easily from this information. Below is a table
which contrast various types of hot media with their cooler media counterparts (Van Koten,
2009). There is a large amount of contention about the usefulness of the hot and cool media

scale due a number of issues that are described in the Criticism'® section below.
Hot Media Cool Media
Low Participation High Participation
Radio Telephone
Cinema Television
Written word Spoken Word
Photo Comic
Novel Poetry

Similar to McLuhan’s idea of hot and cool media is the notion of 'light on' and 'light
through' media. ‘Light on’ media is where the light source bounces off a surface or object
before hitting the viewers’ eyes. Therefore the light is projected onto a screen (Van Koten,
2009). ‘Light through’ media is where the light source is positioned in front of audience;
therefore making the audience the screen by projecting light onto them (Van Koten, 2009).
In likeness to hot and cool media, ‘light on’ would be described as hot because it is “all
revealing” where ‘light through’ is less revealing, more “mysterious” so therefore cool (Van
Koten, 2009, p.91). An example of ‘light on’ media is cinema, where the light comes from
behind the audience onto the screen, with no chance of participation; where an example of
‘light through’ media is television with the light projecting from the TV onto the viewers,
giving more room for interpretation and interaction.

https://en.wikibooks.org/w/index.php?title=Digital_Media_and_Culture_Yearbook_2014/
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Criticism and Debate

1.4.2 Ray Kurzweil

Ray Kurzweil'”, a futurist specified in speech recognition technology and the future of
technology such as robotics and biotechnology, is notable as a technological determinist
with his assessment of the history of technology and its rate of progress.

By establishing technology as a determinist force he states that ‘once life takes hold on
a planet, we can consider the emergence of technology is inevitable' (Kurzweil, 1999:30).
Kurzweil assumes that the rate of progress of technology is at such a high speed that
technological intelligence will surpass human intelligence within a few decades (Kurzweil,
2004:382). He argues that the future holds technological change so fast human nature will
take longer to adapt to these changes and the rapid pace of innovation.

Kurzweil explains that technology is a means of evolution, in that ‘technology picks right
up with the exponentially quickening pace of evolution’(Kurzweil, 1999:30). Technology has
a positive effect on human individuals and society as it allows them to change themselves
by bettering their cognitive abilities and health by adapting to technological advancements.
For Kurzweil, exponential growth'® is the leading factor in technology where Moore’s Law!”
is of strong importance.

1.5 Criticism and Debate

Technology through significant media forces has reshaped the way in which humans behave,
the structure of human societies and even language. Media even has the power to change
governments (Collins & Evans, 2006:50). Theorists have formed contradictory ideas that
raise debates over the development of technology as being a direct source of social change.

1.5.1 Cultural Determinism

Cultural determinism is the idea that the society and culture surrounding us helps determine
who we are. Essentially, the environment has more of an influence on something than
inherited traits. This opposes the idea of technological determinism as it then assumes
that society is not influenced by technology, but rather that society influences technology
to fulfill its needs and social tendencies that already exist. The main cultural determinist
is Raymond Williams?.

Raymond Williams

Raymond Williams?! ‘insists that the future of our media will depend on our capacity to
make informed judgements and decisions about that future.” Our world, society and history
are continually altered by whatever new technology comes along: the steam engine, the
automobile, the atomic bomb. (Williams, 2003:1). Technology such as television is often

17 https://en.wikipedia.org/wiki/Ray_Kurzweil
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argued that it has effects on social behaviour and cultural and psychological conditions.
However these effects are the result of the technology being the cause. The notions of
a cause and effect between a technology and society, a technology and a culture and a
technology and a psychology are quite complex to apply answers and theories to. Williams,
however goes on to analyse specifically television as a technology that results in cultural
pattern shifts. Williams states that television has altered our world. In this sense it has
been created ‘as a result of scientific and technical research’ yet television has been used in
many other forms, these are simply the effects of its creation:

As a tool for social communication to construct social relationships.

It provides us with certain perceptions of reality within the world

It provides a strong mode of communication through news and entertainment

Through television advertising is made possible to promote goods to society

It follows a set of systems to what society wants from television by attending to opinions
and styles of behaviour from what is produced.

Arguably the development of television and overall technology cannot be assumed to pur-
posefully direct society into conforming to change. Technology should be considered as
a typical invention of which is accidental in its proceedings (Williams, 2003:5). Televi-
sion is therefore a technology which without it humans would still have been influenced or
entertained by other means.

Technological Determinism is only one force among others; 'social forces shape technology
and technology shapes society, and societies can, and frequently do, make rules that deter-
mine which technologies are used and what use can be made of them' (Collins & Evans,
2007:51).

There is an argument concerning whether determinism is in-fact too determined. This
theory suggests that determinism that is seen to focus on technology to recognise how we
act or think can ignore how we in-fact reach this point. Ong (1982) understands that
writing has transformed us, however we are gradually holding less and less control over
this. Ong (1982:77) presents ideas about writing and how writing has transformed human
consciousness. Ong (1982) takes this further and states that as a result this gives this form
of technology a sense of autonomy. This leads to the belief that it is difficult to understand
the possible social changes that have to occur in technology as it acts on its own to decipher
which caused or resulted in the other to occur.

Further criticism of Technological Determinism is found in the idea that the theory is
written in a broad sense. McLuhan also fails to mention how technologies are constructed
yet implicitly speaks of the way in which humans interact with technology. McLuhan
also fails to acknowledge the idea of ‘technological innovation’ this is despite the fact that
this technologies are created through the human interplay with various technologies that
McLuhan holds in high regard (Cana 2003).

1.5.2 Problems with McLuhan's ”the medium is the message”

It could be argued that it is more beneficial to state that “the medium is also the message”
as opposed to "the medium is the message”. This is believed because the nature of the
medium in itself is informative and it is hard to claim that the content is independent of
the medium. It is difficult to suggest that the content is not shaped by the medium. Also,
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content that is generated by technology such as language, print, TV and internet justify it's
usability and this content can also work to fuel new technological innovations (Cana 2003).

1.5.3 Problems with Hot and Cool Media

As McLuhan has the tendency of doing in his writing, the Hot and Cool media temperature
scale comes with a number of criticisms due to the somewhat vague nature in which it is
described. Firstly, there is no actual way of measuring the temperature of a media form
and so no way of being able to determine if one type of media is hotter or cooler than
another. This means that it is a subjective scale and that any consensus comes down to the
opinions of the people using it, therefore leaving it prone to bias and making it somewhat
less useful. To add to this, the scale can only be used when comparing two media forms that
have somewhat similar aims or place emphasis on the same senses such as the radio and
telephone(Van Koten, 2009). As much of McLuhan's work is not particularly recent it also
does not include or take into consideration many recent updates in technology. Examples
of this would be the improvement of televisions with high definition capabilities and video
calling technology available commonly on smart phones. Therefore it can in many cases be
discarded as a flawed method of gauging media.

1.6 Glossary

Cool Media: is known to be of low definition, this is so because the level of informa-
tion being given to the reader is small. In comparison to hot media, cool media requires
greater levels of participation from audiences. Examples of cool media include: telephones,
cartoons, television.

Culture: the totality of socially transmitted behavior patterns, arts, beliefs, institutions,
and all other products of human work and thought.

Hot Media: is described as something that is of ‘high definition’ and are low in partic-
ipation as they do not require much assistance from audiences to be filled or completed.
The idea of high definition photographs can be used to this extent. Other examples of hot
media include: radio, print and movies.

non-Marxist: a non-Marxist can be defined as a socialist who disagrees with the idea of
communism and works towards and wishes for a society to exist where the workers within
society have the over-riding say in their lives.

Social Media: is the various websites and applications that allow for users to communicate
and share experiences to the public and in private, allowing for them to participate in social
networking.

Technology: in broad terms, technology is an entity used to solve real-world problems

Technological Innovation: has been described as the innovation of a new product that
provides substanstial improvements on previous products. Technological innovation is cru-
cial to the success of products and they can be protected by Intellectual Property.

11
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The medium is in the message: this is an idea of Marshall McLuhan and he suggests
that the medium form in a way embeds itself into the message. The result is that messages
are influenced through the medium.
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2 Online Identity

2.1 Introduction

The internet was not originally built as a “personal communication medium, let alone a way
for fans to connect around their objects of pleasure, for people to find potential romantic
partners, for employers to find or investigate potential hires, or any such social process. It
was developed to safeguard military knowledge.”??

The term online identity has obvious connotations of the profiles people hold on social
networking sites such as Facebook. However, the realms of online identity are not isolated
to and focused purely on social networking sites, and include a plethora of online sites that
provide an outlet for expression and representation of identity online.

Thinking about online identity and how we use it, and how it consequently uses us, allows
for thought on a range of topics including: how social media technologies help mobilize
our identities; the way we communicate with each other; how the narratives we construct
through our online identities relate to our culture; how we present ourselves to others in the
social media world; and the nature of production and consumption of digital representations.

Online identity is argued by many theorists and critics as being another outlet for the
expression of identity, and a fair amount of focus is granted to the modification process that
accompanies it. It is a contentious issue as to whether our actual identities align with our
online identities or whether it is more complicated than this, and this too is explored by
theorists in order to try and obtain a greater understanding of the broad spectrum that is
online identity.

2.2 Main Concepts

2.3 Forms of Digital Representation

2.3.1 Narrative

Understanding narrative is vital in understanding the impact online identity can and does
have on the individual and the 21st century. Narrative in this context needs to be described
in a much more critical sense than just 'narrative has something to do with stories'. Whilst
it does involve the process of storytelling and description, narrative is a very old form of
communication that is powerful; it can work in simple forms or on a sophisticated level. It is
not the same sort of storytelling found in literature as it is independent from fiction. It exists
in the real world and is how we make sense of our lives and the world around us. Putting

22 Baym, N. (2010). Personal Connections in the Digital Age: Digital Media and Society Series, (pp.13).
Cambridge: Polity Press.
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and displaying our narratives online preserves it, makes it more real and helps us feel more
human by providing us with proof. Facebook statuses, pictures and albums are a prime
example of this. Narrative is independent of ‘tellability’: you can tell a story, but narrative
has a psychological component as it involves the listener’s or observer’s participation in
‘filling in the gaps’ of the story. These gaps can be the back story, intertextual references,
characterisation and even generic familiarity. Narrative and realism are dominant in the
production of digital representations.

Van Koten argues that narrative and realism are dominant forms of digital representation
in terms of production.?? Online identity is so closely linked to (and in essence is) a form
of self expression. Essentially, creating an identity for oneself online and presenting ones
narrative to the world is one of the ways in which we create platforms for ourselves. This
platform has allowed for self-expression of the identity we want to have and want to present
to the world.

2.3.2 Behaviours and Narrative on Facebook

Facebook is something that might be used by almost the entire world, but how we use our
individual page is a different matter. Facebook is a place where narrative exists as people
post about their lives through photographs, status updates and events. In fact, Facebook
has even evolved to give people their own timelines, and one can look back over their story
to see how their existence has developed and how it has been documented and shared on
Facebook.

A book my Gemini Adams looks at the idea of how people view Facebook posts in different
ways 24 Adams suggests that there are two forms of Facebook narrators; the ones who put
everything on, and the ones who are more selective about their posts: For example some
people use Facebook to talk about everything such as: What they eat What film they are
watching If they’'re happy or sad If they’re enjoying a lecture or falling asleep Who they
are angry with The fact they are frustrated walking in the rain or waiting for a bus All
the photos from nights out whether they are of quality or not This may not seem like an
issue and Adams notes that these, “superficial,” details are not very harmful. However, it
is believed that some people have a very different approach to Facebook and see it as an
almost sacred space to be used only for important or useful updates such as: I'm getting
married What is the best way to cook a chicken? I passed my exams Can anybody suggest
the best taxi firm in the area? I'm buying a house I went on holiday, here are my pictures
I'm getting a new job

Therefore, Adams shows that the subjects of narration on Facebook differ depending on the

school or “sharing levels,” that a person belongs to.

However, the book also points out that the detail of the given narration is also dependent
on how people view Facebook as a forum for publicising information. For example, some
people may announce on Facebook that they are pregnant without telling friends or family

23 Van Koten, H. (2009). The Digital Image and the Pleasure Principle: The Consumption of Realism in
the Age of Simulation. In Bentkowska-Kafel (Eds.), Digital Visual Culture: theory and practice, (pp.89).
Bristol: Intellect

24 Adams, G. (2013) Facebook Diet, The : 50 Funny Signs of Facebook Addiction and Ways to Unplug With
a Digital Detox (The Unplug Series), (pp.1-146). London: Live Consciously
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first. Some argue that this is natural as Facebook is now a normal and common form
of communication. However, others are concerned that Facebook has forced a loss in the
intimacy of communication and eradicated the need for making the effort to contact people.
It is also suggested that some events in a person’s life are personal and it is inappropriate to
share it with the large group of, “random acquaintances,” that make up a large percentage
of people’s Facebook friend group.

Overall the book raises the idea that Facebook is a site of narration, but users adopt
it in different ways and choose to share their stories in a mixture of styles which raises
controversial questions and theories on communicative behaviour.

2.3.3 Narratives and Online Chat Rooms

Online chat rooms are a place where people can open up and develop their true character
due to the freedom of anonymity. However, because in a chat room one speaks to a stranger
who one may never meet or come across again, there is an extreme temptation to create a
false narrative for the sake of: fun, experiment, emotional liberation or exploitation.

A book by Dr Monica T. Whitty and Dr Adiran N. Carr which looks at romances online
explains that people are restricted in real life by the baggage of reality that they find
oppressing or problematic. 2 Similarly, using teenage subjects in a chat room setting,
Lynn Schofield Clark observed the way they acted towards strangers online and concluded
that chat rooms are often used only for "fun” and not the pursuit of serious relationships;
the attraction of this being the lack of consequences within their cyberspace narrative. 26
Internet chat rooms offer an escape from this as users have the opportunity to invent new
lives, new back stories and to rid themselves of unwelcome details which they wish they
could remove in reality.

It is questionable as to whether this is a positive or negative ability as there are both
advantages and disadvantages to it. One could say that having the freedom to have an
invented narrative could allow one to express themselves and explore emotions or ideas that
seem impossible in ordinary life. It may reduce the likelihood of mental illness as a person
has a forum to be experimental and play out confusing issues. However, it is also arguable
that this stops people living in reality and dealing with their lives in an active and healthy
manner. False narratives encourage deception and also allow for people to exploit and harm
vulnerable others through the use of abusive manipulation and emotive stories.

Regardless of the ethical arguments, it is evidential through exploring studies on online chat
rooms, or even through personal use, that they do provide users with the chance to either
voice their own genuine narratives without fear of being known. But chat rooms also let
people invent new or fabricated narratives which can potentially be beneficial to their own
development, or indeed harmful to themselves and to others.

25  Whitty, T and Carr, A (2006) “Cyberspace Romance: The Psychology of Online Relationships”, (pp.45-53).
England: Palgrave Macmillian

26 Jones, S G (ed) (1998) "Cybersociety 2.0: Revisiting Computer-Mediated Communication and Commu-
nity”, (pp.159-182). London: SAGE Publications, Ltd.
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2.4 Impression Management

Online presentation of the self is an expression of identity, but also a careful management
process, through visual representation, that seeks to modify the impression that others have
about our personalities

The World Wide Web gives users the ability to present various forms of the self to others at
a distance. With the presence of an online identity that has the potential to be distributed
and viewed across the globe, how you are presented and judged can become a major issue
for many people. This can affect self-confidence and may lead to some people manipulating
real-life events prior to making a record of them available online (through editing of photos,
posts, etc), but also the ability to keep elements of your life separate; e.g. professional and
social life, how you present yourself to family and how you present yourself to friends, and
the expectations that come with the aforementioned. Thus, impression management could
be said to be the act of selectively presenting and hiding sides of one’s own identity.

Due to the increasing likelihood of one's online identity affecting real-life events and circum-
stances, Impression Management is arguably more important now than it has ever been.
The vast majority of executive companies have been using search engines to perform back-
ground checks on applicants and potential employees since 2006.27 Eight years later, not
only has that percentage risen, but employers are twice as likely to eliminate a potential
candidate for a position due to negative information found online. Additionally, over one
quarter of executives placed into positions by search firms in 2012 were initially contacted or
identified on a social network, meaning not only must potential applicants remain increas-
ingly vigilant, for possible negative aspects of their online identity, but must also proactively
work toward presenting oneself as being employable. 2

2.4.1 Anonymity

Disembodiment effect

The disembodiment effect regards the agency of online users, able to interact and commu-
nicate online, exceeding the limitations of their physical bodies. The digital environment
seems to disregard the idea of a connection between one’s self and one’s body. Users are
able to use make use of language, avatars, pictures, amongst other social cues, and use
SNS’s to manipulate their various social cues and affordances to create disembodied online
entities which can operate in ways perhaps different from how they would act socially in
person. Where anonymity is an affordance of a particular SNS, users are capable of behav-
ing either in accordance or against the norms of their social behaviour. Some can behave
maliciously and deviate from their usual civilised, socialised behaviour under the allowance
of anonymity.

27  Cristian Lupsa (November 29, 2006). "Do you need a Web publicist?”. The Christian Science Monitor.
28  Greenspan, Robyn. 2013 Executive Job Market Intelligence Report. Rep. Execunet, 2013. http://www.
execunet. com/promo/pdf /ExecuNet_Executive_Job_Market_Intelligence_Report_2013.pdf.
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Disinhibition Effect

The disinhibition effect, where online users shed their real time social inhibitions in their
anonymous, invisible online identity, is thought to be broken down into 6 explanatory fac-
tors: dissociative anonymity, invisibility, asynchronicity, solipsistic introjection dissociative,
and minimization of authority. Disinhibition is usually categorised as either Benign or
Toxic, the former referring to the way in which people can often act nicer than they do in
face-to-face situations and the latter describing the way in which people can rally against
socially-accepted moral norms and explore darker domains.

Dissociative anonymity
Where usernames and email addresses are the main information we have of one another as
users, people can remain relatively anonymous online: some having fake names, and others
having no names. In representing such a limited amount of data about one’s self we are
able to operate without accountability. By dissociating one’s online actions from one’s self
and real identity, people are less hesitant to vocalize any thoughts or opinions they have,
and self-disclose freely. One can avoid assuming ownership of their online actions, and can
even convince themselves that such behavior is separate from them and “not me at all.” 2?

Invisibility
Being not physically present or seen when interacting online can add to the disinhibition
effect in that one has the ability, and capacity, to roam through and view data in various
different online areas; chat rooms and online interactions. Although we can understand a
lot about a user’s identity through our online interaction with them and their self-disclosure,
we still cannot physically see them. 3°

By eradicating the physical social cues present in physical interaction, such
as facial expressions and reactions to an unsettling statement, or how one looks
when uttering a controversial aside, this ultimately can eradicate one’s regard
for how such a statement makes them look or how it is received by others. 31
Ultimately this invisibility can effect how we portray ourselves, and how we
interact with others in such a disinhibited mode of behavior.

Asynchronicity

Interacting online, we do not have to communicate in real time — we can wait hours, days
or even weeks before responding to one another — whereas in real time interactions we need
to deal with others’ immediate reactions to what we say and do. Having to consider others
in our real time actions inhibits us to conform to social norms and respond with social
regard for the other person. When these social cues are lifted in the anonymous, invisible
online realm, we can bide our time and allow ourselves to develop our thought processes and
opinions, giving rise to structured and articulate responses benign and toxic disinhibition
that avert social norms.

29  Suler, J., The Online Disinhibition Effect, Vol 7, no. 3, Mary Ann Liebert, Available at: http://www.
samblackman.org/Articles/Suler.pdf

30 Suler, J., The Online Disinhibition Effect, Vol 7, no. 3, Mary Ann Liebert, Available at: http://www.
samblackman.org/Articles/Suler.pdf
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Solipsistic introjection

Through not interacting face to face, online interactivity between users can blur boundaries
of the self. People can feel connected psychically with the thought processes and messages
of the user they are speaking to, as they are devising a voice and image of that user speaking
inside their own mind, and introducing the other’s thought process and ‘voice’ into their
own psyche. The online user then becomes one’s companion inside one’s inner psychological
world, where one can entertain continuations of online conversations and say things they
perhaps would not say in person. In reading a companion’s messages online listening to the
voice constructed for them inside one’s head, one may hear one’s own voice and take what
their companion is saying as their own voice speaking to their self. In hearing one’s own
voice when interacting with another user online, as if having a conversation with one’s self,
one is likely to be disinhibited and say whatever comes to mind - as speaking to one’s self
inside one’s own head feels perfectly safe. 32

Dissociative imagination

One may come to believe that the characters created for other online users inside their own
head, along with their idea of their own online self, live in a different spatial dimension; an
online dimension. In supposing that these online components live in a separate space, one
may separate online activity and behavior from offline accountability. It can be argued that
some treat the Internet and the online realm as a game in which the usual rules of social
interaction do not apply, and another set of governing maxims of acceptable behavior reign.
33 This has resulted in something of a legal grey area, evident in the fact that sentences and
articles that would be considered libellous if published in a newspaper or magazine can be
delivered to international readers through websites and blogs with little controversy most
of the time. In South Korea forty per cent of the population play the game Lineage, and
the city of Seoul even has its own ‘cyber crime unit’ which reports at least one hundred real
life attacks a month that result from game world interactions alone.*

Minimization of authority

One’s offline authority is coded and communicated through various social cues such as
modes of dress, body language and position within society in everyday society. Without
these social cues of the physical world, one’s authority can be dramatically diminished online
in the realm where users feel equally capable and entitled to express their views. Anonymity
enables a type of freedom, and this freedom can have obvious personal benefits if the material
being generated, shown or shared is transgressive.>®> Where fear of punishment may govern
someone’s decision to speak their mind in person, these limitations can disappear online
where people feel free to disclose the beliefs of their elevated, entitled online identity. As the
online realm depends on articulation of text, not necessarily immediately in response to a
user but whenever one feels to do so, those who can manipulate language in a sophisticated

32 Suler, J., The Online Disinhibition Effect, Vol 7, no. 3, Mary Ann Liebert, Available at: http://www.
samblackman.org/Articles/Suler.pdf

33 Suler, J., The Online Disinhibition Effect, Vol 7, no. 3, Mary Ann Liebert, Available at: http://www.
samblackman.org/Articles/Suler.pdf

34 Lister et al. New Media: A cultural Introduction, (2009), (pp.211). Oxen: Routledge

35 Davidson, P. The Social Media Reader, (2012). (pp.132). New York: New York University Press
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manner can elevate their own status and authority online by seeming of superior intellect.
In this the lines of authority can be blurred online. 36

Cyberbullying

Since the beginning of Social Media, there have been issues with cyberbullying or ‘trolling’
as its also known. The severity of this form of bullying can range from flippant remarks to
organised acts of violence and invasion of privacy. Whereas most bullying targets people
based on gender, sexuality, race, or class, the ease with which comments can be sent has
led to people of all types being subject to online intimidation. Most often, people create
new online identities just for the purpose of cyberbullying. Cyberbullying means sending or
posting harmful material or engaging in other forms of social aggression using the Internet
or other digital technologies 3" . This can be done by a single bully or multiple ones, and
primarily takes place on social networking sites. It’s also common for people to create fake
profiles on online dating sites and to pretend to be someone they’re not, which is referred
to as ‘catfishing’.

Cyberbullying can sometimes be worse than real life bullying, since the bullies usually hide
behind the mask of anonymity offered by false online identities. The ability for individuals
to cover up their digital trail by using alternate accounts under different guises, often with
other IP addresses or personal information other than their own, makes it hard to estimate
exactly how much a person can be held accountable for. Furthermore, because of the lack
of face-to-face contact, the bully might not know the effects their bullying might have on
the victim and thus are unable to realise the gravity of their actions **. Anonymous bulling
might have serious consequences. There have been numerous cases in which the victim
has even committed suicide as a result of the torment they have faced from an anonymous
source. Especially with teenagers, cyberbullying is hard to prevent since the victims usually
don’t alert family to the fact that they’re being bullied out of fear that their parents might
take extreme precautions to prevent further incidents, such as confiscating their computers
and mobile phones %,

One of the most tragic examples of cyberbullying was the case of 13-year old Megan Meier
from Missouri. In 2006, Megan started talking to a teenage boy who introduced himself as
“Josh Evans“ on the social networking site MySpace. After a few weeks of being in an online
relationship the nature of their communication abruptly changed with Josh starting to make
insulting comments. Eventually, their correspondence resulted in Megan’s suicide. Months
later the true identity of Josh was revealed as being set up by a friend of Megan’s as well as
her mother Lori Drew and her colleague Ashley Grills. The federal district court convicting
Drew of a misdemeanor violation of the Computer Fraud and Abuse Act (CFAA). The
case of Megan Meier pushed forward legislation for the criminalization of cyberbullying. “°.

36  Suler, J., The Online Disinhibition Effect, Vol 7, no. 3, Mary Ann Liebert, Available at: http://www.
samblackman.org/Articles/Suler.pdf

37  Willard, Nancy. (2007). Cyberbullying and Cyberthreats (Champaign: Research Press).

38 Storm, Paris & Storm, Robert (2006) Adolescents: A Preliminary Assessment in The Educational Forum
vol. 70 no. 1 pp. 21-36

39 Storm, Paris & Storm, Robert (2006) Adolescents: A Preliminary Assessment in The Educational Forum
vol. 70 no. 1 pp. 21-36

40 Ruedy, Matthew C. (2008) "Repercussions of a myspace teen suicide: Should anti-cyberbullying laws be
created.” North Carolina Journal of Law & Technology vol. 9 no. 2 pp. 323
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The recording of conversations and comments made through social media has been deemed
draconian, yet a positive aspect of it is that it can be utilised in cyberbullying investigations
to find out the perpetrators of online harassment.

Online Presence of Catfish

The term Catfish has been used to describe someone who is not truthful about their real
identity and acts behind an online masquerade, typically in a quest for romance or deception.
Identity is hidden by concealing personal details such as appearance, for example through
the use of photographs of a different person to represent the self. The popularity of the term
was due to the success of "reality thriller” and documentary film Catfish*', which charted
the search for one man's online lover in reality. Fundamentally the show highlighted how
eagy it is to lie about your true identity via social networking sites, although Catfish mainly
focused on the presence of Catfish on Facebook.

Multiplicity

Just as one has various roles and identities in everyday life — mother, employer, daughter,
sister — so too, one has the flexibility to create multiple roles for themselves online. As
social beings adapt their approach to suit whom and what they are interacting with in life,
this is also true for the identities we construct of ourselves online, depending on the context
in which we are interacting. We can take our overall self and extract various attributes of
ourselves to exaggerate and base an entire identity around — and since we are all more than
one attribute we can fashion various versions of ourselves across various outlets within the
digital environment. One can create multiple identities online depending on the medium
they are using i.e. a ‘fun loving, youthful and inspired’ blogger discussing music and travel,
a sophisticated and insightful Twitter account posing political and moral questions, an
informal and honest Facebook account tailoring to a specific, familiar audience of ‘real-life-
friends whilst maintaining a perhaps academic website. Many people consciously alter their
sentence syntax and way of typing depending on the website and the situation, much in
the same way that we tend to speak formally or informally depending on who it is we're
conversing with. Separating these characteristics of one’s self, much like one does with the
self and the body in the disembodiment effect, allows one to construct various identity out
with the realm of the” one body one self” idea held by in real, mortal society. 4> Multiplicity
has serious implications for the responsibility of users online as some can use their fluid and
multiple identities online to behave inappropriately without accountability.*3

Jonathan Vanasco expands on the idea of multiple identities in his work on "Meta-
identites and identity facets”. Vanasco asks the question that if we act differently
around separate social circles within our life then shouldn't we be able to do so online?
When people talk about internet activity, they generally think about their life online, -
not their lives online. People tend to tailor their online identity to the given personality

41 https://en.wikipedia.org/wiki/Catfish_%28film}29

42 NBaym, N. (2010). Personal Connections in the Digital Age: Digital Media and Society Series. Cambridge:
Polity Press.

43 Online Identity and Kids, Common Sense Videos, YouTube. Available at: http://www.youtube.com/
watch?v=AEOB82EwwNc
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that each SNS tends to give off. As mentioned before Twitter is seen to be sophisticated,
while blogs such as Tumbler /Instagram are seen to be more creative and youthful, whereas
Facebook which started off with a more preppy personality has since evolved into a more
casual all-round site for social media. So, in the end the world of our multiple identities
becomes quite complicated, as we are:

e Sharing different facets of our lives with our friends, our family and our colleagues.

e Tailoring these facets to the personalities of certain networks.

e Experiencing overlap between the facets (And this is where multiple online identities
encounters problems)

With the ever-evolving nature of SNS's they are becoming more and more linked with one
another. Many social media companies now contain the option to update all of your online
profiles all at once and allows people viewing your profile with links to your other social
media accounts. This is making things harder than ever before to keep multiple online
personalities separate from one another as social networks continue to push for realism in
people's accounts.

The Ubiquity of Identity

Jonathan Vanasco believes that our online identity is becoming increasingly more om-
nipresent in everything that we do. Today people have multiple social networking accounts,
emails, online gaming profiles, education sites, workplace profiles, music streaming profiles,
social calendars like Renkoo and even retailers are now going social like Amazon, eBay
etc. People continue to create and accumulate multiple identity facets again and again. It
is synonymous with the idea of ubiquity that our online identity is part of our new found
Always-On Culture. People stay constantly connected to social media in order to keep up
their image and representation of themselves to the people they allow to see it. This has
increased dramatically over the past few years with the integration of smart phones and
wireless internet all over the world.

See Always-On Culture*'s section on Danah Boyd and Ubiquity for more on this.

2.4.2 Symbolic Interactionism

Goffman argues that performers can form their audience’s impression of them consciously,
for instance by learning their speech or coordinating their movements in certain ways,
however sometimes they might make unconscious moves, such as tripping or forgetting their
lines, which are still part of the overall impression of the performer.*> Goffman’s theory
about consciously and unconsciously given signs can be applied to the online representation
of people. Facebook users, for example can manage their friend’s impression of them by
selecting the images they upload or the personal data they share. However some information
of them can be still given away unintentionally, for instance when they are tagged in pictures
or statuses they did not wish to, and it also shapes their self-performance and therefore this
is also part of their persona.

44  Chapter 3 on page 55
45  Goffman, E. (1959) The Presentation of Self in Everyday Life, New York: Anchor Books
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2.4.3 Chat Rooms and Anonymity

Statistics show that there are over 1,200 chat rooms on the internet that are easy to enter
and are not regulated by a censoring body. 40 As a result, people of all ages, genders, races
and backgrounds can have access to chat rooms where they can potentially speak to anybody
in the world. There are concerns about whether this is safe and healthy and Davidson’s
book focuses on the harm and abuse that comes from unprotected communications. The
film, “Trust,”” by David Schwimmer looks into this idea as it focuses on the concern of many
parents have that their child will become involved with a dangerous adult who emotionally
manipulates them and abuses their trust. 48

However, writer Rolf McEwan argues that chat rooms actually allow people to be more
confident and natural as they don't feel afraid of rejection from people they don't know. 4°
Amongst friend groups people can have concerns about rejection if they say or do anything
that the others won’t approve of. This theme is explored in the recent television series, My
Mad Fat Diary®, which looks at how a girl with mental health issues struggles to be herself
in a group of new friends who expect her to behave in a conventional manner. °!

McEwan’s argument is that although chat rooms might encourage anti-social behaviour or
even false identities due to no accountability, it also gives people the freedom to explore
their natural personalities through talking to another person whose opinion or reaction will
not have such a problematic consequence to life, and therefore encourages self-conscious
people to relax. Because users have the ability to engage in conversations without the other
person having preconceptions about them or directly viewing them, they may feel as if there
is none of the baggage that is tied to interaction elsewhere. For many, typing can be an
easier way for them to get things off their chest, eliminating the unease of speech and giving
an opportunity to thoroughly think through a statement or topic before bringing it up.

2.4.4 Social Networking Sites
Promotion of Identity

The digital domain is increasingly involved in the social dynamics of our lives. Emails,
chat rooms and blogging all contribute to new ways of building social networks and provide
creative platforms for self-expression. 92 Social Networking Sites (SNSs) are platforms for
socially orientated activity that allow for an introduction of the self via public displays
of connection. These public displays of connection are used to authenticate identity and
introduce the self through the process of association with social circles. Individual and
collective identities are simultaneously presented and promoted. SNSs are sites of self-

46 Davidson, W (2012) Tears and Fears; Help, Advice and Discussion for Victims of Child Sexual Abuse, Sex
Trafficking, Date Rape, Internet Predators, Chat Rooms and Paedophiles, (pp.34-93). London: emp3books

47 https://en.wikipedia.org/wiki/Trust_%282010_£film}29

48  Schwimmer, D. (2010) Trust, USA: Millennium Films

49 McEwan, R (2013) Chat Room: A Book of Blogs, (p.23). New York: Create Space Independent Publishing
Platform

50 https://en.wikipedia.org/wiki/My_Mad_Fat_Diary

51 Kirby, Tim. (2013 and 2014) My Mad Fat Diary,. UK: Tiger Aspect Productions

52 Van Koten, H. (2009). The Digital Image and the Pleasure Principle: The Consumption of Realism in
the Age of Simulation. In Bentkowska-Kafel (Eds.), Digital Visual Culture: theory and practice, (pp.92).
Bristol: Intellect
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presentation and identity negotiation. ** Facebook is a prime example of how an SNS can
help create and project an online identity. Each Facebook user has a profile page where
they can describe themselves, their likes and their hobbies, and narrate their lives. Most
users also have a profile picture to help identify themselves. SNSs are unique in combining
multiple modes of communication and thus breadth of control over social cues.

Social media use within businesses is growing as a main focus of advertising campaigns.
Around 80% of all businesses use, or are planning initiatives to use it ®*. Businesses use
social media as a marketing tool — not only is it inexpensive, but effective in communicating
with your market. Recent studies have shown that one third of adults under 30 now use
social media instead of traditional media outlets such as newspapers or television, which
means that social media use within a business is important to keep up to date with how
people find information. Social media, for a business, can create an identity which is similar
to that of the demographic that uses them — with certain demographics generally tending
towards a certain social network®, a business can strengthen their existing market, or create
relations with areas outside of it. Social networks also give a platform for businesses to stray
away from professionalism — becoming more 'human like', and giving a company a personal
feel to it's structure.

We consciously and unconsciously work to define the way we are perceived, hoping to
engender a positive impression of ourselves. Impression management entails putting effort
into emphasising certain characteristics whilst diminishing or hiding others, and we are
able to post information which presents a desired image. It is about presenting a highly
selective version of the self. Even the choice of name on your email is an important marker
of who we are. As Papacharissi words it, “The process of self-presentation becomes an
ever-evolving cycle through which individual identity is presented, compared, adjusted, or
defended against a constellation of social, cultural, economic, or political realities.”®

Flexibility of the Self

Many people create multiple SNS pages in order to aid their task of impression management.
This multiplicity allows only select audiences to see a certain version of that person, or limits
the wider world from being able to make the connection between the two as they wish to
keep different parts of their lives and personalities separate. Creating multiple pages has a
parallel to how we present different versions of ourselves in face-to-face contexts. Identity
scholar Goffman argues that the self plays multiple roles in everyday life and cannot be
understood adequately as a single unified entity. The self is flexible and multiple, taking
different incarnations in different situations.®” Impression management is about the balance
of sharing, withholding and distorting information.

53 Papacharissi, Z. (2011) A Networked Self: Identity, Community and Culture on Social Network Sites,
(pp-304). Abingdon: Routledge

54  Social Media: What Most Companies Don't Know, by Harvard Business Review, 2011 (http://hbr.org/
web/slideshows/social-media-what-most-companies-dont-know/6-slide)

55  Just Who Uses Social Media? A Demographic Breakdown, by Adam Popescu, 2013 (http://mashable.
com/2013/04/12/social-media-demographic-breakdown)

56 Papacharissi, Z. (2011) A Networked Self: Identity, Community and Culture on Social Network Sites,
(pp-304). Abingdon: Routledge

57 Baym, N. (2010) Personal Connections in the Digital Age: Digital Media and Society Series, (pp.106).
Cambridge: Polity Press
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Online identity through textual media additionally offers different ways to get noticed com-
pared to the real world and its social constructs. Physically attractive people will get
noticed at a party, but articulate, insightful and witty people who know how to spell will
get noticed online. Many use their online identity to achieve and satisfy needs they find
difficult in the real world. Online identities allow the opportunity to be yourself or to be
whoever you want to be. Liu (2007) examined over 127,000 MySpace profiles and revealed
that on average user tended to differentiate themselves from friends rather than identifying
with friends."®

Self-expression and self-promotion on SNSs

Looking at social networking sites it can be seen that they all work on a similar basis: they
connect their users and let them present themselves to one an other in a way they wish. The
number of SNS have increased and therefore various sites for various purposes can be found.
José Van Dijck argues that users have a need to differentiate between their online personas,
for most of them there is a significant difference between what they communicate to their
friends and their professional persona that they share with their employers and colleagues.
% For instance while Facebook is used mostly for personal interactions, until LinkedIn is for
professional networking. According to Jeff Weiner- CEO of LinkedIn- "The key distinction
is that as a professional you want people to want to know who you are. People are searching
for you or people like you whether you like it or not.” % Comparing Facebook and LinkedIn
it can be seen that impression management —even though in a different way, but- implies
to both sites. The users try to develop an ideal image of themselves. However, while
Facebook was primarily created for self-expression, rather than self-promotion, LinkedIn
mainly concentrates on self-advertising and showing off one’s skills. It has been referred
as "Facebook in a suit”. By having both Facebook and LinkedIn profiles users can present
both their social and professional personas. According to Van Dijck "Many users will try
to synchronize their profiles on both sites, even if the interfaces on Facebook and LinkedIn
force them to perform different strategies.” 6!

Professional Online Identity

Professional online identity refers to a persons ideals, experiences, attitudes and beliefs
in their professional career when they present themselves on an internet platform. The
management of professional online identity is taking on a bigger role at the workplace,
as employees are increasingly interacting with their professional contacts in online social
networks that are personal in nature, such as Twitter or Facebook. This can lead to the
collision of professional and personal identities. "Online social networks present employees
with boundary management and identity negotiation opportunities and challenges. Recent

58 Baym, N. (2010) Personal Connections in the Digital Age: Digital Media and Society Series, (pp.111).
Cambridge: Polity Press

59  Van Dijck, J. (2013). You have one identity’: performing the self on Facebook and LinkedIn in Media,
Culture & Society,35(2), 199-215, Doi:{10.1177/0163443712468605}.

60 Lapin, N. (2011.) CEO LinkedIn: the forgotten interview. CBC NetNet, 23 October. Retrieved 04/02,
2014, from http://www.cnbc.com/id/43135238/LinkedIn_CEO_The_Forgotten_Interview

61 Van Dijck, J. (2013). You have one identity’: performing the self on Facebook and LinkedIn in Media,
Culture € Society,35(2), 199-215, Doi:{10.1177/0163443712468605}.
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data point to a blurring of the professional and personal domains in online networks, which
exacerbates the need for active boundary management.” 2 A key feature that differentiates
the contact online is that the information available is much less tailored to a particular
conversation. In face-to-face and other individualized interactions (e.g. phone calls, emails,
text messages) employees can manage the boundary between their professional and personal
identities by restricting what and how much of personal information they present to their
work contacts over time. And by adapting this disclosure to their particular dyadic relation-
ships in a constant manner. % Although SMSs limit the flexibility of self-representational
behavior, they also "create[s| new opportunity structures to display identity cues and select
interaction partners” 64

Authenticity

The development of social networking sites changed the way online identities are formed
and presented. The first online identities in social media were in the form of emails and
instant messengers where only thing that was required was a nickname. In 2002 Friendster
was launched, which pioneered the online connection of real-life friends and was followed by
MySpace and other Social Networking Sites, like Facebook in 2004, which promoted Clay
Shirky (2003) to come up with the term ‘YASNS’: Yet Another Social Networking Service.5
This meant that online identities had to be more authentic, which is why creating a totally
new online identity is more difficult. Authentic online identities mean that it has to have
the user’s real name, real connections and, increasingly, their actions across cyberspace e.g.
posting a Facebook picture via Instagram.5

Yet, with the emergence of Twitter in 2006 and Tumblr in 2007 it is easier to create an online
identity that is not real. But most users seem to have their Twitter account in their real
name, with the people they know in real life following them. This shows how the emergence
of authentic online identities makes people want to keep their online identities connected
with their real life ones. Furthermore, with the authentic identities available, users have
become more untrusting to non-authentic online identities. Despite this, Social Media like
Tinder are popular, which shows that the need for authenticity is not a big enough concern.

Complications

The process of self-presentation through SNSs is complicated however. With the combina-
tion of a variety of audiences, of variable publicity and privacy settings, the individual must
engage in multiple mini performances in order to produce a presentation of the self that
makes sense to multiple audiences. In day-to-day life many people have the opinion that

62 Ollier-Malaterre, A., Rothbard, N.P. and Berg, J.T. 2013 "When Worlds Collide In Cyberspace: How
Boundary Work In Online Social Networks Impacts Professional Relationships.” Academy Of Management
Review 38.4: 645-669.

63 Collins, R. 1981. On the microfoundations of macrosociology. American Journal of Sociology, 86: 984-1014

64 Swann, W.B., Jr. 1987. Identity negotiation: Where two roads meet. Journal of Personality and Social
Psychology, 53: 1038-1051.

65 boyd, danah, Ellison, Nicole (2008) Social Network Sites: Definition, History, and Scolarship in Journal
of Computer-Mediated Communication, pp.214-216

66 Krotoski, Aleks (2012)”Online identity: is authenticity or anonymity more important?” in theguardian.com
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others should ‘take them as they are’. However, impression management is very contra-
dictory to this stance as it raises questions concerning whether we genuinely think people
should accept us as who we are. If this were the case, then privacy settings and account
management would not nearly be as popular as they are.

The internet holds a utopian potential for our relationships and our self expression as it has
the potential to bridge divides and create meaningful new connections. However, more often
than not, the internet and SNSs are accused of leading people to lie about themselves.5
Additionally, just how much of an individual we really are on SNSs is contentious as SNSs
engineer self-presentation by providing predetermined sets of categories through which to
build identities. It limits the extent to which anyone can call themselves an individual and
fully express their identity.

Jaron Lanier® 62 said that the most important thing about a technology was how it changed

people and warns of the restrictions of being ‘Locked-in’ to a particular technology. There
is support for this concern in terms of online identity within social networks from Geert
Lovink .70 He argues that there is little freedom to present yourself in different ways online
and social networking sites only offer users a limited choice of presenting their personal
and professional information to the world. He goes on to quote critic Zadie Smith who
challenges this narrow choice forced on users by Facebook in saying, “What kind of living
is this? Step back from your Facebook Wall for a moment: doesn’t it, suddenly, look a
little ridiculous? Your life in this format”. This seems to crystallise Lanier’s point about
the problems with being Locked-in to a particular technology: our online identities, which
are a presentation of our lives, are “force-fitted” into a format to enable social networking
sites to neatly package users’ information to monetise the content.

Profile Pictures

In their book ‘A Networked Self’ ! Papcharissi’?> and Mendelson investigate Facebook photo
galleries and the connection this has with online identity. The study concludes that individ-
uals knowingly and unknowingly seek to define a positive impression of themselves through
the use of SNS, and in particular, using profile pictures. Profile pictures are important as it
is the only picture that can be viewed by the majority of users online. It is chosen to covey
something about themselves which is generally positive, to the rest of the world.

The digital age allows for the creation of virtual communities, where social groups inter-
act with one another and observer individual profiles to gain a sense of their personality.
Pictures on Facebook express particular values of the person portraying them. Wells ™
argues , states that photography was previously known for capturing a moment in abso-
lute accuracy, maintaining a faithful and true image of an event. However, as the digital

67 Baym, N. (2010) Personal Connections in the Digital Age: Digital Media and Society Series, (pp.100).
Cambridge: Polity Press

68 http://en.wikipedia.org/wiki/Jaron_Lanier

69 Lanier, J.(2011). You Are Not A Gadget. Penguin: London

70 Lovink, G. (2011). “Networks Without A Cause: A Critique of Social Networks”, (p.41). Cambridge:
Polity Press.

71 Papacharissi, Z. (2011). A Networked Self: Identity, Community and Culture on Social Network Sites.
Oxon: Routledge
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age has intensified with SNS, the use of digital photography allows Impression Manage-
ment. Therefore, profile pictures are not necessarily a true representation of that person.
Individuals can communicate their values, relationships and sociability, in the way they
wish the rest of SNS users to perceive them. This entails emphasising and diminishing
characteristics of character through editing, creating a perceived persona that may not be
accurate. Papacharissi and Mendelson " have argued that the use of profile pictures allows
for narcissism, creating a culture of self-absorbed individuals. Although profile pictures
are understood as being a representation of individuals to the rest of the SNS community,
the use of Impression Management risks people creating a persona of themselves, inferring
qualities and perpetuating a deceptive performance to their online audience.

Security and Privacy in Social Media

With the reveals in 2013 of the NSA's vast monitoring of international internet traffic
including social media’™, online privacy and security have been highlighted. Having said
that, according to Cisco's 2012 Connected World Technology Report, 91% of all those aged
18-30 believe that "the age of privacy is over”. Further more, they found that: ”...one third
of the respondents are[sic] not worried about all the data that is stored and captured about
them.”"0

These numbers are backed up by similar surveys done by CIFAS, the UK's Fraud Prevention
Service, which state:

'88% of people who use social networking sites having shared information that could be
used to commit identity fraud'

They further back CISCO's numbers by stating: “Furthermore, only 18% of those inter-
viewed said they were concerned about sharing information on or the security risk of social
networking sites, with 10% sharing information about others that could then be used to
assume their identities.””

It seems then that, especially with younger generations, we do not worry about our data
online. There is almost an attitude of "Who cares? How can it affect me?” amongst those
who do not believe that we have any real privacy online. On the one hand, this could be
true. In the context of social media, and in this case Facebook, there are over 1 billion
users’® and it could at least hypothetically be argued that with that many people's data
floating around in that sphere, the chances of you particular data's security and privacy
being broken are relatively small merely due to numbers alone. This, however, is only a
very small part of the debate around data's privacy as it completely ignores the inherent
value of said data - to both you its owner and to Facebook or any company that they may
“share” your data with. The current situation regarding social media is akin to a mixture of

74  Papacharissi, Z. (2011). A Networked Self: Identity, Community and Culture on Social Network Sites.
Oxon: Routledge
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the concerns raised in both Aldous Huxley’s Brave New World and George Orwell’s 1984,
as rather pessimistically it could be said that through social media while our attention is
often driven away from pressing matters to leisure and unimportant banter we are having
a considerable chunk of our online data observed and collated by it at the same time.

In his book 'Social Media a Critical Introduction' ™ Christian Fuchs argues that Facebook
is: ”...a typical manifestation of a stage of capitalism in which the relation of public and
private, and labour and play, collapses, and in which this collapse is exploited by capital.”,
exploitation being a very apt term for the current policies adopted by Facebook and similar
networking sites. Social media agencies have stated that to advertisers, the monetary value
of a Facebook member exhibiting loyalty to their brand has ranged from around $118 to
$174. The issue of privacy aside, the practice of selling account information to others
is arguably dehumanising, as rather than further an individual’s own unique identity it
facilitates the ability of businesses to reduce people to mere statistics.

This idea is backed up by Hannah Arendt in her book The Human Condition®®, where
she states that: "The distinction between the private and the public realms |[...] equals the
distinction between things that should be shown and things that should not be hidden.” In
the context of Facebook this can be taken multiple ways. Fuchs argues that the main issue
of public vs private for Facebook lies in the fact that Facebook has access to and essentially
owns all of its users data whereas the users do not have nearly as much access to Facebook's
internal workings and its own data. In this context it becomes very much about the equality
of privacy measures, where the passage of information from user to supplier is of a much
higher volume than that of the supplier to the individual user. When looked at through the
prism of Marxist theory, as stated before, it raises issues of exploitation as it is the very data
that users are generating that companies like Facebook are making money from. Just as
in a factory where the workers are selling their time to create commodities for the factory,
the users' are creating data for the company. The major and very important difference lies
in the reimbursement of the individual users for their “labour”; which is to say that there is
effectively very little of it. The concept of "Free Labour” is one that has risen to the surface
in recent years in discussions of online data mining and commodification of users to describe
the idea that users are essentially creating the commodity that these companies make their
money on (data and information) but are not being paid or reimbursed for it.

Indeed, the exploitation exhibited by social media providers and especially Facebook have
drawn harsh criticism from those who are involved in studying social media. Rory O'Con-
nor, author of "Friends, followers and the future.” stated in an article for Huffington post:
"[Social networking services| profit primarily by using heretofore private information it has
collected about you to target advertising. And Zuckerberg has repeatedly made sudden,
sometimes ill-conceived and often poorly communicated policy changes that resulted in
once-private personal information becoming instantly and publicly accessible. As a result,
once-latent concerns over privacy, power and profit have bubbled up and led both domes-
tic and international regulatory agencies to scrutinize the company more closely ... The
high-handed manner in which members' personal information has been treated, the lack of
consultation or even communication with them beforehand, Facebook's growing domination
of the entire social networking sphere, Zuckerberg's constant and very public declarations

79  Fuchs, C. (2014). Social media a critical introduction [California] Sage Publications
80 Arendt, H. (1958). The human condition. [Chicago|: University Of Chicago Press.
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of the death of privacy and his seeming imposition of new social norms all feed growing
fears that he and Facebook itself simply can not be trusted.”!

The problem, then, becomes one of trust. Not only in the media companies, but in your
fellow Facebook or social network users. It is not uncommon to hear the phrase "If you
didn't want anyone else to see it, you shouldn't have put it online.” in relation to any data
that users put online for what is their assumed own private use. The obvious implication
being that on the internet, we cannot trust anyone enough to not "leak” our private data
provided there is enough incentive. The most extreme example of this are the so called
"Revenge porn” sites, but in more day-to-day matters it is all too common to have to ask
friends to untag or delete a photo of you that is particularly unflattering on social media.
It again raises questions over how much control we actually have over our own data, where
it goes and who sees it. After all, a very common chain of events can be a friend posts a
picture of you on their timeline, that picture and perhaps the location that it was taken
becomes associated with all the other data about you currently held online by the social
media provider and is used to target ads at you. All of this happens nearly instantaneously
and the only way to really stop it is to stop your friend from posting the picture in the first
place.

What this points to is the need for a more active user than the traditionally passive archetype
that social media suppliers like Facebook have become used to exploiting for commercial
gain - the so called "Prosumer” idea that was first posited by Alvin Toffler in 1980 in his
book The Third Wave and then expanded by Bruns to be a ”produser” in 2009. Clarke
defines a prosumer or produser as: ”A prosumer is a consumer who is proactive (e.g. is
demanding, and expects interactivity with the producer) and/or a producer as well as a
consumer (e.g. one who expects to be able to exploit digital content for mashups).” This
proactive consumer is one who is much more likely to demand privacy and security for their
data than a passive consumer and this, Clarke says, is likely to push forward a trend of
distrust for social media sites and force them to change their privacy and data security
policies.®?

Social Networks and advertising

The terms Social network advertising or Social media targeting refer to forms of online adver-
tisement that specifically focus on their presence on social networking sites. Social network
advertising involves adverts being tailored to user information gathered from social media
profiles. Given the enormous audience size and amount of time regularly spent on social
networking sites, companies are increasingly becoming aware of the vast potential lying in
SNSs. Consequently, online advertising is experiencing a shift from simply being distributed
through websites to efficiently tracking and gathering user behaviour and personal informa-
tion on SNSs. This enables brands to identify and address their target audience and people
that their product might appeal to based on their interests. The fact that this informa-
tion originates from the customers themselves is very beneficial to companies as personal
data can be analysed in detail without having to rely on their own statistical projections.

81 Rory O'Connor (2012): http://wuw.huffingtonpost.com/rory-oconnor/facebook-privacy_b_
1426807 .html
82 Roger Clarke(2013): http://www.rogerclarke.com/DV/SMID.html

31


http://www.huffingtonpost.com/rory-oconnor/facebook-privacy_b_1426807.html
http://www.huffingtonpost.com/rory-oconnor/facebook-privacy_b_1426807.html
http://www.rogerclarke.com/DV/SMTD.html

Online Identity

Two strategies used in social network advertising are targeted advertising andcustomised
advertising.

With targeted advertising, brands aim to shape their product display according to website
relevant content or their target group’s interests. While content-targeted advertising is
adapted to the particular purpose and content of a website the advert banner is displayed
on, targeted advertising tracks the users’ surfing behaviour on the internet. Several websites
require users to register with their Facebook accounts in order to later display similar adver-
tising content on the social network site. Through the use of cookies, people can be tracked
back to recently visited websites and are therefore likely to be exposed to similar content
on other websites. Companies are also able to track whether one of their adverts has been
encountered by a particular customer before and are consequently able to avoid exposing
the same user to the same advertising multiple times and thus display their advertising with
appropriate intervals 8. A look-a-like function enables the detection of Facebook users with
similar interests as the one recently accessing a particular website.

Moving away from simply tracking people’s surfing behaviour via cookies, online advertising
has experienced an important shift to placing greater emphasis on using profile information
on SNSs to create customised advertisements . Social network accounts sell valuable
information about users’ location, interests and social circles to advertising agencies and
companies themselves. Likes and links to external websites further give an idea of potential
customers that might be targeted in future. Users receive pre-selected adverts that are
believed to be most compatible with their demands and interests (as determined through
their account details) and therefore should be more appealing to them.

However the massive amount of data generated by “real identities” via social networks is also
centre of the growing debate on the implications of the web 3.0%. As Joseph Turow suggests
“the new advertising industry is defining your identity and your world“ ® through displaying
user customised advertisements on social networks. In this way commodification, capitalist
social relations and market forces increasingly engage in and detemine people’s social life
by exploiting the fact that to a large extent social interactions are taking place online 57.
Consequently social networks have to be considered a double-edged sword 8%. While on
the one hand being intensely empowering for its users, the fact that their data is under
constant surveillance by data mining and analytics companies such as Daily Me, Medicx
Media and Rapleaf can also lead to consumers restisting 8°. Thereby, the root of the problem
is the fact that boundaries between advertising and content shaping the 20th-century media
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88 wvan Dijck, J. (2013). The culture of connectivity: A critical history of social media. Oxford University
Press.

89 White, T., Zahay, D., Thorbjornsen, H. & Shavitt, S. (2008). ”"Getting too personal: Reactance to highly
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are being blurred through networking sites * . However, the significance of personalised

advertising does not only make user data a valuable criteria to shape brands after but goes
even further. Through “social sorting“ social networks even impact structures of society in
allocating people to “target* or “waste* ?! groups based on information published on their
profiles. Brands can explicitly filter out the users that are most valuable to them in terms of
a responsiveness to their product based on their interests, income or other characteristics.
In this way the advertisement that is presented to each individual user is indicating their
social position in the eyes of companies, making advertisement become status signals 2.
Nevertheless, companies have to consider the discrepancy between online and offline identity
as so far social sorting processes are simply based on personal information generated on
SNSs. Therefore customer profiles only limitedly reflect the “real” person behind the profile,
including their demands of a product. While social media’s functionality provide the tools
for people to construct an online identity they are also heavily shaped after the economic
purpose of the site. Cohen suggests that due to their design and the normalisation of the
sharing culture SNSs can be considered part of an increasing commodification of identity
through the influence of corporate interests 3.

Reputation Systems and SNS

Reputation systems rank the users of a website based on criteria such as number of posts or
trustworthiness regarding online monetary transactions. They are often utilized on places of
online commerce such as Amazon or eBay, however they are becoming an increased presence
on social media where the more Facebook likes or re-tweets a post gets, the more people
see it. This is a new communicative concept since human beings do not usually quantify
popularity in their day to day lives and it establishes a sort of hierarchy of thought where
originality, creativity, and wit are some of the more valuable traits. And while it's arguably
a better use of cognitive surplus than mindless consumption, rarely do these reputation
systems seem to carry any real purpose or meaning.

Location-based Real-time Dating

Other than the popular online social networking sites such as Facebook and Twitter which
can be used for dating interface, there are now a series of mobile applications that act as not
only a social media platform but combine that with online dating. These apps are known
as location-based real-time dating (LBRTD) apps and are massively popular within current
society. An example of these is Grindr®, a dating app that allows homosexuals to find
other single people within a close proximity to themselves. However, Jeremy Birnholtz has
described Grindr as being a virtual place for singles that “creates tension in users’ strategies
for self-presentation as they craft positive identities in an environment where identifiability

90 Turow, J. (2012). The daily you: How the new advertising industry is defining your identity and your
worth. Yale University Press.

91 Turow, J. (2012). The daily you: How the new advertising industry is defining your identity and your
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92 Turow, J. (2012). The daily you: How the new advertising industry is defining your identity and your
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93  Cohen, N. S. (2008). The Valorization of Surveillance: Towards a Political Economy of Facebook. Demo-
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by outsiders may be perceived negatively.”” The two big players in this field are the popular
mobile applications Grindr and Tinder.

Grindr

As previously mentioned, Grindr is a mobile LBRTD app which is aimed specifically at
gay men. There is, like with most social media, a problem with identity theft. There is a
limited number of photos that you can have on your profile and therefore, since it requires
less information to look as legitimate as Facebook, for example. Due to this, it would seem
easier to lie about you identity via the app. However, Grindr are aware of this and have set
up a complaint policy with regards to imposters and fake profiles.

Users must follow these steps to lodge a complaint:

1. Report the impostor. Tap the gray flag in his profile to report him.

2. Send us your Grindr Account Email Address (or BlackBerry support code). This will
help us find your profile.

3. Write your email address on a piece of paper. Send us a clear photo of yourself
holding the piece of paper.

4. Send a random photo of yourself. We need to make sure you're the 'real' you.?

"Report an Impostor or Fake Profile”, 2013 (http://help.grindr.com/hc/en-us/articles/
200302264-Report-an-Impostor-or-Fake-Profile)

Also, due to the fact that there is little room for users to expand their personality beyond
their very limiting profile, many people argue that this limits identity. "The design of Grindr
provides men little room in their profiles to elucidate upon their personality or interests.
This tranching of their identities to just physicality has the effect of reducing them to
objects, like the models in advertisements.”” This objectification is what has created the
stereotype that Grindr is only for gay hook-ups. This lack of real identity within the app has
transformed itself to being looked as being purely sexually charged and therefore, Grindr
can be described as being an online social network that almost encourages online identities
to be separate from offline ones.

Tinder

Tinder”® is much the same as Grindr, but is aimed at both homosexuals and heterosexuals.
It's set up is very similar to that of Grindr, however there are some differences. Tinder's
slogan is "Tinder is how people meet. It's like real life, but better.””? This slogan denotes
a few things - firstly, it openly suggests that it is a completely online community as it
overtly claims to not be real life, but that it is better. Therefore, this could be actively
encouraging users to think of their online selves as being different to their offline selves,
and to lose their inhibitions because Tinder and the real world are two separate locations

95 Jeremy Birnholtz, ”Seeing and being seen: Co-situation and impression formation using Grindr,
a location-aware gay dating app” 2014, http://nms.sagepub.com/content/early/2014/02/06/
1461444814521595.full

97 Jamie Woo, 2013 "Meet Grindr: How One App Changed the Way We Connect” p.133
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99 Tinder, 2014 (http://www.gotinder.com/)
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and that the two may never collide. However, this would seem to completely contradict
the idea of Tinder, in that it is a dating app that is fundamentally about people meeting
and beginning a relationship. Another thing about Tinder is that it needs to have access
to your Facebook account to allow you to become a user. Therefore it relies on previously
available information to function. Using Tinder also means handing over large amounts
of information about your identity to them, and although "Tinder says that they won’t
share your private info or activity on Tinder with Facebook or other users, but they’re
totally fine with selling it to third-parties and vendors they were work with. Just know
they could be shipping off your sexual preference, desired age in a mate, and conversations
had via Tinder’s chat feature, to advertisers and third-parties.” 1 Therefore Tinder is not
as identity friendly as they would have you believe, and users' privacy is not completely
contained to the owners of Tinder.

YouTube and Vlogging

YouTube is a public video sharing site created in 2005. People of all ages, races and
genders use YouTube as a way of forming an online identity. Among entertaining home
video clips, and amateur short films, Video Blogging (Vlogging) is one of YouTube’s most
popular trends, as it provides a medium to create a publicly accessible performance of “the
real me”. Hobsbawn sees the current age as defined by a “hunger for a secure identity”
(Strangelove,2010). This then highlights the obvious attraction of Vlogging, as a way for
any person with a video camera and an internet connection to document their identity
and present it for the world to see. Vlogging is one of the rawest forms of media as it
is simply people sharing their feelings and experiences with the world, and as Van Koten
states while discussing McLuhan’s theories concerning hot and cold media “...when we peel
away the layers of media we ultimately end up with human experience”. (Van Koten,
2009) This closeness to human experience and supposed honesty that people put across
in Video Blogs (Vlogs) encourages others to use this medium and share their own feeling
and experiences in order to feel like an individual within a community. Mendelson and
Papacharissi discuss how Carey (1975) “emphasised a ritual view of communication which
helps foster community integration through the sharing of common experiences and values”
(Mendelson & Papacharissi, 2011). It is true that YouTube is seen as a community and
safe place to share these feelings and experiences and the users of YouTube are regularly
referred to as the “YouTube Community”. But why do people use this public video forum
to share these inner most confessions rather than keeping a physical diary or having real life
conversations. Sherry Turkle states in her TED Talks “Connected, but alone?” that “the
feeling that ‘no one is listening to me’ makes us want to send time with machines that seem
to care about us” (Turkle, 2012). YouTube provides an instant audience of listeners for any
user, millions of people can access a Vlog at any one time, the community of an instant
audience must surely play a key factor in why people choose to share their life experiences
via Vlogs as opposed though real life social interaction. However, Turkle also states that
through her research she has discovered that many feel that a feeling or experience is not
valid until it is shared through the internet, usually via some form of SNS “I share therefore
I am” (Turkle,2012). So, by sharing these personal/confessional videos on YouTube, not
only do users receive and instant audience to listen to their feelings as they try to work out

100 75 Privacy Tips for Tinder”, by Olivia Campbell, 2013 (http://www.abine.com/blog/2013/5-privacy-
tips-for-tinder/)
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their own identity, but they also gain validations of those feelings through the process of
sharing. The idea of being part of a community which also validates ones inner most feelings
must surely be an appealing one for many, hence the popularity of Vlogs on YouTube.
However, the identities presented on YouTube are not necessarily exact representations of
how those users behave in their real world lives. Michael Strangelove in his book “Watching
YouTube: extraordinary videos by ordinary people” discusses how “There are hundreds
of videos online title ‘the real me’ that explore the difference between videographers on-
screen persona and their ‘real’ self.” He goes on to give an example of a video made
by college student Kevin Wu with the above title, Kevin explains how he is a different
person from his videos, “You don’t know me...you don’t really know someone through the
internet” (Strangelove, 2010). The construction of an ideal persona on SNS is seen across
all mediums; YouTube, Facebook, Twitter, Tumblr etc. When discussing the formulation
of college students photos galleries on Facebook Mendelson and Papacharissi state that we
“consciously and unconsciously transform ourselves before the camera, portraying a version
of ourselves we wish to be” (Mendelson & Papacharissi,2011). So, while people wish to feel
that their feeling are validated and they as themselves are accepted as part of a community,
the common case is still that they present an ideal version of themselves and push that
forward to be accepted as their true identity, whether is accurately reflects their real world
persona or not.

2.4.5 The Self Discrepancy Theory

Edward Tory Higgins (1987) introduced the concept of 'Self-Discrepancy Theory', which
can be linked to the idea of the development of and the need for online identities in general.
The theory suggests that one's personality is constructed through several different domains.
Other than one's actual personality there is a wide range of other 'selfs' that might influ-
ence the behavior of this individual, such as the ideal or ought self. ”One domain of the
self (actual; ideal; ought) and one standpoint on the self (own; significant other) constitute
each type of self-state representation. ” Any discrepancies between the actual self-concept
and the ideal-self states (what the individual hopes to become or aspires to be like) may
lead to negative outcomes, such as feelings of disappointment or dissatisfaction with the self
and lead to a vulnerable state in which an individual's self-esteem is significantly lowered.
On the other hand discrepancies between a self-concept and ought-self states (that is rep-
resentations of an individual's beliefs about his or her own or a significant other's beliefs
about the individual's duties, responsibilities, or obligations) may lead to agitation-related
emotions, such as fear or feelings of threat. In order to avoid these discrepancies impression
management may be used to control how one sees themselves and is seen by others. After
all, online identities are manageable representations of the self that can in fact be manipu-
lated to extents, that largely influence impressions. It does not only allow the impression
of outsiders to be altered, but also can function in order to clarify one's ideal self image for
themselves. Therefore if online identities are managed this way, not only discrepancies may
be avoided that may lead to emotional discomfort or agitation-related feelings, however
it may also improve one's idea of their ideal self and may encourage them to alter their
behaviors in order to change accordingly.
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2.5 Belonging

Many use the opportunity and possibility of an online identity in order to gain or experience
a sense of belonging. Every year more people write blogs, participate in online discussions,
share information, music and photos, and upload videos. Making things and sharing them
online is a process that creates networks, emotional support and significant social bonds.

In an online community one can get a sense of a shared space, experience rituals of shared
practices, exchange social support, and the shared identities all contribute to a feeling of
community.'”! Many join groups as already share a social identity such as race, ethnicity
or profession.

2.5.1 Blogging

Blogging is one way in which a sense of belonging can be and is achieved. Blogging connects
people with others who share similar ideas, feelings and topical associations. Research
carried out by David Brake revealed that seventy per cent of all blogs are personal blogs.!??
Writing a blog allows you to pursue desires to communicate.

Blogs are not just webpages in the traditional sense; blogging also covers the contemporary
social network statuses seen on sites such as Facebook and Twitter. David Gauntlett asked
and completed a survey in his book Making is Connecting on why people use Twitter. The
main reasons were so that others can learn and be entertained; in a desire to share thoughts
and creative endeavours; to chronicle their existence; self-promotion; contributing to and
being part of a community; and for a sense of being heard.'®® This research highlighted the
importance of warm social connections, recognition and appreciation. These are aspects
that are vital in a community and for a sense of belonging. On blogs where response is
desired and encouraged, such as on SNSs, the importance in commenting and discussion is
focused around warm social connections, recognition and appreciation for those who invest
significant amounts of time in the creation of online content.'” A study was also carried
out about why people use Facebook. This research revealed that the combination of low
effort and social rewards and connections made it worthwhile.'®® Facebook only requires
simple and momentary inputs, and in return you get to be part of an active social network.
This all can lead to a sense of mutual engagement and community, and importantly a sense
of belonging via online identity.

The concept of wanting to share one’s ideas has been existent for a very long time. However,
it is a difficult thing to get your thoughts and opinions published for the wider world to
see. Whether it is a factual informative book or a fictional piece, it is challenging to find a
publisher who is willing to accept your work amongst the thousands, if not millions of other

101 Baym, N. (2010). Personal Connections in the Digital Age: Digial Media and Society Series, (pp.86).
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submissions. However, the evolution of online blogging has changed this and now people are
free to promote and publicise their own writing online and on a very big scale. The online
space is so vast, endless and accessible that blogging has opened up the chance for endless
publications, which do not require the grueling process of being accepted and selected.

2.5.2 Citizen Journalism

This is essentially a form of activity which has stemmed from blogging. The ability to
participate in media, particularly news, brings a great sense of importance and belonging.
There used to be a 'structured break' between news production and consumption and these
lines are now becoming blurred. %% It has created a new variation of web user, the prosumer.
If an individual feels they are contributing, it will undoubtedly confirm that their online
presence is of value. The monumental shift from audience consumption to participation
or even production means that there is a sense of community within the title of 'citizen
journalist'.

Technology has contributed to the rising popularity of gathering and producing news online.
Wireless internet and smartphones have allowed individuals in the 'right place at the right
time' to become an active participant in journalism. By extension, social media has become
a platform for news to travel. The content is read, shared, discussed and debated which
would suggest users of networking sites can deliver their news on their own terms. As
citizen journalism is not bound by conventional journalistic codes, therein lies opportunity
for opinion and discussion. Comments are not only optional, they are encouraged by online
news organisations to convey that public opinion is of any importance to issue at hand.

Joy Rosen describes the phenomenon as "the people formerly known as the audience employ
the press tools they have in their possession to inform one another”. 197 This user generated
content has influenced some historical political movements, such as the Arab Spring, Occupy
Wall Street and many others. This is a form of power that people can seize and use as they

see fit, to benefit what is important to the individual and society.

2.5.3 Performance and Ownership on Facebook

Our online identity as well as our online presence is a constant performance and battle for
ownership. If one studies Facebook, then it is apparent that the content of a person’s profile
is heavily manipulated and edited in order to create a certain persona.

Every Facebook page may seem like a boring repeated formula that has no individuality in
comparison to the millions of others. However, Facebook does allow people to note what:
music, films, t/v programmes, shops, books and concepts they like. A person can also share
personal information about their lives, photographs and links to show that they are unique
and different from everybody else.

But, because of technological manipulation, social networks allow people to not show their
true, holistic, authentic self-warts and all. Facebook insists that people see a warped and

106 Jenkins, Henry (2006). Convergence Culture: Where Old and New Media Collide. New York: New York
University Press. p. 308,
107 Jay Rosen (14 July 2008). "A Most Useful Definition of Citizen Journalism”. PressThink
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superficial image of identities after they have been carefully manufactured and approved.
This behaviour is a result of needing to feel that one’s performance is in line with social
conventions and rules of character groups. As a result one’s Facebook page is not entirely
owned by them as their submissions are psychologically stimulated by the wider community
and what one posts is dictated by the socially accepted principles of one’s given social circle.

In a book by Richard Jenkins about social identities he mentions that social sites on the
internet have created a new art of performance relationships and stages for social ideologies.
108 He argues that people feel conditioned by those who view their online presence and
participation and their interactions are based on a need to conform due to the pressures of
being witnessed by a large and critical audience.

2.5.4 Welcome and Unwelcome Responses to Facebook Posts

Facebook is a forum where people can voice their individuality by posting on their own
page and editing their profiles. Because each page belongs to a single person then in a
sense the content belongs to them and they have a right to share it regardless of other
people’s reactions. However, people on Facebook often get responses to their posts which
challenge and cause controversy. This is done by Facebook friends being able to, “like,”
a post, commenting on it or uploading entirely new material. Some feel that negative
responses are unwelcome because the page is representative of them alone, rendering it a
safe, respected and personal space for their online identity. On the other hand, others feel
that if you post something on Facebook then you are allowing your Facebook friends to see
and subsequently you are inviting their contributions and permitting debate.

2.5.5 Fan Culture

Online fan communities have grown rapidly with the development of digital technology
and social media websites. Originating from the ‘real life’ social groups that congregated
together to share in their common interest, fan groups have only developed a stronger
presence online that ever before.

Cultural analyst Myc Wiatrowski, studied online fan communities and observed that; “Fan-
doms, in the information age, have become a well-connected global village capable of coor-
dinated and immediate worldwide contact”.!?? Highlighting how new technology and media
has enabled these ‘fandoms’ to develop and also created a stronger sense of belonging.

That sense of belonging is a large factor in fan participation. Without the implications of
face to face interactions users are able to freely interact and bond with other like-minded
people and can develop an online identity that they choose. There are many different types
of online fan communities; however the fastest growing have surrounded popular texts, films
and celebrities. Popular young adult novels such at Twilight are excellent examples of online
‘fandom’, in which the texts are re-interpreted and re-written by fans. The monetisation
incentives offered by video hosting sites like YouTube, in addition to ad revenue on fan sites,
also appear to be actively encouraging the creation of new fan-made product, which in turn

108 Jenkins, R (2008) "Social Identities”, (pp.1-64). Oxford: Routledge Publishers
109 Wiatrowski, M. (2011) The Dynamics of Fandom: Ezxploring Fan Communities in Online Spaces, (pp.1-2)
. Paper, Ohio State University
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acts as free advertising for the media that are the focus of them. The protection of having
an online identity and belonging to a large online group allows the fans to share dramatic
adaptations they would not normally share in everyday life. Similarly celebrity fans such as
‘The Directioners’ fans of boy band One Direction use their online presence as a ‘protected’
way of contacting the band, with total disinhibition.

2.5.6 The Need for Online Evidence

With online culture there is a need to feel like one’s online existence sends a strong message
of the self. Theorist Ainslie McDermott who specialises in the reasoning behind online
behaviour suggests that in various arenas people choose to post certain material because
they feel it will present a positive or specific image of their lives. 10

For example, when blogging, some people find it important to show that they are culturally
aware whether that is through sharing their awareness of: the news, politics, celebrity
culture, science, technology or indeed any subject. McDermott argues that the content of
a blog is not just about sharing information, or doing an activity because one enjoys it,
but more because there is a need to evidence a certain type of character. Likewise, with
Facebook, McDermott notes that profile pictures and cover photos are chosen to make a
statement about what type of person you are. Uploaded photos usually reveal a great
deal. Pictures from a night out might suggest that you are fun and outgoing. Pictures of
couples suggest that you are lovable and able to sustain a positive relationship. Pictures of
somebody on holiday suggest that you are cultured and even possibly rich enough to spend
time away. Also the chosen location often says a lot about the person and what they choose
to take photos of. Pictures of somebody doing charity work suggests that they are giving
and almost implies that they have no time for superficial fun but concentrate on, “what
really matters in life,” as McDermott says.

Lastly, who a person follows on Twitter reflects the type of role model they admire or are
interested in. People often feel a need to show a connection to the most socially conventional
celebrities rather than those who suggest a more independent character that allows a person
to branch out of a social clique. McDermott’s study deems that behind all the reasoning
for online activity, the manner in which people participate and the content in which they
link themselves with is an attempt to evidence a strong social belonging.

2.5.7 Online Gaming

The gaming world allows the creation of personas through the development of virtual identi-
ties. In a multitude of games, online avatars can be customised, from their looks, clothing to
their personalities. Players can therefore surpass offline identities, such as gender race and
political beliefs; they become someone else, in a virtual world where their real character is
hidden. Cultural habits can be expressed online, such as class, as well as a sense of cultural
community and belonging. Online gaming has been used by some youth as a means for
relieving stress, and can be viewed as a positive outlet for pent-up frustration. Conversely,
studies have shown that those with pre-existing conditions play more frequently than oth-
ers, gaming itself does little to solve the existent problems which have led to the escapism,

110 McDermott, A (2012) Clones: How technology has made us all the same, (pp.5-35).
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and these more frequent gamers may be inclined to devote their time to gaming rather than
tackle any problems head-on. This can lead to further stress, even more attempts to evade
stressful situations, and lead to a vicious circle. !

Although the use on online identities is harmless to many users, there is the risk of addiction
to online identities in the virtual, gaming world. The online identity of those in the gaming
world is uniquely experimental "2, with people playing with their personas and personality
to become someone they aspire to be, or lead the life they've always dreamed of within the
realms of websites and gaming communities.

Online gaming can therefore become an addiction as a direct result of people maintaining
the power to control the plot and story of their virtual life for themselves 3. People
step inside a world where they can create situations that wouldn’t happen in the nature
of real life!™. Therefore, one may feel a sense of disinhibition within their virtual life’s,
contradicting their real life social being. One may adopt a life secondary to their reality,
enabling them to roleplay as a virtual and highly idealised version of themselves. 1. This
can be taken a step further, with users encompassing a dissociative imagination.

The rise of Player vs Player (PvP) gaming has led to many gamers, especially within the
game itself, having their identity of playing the game above many offline identities, such as
race, gender, political or economic viewpoints becoming irrelevant. This use of anonymity
within PvP gaming can reduce or challenge the pre-existing concepts of certain offline
identities.

2.5.8 Fashion Industry

Similarly, the concept of constant technology has further branched out into other major
industries across the world influencing fashion as well as culture and social aspects of ev-
eryday living. Zeki (2014) describes - in an interview with designer Tuba Ergin - of how
the fashion world and technological world are becoming forever more 'harmonised' with
each other, as well as how each compliment one another. Designer Ergin, showcased his
designs at the Mercedes-Benz Fashion Week in Istanbul in 2014, which all included the new
addition of circuit cards into each of his fashion garments including dresses and tops, and
furthermore onto shoes and bags. Ergin (2014) mentions how each and every one of us now,
as members of society, are fully under the influence of the sheer absorption of technology
and this then further allows us to create an online identity. He even goes as far to state
that "I believe there is almost no difference between drug abuse and technology addiction”
[93] Such a statement allows us to see how we have fully established an online identity with
our devices and the extent to which can be compared to such a heavily addictive substance
such as drugs due to our online presence. In his interview, Ergin then goes on to discuss the
developments of our devices that we are forever always using in our everyday lives such as
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technological glasses as well as watches. Such advances will allow us to grow our identities
online even further. However, he then states that technology in the future will lead into
clothes that can react to body temperature and the human pulse, such advancements will
allow fitness merchandise to rocket, presumably.

2.5.9 Marketing Industry

Technological identity has had a massive influence over the business-orientated world. With
people constantly being visible and in-corporated in their online world allows large busi-
nesses to make thousands of pounds from these users. The more people make themselves
aware of being on their phones and technology devices, the more money companies make.
Such large organisations such as Facebook allow their adverts to become more expensive
and make great amounts of money on their customers simply through their use online being
forever dominant in their world. Cookies and other internet bugs allow marketers to track
every move we make online and more importantly, how long we are on a certain webpage
for and where our mouse is hovering. Most importantly, our traits and how our personali-
ties can be translated onto our online web activity. Such details allow them to store great
information on the everyday user and can show the extent to how intense the everyday
person is identified and present online. Therefore, it is clear that marketers are cashing in
on ourselves having a constant online visibility.

2.6 Blended Identities

Although the concept of blended identity has its roots in the field of social psychology, it has
been appropriated by media theorists in recent years to describe a specific two-part process
of identity creation which has been observed online everywhere from fan forums to dating
websites 116, Firstly, a user will create an online persona which blends various elements of
their offline identity together with aspects of the online group or environment they have
chosen to join. Secondly, when the user meets a person they originally met online in an
offline setting; aspects of their online persona will filter back into their offline identity''”.

For many people, there are both positive and negative implications of blending their online
and offline identities. On the positive front, blended identities can provide certain people
with opportunities to express themselves in ways which they could not do in the offline
world. For example, Natilene Bowker and Keith Tuffin believe that the amount of control
that an individual can exert over their online identity can allow people with disabilities to
cultivate a sense of identity, free from the constraints of the social stigmas that they face in
the offline world. So, by taking certain aspects of their offline identities and blending them
with an online world which “removes the ocularcentrism governing the way people interpret
and evaluate others”, they can be judged in terms of their character rather than in terms
of their particular disability!!®.

116 Nolan, M. & Rubenstein, K. (2009). Blended identification and its psychological consequences. Retrieved
02/04/2014, from http://press.anu.edu.au/hrj/2009_01/mobile_devices/ch03s02.html

117 Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. Identity In The Information
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However, on the negative front, the temptation for people to create idealised personas online
means that the blending of identities can cause delusional behaviour to spill back over into
their offline identities. As a person becomes more absorbed in their online identity and
accustomed to the control that they have over it in terms of impression management, it can
become more preferable for them to believe that it more accurately reflects who they are
than their offline identity does. This can potentially cause tension and distress when they
are forced to interact with people — friends and family members, for example - in an offline
environment who are unaware of their online identities.

2.6.1 Blended Identities In Fan Communities

Andrea J. Baker explores these ideas in relation to online fan culture her journal article:
Mick or Keith: blended identity of online rock fans. Over a two year period, Baker studied
members of various online fan forums for The Rolling Stones in both online and offline
situations, in order to see how their online identities were constructed and how this influ-
enced their offline identities. She found that the presentation of an online persona has three
aspects: the username, the avatar and the manner in which the individual identifies with
the object of their fandom!'!”.

Study Findings

Usernames typically reflected a users need to closely identify with the object of their fan-
dom. Many users chose to name themselves after a song, a lyric or a nickname of one of
the band members. Aside from this, users seemed to appreciate creativity in regards to
username selection. While avatars can perform the same general purpose as a username,
their primary function tended to be as pictorial indicators of status within the forum, as
those who posted regularly often became identified by their avatar rather than the content
of their usernames. Finally, all users were identified according to which member of the band
they aligned themselves with. This was perhaps the most important factor, as it heavily
influenced both username and avatar selection, as well as providing a limited insight into
users’ character preferences. For example, users who identified with Mick Jagger tended to
view him as being responsible and concerned. On the other hand, fans of Keith Richards
saw Mick Jagger as being cold and controlling!?’.

When Baker met the users she had been studying in an offline environment, she found
that their online identities had profoundly influenced their offline identities; particularly in
regards to behaviour. It was noted that both online and offline, men generally try to identify
with the band members by showing a deep interest in the music. For example, many male
fans obsessively collected obscure recordings from live shows or old demo tapes and spend
a large amount of time discussing the guitar playing of Keith Richards and Ronnie Wood
online. Conversely, women were generally more focused on trying to bond with the band

119 Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. Identity In The Information
Society, 2(1), 7-21. Doi: 10.1007/s12394-009-0015-5

120 Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. Identity In The Information
Society, 2(1), 7-21. Doi: 10.1007/s12394-009-0015-5
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members. Baker gives one example of a female fan who insisted that she was the wife of
guitarist, Ronnie Wood, both online and offline?!.

Secondly, those with particularly memorable usernames were often referred to by their
online username in offline environments. Additionally, the online forum of which a fan was
a member appeared to influence the way they dressed. Members of the Shattered forum
dressed in bright green t-shirts that they made themselves, whereas fans from other groups
tried to avoid wearing any clothes that would obviously mark them as fans of the group.
Interestingly, those who had actually met the band before tended to fall into the latter
group rather than the former. However, the most divisive issue was the extent to which
users chose to embrace their role as fans in an offline environment. While some users were
happy to display overtly ‘fan-like’ behaviour in public, others were embarrassed to admit
to people — especially family — that they were members of an online fan forum!?2.

Concerns

Although Baker eventually concluded that more research into the effects of online identities
on offline behaviour was needed, her study raises some interesting and concerning points
about blended identities. It seems to be the case that the online aspects of a blended identity
come to overshadow the offline ones. In the context of Baker’s study, this can be seen by the
fact that forum users almost always came to be recognised by their usernames and avatars
rather than by any particular aspect of their offline identities. Also, the forum community
seemed more likely to judge a user’s character based upon the pre-existing stereotypes
surrounding their favourite member of The Rolling Stones than by actually getting to know
them. Consequently, many users - especially those who did not post frequently - could find
themselves being characterised by mass generalisations and the superficial features of their
online identities.

The impact of becoming immersed in this type environment was apparent in the behaviour
that filtered back into users’ offline identities. Many seemed to feel that it was necessary for
them to act out their online identities in the offline world in order to feel like they were still
part of the fan community. People such as the woman who believed she was Ronnie Woods’
wife seemed to have had their offline identities subsumed by the sometimes bizarre online
personas they had made for themselves. Meanwhile, on the other end of the spectrum,
some people felt the need to hide any trace of their online identities and emphasize their
offline identities for fear of being ridiculed by those outside the fan community. Therefore,
it seems that although blending identities is a seemingly necessary part of being in an online
community, people run the risk of losing their sense of self as they struggle to find the right
balance between online and offline identities.

2.6.2 Blended Identities in Online Dating

Online dating is a good example of blending identity as often it involves both online and
offline interaction. The idea is that the online and offline identities are to be similarly

121 Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. Identity In The Information
Society, 2(1), 7-21. Doi: 10.1007/s12394-009-0015-5
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Society, 2(1), 7-21. Doi: 10.1007/s12394-009-0015-5
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constructed, if not appear the same. One user is effectively judging another based on
their profile page (which usually includes at least one photograph of themselves plus listed
personality traits) contained on the dating website they are both using. Should one person
find that they admire another's page, they may wish to contact them via a messaging service
within the website or through an e-mail address or phone number visible on their profile

page.

The intention of online dating is to seek out a potential partner, so should two users think
that each other has potential they may wish to meet in a different social context i.e. offline
(in the 'real world'). What the user generally hopes for is that the offline identity of their
'date' matches that of the online; for example, not to turn out to be older than they had
represented themselves online, or of a different gender. This differs from fan communities
as it is often preferred on dating websites that users display their real name and use a
photograph of themselves as their profile picture so as not to mislead potential 'dates'.

2.6.3 Multiple Identities

The concept of multiple identities started with the first internet generation itself, looking
back as far as the Cold War. In early internet culture there was a great desire to create a
new self, whether it was simply create a unique username or creating a whole new persona.
Forums and bulletin boards were popular outlets for people choosing to adopt a new persona
in the early years of cyber culture. Despite the adoption of nicknames and personas, there
was still a strong personal connection and arguably a greater responsibility tied to the posts
made. Services such as Usenet often had more in common with our modern SNSs, in the
sense that many users went by their full name in addition to listing rather personal details
such as their alma mater or even their home address (this being well before the advent of
satnav and Google Maps, of course).

People began to see computers as an escape from “official reality” says Proffesor of Media
Geert Lovink in his critique of social media. He observes people realised they could “design
futures, enhance bodies and extend minds.” '?* In the late 80s and early 90s, when what we
know today as the internet was still in a relatively embryonic state, many theorists took this
idea of bodily enhancement and extension of the mind rather literally; with some raising
the possibility of Virtual Reality forming a useful tool in future online communications.
Despite perhaps not taking place in the way they had anticipated, their central idea was
prescient, namely that the internet would form a means with which to collectively share,
compile, edit, expand, and distribute information.

In contrast to popular opinion that social media has only further enforced the notion of
multiple identities Lovink suggest Facebook emphasizes a commitment to the “real self”.
124 He observes that this may be due to the feeling of being among friends on Facebook, it
seems that Lovink believes the real has prevailed over the fake but also acknowledges this
may have restricted our freedom online.

123 Lovink, G. (2011) Networks Without a Cause: A Critique of Social Media, (pp.39). Cambridge: Polity
Press

124 Lovink, G. (2011) Networks Without a Cause: A Critique of Social Media, Cambridge: Polity Press
(pp-40).
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Surrounding this subject founder of Facebook Mark Zuckerberg, controversially said: “Hav-
ing two identities for yourself is an example of a lack of integrity”. This entirely contradicts
the influential beliefs of sociologist Erving Goffman who introduced the idea Dramaturgy,
which argues that the elements of human interactions are dependent upon time, place, and
audience.'? This concept is still widely used in sociology and media studies today.

2.6.4 Online Identities and Personality Disorders

In 2002 Dr Adam Joinson put forward the theory that online participation allows people
to pursue various forms of characterisation in order to gratify a range of audiences without
causing conflict. 126 For example, a person might have a Facebook page that is suitable for
their family and shows them behaving in a responsible and mature way. By on the other
hand they may have another closed and private page which reveals a more wild personality
which can be accessed by friends. This is done so that the person can explore their multiple
personas with freedom, far from the fear of complaint and question.

Dr Joinson also speaks (on page 147) about a blogger called Rae-Rae Darron who has seven
different blog sites. The person uses these different blogs to write about: celebrity culture,
the concept of popular actors and singers versus talented actors and singers, fashion trends,
local politics, the environment, natural science and evolution theories versus religion. Rae-
Rae Darron did an interview with the magazine, “Wired,” in 2001 and explained that she
had tried to have a blog page which explored all her areas of interest but was told that
viewers were bored and unhappy about seeing such a mix and would rather have a page
that was dedicated to one subject. Rae-Rae Darron then explained that she felt she could
no longer express her holistic and broad personality, but had to box her interests in order
to appeal to viewers with different interests and ideals.

In 2010 the incident of Rae-Rae Darron was revisited by psychologist James. F Masterson
in a follow on book from his 1990 edition on personality disorders. '?7 Masterson argues
that people have become so intent on making separate zones of performance on the internet
that there is a danger of losing the reality of self. If a person spends so much energy into
wearing different social masks, then they begin to forget which one is sincere and which
one is most dominant or important. By turning away from the right to hold a natural and
genuine personality which is constant in its strengths, weaknesses and individuality, then
realism no longer exists and honest identities are no longer known resulting in confused
personality disorders transferring from the internet into real life.

2.7 Cultural Theories applied to Online Identity

2.7.1 Technological Determinism

Although much of Marshall McLuhan's pioneering research into the subject of media theory
was conducted during the early 1960's - a media landscape vastly different from today's -

125 Goffman, E. (1959) The Presentation of Self in Everyday Life, New York: Anchor Books

126 Joinson, A. (2002) Understanding the Psychology of Internet Behaviours: Virtual Worlds, Real Lives,
(pp-145-203). Oxford: Palgrave Macmillan

127 Masterson, J.F. (1990 and 2011) The Search for the Real Self: Unmasking the Personality Disorders of
Our Age, (pp.23-39). London: The Free Press
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his ideas surrounding Technological Determinism have shaped how we understand media
and are still drawn upon by contemporary theorists, such as Hamid van Koten, who applies
McLuhan's theoretical frameworks to the subject of Online Identity in his book 'Digital
Visual Culture: Theory and Practice'. In 'Understanding the Media: The Extensions of a
Man’ McLuhan highlights the unidentified and almost unnoticeable power of technologies
to transform and manipulate how one identifies 'the self’. Applying this idea to the subject
of Online Identity, one might say that the main issue raised by the idea of a person having
a distinct online persona and its importance to how people interact with each other and
reflect on themselves is that it isn't fully — or maybe at all — in one’s control. McLuhan
raises the question of whether computers extend to the human nervous system, gaining a
control over how people perceive and use media without their notice.

2.7.2 Cultural Determinism

At the opposite end of the cultural theory spectrum is Raymond Williams, whose ideas on
’Cultural Determinism’, outlined in his book Television, Technology and Cultural Form have
been critical to the formulation of the theory that it is not the medium itself that directly
influences the behaviour of individuals, but the pre-existing social and cultural phenomena
that were the catalysts for the medium's production. With this in mind, the idea of Online
Identities being an integral part of many people's everyday lives can be linked to a user's
pre-existing desire for it to exist; perhaps to increase chances of social interactions with
others or for individuals to be able to experience life in a way that would be impossible
while using their offline identity.

2.8 Theorists

Hamid Van Koten

- ‘The Digital Image and the Pleasure Principle: The Consumption of Realism in
the Age of Simulation’

Van Koten's main research questions illustrated in this paper come under:

- What are the forces at work in the production and consumption of digital representations?
For example what makes digital gaming so popular?

- What are the narrative and representational issues involved, and what do these tell us
about our culture and ourselves?

Specifically the paper seeks to uncover two themes: Narrative'?® and Realism as the domi-
nant form of digital representations in terms of production, and the Lacanian'? shift from
the real to the imaginary as the dominant drive towards the consumption of these repre-
sentations.

In his paper Von Koten argues that video games act as an outlet for forces within the
collective subconscious, allowing what Jung called the animus and anima breathing space.

128 https://en.wikipedia.org/wiki/Narrative
129 https://en.wikipedia.org/wiki/Jacques_Lacan
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Quite simply put, it provides an outlet for desires that we may be unable to realise or satisfy
within the confines of “real life”. It could be said that the same is applicable to the internet
and social media as a whole. In many cases this can be beneficial, as seen in the benevolence
with which people help out or donate to causes that may be hundreds of miles away from
them. On the other hand, some may use their online ability and the relative anonymity
often comes with it for less-than-positive purposes, such as committing crimes or harassing
other users.

Additionally, van Koten cites the work of George Gerbner!'?.

George Gerbner

Van Koten refers to a longitudinal study of television conducted by George Gerbner!'?! over

the space of almost 30 years. Through his research he found that people's perceptions of
their world are affected by their television viewing habits. e.g. those who were found to
watch a large amount to television each week tended to view the world as a more violent
place than it really was.

Gerbner supports the theory that film and television representations of gender, ethnic mi-
nority and power relationships are important factors for the construction and maintenance
of a social identity in real life, and the same could be said about our construction of online
identity. Hence, to a certain extent people model their personal and online personae on
what they see portrayed to them through the media. However the counter argument to
this is that what is portrayed in the media is constructed from pre-existent social values,
attitudes and beliefs.

Jonathan Vanasco

- 'Meta-Identities and Identity Facets'

Jonathan Vanasco delves into the idea of how within life people display different personas
within separate social circles of their lives, whether it be with their friends, family or
colleagues. Vanasco argues that this is then reflected through our multiple online identities
that we create e.g. using separate email addresses for different content (private, work,
education etc). The same can be applicable when people use different SMSs in different
ways while conforming to the conventions of that particular site (Facebook - professional,
Instagram - creative, Snapchat - quirky). A detailed explanation of Vanasco's work can be
found here -Vanasco's Theory!3?

130 https://en.wikipedia.org/wiki/George_Gerbner

131 https://en.wikipedia.org/wiki/George_Gerbner

132 http://www.destructuring.net/IdentityResearch/Essays/2007_11/01/2007-11-01--
II_theory.html#id2
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2.8.1 Jaron Lanier

Jaron Lanier'®? is important when looking at online identity. He was one of the original

digital pioneers, however he is not a “leading-edge techno-enthusiast.”?* In his book You
Are Not A Gadget he discusses his worry about the particular ways in which the Web, in
particular focusing on Facebook, has developed and what this means for online creativity
and self-expression.

He argues that the HTML messy homepages of the 1990s were better than the ‘improvement’
of Facebook (where the result is nice neat sets of boxes of pictures and information.) He
puts individual creativity and self-expression above all else, and therefore concludes that the
diverse, handcrafted personal pages were much more preferable than “formulaic, template-
driven expressions of identity pushed by Facebook.”3> It did not matter that they were
messy, had unexpected tones or lacked uniformity - it was their idiosyncratic nature that
lent them a distinctly human touch, in strong contrast to the inflexible and sterile pages
preferred by major modern SNSs.

Lanier argues that we should always be willing to spend a bit of time making personal
representations of our identity and that we cannot allow ourselves to be reduced to a tem-
plate. One of his key concerns is that digital systems reduce everything to simple bits of
information so that they can be processed.'®® He warns that when we reduce our human-
ity to fit the requirements of a machine we lose something of ourselves. He argues that
whilst the uniform nature of Facebook profiles keep things simple and predictable, human
beings are worth cherishing because of their distinctive and individual natures- not because
they are simple and predictable.!3” He further argues that Web 2.0 reduces individual cre-
ativity to general ‘mush’, causing a dilution and silence of individual voice in the name of
collaboration.

2.8.2 Marshall McLuhan

Marshall McLuhan'®® is a key theorist in the subject of digital media and his main ideas
derive from technological determinism. He once said that “the medium is the message”, a
phrase which epitomises his approach towards technologies and their influence on society.
McLuhan believed that all media is an extension of the human body that cause deep and
lasting changes to his environment, describing this extension as being an ”amplification of
an organ”. '3 This can be applied to online identity as our online selves can be seen
as an extension of our current identities. Therefore, McLuhan's theory of technological
determinism can be argued as being applicable to the concept of online identity. McLuhan
also introduced the idea of Hot and Cold Media, with Hot media referring to that which

133 https://en.wikipedia.org/wiki/Jaron_Lanier

134 Gauntlett, D. (2011). Making Is Connecting: The Social Meaning of Creativity, (pp.194). Cambridge:
Polity Press

135 Gauntlett, D. (2011). Making Is Connecting: The Social Meaning of Creativity, (pp.195). Cambridge:
Polity Press

136 Lanier, J. (2011). You Are Not A Gadget: A Manifesto, (pp.68). London: Penguin Books

137 Lanier, J. (2011). You Are Not A Gadget: A Manifesto, (pp.5). London: Penguin Books

138 https://en.wikipedia.org/wiki/Marshall_McLuhan

139 "Marshall McLuhan Playboy Interview, 1969” by Phillip Rogaway http://www.cs.ucdavis.edu/
“rogaway/classes/188/spring07/mcluhan.pdf

49


https://en.wikipedia.org/wiki/Jaron_Lanier
https://en.wikipedia.org/wiki/Marshall_McLuhan
http://www.cs.ucdavis.edu/~rogaway/classes/188/spring07/mcluhan.pdf
http://www.cs.ucdavis.edu/~rogaway/classes/188/spring07/mcluhan.pdf

Online Identity

involves a low level of participation (such as radio and cinema) and Cool media involving
high participation (daily conversations, TV, phone services). However, due to continuous
media convergence this becomes harder to apply to the internet and its related services.

2.8.3 Zizi Papacharissi

Zizi Papacharissi'® is an academic whose work on online identity covers areas including

communication technology and communication theory. Papacharissi is currently a Professor
and Head of the Department of Communication at the University of Illinois at Chicago. Her
work focuses on 'the social and political consequences of new media technologies'.

Her work on the book 'A Networked Self' saw an investigation into the comparititive links
between Facebook photo galleries and the user's online identities. The findings show that
participants both knowingly and unknowingly seek to define and refine a positive view of
themselves through impression management, done through the constant updating of SNS
and profile pictures. See Profile Pictures Below for more information.

2.8.4 JJ Wright

JJ Wright, interested in the effects that online activity can have on a person’s identity, asks
whether “the field of cyberspace/online activity is complicating or simplifying identity and
communications™ He of course answers “both” as online presence has both a complicating
and simplifying effect on human identity. He argues that back in the day, before the global
village, in a time without modern technology and without the web which holds our precious
social networking sites, identity was easily defined via the physical traits that a person
held. e Gender e Race e Ethnicity e Age e Weight. These traits which individuals had
in common with one another collectively came together to create shared identities. Now
however, people are more concentred with individual identity and with complete access to
an online world, which offers an endless amount of possibilities when it comes to changing
one’s self, it is much easier for people to control their individual identity’s and keep on top
of them as they filter what others may see about them online.

While it is very common for individuals to often dabble a little in altering or changing
ones online identity, like those of whom gender swap when using online realities such as
Second Life or playing online games such World of Warcraft (WOW), on the whole it is
thought that individuals tend to rather be more open about themselves, in a sense becoming
public online, than they would be offline. The reason for this is that there is a lower risk
of negative reaction when socialising or sharing things about yourself online. Individuals
may also experience less judgment online of their real characteristics such as race, religion
or age, and so in turn be more inclined to share things about their identity which have no
relevance to their physical characteristics and thus improving or building on their “project

of self”.

A persons “project of self”is essentially ones on going and changing identity. JJ Wright
argues that we take our offline identities to online and our online ones to offline which of
course all add to our "project of self”. For JJ Wright, all the internet does is offers us
the chance to break down the barriers which may prevent us from interaction in the real

140 https://en.wikipedia.org/wiki/Zizi_Papacharissi
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world and become the internet makes this possible it means that people can play with their
identities in a way which may have no real negative impact on their offline life’s. The
internet then offers a sphere for interaction without judgment of physical characteristics
which may have prevented face to face communication. !

Find his original article herehttp://g.virbcdn.com/_f/files/46/FileItem-266593-
EvolutionTrendsPresentPaper.pdfhttp://

2.9 Glossary

Catfishing: Pretending to be someone you're not online by posting false information,
such as someone else's pictures, on social media sites. The term is inspired by the 2010
documentary Catfish!'4? directed by Henry Joost and Ariel Schulman.

Cultural Determinism: A theory which instils importance in the circumstances within
which technology emerges in addition to the way in which it is utilised. As championed by
Raymond Williams.

Customised advertising: A form of online advertising that is shaped and displayed
according to the target customer's personal information generated through social networking
profiles.

Disinhibition: Lack of restraint manifested in several ways, including disregard for social
conventions, impulsivity, and poor risk assessment. In this case lack of restrain due to
'protect’ of being online.

Dissociative: Detached, whether from identity or surroundings. In the context of Online
Identity, this is often used to refer to behaviour exhibited by an individual online which
may differ (moderately or drastically) from what they do in their lives offline.

Offline Identity: A form of personal identity which has been formed in the physical world
for the purpose of conducting social, informational and commercial interactions in an offline
environment.

Persona: A character or a role that a person assumes through a performance.

Public displays of connection: The showing (off) of friends though Social Networking
Sites.

Targeted advertisement: A form of online advertising with companies aiming to shape
their product display according to website relevant content or their target group’s interests.
This is often done by tracking people's surfing behaviour.

Technological Determinism: The theory that it is technology which shapes sociocultural
values and structures society. A somewhat idealistic approach, it was adopted by pioneering
digital media theorist Marshall McLuhan.

Transgressive: Breaking a law or moral rule

Prosumer: A combination of producer (in some instances professional) and consumer

141 http://g.virbcdn.com/_f/files/46/FileItem-266593-EvolutionTrendsPresentPaper.pdf
142 https://en.wikipedia.org/wiki/Catfish_(£film)
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Realism: Inclination or attachment to what is real; (hence) the attitude or practice of
accepting a situation as it is and being prepared to deal with it accordingly; any view or
system contrasted with idealism
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3 Always-on Culture

"[...Jthose little devices in our pockets are so psychologically-powerful, that they don’t only
change what we do — they change who we are.” 43

The basis of an 'always-on' culture is that we are constantly connected and networked,
even when we are not physically using our phones or computers. We are "tethered” to the
technology we consume; technology has become a part of us that we cannot escape from.

In an 'always-on' culture, we think of the implied blurring of the lines between our public
and private lives. There can be an inability to escape the need to check social media
platforms or the internet in general, even in situations when it could be considered rude
or inappropriate. Some people have developed a need to incessantly, and compulsively, be
contactable due to this culture. Snapping that connection can result in anxiety among other
negative side effects consistent with an addict going through withdrawal. Other negative
effects can come from our growing connection including online dis-inhibition, reduced social
context cues, privacy issues, and other factors. However, we can't always turn ourselves
'off'. Everyday life is saturated with technology and media and the benefits it brings. The
value of instant communication and the wealth of information are just two of many reasons
that our culture's direction isn't necessarily a wrong one.

Voices from theorists including danah boyd, Sherry Turkle, Leslie Perlow, and Naomi Baron
become significant when discussing 'always-on' culture. Their ideas provide a foundation for
analysing technology and media's place in our culture and how our daily lives have changed
living in an 'always-on' culture.

3.1 Main Concepts

3.1.1 'Always-On'

The term 'always-on' is used to refer to the way modern technology (mobile phones, com-
puters, etc.) continuously keeps people connected to each other through the Internet, and
therefore always accessible. Sherry Turkle, a prominent theorist who's work analyzes our re-
lationship with technology, suggests that people have become so tethered with their 'always-
on' communication devices that the self has become attached to the devices so much that
life can be represented by the digital screens we keep in our pockets'4.

Others theorists, such as danah boyd, have a more positive perspective. They claim that
the online world is always just around the corner, and that the online world does not

143 Turkle, S. (2012). Connected, But Alone?. video. Retrieved 04/03 2014 from http://www.youtube.com/
watch?v=t7Xr3AsBEK4 youtube.com/watch?v=t7Xr3AsBEK4|

144 Katz, J. E. (2008). Handbook of mobile communication studies. Cambridge, Mass.: MIT Press. Sherry
Turkle, 'Always-on/Always-on-you: The tethered Self’
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necessarily have to be a bad thing. boyd says that most people are 'always-on' without
technology being the center of the activity and that "there is no longer about on or off.
It's about living in a world where being networked to people and information wherever
and whenever you need it is just assumed”'*®. If people in some way are connected to the
network, through a mobile phone, a computer, gaming console etc., they are considered to
be 'always-on.' However, this constant connection does not mean that users must always
pay attention to that connection.

While boyd makes a valid point to say that our online lives are as ‘real’ as our offline lives,
more could be said about the significant difference between these two aspects of our lives, in
particular how we behave online versus how we behave offline. Suler makes the point that
when we communicate online, our input comes after some delay, perhaps minutes, hours or
even days, and this affects what we say, in text form, and how we say it'4®. Importantly, he
asserts that when we communicate face-to-face with others, “moment-by-moment responses
between people powerfully shapes the ongoing flow of self-disclosure, usually in the direction
of conforming to social norms™47. If this is the case and an increasing amount of our time
is spent online, this could perhaps leave some people struggling with the face-to-face social
skills necessary to fit in to a particular environment. Such as that of an organisation with a
clear expectation of cultural behaviour, or to succeed in particular roles where face-to-face
interaction with people is necessary.

3.1.2 'Always-On': The Different Means of Getting Connected

Being ‘always-on’, according to danah boyd, means taking into account both technical net-
works and social networks. When we cannot connect to the technical network we can often
feel frustrated, angry, or worried that we can’t get access to a particular piece of informa-
tion, or that our productivity will fall, or we can’t make a particular social connection at
that precise point in time '*®. This section looks briefly at the how the internet developed
and the legacy issues from that development, the technical network today and how each
part has advantages and disadvantages.

3.1.3 The Mobile Device

Recent advancements in general technology have affronted media in such a way that it is
now more accessible to people than ever. The developments in the mobile phone as a device
have been testament to this, as within the past 10 years more and more technology has been
added to the mobile device itself allowing more functions to be used. The mobile phone
is no longer just a phone - cameras to film and photograph, games, app storage, social
media, email, GPS capabilities, information storage etc, and quite importantly, mobile
internet access - creating a handheld computer. The concept of being able to connect to the

145 Mandiberg, M. (2012). The social media reader. New York: New York University Press. danah boyd,
pp.71-76

146 Suler, J. (2005). The online disinhibition effect. International Journal Of Applied Psychoanalytic Studies,
2 (2), pp. 184-188

147 Suler, J. (2005). The online disinhibition effect. International Journal Of Applied Psychoanalytic Studies,
2 (2), p. 185

148 boyd, d. (2012). 'Participating Always-On Lifestyle' from Michael Mandiberg (ed.) The Social Media
Reader, New York University Press,p.71-76
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Internet wirelessly on such a portable level is an important and pivotal factor in regards to
this 'always-on' culture.

The Smart Phone

The invention of the smartphone has been quite possibly the most important development
in terms of thinking about this 'always-on' culture. It is these devices to which theorists
refer to when discussing how we are connected and 'tethered' and are responsible for the
ability to stay connected to various medias as mobile phones have been developed to do
more than just facilitate calls.

The Tablet

Recently, tablet devices have been growing in popularity, combining the portability of the
smartphone and the larger screen of a laptop.

Origins of the Internet and its Legacy

The Internet’s origin began in the 1960s with a network created by Advanced Re-
search Projects Agency'® which was part of the US Defense department. It was called
ARPANET!'™ and was originally designed to connect universities and laboratories '°!.
Many other networks were subsequently created in different organizations and countries,
but the networks themselves could not effectively interconnect (BBC, 2012). In 1974 Vint
Cerf'®?and Robert Kahn'*wrote communication protocols to enable information to be eas-
ily sent from one network to another, and this was published in May 1974. The protocols
they wrote were called TCP (Transmission Control Protocol) and IP (Internet Protocol)
and now form the protocols that run the internet 1°*. Despite the clear benefits at the time
of allowing the internet to flourish, TCP/IP might now be categorized as a ‘Lock-in’ as
described by Jaron Lanier'® %6 and we are now somewhat constrained by a major tool we
use to understand the world.

Future Direction

The advance towards true 'always-on' connectivity globally, and in particular wireless con-
nectivity, has recently been the subject of intent from two of the world's largest technology
companies: Google and Facebook. Mark Zuckerberg!®”, CEO of Facebook, announced that
he has plans to expand the boundaries of the Internet to ensure every person in the globe
has affordable, basic access to internet services. He expects to do so through the use of

149 https://en.wikipedia.org/wiki/Advanced_Research_Projects_Agency

150 https://en.wikipedia.org/wiki/ARPANET

151 IEEE. (2014). The Fathers of the Internet Retrieved 03/27 2014, from http://theinstitute.ieee.org/
people/achievements/the-fathers-of-the-internet

152 http://research.google.com/pubs/author32412.html

153 http://www.computerhistory.org/fellowawards/hall/bios/Robert,Kahn/

154 IEEE. (2014). The Fathers of the Internet Retrieved 03/27 2014, from http://theinstitute.ieee.org/
people/achievements/the-fathers-of-the-internet

155 http://en.wikipedia.org/wiki/Jaron_Lanier

156 Lanier, J.(2011). You Are Not A Gadget. Penguin: London

157 https://en.wikipedia.org/wiki/Mark_Zuckerberg
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wireless drones, satellites, and lasers, thus creating a fully 'always-on' worl

d 198 Zucker-

berg provides competition for Google who intends to do the same with balloons and radio

signals rather than drones and satellites

159

158

159
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online/
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3.1.4 Participants in an 'Always-On' Culture
Youth: Unplugged

Figure 1

One of the most obvious and commonly considered victims of an 'always-on' culture are
the younger generations, always on their phone or with multiple social media profiles online
that need constant attention. This links back to the idea of their Online Identity'®. Young
people today are so constantly connected that if they happen to not post a picture or

https://en.wikibooks.org/wiki/Digital_Media_and_Culture_Yearbook_2014/Chapter_2:

160 _Online_Identity#Social_Networking_Sites
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a status for more than two days, there is genuine concern between their friends about
their safety and well being. 0! Ten years ago, a twelve-year-old would never have had a
mobile phone, let alone using several social media platforms such as Facebook or YouTube.
Now, twelve-year-olds have the latest mobile phone and can likely work it better than
their parents. Unplugging a young adult evokes feelings similar to an addict going through
withdrawal and depression. '%? Unplugging oneself is not as easy as turning off a phone.
Teens have so many technological outlets and “are growing up in a world that offers them
instant access nearly everywhere to nearly the entirety of human knowledge.” 19 Thus is it
understandable, and frankly unavoidable, that young people are a major part of the growing
'always-on' culture.

Unplugged: The Study

A 2010 study had 200 University of Maryland (USA) students go without all forms of media,
including non-technological media, for 24 hours.'% After 24 hours, students logged onto
class blogs and reported their successes, or, in many cases, failures. The results of the study
were definitive: mobile technology not only changed students' relationships with the news
and access to information but also had a profound impact on their relationships with friends
and family. The study concludes that constant connection to media has caused students
to make different social and moral decisions with their 24 hours than if they had spent the
day surrounded by their average collection of media outlets (withoutmedia, 2010).

Severing the students' tether to technology created feelings similar to those of an addict
going through depression and separation anxiety. Some students claimed that they had
feelings similar to “phantom limb pain'%”166 experienced often by disabled war veterans.
Students found themselves twitching towards their iPods or feeling their back pockets for
their phone before realizing they were doing it. After physically removing themselves from
technology and media, they found that they couldn't mentally separate from it. Media
dependency had become a habit. A student participant from the study said the following:

161 Sylvian Labs. (2014) Instafame Documentary. Retrieved from http://vimeo.com/86023743

162 Alleyne, R. (2011) The young generation are addicted to mobile phones. Retrieved from
http://www.telegraph.co.uk/technology/8458786/The-young-generation-are-addicted-to-
mobile-phones.html

163 Imagining the Internet. (2012). What is the likely future of Generation AO in 20207. Retrieved from
http://www.elon.edu/e-web/predictions/expertsurveys/2012survey/future_generation_AQ0_
2020.xhtml

164 Moeller, S. D. (2010). A Day Without Media | Research conducted by ICMPA and students at the
Phillip Merrill College of Journalism, University of Maryland, College Park, USA. Retrieved from http:
//withoutmedia.wordpress.com/

165 http://bja.oxfordjournals.org/content/87/1/107.1long

166 Nikolajsen, L., & Jensen, T. S. (2001). Phantom limb pain. Retrieved from http://bja.oxfordjournals.
org/content/87/1/107.1long
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“A few hours later, I brushed my teeth, came back to my room, opened my laptop, and
got on Facebook. I was on the computer for a good ten minutes before I realized what
I was doing.'®” “With full knowledge that my phone was off and tucked away, I reached
into my pocket at least 30 times to pull out a vibrating phone that wasn’t there.”'68

Moeller, S. D. (2010). 3. Media dependency | A Day Without Media. Retrieved from http://
withoutmedia.wordpress.com/study-conclusions/dependence/
Moeller, S. D. (2010). 3. Media dependency | A Day Without Media. Retrieved from http://
withoutmedia.wordpress.com/study-conclusions/dependence/

A question remains - do those in an 'always-on' culture live a richer life or those who remain
disconnected? A few voices from the study say that "I believe that those who are not tied to
this system are missing something... they are missing information.” (withoutmedia, 2010).
Information itself is a commodity that people collect, trade, and put value in. Those who
have a constant connection to media possess more information than others and therefore
become richer”. Without certain information or internet access the world becomes much
smaller. It could take several weeks to learn about the 8.2 magnitude earthquake that
struck Chile’®® April 2nd, 2014.' Then again, how would that information even get to the
end user? Internet is out, as is television and newspapers. Face-to-face would remain the
most reliable transfer of information but the earthquake news would be dated and limited
to those who physically heard it from the source. One student commented that, “Those
who aren't connected through media probably have no idea about certain things going on
in the world,” (withoutmedia, 2010).

3.1.5 Part of 'The Network'

boyd talks of 'the network'; the particular platform (out of thousands available) online
users utilize to connect with people who have similar interests and aspirations, in order to
achieve a common goal/objective!”!. Instead of 'tethering' being an addiction, it is instead
a practical evolutionary step building upon humanity's natural social requirements and
curiosity'™. Most of our networks are personalized, and we only interact with those we
wish to interact with (the exceptions being trolls and hackers)!™. This means that people
wish to be 'always-on' in order to continuously develop and progress - as interaction with
like-minded individuals can further our own ends and development!'™:

"Many who blog and tweet are not writing for the world at large; they are writing for the
small group who might find it relevant and meaningful. And, realistically, the world at large

169 http://edition.cnn.com/2014/04/01/world/americas/chile-earthquake/

170 Ford, D., & Ahmed, S. (2014, April 2). Powerful earthquake strikes off the coast of Chile - CNN.com.
Retrieved from http://edition.cnn.com/2014/04/01/world/americas/chile-earthquake/

171 boyd, d (2012) 'Participating in the Always-On Culture' in The Social Media Reader

172 boyd, d (2012) 'Participating in the Always-On Culture' in The Social Media Reader

173 boyd, d (2012) 'Participating in the Always-On Culture' in The Social Media Reader

174 boyd, d (2012) 'Participating in the Always-On Culture' in The Social Media Reader
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s not reading the details of their lives. Instead, they are taking advantage of the affordances
of these technologies to connect with others in a way that they feel is appropriate™™.

Jaron Lanier'™ calls the 'network' the 'tribe':

"The central mistake of recent digital culture is to chop up a network of individuals so
finely that you end up with mush. You then start to care about the abstraction of the
network more than the real people who are networked, even though the network by itself
is meaningless. [...] The members of the tribe are my lifelong friends, my mentors, my
students, my colleagues and my fellow travelers.” 7.

Lanier talks here about the different groups of people that participate in this 'always-on'
culture. A common thought is that the majority of this network are teenagers:

"So immersed were these young people in their social networks that the idea of being
unavailable, even for an instant, was unimaginable.” 1™

This idea of teens being totally involved in the network is a popular one, however, as
Lanier stated above, they are not the only people. More and more workplaces expect their
employees to be 'always-on', to be part of the network with their other colleagues in order
to work to their full potential. In order for them to achieve this, they have to be networked
to each other, it will get their work done in a much more timely and efficient manner.

It is with these opinions that being 'always-on' is viewed as a positive measure, as realis-
tically humans do not have the capacity to be 'always-on' to everything the internet has
to offer. Thus we restrict what we are 'always-on' to - to things that solely benefit us'™.
Despite this perceived restriction on the 'network', Fowler & Christakis note that increased
involvement within a network (particularly one based around social media) yields positive
benefits to the individual through situational inequality and positional inequality. Using the
example of loneliness, on average people are lonely for 48 days of the year, but for every
extra friend within an individual's 'network' the number of lonely days per year is judged
to decrease by almost two days'®’. This is an example of positional inequality positively
effecting an individual in the form of situational inequality, demonstrating boyd's notion
that being 'always-on' to the 'network' yields positive results.

However, views on the concept differ, with even initial supporters highlighting negative
issues resulting from being 'always-on'. It can be argued that Fowler & Christakis' view
shows that instead of willingly being 'always-on' to the 'metwork', individuals are coerced
into participation out of fear of the adverse consequences associated with being disconnected
- "Toneliness [...] a cause and a consequence of becoming disconnected®®!. Furthermore, in a

175 boyd, d (2012) 'Participating in the Always-On Culture' in The Social Media Reader

176 https://en.wikipedia.org/wiki/Jaron_Lanier

177 Lanier, J. (2010) '"You Are Not A Gadget', London: Penguin Books Ltd

178 Gots, J. (2012). Switching Off an "Always-On” Culture. Retrieved from think-tank/switching-off-an-
always-on-culture

179 boyd, d (2012) 'Participating in the Always-On Culture' in The Social Media Reader

180 Christakis, N. and Fowler, J. (2011) 'Connected - The Amazing Power of Social networks and How They
Shape Our Lives', London: Harper Press
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study by Eastin and LaRose'®? | it was observed that there was a spike in levels of depression
among individuals who experience 'Internet Stress', such as being unable to establish a a
solid connection. The impact is decidedly negative, and could raise the argument that the
'always-on' culture has caused an overall increase in anxiety and depression by its ability to
give more chances for people to experience this form of 'Internet Stress'. It has also been
noted that 'always-on' culture could eventually develop into a component of the 'locked
in' theory, forcing humans to rely even more greatly on technology, even for simple social
contact'®3. In addition to these theories, because individual's are forced to utilize the
'network' during their free time (due to job and family commitments), it has also been
noted that being 'always-on' increases anxiety levels and is a large contributor to disrupted
sleeping patterns'®. From this it has been identified that 'always-on' culture, at this point,
has been neither fully researched nor fully understood.

3.1.6 'Tethering'

One of the main concepts focused on within 'always-on' discussion is the idea that we
are tethered to our technological devices. Academic Sherry Turkle coins the term in her
discussion of the growing 'always-on' culture. She describes the concept of a '"Tethered self'
as the idea of people being consistently accessible through technology and our expectations
for them to always be contactable. She explores how even when not physically using our
phones or social networking we are still contactable through them, therefore we are forever
linked to our communication outlets. ' . In her piece "Always-On/Always-On-You: The
Tethered Self,” Turkle looks at how technology has changed the social acceptability of being
disengaged with the people in your physical space and more connected with people miles
away. The idea of being tethered to a device raises issues on our increasing reliance on
the technology we use %6, We expect our technology to always work and for others to be
immediately responsive, however if the technology breaks or people do not responded we
panic. Throughout the working world, staff are expected to be constantly accessible, to the
extent that if they are not "on” there is potential for them losing their job. '®7 Academic
danah boyd comments that "It's no longer about on or off, really. It's about living in a
world where being networked to people and information wherever and whenever you need
is just assumed” 1%,

7

According to Turkle, the idea of the '"Tethered Self' brings up the issue of boundaries; "a
parent, partner, or child can be lost for a few seconds or a few minutes to an alternative

182 Eastin, M. and LaRose, R. (2000) 'Internet Self-Efficacy and the Psychology of the Digital Divide' in
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reality” %9, People are having to draw clear lines as to when they are present in the physical
space around them and when they are 'on' or connected to other people and spaces. Instead
of being a natural act, turning of has to be a conscious decision made by the user.

Acknowledging our tethered state raises the question of to whom or to what we are connected
190 With the ever-growing state of convergence in technological advancements we are starting
to see a change in the way we interact with humans. We are tethered to a completely
different community in the 21st century. We are not restricted to being tied to only family
and friends via local telephone, the Internet has enabled a broader array of contacting.
With the growth of technology the 'always-on' culture has grown, we are always connected
to the Internet, we can phone people all around the world; we are always tethered.

Tethering is not simply about one's own choice to be connected through the 'main' social
media (text, email, Facebook, Twitter). It has been suggested by researcher Slavoj Zizek9!
in his work "Big Brother, or The triumph of the Gaze Over the Eye” that in our modern
society, anxiety is more likely to arise through not being accessible or existing in this online
sense. This has resulted in it becoming something of an oddity for someone to be outside
of these online platforms, and socially surreal.

As Zizek points out, the culture of 'always-on' has made some people act in bizarrely
voyeuristic ways - almost as if they were broadcasting their entire lives as a reality show.
He compares aspects of the use of social media to the presentation of the film The Truman
Show and the reality television series Big Brother, in terms of the manner in which people
are almost utilizing themselves as actors, casting forth an image of themselves to formulate
an impression of themselves for others to digest 2. This includes occasionally detailing
processes of life that would be usually deemed unworthy of note, simply because it seems
to be expected of oneself to do so.

'"Always-on' culture and tethering can be seen as causing crucial problems for businesses.
In correlation with people having expectations of their own technology always working we
have the same expectation for the technologies of companies. This causes companies who
suffer from unexpected technological failures to lose money and reputation as a result. For
example in February last year a crash of the Bank of America's online banking system
caused disruptions for numerous customers wanting to check their finances at the start of
the month. The customers were seen to later vent their frustrations to social media sites.
193 Hence the company's reputation was hurt due to unavoidable technological failures due
to their customers reliance on being 'always-on'. On the other hand if businesses were to
reject the use of social media they would inevitably lose out in publicity to other more vocal
companies, or be seen as outdated for not utilizing new technology.

189 Turkle, S.(2008). Always-On/Always-On-You: The Tethered Self. from Katz, J E., Handbook of Mobile
Communication Studies. Cambridge, MA: MIT Press

190 Katz, J. E. (2008). Handbook of mobile communication studies. Cambridge, Mass.: MIT Press.

191 https://en.wikipedia.org/wiki/Slavoj_Zizek

192 Ziiek, S. (2002). Big Brother, or The triumph of the Gaze Over the Eye from Ctrl Space, London: MIT
Press

193 Seddon, C and Issac, D. (2013). The business implications of an 'Always-on' Technology Culture. Dealing
with a new era of it outages.. Retrieved from http://www.pinsentmasons.com/PDF/TMTInsightsummer.
pdf
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Besides tethering affecting businesses, it is also contributing to an ever-growing issue of
internet addiction disorder, giving ease of use to to people to connect to the Internet,
anywhere and anytime. "TAD was originally proposed as a disorder in a satirical hoax by
Ivan Goldberg, M.D., in 1995, though some later researchers have taken his essay seriously.”
194 This is the results of the 'always-on' culture, addiction, a severe mental disorder. As
Sherry Turkle mentions in 'Connected but alone?' ‘|...Jthose little devices in our pockets
are so psychologically-powerful, that they don’t only change what we do — they change who
* 195 Evidently showing you the power of technological convergence, tethering and
the internet's effect on the 21st century.

we are.

Tethered to the Workplace

Just as the younger generations have an inescapable tie to technology, adults in the work-
place are finding it just as hard to tear themselves away from their work once 5'o'clock
rolls around. Meeting memos, online calendar appointment books, stock market app live
updates, and the constant flurry of work emails make it impossible for workers to leave
work at the office. Everyone is expected to be 'always-on' as a next-day meeting could
be announced via email that was sent out during dinnertime. Expectations have changed.
Workers are often required to always be connected to media to learn the latest news or even
just to stay updated with company happening. A recent study'”® done by the American
Psychological Association (APA) discovered that more than half of employed adults said
they check work messages at least once a day over the weekend and outside week work
hours. More than 4 in 10 workers reported doing the same while on vacation. In the same
study, adults reported that being 'always-on' increased their workload by a third as more
work could be done faster and from anywhere. Stepping out of the office doesn't include
the mobile phone in the jacket pocket or the work laptop in the briefcase in hand.

The APA suggests a few tips for unplugging for the day from the office, but it's the case
of easier said than done. A few tips include managing expectations, setting boundaries,
limiting multitasking, and turning work media off after work hours. For many companies
out there, this isn't possible. Workers are hired with the knowledge that a 40-hour, 8-to-5
work week is a dream. Employees may not be strictly required to be ”on call” 24/7 but the
expectation might be set by employers.

Small business owners also struggle with the demands to remain 'always-on'. In this age,
many store owners need an online presence to attract business, even Facebook profiles
to send out updates or even to post store hours. A recent LinkedIn study'?” found that
81% of sampling of small businesses use social media to drive growth. YellowPages have
moved online and businesses follow. Often, resources and time are thin when it comes to
maintaining, or even creating, an online presence. Websites are difficult to set up and look
appealing so many people opt to make social media profiles as a marketing tool in addition

194 https://en.wikipedia.org/wiki/Internet_addiction_disorder#Problematic_Internet_Use_
.28PRIUSS. 29

195 http://www.ted.com/talks/sherry_turkle_alone_together?source=facebook

196 http://www.apaexcellence.org/assets/general/2013-work-and-communication-technology-
survey-final.pdf

197 http://www.entrepreneur.com/article/231515
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to an online presence itself, (Forbes, 2013)!%®. An online presence can connect business with
a large number of potential consumers with very little effort.

3.1.7 'Online Dis-inhibition'

Another main concept within 'always-on' is online dis-inhibition'”. The process of online
dis-inhibition is described as the phenomenon of online users posting comments or discus-
sions which they would be unlikely to say in real life. Users are seen to lose sense of some
of their real world inhibitions that would dictate what to say in their offline conversations.
John Suler?”, a Psychology Professor based at Rider University specialises in online dis-
inhibition. He explains that they can be split between 'Benign dis-inhibition' and 'Toxic
dis-inhibition' 1.

Benign Dis-inhibition

Often, benign dis-inhibition can be seen as an extension of online dis-inhibition where
the online user can express emotions of sincerity and affection. Benign dis-inhibition was
described by Suler in its simplest terms as an attempt to better understand and develop
oneself. *"? Behaviours can include sharing secrets and revealing more of themselves online
than they would confide in a friend. Often online blog sites and chatrooms, such as Tumblr,
keep users relatively anonymous and, as such, users feel more open to sharing pieces of
themselves or acting kindly towards others. However, the same anonymity that allows users
the privacy to share such thoughts also can lead to more destructive behaviors and actions.

Toxic Dis-inhibition

Similar to benign dis-inhibition, toxic dis-inhibition can be viewed as an extension to the idea
of online dis-inhibitions. However, in contrast to benign dis-inhibition, toxic dis-inhibition
is the act of users spreading negative views and expressions online including social platforms
and blogs. Such acts have recently been taken very seriously and as a result, many online
laws and legislations have had to be changed. Toxic dis-inhibition can be linked to social
media, particularly Tumblr, Twitter and ask.fm. These sites have been in the media a lot
recently as stories relating to toxic dis-inhibition have brought the serious consequences of
the issue - such as cyber-bullying - into public consciousness. Cyberbullying has become a
recent trend in middle and high schools with the explosion of the internet and an addiction
to technology. Children and teens don't have as much supervision on the internet and feel
more anonymous. The only requirement for many social media sites is an email address
which can be faked easily. Cyberbulling has been shown to have disastrous effects, making
kids become depressed and withdraw, and in some extreme circumstances, driven students

http://www.forbes.com/sites/thesba/2013/11/25/how-much-is-online-presence-helping-

198
small-business/
199 https://en.wikipedia.org/wiki/Online_disinhibition_effect

200 https://en.wikipedia.org/wiki/John_Suler

201 Suler, J. (2005). The Online Disinhibition Effect from International Journal of Applied Psychoanalytic
Studies, Vol. 2, No. 2: 184-188

202 Suler, J. (2005). The Online Disinhibition Effect from International Journal of Applied Psychoanalytic
Studies, Vol. 2, No. 2: 184-188
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to suicide. %3 Similar to benign dis-inhibition, Suler has simplified the idea to its base
meaning of “a blind catharsis, a fruitless repetition compulsion or acting out of pathological
needs without any beneficial psychology change. %47

Popular Examples of Online Dis-inhibition

One oft-acknowledged example of dis-inhibition affecting a large online populace is with the
community surrounding Chatroulette. Chatroulette?® is a webcam-based chat service that
connects the user randomly to another user, often from a pool of several million potential
users who are online at any one time, anywhere in the world. The website receives little
to no moderation, so if one connects to others on Chatroulette, there is no possible way to
identify who they are about to connect with. Furthermore, the website utilises anonymous
connections for all of its users, and as such, extreme or otherwise hurtful things are displayed
on Chatroulette with some degree of frequency?’®. This would point to the dis-inhibition of
Chatroulette being easily categorised as toxic. Since the user is anonymous and randomly
connected to another person anywhere in the world, often times people using the service
will act in bizarre or lewd ways (including expressing themselves violently with with a great
degree of explicitly sexual content).

A well known example of toxic dis-inhibition was the volatile reception Rebecca Black's 2011
song "Friday?™. After her music video went viral, Black started to receive death threats
from members of the public. Black had to be taken out of school to be taught at home
by her mother due to the extent of her bullying. 2% Of course, threatening the life of an
innocent 13 year old girl is unacceptable and the California Police Department had to make
investigations. 2" However they never discovered who was behind it, thus re-iterating the
idea that people believe that they can say whatever they want online and they will not get
caught.

Another example of online dis-inhibition was the "Twitter joke trial” of Paul Chambers in
2010. After discovering that his local airport was closed a week before he had to fly, he
posted this tweet: “Crap! Robin Hood airport is closed. You've got a week and a bit to get
your s*** together otherwise I'm blowing the airport sky high!!” He was arrested and fined

for threatening the airport and consequently lost his job. He was granted an appeal in 2012
210

203 Amichai-Hamburger, Y. (2013). The social net: Understanding our online behavior. Oxford: Oxford
University Press.

204 Suler, J. (2005). The Online Disinhibition Effect from International Journal of Applied Psychoanalytic
Studies, Vol. 2, No. 2: 184-188

205 https://en.wikipedia.org/wiki/Chatroulette

206 Singh, G. (2014). ‘Always-on Culture’, lecture at University of Stirling, 4th March 2014.

207 https://www.youtube.com/watch?v=kfVsf0SbJYO

208 BBC Newsbeat (2011). Rebecca Black to be home-schooled after being bullied. Retrieved from http:
//www.bbc.co.uk/newsbeat/14488181

209 Wright, D. (2011). Rebecca Black “Friday” Singer, Receiving Death Threats. Re-
trieved from http://abcnews.go.com/Entertainment/rebecca-black-friday-singer-receiving-
death-threats/story?id=13425921

210 The Guardian. (2012). Twitter joke trail: Paul Chambers Wins High Court Appeal Against Conviction.
Retrieved from theguardian.com/law /twitter-joke-trial-high-court
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3.1.8 'Reduced Social Context Cues'

Sproull?!! and Kesler?!? (1986) and reduced social context cues. Sproull and Kesler argue
that email and social networking, two main means of communication in 'always-on' culture,
are of a low fidelity CMC. A low fidelity CMC meaning a low number of social context
cues. With email, texts or social networks we are limited to text based communication
where we lose out on people's expressions and immediate responses to information. They
argue this mode of communication will lead to people becoming more self absorbed in
communications since they don't have the other person physically present. Particularly
with 'always-on' culture, people online can be seen to get annoyed at slow responses to
communication despite the recipient potentially being too busy to respond, since there is
no way to know why they recipient isn't responding. 2! Communication such as jokes
or sarcasm will also be comparatively more difficult to read leading to potentially misread
situations. However with the increasing use of communication in the form of video chatting
we are seeing higher fidelity means of communication, therefore this issue can be seen as
becoming less of a concern. That being said taking reduced social cues on a larger scale
not seeing people's reactions can lead users to post rude or hurtful posts to celebrities
or on YouTube comments, because they see no obvious repercussion of doing so. This
phenomenon is unlikely to change due to higher fidelity video chatting as this tends to only
occur between people who already know each other. As opposed to between audiences and
you tubers, celebrities etc.

3.1.9 Determinism
Technological Determinism

Technological determinism?'*, also known as hard determinism, is the idea that technology
has important effects on our lives. The term was first coined by the American sociolo-
gist Thorstein Veblen?', who theorised that technology was the driving force behind social
change and influences how cultures develop and grow in response to technology and its
constant development. This theory argues that technology drives history and becomes de-
terminant at a certain stage in its own history. It refers to how technology is responsible for
the formation of new social and cultural conventions, establishing how we live our lives as
we adapt and change around these technologies. For example, the development of mobile
technology has increased many peoples accessibility to social networking sites like Facebook
and Twitter, because of this increased accessibility through these advancements, online in-
teraction between people has increased considerably and new conventions regarding society
and social media have been formed. It has been argued by Dovey and Giddlings (2008) that
the idea of technological determinism figures prominently in the popular imagination and
political rhetoric?!6.

211 http://people.stern.nyu.edu/lsproull/

212 https://en.wikipedia.org/wiki/Sara_Kiesler

213 Sproull, L. and Kiesler, S. (1986). Reducing Social Context Cues: Electronic Mail in Organizational
Communication from Management Science, vol.32(no.11), 1492-1512

214 https://en.wikipedia.org/wiki/Technological_determinism

215 https://en.wikipedia.org/wiki/Thorstein_Veblen

216 Lister, M., Dovey, J., Giddings, S., Grant, I. & Kelly, K. (2008). New Media: A Critical Introduction.
2nd ed. London: Taylor And Francis
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Cultural Determinism

Cultural determinism?!7, also known as soft determinism, is the idea that technology itself
does not have an important effect in peoples lives, but rather people make technology
important. This means that human agents intend to make technology an important part of
their life?!®. In addition to these ideas, being raised in a technology-saturate environment
will have a significant fact on the current generations and amplified effects for generations
to come as technology develops. By 1990, a large number of adults had mobile phones.
In 2005, most teenagers had the same technology, but with more features in a smaller
package. In 2014, many children have listed the latest smartphone on their Christmas lists.
Technology and media play a role in a developing mind's emotional maturity, interpersonal
communication skills, and other behaviors that will change as technology plays an even
bigger role in our lives than it does now.

3.1.10 Low Fidelity/High Fidelity

Examples of "Low fidelity” communications are ones which are solely text-based or voice-
based. Low fidelity is characterised by the lack of interpersonal and social context cues
which determine how an individual feels or expresses their opinion. For example, text-based
communications can lose the intended meaning depending on how the receiver interprets it.
Different emphasis on certain words can change the importance significantly. Voice-based
communications are of a slightly higher fidelity, but they lack facial expressions which are
a clear indicator of one's position on a matter?'?.

217 https://en.wikipedia.org/wiki/Cultural_determinism

218 Lister, M., Dovey, J., Giddings, S., Grant, I. & Kelly, K. (2008). New Media: A Critical Introduction.
2nd ed. London: Taylor And Francis.

219 Sproull, L. & Kiesler, S. (1986). Reducing social context cues: Electronic mail in organizational commu-
nication. Management Science, 32 (11), pp. 14921512
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Figure 2 Video call between Sweden and Singapore

Communicating with strangers without face-to-face cues also may lead to the reader sub-
consciously creating a voice and/or visual image for the other person conducted from their
own imagination. This, in turn, will create a different version of the person which the user
is communicating with based on his/hers individual desires and needs. Thus, the "reality”
of these types of conversations may be distorted and develop into a fantasy face-to-face
conversation, imagined by the reader, where the stranger fits into a specific role which the
reader requires??.

Video based communications give you both voice and facial recognition aspects but they
provide a different atmosphere than from when you are in the same room as another human
being. For example, content and micro facial expressions can be lost through a drop in
signal or a low quality webcam. FKEye contact can provide a lot of information and be
a strong non-verbal cue in a conversation, and it can never be achieved with the use of
webcams.

220 Suler, J. (2005). The online disinhibition effect. International Journal Of Applied Psychoanalytic Studies,
2 (2), pp. 184-188.
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3.1.11 Locked In

Locked in is the idea that some software and ideas are used so much that they become
industry standard, and are accepted by most people to the extent that they are nearly
impossible to change. Lanier often uses the example of MIDI, a system which was created
in the early 1980's. This system concerns musical notes and it transfers them from electronic
instruments to computers. Lanier argues that this system is not the best and has limitations;
however, as many new and different programmes have been created and adapted to be able
to use it, it means that MIDI is still currently used. Another example is the QWERTY
keyboard. This layout of keyboard became popular and frequently used in type writers.
As most people know how to type using this sort of keyboard and are familiar with this
layout, using another one would most likely not be successful with people, meaning that
the QWERTY keyboard remains used??!.

221 Fish, A. (2011). Book review: Jaron Lanier, You Are Not a Gadget: A Manifesto. New York: Alfred
Knopf, 2010. New Media \& Society, 13 (3), pp. 510-513
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3.2 Key Theorists

Figure 3 danah boyd

3.2.1 danah boyd

"It's mo longer about on or off really. It's about living in a world where being networked
to people and information wherever and whenever you need it is just assumed. I may not
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be always-on the Internet as we think of it colloquially, but I am always connected to the
network. And that's what it means to be always-on.**?” -danah boyd

danah boyd??3 is an academic researcher, focusing primarily on social media and how society

interacts with it. Her work in The Social Media Reader *** highlights the problems that
arise when defining the 'always-on' lifestyle, especially looking at when being online begins
and ends. In this boyd argues that different social contexts create different relationships
with being 'always-on', meaning that how society uses technology is not defined by space,
but by the contexts we create. Continuing with this idea, boyd reasons that 'always-on-ers'
are characterised by their values and lifestyle rather than generation. Therefore raising
questions of who is involved in this 'always-on' lifestyle according to their professional
life and social activities, widely varying the spectrum. Technological literacy is no longer
limited to the younger generations as we see a rise in more and more user friendly technology
that can be used by the majority. Furthermore, boyd supports the notion that technology
provides a new area for understanding, curiosity, and interaction allowing users to gain
knowledge about people and information, with 'always-on-ers' taking full advantage of the
possibilities available.

boyd summarises the effects of the 'always-on' culture by using the example of
Snapchat??3.226 In this blog post she points out how technology users automatically scroll
through information without taking the time to engage with it. A result of being 'always-
on' is mindlessly accessing information without any need or desire to. However, Snapchat
offers a solution to mindless media consumption by limiting the amount time the informa-
tion is available for, portraying the message of "You’ve got 7 seconds. PAY ATTENTION?”.
This type of technology forces people to engage with media again rather than only being
semi-consciously aware of their 'always-on' lifestyle.

The Blurring of Virtual and Reality

This is an idea that boyd argues is applying more and more to our everyday lives. This
exist because technology is gradually replacing tasks that would otherwise be carried out
manually. Examples of this lie in the writing of essays, communicating with others, applying
for jobs, entertainment, and gaining knowledge. Due to this different spheres of life are
infiltrating others, such as work and leisure, meaning that since users can be communicated
at all times through technology. Therefore, new information related to work can be read at
home, and the same for personal news can be found out whilst at work. It could be argued
that this blurring of leisure and work is the consequential result of the blurring of virtual
and reality.

Ubiquity

One of boyd's main ideas is that technology and connectivity has become ubiquitous. This
means that the technologies are being used as part of everyday life, and no longer thought of

222 boyd , danah (2012) ‘Participating in the Always - On Culture’ in Mandiberg (ed.) The Social Me-
dia Reader. p. 71-72. Retrieved 4/4/14 from https://archive.org/stream/TheSocialMediaReader/
Mandiberg-theSocialMediaReader-cc-by-sa-nc_djvu.txt

223 https://en.wikipedia.org/wiki/danah_boyd

224 boyd, danah (2012) 'Participating in the Always-On Lifestyle' in The Social Media Reader, London: New
York University Press.

225 https://en.wikipedia.org/wiki/Snapchat

226 http://www.zephoria.org/thoughts/archives/2014/03/21/snapchat-attention.html
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as simply technology. boyd refers to ubiquity in terms of how technology is becoming part
of the social infrastructure, and supporting people in what they do. Furthermore, boyd is
referring to the connectivity of technology and how it is a service for everyday people, not
just technologists. This relates to 'always-on' culture because as technology becomes more
ubiquitous it is being used for more reasons in everyday life, and thus is a key component

in being 'always-on'.?%"

The 'Network'

Being surrounded by technology also links in with boyd's idea of what the 'network' truly
means. boyd believes that the 'metwork' does not refer to the technology available, but
rather to the idea that it offers a new platform to express pre-existing cultural ideas. Inter-
action and engagement are the driving forces behind information access and communication
within the "networked public”. boyd argues that this formation of networks is primarily vis-
ible on social networking sites(SNSs) and media-sharing websites. The purposes of these
networks, according to boyd, are socialisation, consumption, and civic engagement. This
links to 'always-on' culture because socialising is being greatly influenced by technology and
ease it offers in everyday life.??

Addiction to Technology

According to boyd being always-on is like being a part of the online community where
people are connected to each other through layers of information. She calls it an ‘ecosystem
in which people can stay connected to one another through a variety of microdata’. That’s
where she made interesting point about online addiction. Some people see being always-on
as an obsession; a virtual sickness which destroys lives. Boyd argues that always-on has
nothing to do with technological addiction but more to do with the passion that people
have for information and the lives of others.??

Online and Offline Lives

Whilst boyd seems to make a relevant point that our online lives are as ‘real’ as our offline
lives, more could be said about the significant difference between these two aspects of our
lives, in particular how we behave online versus how we behave offline. Suler (2005) makes
the point that when we communicate online, our input comes after some delay, perhaps
minutes or hours or days, and this affects what we say, in text form, and how we say it.
Importantly, he asserts that when we communicate face-to-face with others, “moment-by-
moment responses between people powerfully shapes the ongoing flow of self-disclosure,
usually in the direction of conforming to social norms” (p. 185). If this is the case, if an
increasing amount of our time is spent online this could perhaps leave some people struggling
with face-to-face social skills necessary to fit into a particular environment, such as that of
an organisation with a clear expectations of cultural behaviour, or to succeed in particular

roles where face-to-face interaction with people is necessary.?3’

227 http://www.danah.org/papers/talks/Etech2007.html, boyd, d. (2007) Retrieved on 2nd April 2014.

228 http://www.danah.org/papers/essays/DigitalHandshakes.pdf, boyd, d. (2007) Retrieved on 2nd
April 2014.

229 boyd, d. (2012) 'Participating in an Always-on Lifestyle'. pp. 74 - 75

230 Suler (2005) p.185

74


http://www.danah.org/papers/talks/Etech2007.html
http://www.danah.org/papers/essays/DigitalHandshakes.pdf

Key Theorists

3.2.2 Sherry Turkle

S
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Figure 4 Sherry Turkle

Sherry Turkle?3! is another key theorist associated with 'always-on' culture and, specifically
related to 'the tethered self'. Sherry Turkle is an American professor at the Massachusetts
Institute of Technology in the area of social studies.?3? Turkle is a hugely influential theorist
in this field and is incredibly important when talking in terms of Social Media and this
'always-on' culture. She has contributed to many academic papers and research journals,
with much of her work focusing on the psychology of human relationships and technology
where she discusses and develops further this notion of the 'tethered self' stating that:

"Networked, we are together, but so lessened are our expectations of each other that we can
feel utterly alone. And there is the risk that we come to see others as objects to be accessed
- and only for the parts we find useful, comforting or amusing.” 233

"We are tethered to our 'always-on/always-on-us' communications devices and the people
and things we reach through them: people, Webpages, voice mail, games, artificial intelli-

231 http://en.wikipedia.org/wiki/Sherry_Turkle

232 The Guardian. (2013). Sherry Turkle: 'We're losing the raw, human part of being with each other.
Retrieved 03/23, 2014, from http://www.theguardian.com/science/2013/may/05/rational-heroes-
sherry-turkle-mit

233 Turkle, S. (2011). Alone Together: Why We Expect More from Technology and Less From Each Other,
New York: Basic Books
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gences... they live for us through our tethering devices, always ready-to-mind and hand.”
234

The Tethered Self

The "Tethered Self” is a prominent part of her 'always-on' study. This idea concerns the
way in which people are connected and have access to it a communication device, such as
a smart phone. She often discusses how people can always be reached through mobiles
or emails and if the person cannot contact the users, then machines often represent them,
such as voicemail. Also, how a growing number of people are connected to some sort of
network, such as Facebook, and rarely disconnect from it. From interviews she has con-
ducted, she concludes that people, especially teenagers, feel at a loss without their mobile
and without being connected. She argues that people have become more reliant on their
technologies and this has led to users checking their networks more for any notifications. For
example, users checking their smart phones for notifications.<ref name="'Turkle>Turkle, S.
(2013). Always-On/Always-On-You: The Tethered Self. Handbook of Mobile Communica-
tion Studies. (pp. 121). Massachusetts: The MIT Press

Life on The Screen

Another book published by Turkle in 1995 'Life on The Screen: Identity in The age of the
Internet' which is part of her work based around computers and the effect they have on us.
She developed ideas of 'cyberspace' - a place where we can, every day, go to interact and
connect with people anywhere- and develop relationships with them online. In writing she
said human beings were changing and adapting due being unable to distinguish between
computers and real life.

The concept of being able to go on at any time to speak to someone any where gives the
idea of being 'always-on' and in this sense, with a computer. Always having access to these
online worlds and being able to be reached from people even when we are not there, we are
still 'always-on'. 2%

The Second Self

The “Second Self” is Sherry Turkle's second published book. Throughout, she refers to ideas
of computers being more than a device and how it is an important part of the user’s life,
physiologically and socially.?3® Her book is based upon opinions and attitudes of people
who use computers and how that effects on their lives. 237 Written in 1984, before today's
technology was invented and before most people owned a smart phone, Turkle expresses
ideas that could lead to today's 'always-on' culture such as the fear people initially had about
becoming “addicted” to technology.<ref name= ‘Turkle’>Turkle, S. (2005) “The Second
Self Twentieth Anniversary Edition.” Massachusetts: The MIT Press Turkle also mentions
ideas, similar to theorist Marshall McLuhan, of technology extending the self but she also
adds how it extends the “external” world for the user.<ref name= ‘NY Times’>NY Times.

234 Turkle, S.(2008). Always-On/Always-On-You: The Tethered Self. from Katz, J E., Handbook of Mobile
Communication Studies. Cambridge, MA: MIT Press

235 Turkle, S. (1997). Life on the Screen: Identity in the Age of the Internet. Simon & Schuster; 1st Touchstone
Ed edition

236 Turkle, S. (2005) “The Second Self Twentieth Anniversary Edition.” Massachusetts: The MIT Press

237 NY Times. (1984) “The Second Self.” Retrieved 04/01, 2014, from http://www.nytimes.com/books/99/
01/03/specials/turkle-second.html
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(1984) “The Second Self.” Retrieved 04/01, 2014, from http://www.nytimes.com/books/
99/01/03/specials/turkle-second.html She states in the book, the idea that technology
“changes not only in what we do but how we think” which is similar to her ideas in “Alone
Together.” This idea is emphasised in her later work as by then more technology had
been developed and consumed. <ref name= ‘Turkle’>Turkle, S. (2004) “The Second Self
Twentieth Anniversary Edition.” Massachusetts: The MIT Press

Alone Together

Her book "Alone Together: Why We Expect More from Technology and Less From Each
Other” (2011) mentions the idea of 'always-on' culture and the relationship between people
and technology and the consequences that can have. This is where she drew on the main
ideas of 'tethering' and the 'always-on' culture. She made points about how we are more
connected now than what we have ever been before but with that we are still alone. We
are replacing our social interactions- conversations and intimacy with texting and commu-
nicating through computer use. 238

Turkle gave a talk through the website TED?* called "Connected, but still alone?” here she
discussed some of the main points from the book. She talked about the ideas of commu-
nication and how it changed who we are and what we do and so we are developing social
problems when it comes to being offline. We are now expecting less from each other and
more from our technologies altering our relationships and friendships in the outside world
and we are also losing valuable skills in conversation and social behaviour do to our new
forms of connection and technology.?4’

3.2.3 Leslie Perlow
About

Leslie Perlow?!! is a professor of Leadership in the Organizational Behaviour area at Harvard
Business School. Most of her research focuses on being 'always-on' in the work place. In her
latest publication, “Sleeping With Your Smartphone” she focuses on employees of businesses
who feel the need to be always online and always be connected and she discusses how
disconnecting can be the most powerful tool for them.?*?

Sleeping With Your Smartphone

In her latest publication, “Sleeping With your Smartphone,” she surveys thousands of differ-
ent businesspeople in different professions over how much they work and their smartphone
habits. Some of her questions included how often they check their phone and how often they
can disconnect from it. She argues that professionals feel pressure to be 'always-on' and
they often feel that if they disconnect, others may still stay on and become more successful

238 Turkle, S. (2011). Alone Together: Why We Expect More from Technology and Less From Each Other,
New York: Basic Books

239 https://en.wikipedia.org/wiki/TED_(conference)

240 Ted Talks. (2012) "Connected But Alone?” Retrieved 03/29, 2014, from http://www.ted.com/talks/
sherry_turkle_alone_together

241 http://www.hbs.edu/faculty/Pages/profile.aspx?facId=24278

242 Harvard Business School. (2014). Leslie A. Perlow. Retrieved 03/29, 2014, from http://www.hbs.edu/
faculty/Pages/profile.aspx?facId=24278&facInfo=fea
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than them.?*? Due to different time zones and needing to be contactable for clients and
fellow colleagues, Perlow has argued that it leads to employees to change their timetable
and reschedule their time to make sure that they are always connected and remain to be
perceived as a good employee as constantly being on is often expected from high pressure
jobs. 244

Disconnecting

Perlow experimented with a company, Boston Consulting Company, to see if their employees
would be able to disconnect and if that could be achieved. At 6:00pm each night, a different
employee would be able to disconnect from their work network and other employees were
able to deal with clients if need be. Most employees felt many benefits such as finding
their work more satisfying. They also felt that they regained more control over their work
life. Perlow argues that when this approach is applied correctly, not being 'always-on' can
benefit not just the employee but the organisation as well.?4

Thriving in an Overconnected WorldIn 2013, Perlow gave a TEDTalk on what she
perceived as a detrimental effect that the 'always-on' culture of smartphones was having
on businesses and organizations, as well as family life and relationships. She asserted that
because of 'always-on' culture existing, people are constantly checking their smartphones
for updates on career-related issues, e-mails from colleagues, or for information about their
current duties at work - all the while squandering the time they spend outside of work
doing this. Perlow describes this as a common attitude - stating that it is easy for one to
think it's the best thing to do for their career. She further asserts that these behaviors
have lead to a significant deterioration in the relationships and skills people use to deal
with situations and issues outside of the workplace. Perlow concludes by asserting that this
“overconnected world” does not have to lead to negative effects - if proper changes are made
to the workplace structure and certain criteria are established for what is and what is not
good use of one's connected devices, work and life can be improved, avoiding the downfalls
of an “overconnected” society. 246

3.2.4 Naomi Baron
About

Naomi Baron?#” is a linguist and professor of linguistics at American University in Wash-

ington D.C. She researches topics such as language in social context, language acquisition
and computer medicated-communication. Her book, Always On: Language in an Online
and Mobile World, which was published in 2008, won the English-Speaking Union’s HRH
The Duke of Edinburgh ESU English Language Book Award for 2008.

243 Huffington Post. (2012). Turning Off Your Smartphone: More Stress or Less?. Retrieved 09/29, 2014,
from http://www.huffingtonpost.com/leslie-perlow/work-stress_b_1429692.html

244 Harvard Business Review. (2012). Are You Sleeping With Your Smartphone?. Retrieved 03/29, 2014,
from http://blogs.hbr.org/2012/05/are-you-sleeping-with-your-sma/

245 Big Think. (2012). Switching Off An "Always on” Culture.. Retrieved 03/29, 2014, from http:
//bigthink.com/videos/switching-off-an-always-on-culture-2

246 TED.com. (2013). Thriving in an overconnected world. Retrieved 04/02, 2014, from http://www.ted.
com/initiatives/tedinstitute/leslie_perlow_thriving in_an.html

247 https://en.wikipedia.org/wiki/Naomi_Baron
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Domestication of technology

In her book, 'Always On: Language in an Online and Mobile World' she talks about the
idea of domestication of technology, a theory with comes from Rodger Silverstone and Leslie
Haddon. This is the idea that we use technology as an everyday essential without giving
it a second thought. She explains that such communication technologies has gradually
changed our social norms and an example of this is that it is so much easier for us to go
online and find out what the weather is going to be rather than turn on our televisions,
go to the weather channel and await our local report. As domestication of communication
technologies spreads through the populace, people are increasingly “on” networks that extend
beyond the landline. Her theory that the domestication of such technologies like email, IM,
blogging and facebook can have some dangers. The first is that once you become “on” it
is hard to come “off” and it is increasingly easy to being 'always-on'. Once you have got
past the first fees of buying a computer or a phone it becomes less and less expensive to
keep connected through them. Secondly is that anyone can be an author or a publisher
and can surpass legal authorities. And the third one and probably the most dangerous is
the compromising of our safety and privacy. This is potentially the worst but can be put
simply from accidentally sending an email to the wrong person or before you are finished
to some of our banking information being hacked or stolen.

3.3 Effects of Being ”Always-On”’

3.3.1 Advantages
Instant Information

A main advantage of being 'always-on' is being able to receive information and news as soon
as it becomes available. Prior to the advancement we have seen in technology today, people
would have to log on to a PC, buy a newspaper or wait for a letter to arrive at their door
to receive information. Nowadays, however, they can receive these kind of communications
instantly through their mobile device and, in some cases, be notified exactly when they
become available. The time taken to communicate has been significantly shortened and
made much more convenient for the user. As the world becomes more and more online
everything we need becomes more readily available to us. We can get information in a
matter of seconds and everything that we need to know we are able to find out. According
to filmmaker Tiffany Shlain?® director of 'Connected: An Autoblogography About Love,
Death & Technology', “something happens in one place and we can see it, feel it, and do
something about it which has such huge potential” 24,

Information is no longer something that takes an exertion to locate, we have it right at
our finger tips. “Work will be dominated by fast-moving, geographically diverse, free-agent
teams of workers connected via socially mediating technologies.” (Fred Stutzman, Carnegie
Mellon) This theory explains the influence that being “always-on” has on us and the idea of
what its effect on our society has been. It is thought that because the spread of information

248 https://en.wikipedia.org/wiki/Tiffany_Shlain

249 Shlain, T. (2011). Connected: An Autoblogography About Love, Death & Technology. Video. Re-
trieved from http://www.netflix.com/WiPlayer?movieid=70166245&trkid=13462100&tctx=-997%2C-
99%2Cd198df6c-98f6-426a-876d-d4ec4155£6b2-8256831
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is so quick, diverse and free moving, that our society will become quick, diverse and free
moving, and as a result of this, our culture will benefit greatly. All of these factors make for
a much more efficient way of communicating and working. According to Royston Martin
(2009) the notion of media being “everywhere and always on” does not have to be viewed
negatively. “The spread of free, easily accessible instant information — be it on, for example,
health care or democratic election processes — are small examples of the potential the digital
media has to help raise living standards.”

Development of Different Skills

There are a lot of theories that say the 'always-on' culture is having a negative effect on
children and teens with side effects as lower attention span and inability to work through
problems. This may be true however there are a lot of other benefits that our weigh these.
Studies show that 55 percent of those surveyed say that the brains of young people in 2020
will be wired differently from those of their parents. What’s more, they say, is the ability of
always-connected young people to nimbly get information from an array of online sources
and then share it seamlessly among a broad network of people is a positive trend. (Laura
B. Weiss, 2012) It is shown that the younger generation may not be able to do the same
things their parents can do however they will have skills that are above their parents head.
With these on-going technological advances it may not be as necessary for the younger
generation to have really long attention spans as information is so available however it may
be more beneficial for them to have the skills to hunt down information and share it to a
mass audience. Young people born around the year 2000 “have grown up in a world that has
come to offer them instant access to nearly the entirety of human knowledge, and incredible
opportunities to connect, create, and collaborate,” says Janna Anderson (Laura B. Weiss,
2012) Therefore these are the way their brains have developed and grown to adapt to these
circumstances therefore will be affluent in this particular set of skills unlike their parents
who have had to adapt to their generational technologies and grew up with a set of skills
that would help them in their world.

Making Plans and Meeting Up

Now that the majority of Westernised society has a mobile phone, meeting up with indi-
viduals or groups has become much easier. Before the popularization of the mobile phone,
people would have most likely contacted one another via land-line. A simple plan would be
made to meet up, and the persons involved would not talk to one another again until they
saw each other in person at the time and place agreed. Now, thanks to mobile technology,
plans can be altered with ease, depending on the situation. For example, if a person on a
train which is running late, they can contact their 'always-on' friend from their mobile to
let them know what is going on and to rearrange plans.

Communication with Others and Synchronisation of Media

A major upside of 'always-on' culture is the ease of communication that it has brought to
people - particularly technologically engaged youths. If one desires to communicate with
another electronically, there are nearly infinite ways of accomplishing this - all depending
on the type of communication desired. One can use microblogs (sites like Twitter), blogs
(like Tumblr, Wordpress, or Blogspot), social media sites like Facebook, or they could even
use various multimedia forms of communication like e-mail, text messaging, or Skype in
order to communicate easily with other individuals. On top of the ease of communication
that 'always-on' culture affords, it also supports a fantastic level of synchronisation for most
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forms of social media. For instance, one can easily link their Instagram account to their
Facebook, Twitter, or Tumblr accounts (as well as many other social networking sites)?*,
allowing posts on any or all of those sites to be visible across platforms, and also allowing
the user to keep their communications and musings synchronised across multiple platforms
of social media and keeping things orderly at the same time.

3.3.2 Disadvantages
”"Disconnectivity Anxiety” (DA)

DA is, as defined by Dr. Jim Taylor, "a persistent and unpleasant condition characterized
by worry and unease caused by periods of technological disconnection from others” 2°!.
This anxiety can come from anything, such as, not being able to connect to the Internet
or someone not responding quickly enough to a message. From Taylor's perspective, the
constant need to be connected is a problem in society and people should make an effort to
detach themselves when the technology is not necessary.

“Continuous Partial Attention” (CPA)

CPA is: “to pay partial attention — CONTINUOUSLY” 22, The term was coined by writer
Linda Stone in 1998. When we use our attention in this way, we are dividing it between
multiple things but at a superficial level. CPA is motivated “by a desire to be a LIVE node
on the network”. Continuous partial attention is different from multitasking, we multitask
to be more efficient and we use CPA because we don’t want to miss anything. In large
doses, it can play a part in creating a very stressful lifestyle through "operating in crisis
management mode”.

Reduced Personal Privacy

It has been noted that always being connected can disrupt and interfere with an individual's
privacy, as they simply cannot disconnect themselves. Jan van Dijk talks of, particularly
in relation to the use of GPS technology in social media, an inability for an individual to
detach themselves from their 'network' for personal reasons - simply because society as a
whole now functions in an 'always-on' fashion®?3:

"There is pressure in all communications technology to be within reach at any time and
place [...] it causes the individual to be traceable to the deepest crevices of the social
fabric and in all environments. Almost every place becomes a social place. And even if
one tries and succeeds using blocking options, the chances of having to justify oneself are
increasing™*.

250 http://help.instagram.com/169948159813228

251 Taylor, J. (2010). Disconnectivity Anxiety. Retrieved from http://www.huffingtonpost.com/dr-jim-
taylor/disconnectivity-anxiety_b_647773.html

252 Stone, L. (2009). Continuous Partial Attention. Retrieved from: http://lindastone.net/qa/
continuous-partial-attention/

253 van Dijk, J.(1999) '"The Network Society', London: SAGE Publications Ltd

254 van Dijk, J.(1999) 'The Network Society', London: SAGE Publications Ltd
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It is argued that being 'always-on' is an increasing danger to personal autonomy, as our
"natural space to withdraw is shrinking as a direct result?*%. Being 'always-on' and open
to so many social outlets takes away an individual's personal time, whilst reducing their
ability to switch off, which would eventually result in an overload of data to process; as no
individual has the capacity to take in all that the internet has to offer?”.

Inability to Focus
As discussed in Nicholas Carr's book '"The Shallows: What the Internet is Doing to Our

Brains',' always being connected to the Internet or mobile network can create difficulty to
focus on any single thing for more than a few minutes ?®. The Internet gives you short
bursts of information and then leads you to something else not giving a lot of time to focus

on one thing.
Changing Attitudes

Turkle expresses how she feels that attitudes of users of the technology is changing. She
often mentions how communication is breaking down due to the increasing use of technology
to communicate. Turkle also argues that the way technology is now being used is not just
changing the way the users communicate with each other, but it is also changing the user as
a person. The need for attention is able to fulfilled by social media and the ability to message
people from a device but this can also lead to users feeling more bored or alone in real life
situations. In a 2012 Ted Talk, she expresses how face-to-face communication is suffering
due to the rise of online conversation and how even when people are in them presence
of others they often want to be somewhere else, so they communicate online while in the
company of others. She gives the example of people texting and emailing from boardrooms
and during meetings. Overall, she expresses that the popularity of communicating online
and the decline of communicating in person hence creating a feeling of isolation for the

user?59

Psychological Damage by Being 'Always-On'

There are some psychological issues related to being ‘always-on'. 'Being drop into a mode
of permanent online activity’ can create lots of stress and anxiety. Constantly checking
messages on the smartphones can lead to the point that there is no break whatsoever. This
situation can create a feeling of being overwhelmed, depressed and in some cases makes
people even to commit suicide.The pressure of being ‘always-on’ is huge, especially in the
work place. There is confusion where the media demands stop and where the life starts.
”"Work and life are blended into a stressful soup of endless demands. In many workplaces,
switching off is seen as uncommitted, even unprofessional”. Many people are place in the
situation that the demands from the work place take over their personal life.26?

255 van Dijk, J.(1999) '"The Network Society', London: SAGE Publications Ltd

256 van Dijk, J.(1999) '"The Network Society', London: SAGE Publications Ltd

257 boyd, d (2012) '"Participating in the Always-On Culture' in The Social Media Reader

258 Carr, N. (2012) "Nicholas Carr - The Shallows: What the Internet Is Doing to Our Brains,” video. Retrieved
from https://www.youtube.com/watch?v=1t_NwowMTcg

259 Ted Talks. (2012) "Connected But Alone?” Retrieved 03/29, 2014, from http://www.ted.com/talks/
sherry_turkle_alone_together

260 The Telegraph (2014) The 'always -on' culture: smartphones, stress and suicide. Retrieved
from http://blogs.telegraph.co.uk/technology/micwright/100009425/the-always-on-culture-
smartphones-stress-and-suicide/
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3.3.3 Changing Media Industries and Convergence

Newspapers

Newspapers fall under the heading of “old media” whilst the Internet is considered ‘“new
media”. It could be argued that newspapers are becoming a thing of the past. They were
once the only means for people to be informed of current events around the globe and
could typically be found in every household. However, now the need to buy a newspaper
is waning due to free websites providing up-to-date information, sharing news the instant
it occurs. In the age of Twitter and trending topics, there is far less need to track down
newsworthy events when they will come to you whether you seek them or not. Many online
news providers let users customize their news feed so only topics their interested come to
them, such as RSS Feeds.?®! Older generations might still purchase newspapers; however,
newspaper readership in the younger generations is declining as they have all the information
they could need at their fingertips.

Many traditional print newspapers are putting more money and resources into the digital
side of news. “At present, the major British newspapers are edging sideways towards the
digital tipping point. Print staffs and print supplements and people and resources shifted
into digital.” 202 As well as regularly updated websites, many newspapers have launched
smartphone apps allowing people to access news on the move and provide notifications for
breaking news. Some newspapers have made the complete digital transition as physical
readership couldn't maintain profit; instead, newspapers find it more cost beneficial to
“print” online, thereby reaching more users and cutting costs.

Television

As Marshall McLuhan said: "There is a basic principle that distinguishes a hot medium
like radio from a cool one like the telephone, or a hot medium like the movie from a cool
one like TV... A hot medium is one that extends one single sense in "high definition”. 63

Television was once a cool medium - meaning something that could be consumed passively,
unlike a movie at the cinema or a lecture for example. However, the more we use social
media and the internet, the more interactive television is becoming. 24

Although TV had become interactive before smartphone technology, with the popularisation
of voting reality shows like Big Brother (Channel 4/Five) to magazine programmes with
debating segments such as This Morning (ITV), the boom in social media and 'always-on'
culture has meant that audiences now expect TV shows to have a presence online and want
to have their say more than ever. 26°

261 Using Google News RSS Feeds - News Help. (2014). Retrieved from https://support.google.com/
news/answer/592557hl=en

262 Brock, G. (2013). Out of print.

263 McLuhan, M. (1964). Understanding Media: The Extensions of Man. New York: McGraw-Hill

264 Koten, Hamid van. (2006) "The Digital Image and the Pleasure Principle: The Consumption of Realism
in the Age of Simulation”. In Digital Visual Culture ed. Anna Bentkowska-Kafel, Trish Cashen and Hazel
Gardiner. Intellect Books: Bristol

265 BBC Academy (2013). Online and social media in TV. Retrieved from http://www.bbc.co.uk/academy/
production/article/art20130823083150575
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For example, it is now possible to download apps for specific TV shows to a smartphone
which allow the user to interact with the shows producers and with other viewers. This
year, the BBC launched an app for their talent show The Voice which allows users to play
along with the blind audition element of the show and voice their opinion, as well as vote
in the later stages of the programme. 296

Another example of this is the frequent reminders during a television show to "Like” Face-
book pages and to "Tweet” using certain hashtags which essentially encourage the viewer to
join in discussions about the programme and receive the latest news on it. This both helps
the shows producers understand the audience they have and make sure that they draw in
as big an audience as possible as reminders can be sent out.

Video Games

Many popular video games have recently begun to utilise social media as a way to report
the player's progress through the game as they play it. For instance, Uncharted 2: Among
Thieves?%” features an option for players to link their Twitter account to the game, and as
they play the game, whenever they reach a milestone of progression across the game's many
chapters, Twitter will post snapshots or small updates of the player's progress?®®. Another
notable example of this is with the recent title Grand Theft Auto V?%. In Grand Theft
Auto V, the player is presented with the option to link their game account to their Facebook
account, allowing the game to post status updates and small bits of information about the
player's behavior in the game (such as number of in-game kills, recently completed missions,
or recently-won multiplayer games). As well as this Rockstar games has also created an
online game profile category which enables players from all over the world to link together
and share player profiles of your in game progress, evidently video game producers are
admirably trying to converge and synergies social media and online gaming as much as
possible to keep an Always-On culture active to keep the success and 'Buzz' surrounding
the game.

Additionally, in a more aggregate sense, there is a popular system of measuring progress>""

on the Xbox?>"!' and Playstation®™ consoles (referred to as Achievements and Trophies,
respectively). These systems of measurement track a player's progress as they complete
goals set by the game's designers. Many third-party websites allow players of games on
these consoles to automatically update their social networks (such as Twitter or Facebook)
with notifications of their progress. Additionally, the Playstation supports native Twitter
integration support for players to cross-post their Trophies to their feeds.

266 Digital Spy. (2014) The Voice UK launches new i0OS, Android app for series 3 Re-
trieved from http://www.digitalspy.co.uk/tv/s154/the-voice-uk/news/a541355/the-voice-uk-
launches-new-ios-android-app-for-series-3.html# 0AiFgbk054sH0Os

267 https://en.wikipedia.org/wiki/Uncharted_2:_Among_Thieves

268 Flip the Media. (2009). Social Networks and Video Games. Retrieved 4/4/14 from http://
flipthemedia.com/2009/11/social-networks-and-video-games/

269 https://en.wikipedia.org/wiki/Grand_Theft_Auto_V

270 https://en.wikipedia.org/wiki/Achievement_%28video_gaming}29

271 https://en.wikipedia.org/wiki/Xbox

272 https://en.wikipedia.org/wiki/PlayStation
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Effects of Being ”Always-On”

With the introduction of the current generation of gaming consoles®”®, the Playstation 427
and Xbox One?™ both feature the capacity to share video feeds of any one player's gameplay
in real-time via popular video game streaming site Twitch.tv>7%277278_ Less than a month
after the release of the Playstation 4, Twitch reported that Playstation 4 users had generated
over 10% of the streams on their website, with over 20 million minutes of footage streamed
from gamers to the popular site in under one month's time?™.

Fashion Industry

Similarly, the concept of constant technology has further branched out into other major
industries across the world influencing fashion as well as culture and social aspects of ev-
eryday living. Zeki (2014) describes - in an interview with designer Tuba Ergin - how the
fashion world and technological world are becoming forever more 'harmonised' with each
other, as well as how each compliment one another. Designer Ergin, showcased his designs
at the Mercedes-Benz Fashion Week in Istanbul in 2012, which included the new addition of
circuit cards into each of his fashion garments including dresses and tops, and furthermore
onto shoes and bags. Ergin (2014) mentions how each and every one of us now as members
of society are now fully under the influence of the sheer absorption of technology. He evens
goes as far to state that "I believe there is almost no difference between drug abuse and
technology addiction” ?®° Such a statement allows us to see how we are now fully 'Always
On' with our devices and the extent to which can be compared to such a heavily addictive
substance such as drugs. In his interview, Ergin then goes on to discuss the developments
of our devices that we are forever always using in our everyday lives such as technological
glasses as well as watches. However, he then states that technology in the future will lead
into clothes that can react to body temperature and the human pulse, such advancements
will allow fitness merchandise to rocket, presumably.

Marketing Industry

Technology addiction has had a massive influence over the business-orientated world. With
people constantly being visible and incorporated in their online world allows large businesses
to make thousands of pounds from these users. The more people are on their phones and
technology devices, the more money companies make. Such large organisations such as
Facebook allow their adverts to become more expensive and make great amounts of money
on their customers simply through their use online being forever constant. Cookies and other

273 https://en.wikipedia.org/wiki/History_of_video_game_consoles_}28eighth_generation29

274 https://en.wikipedia.org/wiki/Ps4

275 https://en.wikipedia.org/wiki/Xbox_One

276 https://en.wikipedia.org/wiki/Twitch.tv

277 The Verge. (2013). Xbox at E3 2013: everything you need to know. Retrieved 4/4/2014,
from http://wuw.theverge.com/2013/6/10/4414176/microsoft-xbox-one-at-e3-2013-everything-
you-need-to-know

278 Twitch.tv. (2013). Twitch Confirmed for PlayStation 4. Retrieved 4/4/2014 from http://blog.twitch.
tv/2013/08/twitch-coming-to-ps4/

279 IGN.com. (2013). PS4 Responsible For 10 Percent of All Twitch Streaming. Retrieved
4/4/2014, from http://uk.ign.com/articles/2013/12/10/ps4-responsible-for-10-per-cent-of-
all-twitch-streaming

280 Ergin, T. (2014)
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internet bugs allow marketers to track every move we make online and more importantly,
how long we are on a certain webpage for and where our mouse is hovering. Such details
allow them to store great information on the everyday user and can show the great extent
to how intense the everyday person is 'always on' on their devices. Therefore, it is clear
that marketers are cashing in on us ourselves being constantly addicted to our devices.

Social Media, Celebrity and Fan Culture

Social media - in particular, Twitter - now allows us to keep up to date with what is going on
in the lives of people we admire and the fan communities surrounding them. It is now very
rare to find a significant individual in the public eye who does not own a Twitter account
as developing an online presence within this 'always-on' culture helps to create and keep up
interest in what you are promoting - even if what you are promoting is simply yourself as
an online personality.

There is a law of attraction which states that people develop a greater preference for some-
thing that they are exposed to often 28! which, when applied to social media, may help us
to understand how online fan communities work. The greater the presence that the social
media user has online - particularly if they are already famous offline - will help create fans
or increase interest among casual fans. Once we are enticed by a user through their social
media account, it can become very addictive and very often people will feel that they need
to know what is happening in that persons life - no matter how trivial. Fan communities
and sites can also help to increase interest in a subject. Therefore, as they are 'always-on”,
we are 'always-on'.

Always-On and the Growing Effect on Society

The rise of the 'always-on' culture is having drastic effects on society as we know it today,
the rise in technology is allowing everyone worldwide to be able to connect to the internet
using personal devices such as smartphones and laptops 24/7 365 days a year. Studies into
the effects of always being online are starting to develop more and more stories day by
day, for example the effects of the 'always-on' culture in the workplace; Carsten Schloter,
the 49-year-old chief executive of the Swiss telecoms group, Swisscom, was found dead at
his home in July 2013, according to the Telegraph “The always-on culture: smartphones,
stress and suicide” were main links to his death. Such links are tied in with the norms and
traditions of working in an environment in the 21st century, one always has to be ‘always-on’
to read those important emails. “Though the culture of being instantly available for emails
and calls is often a product of unspoken pressure, sometimes it’s official policy.” 252

The 'always-on' culture in education, is this culture changing education, how we learn and
how our brains behave? Being always on can have it’s advantages and disadvantages, people
who disconnect often get withdrawal feelings, ostracism and difficulty connecting, many
professionals compare the withdrawal symptoms of disconnecting to that of drugs. Ignoring
or creating a negative perception of technology in education that students willingly and

281 Psych Central. (2009) Mere Exposure Effect. Retrieved from http://psychcentral.com/encyclopedia/
2009/mere-exposure-effect/

282 http://blogs.telegraph.co.uk/technology/micwright/100009425/the-always-on-culture-
smartphones-stress-and-suicide/
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actively use in every other aspect of their lives is not a winning educational strategy, research
by Brian Chen 23 demonstrated how top performers in school and in further education were
more likely to be those best at distinguishing high quality data. Whether technological
devices make students smarter is neither here nor there, technology is only getting more
advanced and therefor the always on culture in education is likely to grow more and more.

3.4 Relating Always-On to Other Digital Media and
Culture Topics

3.4.1 Cognitive Surplus
See also: Cognitive Surplus®*

Technology has developed to allow the user to create and share their thoughts and ideas.
'Always-on' culture means individuals can partake in cognitive surplus when they so wish.
'Always-on' culture also allows the user to view collective work online at the touch of a
button. For example, Wikipedia is free of data charges in Middle-East and Africa: http:
//wikimediafoundation.org/wiki/Wikipedia_Zero

Thus, the development of an always-on society has created a new means of collaboration
and communication. An example of this can be seen in Peter Chroust's research on far-right
political movements' use of the internet, in relation to the concept of 'smart mobs'. Chroust
uses the example of the Taliban, although it is debatable whether this organisation can be
referred to as a 'smart mob', the organisation must remain 'always-on' in order to act out
and respond efficiently to 'spontaneous' action - and gather more support*®:

"To right-wing groups the internet not only serves as an electronic mail-box. It also enables
the distribution of ideologies for political training of the cadres - and for reaching interested
people outside the real network™86.

Chroust does however note that the internet, alongside the act of being 'always-on', is most
likely seldom utilized aside from through internal communication within the Taliban®®7.
Despite this, "opponents of modernisation and globalisation”®® are present throughout the
world, with organisations such as Al Qaeda operating in numerous countries across different
time zones. It is with this in mind that being 'always-on' is an essential component of a
'smart mob' working quickly, efficiently and spontaneously®®:

283 http://books.google.co.uk/books?id=Yq9cAPVjOusC&printsec=frontcover&dg=always+on+
culture&hl=en&sa=X&ei=br8-U830G4ithQeWlIHYAQ&ved=0CDEQ6AEwAA#v=0onepage&q=always%20on
20culture&f=false

284 https://en.wikipedia.org/wiki/Cognitive_surplus

285 Chroust, P. 'Neo-Nazis and Taliban Online: Anti-Modern Political Movements and Modern Media'. In.
Ferdinand, P (2000). ed. '"The Internet, Democracy and Democratization'

286 Chroust, P. 'Neo-Nazis and Taliban Online: Anti-Modern Political Movements and Modern Media'. In.
Ferdinand, P (2000). ed. 'The Internet, Democracy and Democratization'

287 Chroust, P. 'Neo-Nazis and Taliban Online: Anti-Modern Political Movements and Modern Media'. In.
Ferdinand, P (2000). ed. 'The Internet, Democracy and Democratization'

288 Chroust, P. 'Neo-Nazis and Taliban Online: Anti-Modern Political Movements and Modern Media'. In.
Ferdinand, P (2000). ed. '"The Internet, Democracy and Democratization'

289 Chroust, P. 'Neo-Nazis and Taliban Online: Anti-Modern Political Movements and Modern Media'. In.
Ferdinand, P (2000). ed. '"The Internet, Democracy and Democratization'
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"That explains why the Taliban invest financial resources and manpower in their presence
on the internet. That most of the Afghan population have no electric light and even are
illiterate, let alone have access to the world wide web, is not such a paradox as it first

seems0,

3.4.2 Technological Determinism

See also: Technological Determinism??!

'Always-on' culture may bring about a big cultural shift relating to communication which
has been determined by innovations in media technology where the user has the ability to
be connected to the internet at all times. Technology has the power to transform culture,
society and way people look at the world. Due to the advance in technology, people have
developed a greater need to be connected to other people via mobiles/computers/tablets
and are more likely to share experiences through these forms of communication than face-
to-face.

3.4.3 Online Identity

See also: Online Identity???

Being 'always-on' leads to the constant overlapping of the user's real life identity and online
one. It could be argued that the user's online identity is just as 'real' as their 'real life'
identity - that an online identity is carefully thought out regarding what the user displays
about themselves, but in face-to-face encounters it is much more 'real time' and people
are perhaps a bit more vulnerable to show themselves in a less-than-ideal way - albeit
showing a more 'natural' self. Online identity is about portraying of self as a living-out
of states of being, becoming, belonging and behaving through the range of everyday social
and discursive practices that are connected with the body. Yet it is also a close editing of
self: ‘it’s me, but minus the things I don’t like about me’ — those aspects of self chosen to
be shared with the public 2%3.

'Always-on' may mean that some users of technology feel the need to “check-in”, update their
internet status or upload pictures from their real life to portray a specific online identity 294.
These activities may take up a lot of time and be of great importance to individuals in order
to determine an online identity which is always-on and available to access (i.e. Impression
Management). Always-on with regard to texting, Facebook, email etc. will all contribute
to your online identity as they are managed by you and reflect you as a person whether
it is informally with friends (text, Facebook) or for a more professional purpose (email,

290 Chroust, P. 'Neo-Nazis and Taliban Online: Anti-Modern Political Movements and Modern Media'. In.
Ferdinand, P (2000). ed. '"The Internet, Democracy and Democratization'

291 https://en.wikipedia.org/wiki/Technological_determinism

292 https://en.wikipedia.org/wiki/Online_identity

293 Thomson, A. (2007). Youth Online: Identity and Literacy in the Digital Age. Peter Lang Publishing:
New York

294 Mendelson, A.L & Papacharissi, Z. (2010). Look at Us: Collective Narcissism in College Student Facebook
Galleries from A Networked Self. Routledge: London
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LinkedIn). José van Dijck 2% differentiates between Facebook and LinkedIn, the former
existing for users’ personal presentation of online identity and the latter for promotion
of their professional identity with both organisations using similar means of connectivity.
However, he also asserts that both platforms have a “vested interest in pushing the need
for a uniform online identity” (p. 200) which may not be in the best interests of users who
may want, for example, one identity for friends and another for employers.

McLuhan's view that the “medium is the message” links to your 'always-on' identity: The
medium in which you use to communicate affects the message originally intended. For
example, text speak is informal, thus leading to a cultural change where acronyms, such as
“LOL” (laugh out loud) are used in real conversation and bad punctuation is more frequent.

Marshall McLuhan

McLuhan’s assertion that the 'medium is the message' seems to be becoming more evident
as the technology we use is tied in with our identity and what it says about us. Three of the
world’s largest technology companies, Google, Intel, and Facebook all announced, almost on
the same day, that they were investing heavily in wearable technology. Google announced
that it was partnering with Italy's Luxottica, the makers of Ray-Ban sunglasses and Oakley
sports glasses to ensure their new smart glasses, Google Glass, were at the cutting edge of
fashion 26 297, Google Glass is a small screen attached to a pair of glasses which can record
video, access email, and retrieve information from the web by connecting wirelessly to a
user's mobile phone. Intel, the world’s largest computer chip maker, increased its investment
in wearable technology by buying Basis Science, a company that has devices and services
for tracking a person’s health, and wanted to accelerate its position in wearable technology
298 Facebook also made a big investment in wearable technology by buying the virtual
reality technology firm Oculus VR for £1.2bn and Mark Zuckerberg going as far as saying
that “virtual reality will be the next social communications platform” 2% and will “change
the way we work, play and communicate” 3. If these investments by the world’s largest
technology companies produce a proliferation of new, fashionable, technology, the reliance
on wireless technology and greater bandwidth within that technology, will undoubtedly
increase.

295 Van Dijk, J. (2013). The Culture of Connectivity: A Critical History of Social Media. Oxford University
Press: Oxford

296 The Guardian. (2014). Ray-Ban maker Luxottica to work with Google on Google Glass eyewear Re-
trieved 25/03 2014 from,http://www.theguardian.com/technology/2014/mar/25/ray-ban-maker-to-
work-with-google-on-google-glass-eyewear

297 BBC. (2014). Facebook buys virtual reality headset start-up for $2bn. Retrieved 03/26 2014, from
http://www.bbc.co.uk/news/business-26742625

298 BBC. (2014). Intel buys wearable technology firm Basis Science. Retrieved 03/26 2014, from http:
//www.bbc.co.uk/news/business-26743537

299 The Guardian. (2014). Oculus: Facebook buys virtual reality gaming firm for $2bn Retrieved
25/03 2014 from, http://www.theguardian.com/technology/2014/mar/25/facebook-buys-virtual-
reality-gaming-firm-oculus

300 BBC. (2014). Intel buys wearable technology firm Basis Science. Retrieved 03/26 2014, from http:
//www.bbc.co.uk/news/business-26743537
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Hamid Van Koten

Van Koten’s work is of significant relevance to this development in wearable technology, par-
ticularly Facebook’s recent acquisition of Oculus VR. In the context of technology providing
an extension of our social networks, Van Koten wants to uncover the “shift from the real
to the imaginary as the dominant drive towards the consumption of these representations”
301 He says from a Jungian perspective, “games provide an outlet for the archetypal forces
within the collective unconscious. Onscreen we can safely place ourselves in the role of the
Hero [...] alternatively, in a Freudian sense, games are a means of enacting the Oedipus
complez” 7. Van Koten’s work build’s on that of McLuhan and it would seem with the
three investments made by Google, Intel, and Facebook, the merging of games technology,
which allows us to act in an imaginary world in much the same way as described in the
disinhibition argument, with social media, his observation of the shift from the real to the
imaginary will increase significantly.

3.5 Glossary

'Always-on' = Constantly accessible for communication through internet on different com-
munication devices. E.g. "Checking-in”, update internet status, upload pictures to portray
a specific online identity etc.

'Benign Disinhibition' = Unusual acts of generosity or kindness online or when people
show fear, reveal secret emotions, wishes and other personal things about themselves online
rather than offline.

'Determinism' = The idea that technology has important effects on peoples lives.
'Facebook' = Online social networking service. Founded by Mark Zuckerberg in 2004.

'Google' = Corporation that specializes in Internet-related services and products. This
include search, software and online advertising technologies.

'Google-Glass' = Small screen attached to a pair of glasses which can record video, access
email, and retrieve information from the web by connecting to a user's mobile phone through
wireless internet.

'High and Low Fidelity CMC' = The level of social context cues available in differing
forms of communication.

'LinkedIn' = Business oriented social networking site.

'Locked-in Theory' = The notion that a component of technology becomes so intertwined
in an individual's daily routine, it becomes natural and almost impossible to stop using. It
is also the idea that some software and ideas are used so much that they become industry

301 Van Koten, H. (2009). The digital image and the pleasure principle: the consumption of realism in the
age of simulation from Bentkowska-Kafel, A., Cashen, T. and Gardiner, H. (ed) Digital Visual Culture:
Theory and Practice. Intellect: Bristol

302 Van Koten, H. (2009). The digital image and the pleasure principle: the consumption of realism in the
age of simulation from Bentkowska-Kafel, A., Cashen, T. and Gardiner, H. (ed) Digital Visual Culture:
Theory and Practice. Intellect: Bristol
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standard and are accepted by most people to the extent that they are nearly impossible to
change.

'Online Disinhibition' = Loss of real world inhibitions when communicating online.

'Online Identity' Portraying of self as a living-out of states of being, becoming, belong-
ing and behaving through the range of everyday social and discursive practices that are
connected with the body.

'Positional Inequality' = The idea that some are better off in terms of where they are
located in the network.

'Situational Inequality' = The idea that some are better off than others, socio-
economically.

'"Tethered Self' = The idea we are always contactable through our devices and expect
others to be as well.

'"Tethering' = Performed by connecting one device to another, this may be through mobile
phones, tablets, laptops, TVs or any other similar electronic device that has access to a
Wireless LAN (WI-FI), Bluetooth, or a physical connection such as a USB cable.

'"Toxic Disinhibition' = Increased aggression, rudeness or inflammatory behaviors from
users while online as opposed to offline behavior.

'"Technological Convergence' = The act of different technological systems evolving to-
wards performing similar operations.

'"Twitter' = Online social networking and miniblogging service. Users write and read 140-
character messages known as "tweets”.

'"Ubiquitous Technology' = The idea that technology is present everywhere and is infil-
trating everyday life.

'"Wi-Fi' = A wireless technology that uses microwave radiation to transmit and receive
signals between devices and because of its method of transmitting and receiving it is thus
vulnerable to interference.

'3G' = Third Generation of Mobile Telecommunications Technology.

'4G' = Fourth generation of Mobile Telecommunications Technology succeeding 3G.
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4 Cognitive Surplus

4.1 Introduction

Cognitive Surplus, a term coined by Clay Shirky, is the concept of people using their mind-
power to create and share content through various media platforms, particularly the internet
and mobile phones, as opposed to merely being consumers of media. For example, watching
television has now become so much part of our 21st century culture that over one trillion
hours of free time a year is devoted to this act. However, with the presence of Web 2.0 and
the increasing accessibility to and range of digital media platforms, in increasing number
of people are spending this time creating and sharing content. We are motivated to do this
in two different ways - intrinsically and extrinsically -and each contribution we make has a
different value: personal, communal, civic or public.

4.2 Main Concepts

4.2.1 Value

Shirky discusses that all forms of creative acts have value, regardless of how mediocre they
appear. He claims that there is a spectrum between mediocre work and good work, and
claims that even mediocre creations have value because they have at least bridged the gap
between “doing anything and doing nothing” 37 Shirky splits this value into four groups;
Personal, communal, public and civic. 308

e Personal - this is the basic kind of satisfaction we get from being active rather than
passive. In personal value, both the participants and beneficiaries act individually, but
get some kind of value our of one another’s presence. Shirky gives the example of 'lolcats'
being a creative act with personal value - it has no other purpose or value other than for
personal enjoyment and amusement. 3%

e Communal - this is something which benefits a small community of people. Shirky uses
Meetup.com as an example. This is a website in which like-minded individuals can arrange
a “meetup” — anything from groups of hillwalkers, to book enthusiasts, to coffee drinkers.

Obviously this only benefits those who are members of the site, giving it communal value.
310

307 Shirky, C. (2010). How Cognitive Surplus Will Change The World. Ted Talks. Retrieved from: http:
//www.ted.com/talks/clay_shirky_how_cognitive_surplus_will_change_the_world

308 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin
Books, pp.173-5

309 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin
Books, pp. 173-4

310 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin
Books, p. 174
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e Public - Public value benefits any member of the public. It is fully interactive and is
open to anyone, regardless of whether they are participants or not. 3! Examples of this
include blogs or news websites such as Buzzfeed, the Huffington Post and the BBC News.

e Civic - this could be seen as a cross between public value and communal value, as it is
available to anyone, but is has more of an agenda — typically improving society in some
way. 212 Examples of this include charities or awareness websites, such as womenkind.org
which aims to improve the lives of women across the globe.

Shirky points out that although creative acts all have some kind of value, we should be
more interested in those which have public and civic value because they benefit society, and
are also harder to create. He points out that things with personal or communal value, such
as lolcats, are never likely to go away or be under-provisioned. 33

4.2.2 Motives - Intrinsic & Extrinsic

There are two types of motivation in terms of cognitive surplus. Intrinsic motivation is when
the satisfaction of doing an activity is reward enough for a person. Extrinsic motivation is
when there is an external reward for an activity, such as money.?'* This concept is linked to
value, because acts with personal value can be seen to be generated by intrinsic motivation,
whereas acts with public or civic value can be seen to have been generated through extrinsic
motivation, since the creator can gain a number of things through this - improved society,
fame, or in some cases, money.

In 1970 psychologist, Edward Deci ran an experiment testing the motivations for why people
do certain things. The experiment was on students who were asked to build shapes with
seven uniquely shaped blocks. After the test Deci would leave the room for eight minutes
and observe the subjects through a one way mirror. In the first instance Deci saw that the
students would on average continue playing with the blocks for four minutes into the break,
this will have been to satisfy their own needs to fulfil a task or because they enjoyed doing
it. Deci then ran the same experiment, only this time half of the students were being paid
one dollar for every complete shape that they built using the blocks. While on the break
the students continued to play with the blocks for a minute more than the original test.
The test was run for a third time with no reward being offered and the students on this
occasion played with the block for just three minutes, so less than the original time and
less than when there was money involved. This showed Deci that being offered a reward
for something depressed the free choice factor of an activity and therefore showing extrinsic
motivation can directly affect a person’s enjoyment of an activity. 3'°

A second experiment was run by Deci to test these findings, and was again done using
students. Four journalism students were the subjects and were not aware that they were

311 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin
Books, pp. 174

312 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin
Books, pp. 175

313 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin
Books, pp. 175

314 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age . London: Penguin
Books. p.83.

315 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age . London: Penguin
Books. p.70-72.
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being observed. They were told that for every headline they wrote for the bi-weekly student
newspaper, they would receive 50cents. Another four journalism students who worked on
a different day and also unaware they were being tested were offered no money for their
headlines, they were the control group. The group that were being paid per headline were
told after four weeks that the newspaper could no longer afford to pay them, and after this
the speed of their writing was used an indicator for motivation. The final results showed
that a monetary reward decreased a person’s intrinsic motivation, as the headline writing
speed decreased when the extrinsic motivation was taken away from the subjects. This
backed up Deci’s initial findings from the previous example that one’s enjoyment can be
affected by an extrinsic motivation.?'

4.2.3 Generosity

Shirky believes that acting in a generous manner is the basis of allowing us and encouraging
others to be innovators in creating valued content. In the past, limited opportunities in the
world dictated human’s role as media consumers or ‘couch potatoes.” With opportunities
remaining few, human behaviour changed little, and as a result the status of the population
as couch potatoes remained.3!”

New media brought about a change in this behaviour however. The introduction of new
technology such as the internet, mobile phones and laptops allowed humans the opportunity
to harness their cognitive surplus. They could utilise their generosity by making content,
particularly online, which would stand to help or influence others in the online spectrum or
otherwise. In the past, many believed behaviour to be a stable category — one that changed
very little over time. However, with new media bringing a drastic change of behaviour
this theory has been proved wrong. Shirky summed up this new found realisation: “In a
world where opportunity changes little, behaviour will change little, but when opportunity
changes a lot, behaviour will as well, so long as the opportunities appeal to real human
motivations.”

Despite this change in behaviour, Shirky believes that these new tools haven't caused this
generous behaviour, but instead given humans a platform in which to express their generos-
ity. Yochai Benkler, a legal scholar at Harvard, backs up this theory. He, along with Helen
Nissenbaum - a philosopher at NYU - wrote a paper in 2006 called “commons-Based Peer
Production and Virtue.” The title is Benkler’s term for systems that rely on voluntary con-
tributors to operate. They conducted a study into group participation, participation which
takes place in order to make these contributions, largely voluntarily, to different outlets such
as Slashdot or Kurobhin. They explored what the social motivations were for people who
voluntarily worked as part of a group on different types of tasks. They concluded that our
new communications networks encourage membership and sharing and they also provide
support for autonomy and competence.?'® The sense of being actively part of something

316 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age . London: Penguin
Books. p.70-72.

317 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin
Books, pp.63

318 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin
Books, pp.78
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propels us to contribute with the tasks that needs to be achieved. This basic human emotion
existed long before the introduction of new technology.

With this new media providing a platform for people to express their generosity, there was
a rapid surge in people using their generosity in order to help others and achieve their
own motivations. One example of this is the work done by fans of singer Josh Groban,
or ‘Grobanites’ as they are referred as. The story began when a group of hard-core fans
gathered together to discuss what to get Groban for his twenty-first birthday. After rejecting
several ideas they decided to make a charitable donation in his name. They raised over
$1,000 dollars at a fundraiser and donated it to the David Foster Foundation. After seeing
the success of their first fundraiser, they decided to continue their work. They decided to
aim bigger, and attempted to attract other Grobanites to meet and donate through Josh
Groban’s website JoshGroban.com. The plan worked, and from his next birthday and over
the course of the year raised over $100,000. The success of the fundraising led to the founders
creating their own non-profit organisation, Grobanites for Charity. This organisations has
spanned sister organisations such as Grobanites for Charity and Grobanites for Africa. To
date, Grobanites for Africa has generated over $150,000 to help fight poverty and the effects
of HIV/AIDS, with 100% of the funds raised spent to help these causes.>'® Through this
example, Shirky demonstrates how generosity is key to creating something which others
will see the benefits of. Without this generosity, we would notice a steady decline in civic
content and other factors would dominate people’s motivations for making content such as
economical.

4.2.4 Collective intelligence

Collective intelligence is a term coined by French social theorist Pierre Lévy in his book
“Collective Intelligence: mankind’s emerging world in cyberspace” (1999). Collective intel-
ligence is defined by Lévy as a “form of universally distributed intelligence”. Simply put,
collective intelligence is based on the fact that not one person knows everything. As a
group (or collective) humans must use their individual knowledge to enhance and mobilise
the skills and intelligence of both themselves and others. We do this through creating sys-
tems of networked intelligence, which is made possible through computers. Through the
advance of technology in society, Lévy believes that the internet and the world wide web
“will serve to filter and help us navigate knowledge and enable us to think collectively rather
than simply haul masses of information around with us” 3?*°. Our understanding of collective
intelligence is core to the concept of cognitive surplus.

4.2.5 Copyright

A fundamental aspect of modern democracies is the recognition that products are created
through creative labour, such as ideas and concepts. Therefore the copyright law came into
existence in the UK in 1710 to:

e Protect the interests of authors and creators

319 Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin
Books, pp.66-69

320 Lévy, P. (1999). Collective Intelligence: Mankind's Emerging World in Cyberspace. Cambridge: Perseus
Books
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e Ensure creators are credited for their work
e Regulate adaption, copy and fair use
e Regulate financial benefit

Copyright is a particular issue for cognitive surplus, because with so much original content
being created and shared freely through digital media, problems can arise over who owns
that material and who has a right to use it and distribute it, and how they are allowed to
use it.

4.3 Main Theorists

4.3.1 Clay Shirky

Clay Shirky3?! is a social theorist who studies the effect of the internet on society 3*2. He
popularised the concept of Cognitive Surplus through the publication of his book, "Cognitive
Surplus: Creativity and Generosity in a Connected Age”. In this book he argues that
humans use their free time constructively to create value. He has written, talked about and
studied Cognitive Surplus and has presented these ideas in different formats.

Cognitive Surplus: Creativity and Generosity in a Connected Age (2010)

In Cognitive Surplus: Creativity and Generosity in a Connected Age, Shirky presents the
concept of Cognitive Surplus, mostly through the use of case studies. He writes about the
Cognitive Surplus created by the rise of television and how the internet has influenced this.

TED Talk: Clay Shirky: How cognitive surplus will change the world

In June 2010, Clay Shirky presented a TED Talk on Cognitive Surplus entitled ‘How Cog-
nitive Surplus Will Change the World’. 323

Shirky divides his notion of Cognitive Surplus in to two halves; the first half regards the
abundance of free time that we have in the twenty-first century as consumers of media and
how we may appropriate our individual talents for the purpose of production and sharing,
and the second half being the media landscape as it stands today with modern technology
such as mobile phones and computers which allow us to create and share that which we
create.

Once Shirky explains how we can embrace our cognitive surplus, he goes on to note the two
distinct values of that which is created. He terms these as that which has ‘communal’ value
and that which has ‘civic’ value. Media with communal value is that which is created to
entertain and encourage discourse within a community of media consumers and contributors.
Examples of media produced with 'communal' value includes ‘LOLcats’, memes and music,
video, picture and text content uploaded to sites such as Soundcloud, Youtube, Flickr and
WordPress. Media with 'civic' value is that which is created as an outlet for information and

321 https://en.wikipedia.org/wiki/Clay_Shirky

322 http://www.shirky.com/

323 Shirky, C. (2010). How Cognitive Surplus Will Change The World. Ted Talks. Retrieved 2nd April 2014
from: http://www.ted.com/talks/clay_shirky_how_cognitive_surplus_will_change_the_world
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data sharing. Shirky gives the example of Ushahidi, a website set up by two programmers
who had read the blog of Ori Okolloh, a lawyer from Nairobi, who collated information
regarding the 2007 election in Kenya and the consequent outbreak of violence caused by
said election. Ushahidi was used as a service which collates reports from the field, such as
those posted online or shared via mobile phones and similar devices, and displays useful
information on a map. The purpose of this was to collate the necessary information and
display what is happening and where it is happening live.

Shirky believes that we are entering an “age of generosity” as both "civic” and "communal”
values are both intrinsically good and not motivated by outside factors , such as economic
factors. We create and consume both, not because we are forced to but because we enjoy
it. In an experiment done by professors Gneezy and Rustichini concerning the change in
late pick ups at an Israeli daycare centre where one remains the same and the other is given
a fine when the child is picked up late. The study showed that when the daycare centre
implemented the fine late pick ups rose substantially, whereas the control group remained
the same. Shirky argues that the control group, which remained the same, should have
been operating without constraints. However, it dealt with social constraints instead of
contractual ones. These social constraints in turn created a more generous culture. It
is this social obligation that Shirky brings into his argument for Cognitive Surplus as he
believes we should should be driven by social constraints and not economic ones to produce
more "civic” content.

Shirky ends his talk by stating that although media created with the intent of civic value is
obviously more useful than that which is created with the intent of communal value, each
are equally valid as they both address our surplus of free time and encourage us to engage
with one another and contribute to the wider media landscape.

4.3.2 James Surowiecki

James Surowiecki is a journalist and a staff writer at "The New Yorker”. Much like Lévy
his work involving ”"Collective Intelligence” focuses on; opinions in a group being diverse,
these opinions being independent of others within said group and that these opinions and
information are specialised.

Wisdom of Crowds”

Not quite the idealist that Rheingold comes across as with his “smart mobs”, Surowiecki too
recognises that "groups are remarkably intelligent” (2004)and that even with a disparity in
intelligence and knowledge progress can still be made. Shirky's idea of Cognitive Surplus
can be seen to flow in tandem with Surowiecki's thoughts due to the fact that society
as a group has no linear intelligence and knowledge. Societies knowledge is diverse and
independent but much of it specialised. It is this diversity and independence that allows
society to produce both “civic” and "communal” values at the same time. Surowiecki puts
this down to the fact that "human beings are not perfectly designed decision makers’(2004).
Therefore, producing two forms of values.??*

324 Suroweicki, J.(2004). The Wisdom of Crowds. Retrieved 2nd April 2014 from:http://www.asecib.ase.
ro/mps/TheWisdom0fCrowds-JamesSurowiecki.pdf
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4.3.3 David Gauntlett

Gauntlett relates cognitive surplus to the concept of collective intelligence. Gauntlett ac-
knowledges that the invention of the World Wide Web has made it easier for people to share
and connect with each other. However, he also attributes this to “Web 2.0”.

Web 2.0

WEB 2.0 “describes a particular kind of ethos and approach”. Web 2.0 pages are used for
connecting with others and sharing content®?® For example, the content that users created
before was personal websites, with a focus on searching and reading. Now, instead of
creating a personal site, users start a blog which is widely connected and shared. According
to Gauntlett, Web 2.0 can be used as a metaphor for any sort of collective activity in which
individuals contribute their ideas to create something “bigger than the sum of its parts”.
This concept relates to cognitive surplus because the creation and sharing of content creates
both civic and political value, as previously described. In fact, Wikipedia itself is often cited
as a prime example of cognitive surplus and indeed Web 2.0. Wikipedia exists solely on
the basis of voluntary contributions from both experts and others to create the worlds’
largest encyclopaedia. Although it is simply searched and read by many, there are volumes
of contributors creating new content every day in their spare time325.

4.3.4 Jaron Lanier

Jaron Lanier studies digital media and online culture and has written several books on these
topics: You Are Not a Gadget (2010) and Who Own the Future? (2013). His theories and
writings have become influential in the study of digital media.

DIGITAL MAOISM: The Hazards of the New Online Collectivism

In the article DIGITAL MAOISM: The Hazards of the New Online Collectivism (2006)3%7,
Lanier presents certain concepts on online collectivism and the collective intelligence.

Collective Intelligence

Lanier takes a different view to Gauntlett over what he calls the new online collectivism. He
acknowledges that “in some special cases the collective can be brilliant”, yet “the collective
can be stupid too”. He notes that there is a problem with the growth of collaborative
sites. He exemplifies Wikipedia — it has rapidly gained importance through aggregating the
content of other sites, and the knowledge of individuals. It seems that for anything to be
verified as credible information, it must exist on Wikipedia. For Lanier, he has a problem

325 O'Reilly, T. (2005). What Is Web 2.0. O'Reilly. Retrieved 30 March 2014, from www.or-
eilly.com/web2/archive/what-is-web-20.html ~{http://www.oreilly.com/web2/archive/what-is-web-
20.html}

326 Gauntlett, D. (2011). Making Is Connecting. Cambridge: Polity Press.

327 Lanier, J. (2006) DIGITAL MAOISM: The Hazards of the New Online Collectivism, Edge, re-
trieved 30 March 2014 from http://edge.org/conversation/digital-maoism-the-hazards-of-the-
new-online-collectivism
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with this idea, as more and more websites compete to become, what he calls, “the Meta” —
“subsuming the identity of all other sites” (Lanier, 2006).

4.3.5 Howard Rheingold

Howard Rheingold is a critic, writer and teacher in the field of Digital Media. He discusses

the concept and work of Smart Mobs in ‘Smart Mobs: The Next Social Revolution’ (2002).
328

Smart Mobs

Smart mobs are defined as a group of people who “use mobile media and computer net-
works to organize collective actions.” 32 The notion of a community coming together to
produce and share content for one another ties in with the example of Ushahidi 33" which
Clay Shirky mentions in his TED Talk on Cognitive Surplus. **' Indeed, Rheingold goes
on to note the potential of smart mobs when he states, “Communication and computing
technologies capable of amplifying human cooperation already appear to be both beneficial
and destructive, used by some to support democracy and by others to coordinate terrorist
attacks. Already, governments have fallen, subcultures have blossomed, new industries have
been born and older industries have launched counterattacks.” 232 Although many argue
that his views are utopian and may never be realized entirely, the rise of ownership of per-
sonal media devices such as mobile phones, tablets and personal computers make it more
accessible than ever before for smart mobs to gather information and assemble, either online
or in person, for their chosen cause. A further example of this is the ‘Occupy’ movement; a
smart mob who convened in agreed places across the globe to protest against government
secrecy and capitalism. 333

4.3.6 Abigail De Kosnik

Abigail De Kosnik has studied the concept of "Free” Fan Labor within online cultures. These
ideas were presented in the essays Interrogating "Free” Fan Labor (2013)33* and Fandom as
Free Labor (2013)33°.

328 Rheingold, H. (2002). Smart Mobs: The Next Social Revolution. New York: Basic Books.

329 Rheingold, H. (2002) SMART MOBS, Edge, retrieved 2nd April 2014 from http://edge.org/3rd_
culture/rheingold/rheingold_print.html

330 Ushahidi, retrieved 2nd April 2014 from http://www.ushahidi.com/

331 Shirky, C. (2010). How Cognitive Surplus Will Change The World. Ted Talks. Retrieved 2nd April 2014
from: http://www.ted.com/talks/clay_shirky_how_cognitive_surplus_will_change_the_world

332 Rheingold, H. (2002) SMART MOBS, Edge, retrieved 2nd April 2014 from http://edge.org/3rd_
culture/rheingold/rheingold_print.html

333 Smart Mobs. (2011) Social Media Gives Wall Street Protests a Global Reach. Retrieved 2nd April
2014, from http://www.smartmobs.com/2011/10/16/social-media-gives-wall-street-protests-a-
global-reach/

334 De Kosnik, A . (2013) Interrogating “Free” Fan Labor , Spreadable Media, retrieved 2 April 2014 from
http://spreadablemedia.org/essays/kosnik/

335 De Kosnik, A. (2013) 'Freedom as Fan Labor' in Scholz, T. (Ed.) Digital Labor: The Internet as Playground
and Factory. New York: Routledge. pp. 98-111
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Free Digital Labour

The way in which we put our collective talents to work is a social issue and not entirely
a personal one, but should this hard work be paid? Abigail De Kosnik presents the term
'"Fandom as Free Labour. “Free” fan labor means “free” fan labor which is not paid. These
fans may revise, rework, remake, and otherwise remix mass-culture texts without dreading
legal action or other interference from copyright holders. Fan production is regarded as
poor and of little importance or value. (Digital Labor, 2013)

However, Kosnik suggests that fandom is already monetized as the internet is not free
space. Many websites that fans work on are driven by fan activity. Fans must produce for
these sites and then share and consume what other fans have produced in order for these
websites to be successful. Therefore, free digital labour works by fans increasing the worth
of mass-media productions without receiving any pay at all. (Digital Labour, 2013)

4.3.7 Tiziana Terrinova

Tiziana Terranova also argues the internet depends on free labour. For Terranova examples
of free labour that produces value for the internet can be anything from reviews to opinions
to songs and images, that people produce everyday on the web. Terranova suggests that
“the Internet is about the extraction of value out of continuous, updateable work, and it is
extremely labor-intensive. It is not enough to produce a good Web site, you need to update
it continuously to maintain interest in it and fight off obsolescence.” At the moment the
majority of internet users are continually updating their online content therefore keeping
their websites fresh and interesting, even though they are unpaid. (Network Culture, 2004)

4.3.8 Lawrence Lessig

Lawrence Lessig (Free Culture, 2004) is a law expert based at Stanford who specialises in
copyright legal history and creative commons. Lessig claims that a free culture supports
and protects creators and innovators.

Current law in relation to the growth of the web controls not just commercial creativity
but of everyone. Its role is less to support creativity and a civic value and more to protect
industries against competition therefore an economic value. Lessig states, ‘The technology
that preserved the balance of our history — between the uses of our culture that were free and
the uses of our culture that were only upon permission — has been undone. The consequence
is that we are less and less a free culture, and more and more a permission culture.” (2004:

8)

4.3.9 David M. Berry

David M. Berry is a Reader in Media and Communication at the University of Sussex. His
work focuses on the methodological and theoretical challenges of studying digital media. 336

336 Profile: David M. Berry. University of Sussex. Retrieved 4th April from http://www.sussex.ac.uk/
profiles/125219
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Creative Commons

Berry has a pessimistic view of Lessig's idea that there should be a "free culture”. He feels
that it only labels culture as a "resource”, and it can be easily controlled and owned at the
expense of finding the ethical motives behind ownership. Berry argues that the Creative
Commons may allow the sharing of culture resources but none of it is "shared in common,
nor owned in common, nor accountable to the common itself”. 37 Therefore, it is down to
private individuals to pick and choose when to reuse the commons when they so wish. In
turn, blockages in creativity become a problem in the cases of lawyers due to the fact that
they become mandatory passing points. This means that the “ethical implications” of the
sharing of culture is now being restricted by legal barriers.?38

4.4 How Cognitive Surplus has Changed the World

As Clay Shirky focuses on in his TED talk, civic value or civic engagement is one of the
most relevant aspects of Cognitive Surplus. Nowadays, with the internet never being more
accessible, people are able to communicate faster and more often. The idea of sitting on a
couch and watching TV in our spare time is less appealing. More often than not, people are
coming round to the idea of using their free time in a positive way, like raising awareness
on social networking sites.

Using the internet as a prime example, it is an ideal tool to harness Cognitive Surplus.
The recent Malaysian Airlines MH370 aircraft that went missing on the 8th of March 2014
caused major controversy all over the world. Mail online posted the article®*?”Student posts
‘satellite’ image showing a jet over the jungle as thousands join online search for plane”
written by Sam Webb and Richard Shears 10 days after the airliner went missing and
it highlights Shirky’s idea that Cognitive Surplus can be used in a productive way. The
article describes how thousands joined an online search for the missing flight via analysing
satellite images provided by Tomnod - the official map search website set up in the hunt
for the Malaysian aircraft. Volunteers joined online communities on message boards such
as Reddit to discuss potential sightings of the plane. Webb and Shears also explain that
celebrities have taken to joining in the search, “offering up their suggestions” which received
extensive media coverage and in turn informing more of the online search taking place.

This online search for MH370 is proof that when given the opportunity, people are willing to
use their cognitive abilities to work towards a common goal. The problem facing cognitive
surplus at this time is the lack of infrastructure to enable it. Additionally, the extensive
media coverage and global mystery caused by the disappearance may be an explanation
for the surge in motivation for a collaborative effort. However moving forward, the lack
of incentive for people to spend their time in this way is a critical issue that will need to

337 Berry D. and Moss G.(2006) "The politics of the libre commons.” retrieved 3 April 2014 from http:
//firstmonday.org/ojs/index.php/fm/article/view/1403/1321

338 Berry D. and Moss G.(2006) "The politics of the libre commons.” retrieved 3 April 2014 from http:
//firstmonday.org/ojs/index.php/fm/article/view/1403/1321

339 Webb, S. & Shears, R. (2014) 'Web sleuths claim to have spotted missing Flight MH370: Student posts
'satellite' image showing a jet over the jungle as thousands join online search for plane' Daily Mail Online.
Retrieved 3rd April 2014, from http://www.dailymail.co.uk/news/article-2583807/Did-Malaysian-
fisherman-missing-flight-MH370-flying-low-Gulf-Thailand.html
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be addressed. As Clay Shirky originally stated: “Once you’ve figured out how to tap the
surplus in a way that people care about, others can replicate your technique, over and over,
around the world.” (Shirky, 2010)

4.5 Glossary

Civic Value - Work that benefits some aspect of society; it is not solely for personal
purposes or the good of the entire public.

Cognitive Surplus - The concept of people creating and sharing content as opposed to
merely being consumers of media.

Collective Intelligence - The intelligence that is created by and emerges through collec-
tive thought, work and collaboration by a group of people.

Communal Value - Work that is created for the benefit of a small group of people rather
than a large majority.

Creative Commons - A non profit organisation with the purpose of enlarging the range
of creative ideas available for others to have the ability to share and to expand upon in a
legal manner.

Extrinsic Motivation - Motivation that stems from outside factors such as money or good
grades. To be extrinsically motivated means you are motivated by the rewards you may
gain from completing a task.

Hive Mind - The collective consciousness or group mentality that is created when a large
group of people is working on or thinking about a similar topic.

Intrinsic Motivation - Motivation that stems from the pleasure experienced from com-
pleting a task. To be intrinsically motivated means you are motivated by the internal desires
to finish a task.

Personal Value - Work that is solely for the benefit of the producer.

Public Value - Work that is created to benefit anyone; it is not limited to certain groups
or areas.

Smart Mobs - A group of people working together with new technology, such as social
media, in order to complete tasks that they feel, as a collective, are important.

Web 2.0 A second generation of the World Wide Web that features more dynamic and
interactive pages than the previous generation of the web. It allows for more user-generated
content and collaboration.

4.6 References
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5 Crowdsourcing

5.1 Introduction

can be described as “the use of mobile media to incite and organize col-
lective action or obtaining useful information for a large and generally varied group of
people, the most popular venue being the online community?*2. This use of crowdsourcing
is helpful in the modern digital age because it is able to generate large amounts of feedback
or services with minimal effort. Crowdsourcing is effective in generating a wider knowledge
of an event such as a natural disaster?!? or a need for funding®** as well as compiling small
bits of knowledge or labour into a larger pool. For example, Wikipedia3#® is a crowdsourced
database itself.

Crowdsourcing®*
» 341

5.2 History of Crowdsourcing

The earliest recorded use of Crowdsourcing

In the mid-19th century the creators of the 'Oxford English Dictionary' began an open search
for volunteers to help identify all words in the English language and to provide quotations
that exemplify their usage. Over six million volunteers responded over the course of seventy

years. 346

Early uses of Crowdsourcing in Business

Minh Le, a Computer Science student at Simon Fraser University in Vancouver demon-
strated how customers could be used to create innovations around existing products. In
1999 Le modified a video game called Half-Life and turned it into the instantly successful
Counter-Strike. Instead of filing a law suit against him for stealing intellectual property, the
owners of Half-Life instead realised that there was profit to be made off the back of it. In
2000 the company officially released Counter-Strike and by 2003 it had quickly become the
most popular game on the Internet with an estimated 2.5 Million players. This success story

340 https://en.wikipedia.org/wiki/Crowdsourcing

341 Rheingold, H, (2008) "Mobile Media and Political Collective Action” from Katz, E, Handbook of mobile
communication studies pp.225- 239, USA: MIT

342 https://en.wikipedia.org/wiki/Online_community

343 https://en.wikipedia.org/wiki/Natural_disaster

344 https://en.wikipedia.org/wiki/Funding

345 https://en.wikipedia.org/wiki/Wikipedia

346 Lanxon, Nate. How the Oxford English Dictionary started out like Wikipedia. 13 January 2011. 04 04
2014 <http://www.wired.co.uk/news/archive/2011-01/13/the-oxford-english-wiktionary>.
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meant that Crowdsourcing would become a recognised strategy for many more companies
in years to come. 347

Jeff Howe, a popular academic on the subject of Crowdsourcing said in an article named
'"The Rise of Crowdsourcing': "Remember outsourcing? Sending jobs to India and China is
so 2003. The new pool of cheap labor: everyday people using their spare cycles to create
content, solve problems, even do corporate R & D.” 348

5.3 Main concepts

The term “crowdsourcing” was first used in 2005 by Jeff Howe and Mark Robinson, editors
at Wired Magazine®*® and a later blog post by Howe published in June 2006 gave the term
a proper definition. Howe describes crowdsourcing in the following manner:

Thus the term crowdsourcing (a term, for the record, coined jointly by Mark and myself
that day, in a fit of back-and-forth wordplay). Simply defined, crowdsourcing represents
the act of a company or institution taking a function once performed by employees
and outsourcing it to an undefined (and generally large) network of people in the form
of an open call. This can take the form of peer-production (when the job is performed
collaboratively), but is also often undertaken by sole individuals. The crucial prerequisite
is the use of the open call format and the large network of potential laborers.?*"

Howe, Jeff. ”Crowdsourcing: A Definition.” crowdsourcing.com. 02 June 2006 2006.Web. http:
//www.crowdsourcing. com/cs/2006/06/crowdsourcing_a.html .1

The key ingredients of crowdsourcing according to a few dozen scholars who have published
on the topic, are:

e An organisation that has a task it needs performed.

e A community (crowd) that is willing to perform voluntarily.

e An online environment that allows the work to take place and the community to interact
with the organisation.

e Mutual benefit for the organisation and the community.3*!

Crowdsourcing as a method of compiling information has been gradually becoming more
commonplace over the course of the 21st century to the extent that there now exists a
multitude of organisations which use crowdsourcing to their advantage.

5.3.1 Examples and Applications

Wikipedia itself is one of the most relevant examples of crowdsourcing in modern society.
Before crowdsourcing was established as a method of collating information, to construct the
contents of an encyclopaedia one would have to consult an enormous variety of experts on a

347 Howe, Jeff. Crowdsourcing: How the Power of the Crowd is Driving the Future of Business. New York:
The Crown Publishing Group, 2008.

348 Howe, Jeff. "The Rise of Crowdsourcing.” Wired Magazine 14 June 2006: 1-5.

349 https://en.wikipedia.org/wiki/Wired_Magazine

351 C.Brabham, Daren. Crowdsourcing. Massachusetts: Massachusetts Institute of Technology, 2013.
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large number of different fields and areas of research. With the emergence of crowdsourcing,
however, this task has been greatly simplified. Wikipedia can be accessed and edited by
any expert on any subject from almost anywhere on the planet. Thus, information can
be contributed to a resource such as Wikipedia with greater ease and hopefully with more
accuracy than in the past, through the use of crowdsourcing. This use of cognitive surplus®*?
enables many people to project their ideas for the use of a greater group, making information
much more available to the general public.

Crowdfunding

Crowdfunding is a branch of crowdsourcing and uses the same basic principles but instead of
the participants’ time, it requires their finance. There are multiple types of crowdfunding,
such as for a nonprofit campaign or charity- many charities rely on regular payments of
small sums of money from thousands of people. Crowdfunding for people in need or those
who have done noble things can be particularly effective as it tends to trigger an emotional
response from the backer. Such campaigns have a tendency to go viral and may accumulate
thousands of backers in a short amount of time. 2012 London Marathon fun runner Claire
Squires' Justgiving®®® donation page has thus far raised in excess of £940,000 from over
80,000 backers.?®* Participating in the marathon to raise money for Samaritans®® charity,
she collapsed and died during the race.®> Commercial crowdfunding campaigns, usually
advertised on websites such as Kickstarter®®”, Indiegogo®® or RocketHub?"?, allow for a
number of projects to become commercial success stories. Projects advertised on crowd-
funding services rely on the generosity and curiosity of project backers. To entice the public
to fund projects, incentives ranging from a tour of company labs to being one of the first
to own the finished product are sold to backers. The more appealing the incentive, the
larger the sum of money a backer is asked to donate. Many of the projects advertised on
these websites would likely never have received any publicity because of how difficult they
would be to fund using conventional means. Without crowdsourcing, these services would
be ineffective, lacking the large-group activity that it takes to provide the projects with
their funding. Pebble Technology?® successfully funded their project using Kickstarter and
broke the record for the most money raised using the website. The company is now able to
mass produce the Pebble smartwatch thanks to the project’s backers and their product is
now on the market in its second iteration.36!

352 Chapter 4 on page 97

353 https://en.wikipedia.org/wiki/Justgiving

354 Squires, Claire. "Claire's page.” justgiving.com. 10 Apr 2012 2012.Web. 4 Apr 2014 <http://www.
justgiving.com/Claire-Squires2>.

355 https://en.wikipedia.org/wiki/Samaritans_(charity)

356 Hill, Amelia. "Claire Squires donations rocket after London Marathon death.” theguardian.com. 24 Apr
2012 212.Web. 31 Mar 2014 <http://www.theguardian.com/sport/2012/apr/24/claire-squires-
donations-london-marathon>.

357 https://www.kickstarter.com/

358 https://www.indiegogo.com/

359 http://www.rockethub.com/

360 https://en.wikipedia.org/wiki/Pebble_(watch)

361 Byford, Sam. "Kickstarter funding record smashed by $3.3 million of Pebble smartwatch pledges.” thev-
erge.com. 17 Apr 2012 2012.Web. <http://wuw.theverge.com/2012/4/17/2954187/kickstarter-
record-3-3-million-pebble-smartwatch/in/2775692>.
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Crowdsourcing

Crowdfunding can lead to startup companies becoming so attractive that the owners are
tempted to sell to make a large financial gain, potentially upsetting early backers. This
was the case recently when Facebook bought virtual reality technology firm Oculus VR for
£1.2bn and Mark Zuckerberg claimed that “virtual reality will be the next social commu-
nications platform”.3%2 Reaction from the early backers were mixed with some against and
some in favour.’®® This example further demonstrates how crowdfunding can clearly set
in motion the development of products that begin with an idea and can become part of
a global means of communication, as evidenced by the acquisition of such a product by

Facebook, one of the world’s largest technology companies.

Uses in Science

Asking large groups of people on the Internet to contribute to scientific research is still
somewhat of a novel idea. In recent years however, citizen science®** projects have taken off
as crowdsourcing is used in innovative ways to excel the rate of various scientific research.
Galaxy Zoo 2 was one example of a citizen science project, nearly 84,000 volunteers organ-
ised over 300,000 galaxies by answering questions about their visual forms. Fach galaxy
was classified roughly 44 times resulting in accurate classifications.?> Stanford University
is currently running a project, Folding@home3% | where users are able to donate their com-
puters’ unused processing power to analyse data collected by the university. The researchers
send small packets of data with problems that need solving to users’ computers. Once the
problem is solved the data is sent away and swapped for another problem.?%” Samsung too
is actively engaging with crowdsourcing; collaborating with the University of Vienna in a
similar way, the electronics company has created an Android app called Samsung Power
Sleep®®. The app donates users’ smartphones’ unused processing power whilst they sleep to
decrypt protein sequences. Cleverly, the app is actually also a fully functional alarm.?%° The
ultimate goal of the two aforementioned examples is to find cures for diseases the researcher
are investigating.

362 TKiss, Jemima. "Oculus: Facebook buys virtual reality gaming firm for $2bn.” theguardian.com. 25 Mar
2014 2014.Web. 25 Mar 2014 <http://www.theguardian.com/technology/2014/mar/25/facebook-
buys-virtual-reality-gaming-firm-oculus>.

363 "Facebook buys virtual reality headset start-up for $2bn.” bbc.co.uk/news. 26 Mar 2014 2014.Web. 26
Mar 2014 And understandably so, as expanded upon in the Criticism chapter. <http://www.bbc.co.uk/
news/business-26742625>.

364 https://en.wikipedia.org/wiki/Citizen_science

365 Willett, Kyle W., et al. "Galaxy Zoo 2: Detailed Morphological Classifications for 304 122 Galaxies from
the Sloan Digital Sky Survey.” Monthly Notices of the Royal Astronomical Society (2013): 30/03/2014.
Web. <http://mnras.oxfordjournals.org/content/early/2013/09/15/mnras.stt1458.full>.

366 https://en.wikipedia.org/wiki/Folding@home

367 "What if you could help find a cure?” folding.stanford.edu. 2013.Web. 4 Apr 2014 <https://folding.
stanford.edu/#>.

368 https://play.google.com/store/apps/details?id=at.samsung.powersleep

369 ”So good while you sleep.” samsung.com.Web. 4 Apr 2013 <http://www.samsung.com/at/microsite/
powersleep/en/>.
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Criticism

Internet Gaming

Steam3™'s Greenlight system offers another example of modern day crowdsourcing.

Through Greenlight, Steam users are allowed to upload their own games and game-related
content for other users to access and use. As a result of this, the most popular Green-
light projects will be approved and given further exposure to the Steam community. Thus,
Greenlight acts as a sort of filter which determines what kind of games and features of
Steam are positively received by its users. Simultaneously, Steam developers are able to see
what is unpopular, and alter the software in order to best suit its users' needs and demands.

Disaster Relief

Crowdsourcing does not necessarily require an online community. However, it would be
accurate to assume that in many cases consulting a large group of people is most efficiently
achieved using the Internet. One recent large-scale crowdsourcing effort- the search for
a missing Malaysian Airlines Flight 37037 recruited in excess of 150,000 volunteers who
combed thorough satellite imagery provided by DigitalGlobe. Volunteers visited Tomnod3"2,
a crowdsourcing website provided by DigitalGlobe dedicated to identifying physical objects
from satellite imagery to aid in search and rescue efforts. 3™ The volunteers were able
to tag objects of interest, such as rafts and oil slicks, from computers around the world.
Tagged objects would be examined further and potentially forwarded to the Department of
Civil Aviation. Similarly, after hurricane Sandy>™, a large-scale damage assessment had to
be carried out to direct response agencies. The Civil Air Patrol and The Federal Emergency
Management Agency made 35,000 images of the affected areas public for assessment. 6,717
public volunteers rated damages on a scale of little/no damage; medium damage; or heavy
damage. Interestingly, the report notes that conventionally the data would have been
analysed in the same way, (also using crowdsourcing) but the analysers would have been
paid. $3,000 was saved thanks to the goodwill of the general public.?”® Crowdsourcing thus
knows no boundaries in the digital age and can be legitimately called upon to help save
lives. These examples explain the practice of crowdsourcing particularly well, without the
combined efforts of thousands of willing volunteers, experts would likely take months to
analyse the hundreds of kilometres worth of satellite imagery.

5.4 Criticism

Though crowdsourcing may be an easier and more accessible way to gain the opinion of
many, it also presents problems. As computer scientist Jaron Lanier writes, "I have at-
tempted to retire from directing films in the alternative universe that is the Wikipedia a

370 https://en.wikipedia.org/wiki/Steam_(software)

371 https://en.wikipedia.org/wiki/Malaysia_Airlines_Flight_370

372 https://en.wikipedia.org/wiki/Tomnod

373 Martinez, Michael. "Crowdsourcing search for Malaysian plane goes viral, but no luck so far.” 2014.Web.
<http://edition.cnn.com/2014/03/12/us/malaysia-airlines-plane-crowdsourcing-search/>.

374 https://en.wikipedia.org/wiki/Hurricane_Sandy

375 Munro, Rober, Schuyler Erle, and Tyler Schnoebelen. Aerial Damage Assessment for Hurricane Sandy.
Quality Analysis After Action Report for the Crowdsourced Aerial Imagery Assessment Following
Hurricane Sandy., 2013. 30/04/2014. Web. <http://idibon.com/wp-content/uploads/2013/05/
ISCRAM2013_Paper.pdf >.
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Crowdsourcing

number of times, but somebody always overrules me. Every time my Wikipedia entry is
corrected, within a day I'm turned into a film director again.”"® The fact that Lanier himself
attempted to correct his own Wikipedia page and failed is a testament to the potential haz-
ards of crowdsourcing. Incorrect information can be spread quickly and over large masses
of people, causing a rumour to be believed and therefore effecting the quality of information
used in various ways. Another related idea of crowdsourcing or using mass media negatively
is that “they can be used to stifle, misdirect, and demoralize those who would otherwise
be involved in these activities” (Rheingold, p. 17) meaning that any useful participants in
certain situations can be diffused with the same ease that they can be rallied.

5.4.1 Junction

Junction is a film investment company which has been described as "Kickstarter for the
rich.®7" According to media news website The Wrap®’®, Junction is only available to people
with an annual income of over $200,000 or a net worth of at least $1 million.?™ While this
approach will certainly allow Junction to pursue their projects more successfully, it can be
criticised for not following the usual crowdsourcing pattern because of its exclusivity. One
of the most important attributes of crowdsourcing is that it is open to everyone, a universal
method of achieving goals. However Junction's method limits its members, allowing only
wealthy donors. It can be argued that this is not only a flawed crowdsourcing technique,
but also discriminatory towards people who may not have a high enough income.

5.4.2 Going commercial

The acquisition of Oculus VR by Facebook was aforementioned in relation to crowd-
funding leading to the development of products which could have considerable impacts on
society. Success stories such as these, however, raise questions of ownership and recognition.
The Oculus Rift Kickstarter page as an example had 9,522 backers who collectively financed
the project with $2,437,429.381 Just over a year a half after the project was successfully
funded, Facebook is to acquire Oculus VR in a $2 billion valuation of the virtual reality
technology company.?®? I question the ethicality of this deal; selling out is unlikely to be
seen in a positive light by the backers of the Kickstarter project. Backers of these projects
support the projects financially but often may not get any real value from doing so- except
the satisfaction of helping a startup and the promise of an eventual product. In the case of
Oculus VR, many backers are left with T-shirts and posters; comparatively underwhelming

376 http://edge.org/conversation/digital-maoism-the-hazards-of-the-new-online-collectivism

377 Child, Ben. "Tom Hanks film seeks crowdfunding via 'Kickstarter for the rich' site.” theguardian.com 27
March 2014. Web. Retrieved 2 April 2014. <http://www.theguardian.com/film/2014/mar/27/tom-
hanks-film-crowdfunding-kickstarter-junction>

378 https://en.wikipedia.org/wiki/The_Wrap

379 Zakarin, Jordan. "New Crowdfunding Site Hosts Big Names — Tom Hanks Film Among First Projects.”
thewrap.com. 26 March 2014. Web. Retrieved 2 April 2014. <http://www.thewrap.com/new-
crowdfunding-platform-launches-hosting-campaigns-tom-hanks-aaron-paul-films/>

380 https://en.wikipedia.org/wiki/Oculus_VR

381 "Oculus Rift: Step Into the Game.” kickstarter.com. 28 Mar 2014 2014.Web. Kickstarter. 3 Apr 2014
<https://www.kickstarter.com/projects/15623379957/oculus-rift-step-into-the-game/posts>.

382 ”Facebook to Acquire Oculus.” newsroom.fb.com. 25 Mar 2014 2014.Web. 3 Apr 2014 <http://newsroom.
fb.com/news/2014/03/facebook-to-acquire-oculus/>.
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Endorsement

merchandise from a company which would likely not have succeeded without the backers'
initial support. Crowdfunding therefore can be a fickle undertaking with backers not having
any controlling interest (thus influence) in the projects they choose to fund. It is under-
standable how backers can feel left high and dry while the owners of the projects become
wealthy and successful.

5.5 Endorsement

Overwhelmingly, crowdsourcing has a great value in the modern society and is used nearly
every day. Technology has allowed humankind to advance greatly, joining us in previously
unknown ways. The ability to have real-time conversations with others across the world is
an innovation that has evolved rapidly over the last decade. It's easy to see how technology
has “the power to persuade and communicate, joined with the power to organise and coordi-
nate, multiplied by the three billion mobile telephones in the world today poses a disruptive
political potential that could equal or surpass that of the printing press, landline telephone,
television or the Internet.” (Rheingold, pp. 225-226). In recent elections, the ability to
crowdsource has dramatically changed the results of a nation. In Ghana, cell phones were
used to report fraud and illegal actions taken by the politicians themselves, or voters who
wished to rig the results. Authorities can quickly become involved in matters where crowd-
sourcing is used because the more people that report an incident, the higher the chance that
actions will be taken to remedy the situation, helping to keep governments and authorities
honest by being unable to deny that events have taken place. Large companies can also
use crowdsourcing to their advantage. Lush 3%, a company devoted to quality handmade
cosmetic products is involved in many charities such as The Fox Project3®!, which aims to
reintroduce foxes into the UK wilds. By buying a specific product by Lush, the charity ben-
efits. More people know about the companies than the charities, therefore crowdsourcing
can be a bolster to funds by raising awareness through the purchase of popular products.

5.6 Future of Crowdsourcing

In 2012 reports showed that there was an estimated 2,405,518,376 people worldwide with
access to the Internet. This data indicates that there was a 556.4% increase in the number
of Internet users in just two years. 3%° Mark Prensky coined the term “digital native” to
describe the 'cohorts that are coming of age in the Internet era'. It is a popular belief
amongst academics that we are fast approaching “the crowdsourcing generation, a demo-
graphic that is perfectly adapted to a future in which online communication will supplant
the conventional corporation.” 3%

Jeff Howe expands on the idea of the ‘digital native’ by describing what he believes will
happen in the future: “Crowdsourcing has already wreaked upheaval in a few select fields...

383 https://en.wikipedia.org/wiki/Lush_(company)

384 http://www.foxproject.org.uk/

385 Group, Miniwatts Marketing. Internet World Stats: Usage and Population Statistics. 21 March 2014. 04
April 2014 <http://www.internetworldstats.com/stats.htm>.

386 Howe, Jeff. Crowdsourcing: How the Power of the Crowd is Driving the Future of Business. New York:
The Crown Publishing Group, 2008.
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Crowdsourcing

this is because the crowd has made a once scarce resource abundant. As digital natives
continue to acquire the skills it takes to build, design, and create, the scarcity of other
commodities will also decline, posing great challenges to the companies that traffic in them.”
387 He uses the example of stock photography®®® as where the crowd has caused a decline
in scarcity to occur. Graphic designers found it cheaper to share images with each other,
which allowed those who took photos or designed images as a hobby to also share their
work— hence the need for specialists to provide stock photography declined, and the work
of the hobbyists (the crowd) became an abundant resource. According to Howe, companies
could face challenges such as picking the right crowd to target— he says that over a billion
people are using the Internet so to attract the right people, companies need to be very
selective; making sure they don’t see the crowd as a cheap workforce. Howe argues that
people’s busy lives mean they would not want to spend a long time doing something unpaid
for a business; having to trawl through bad contributions to get to the good ones —not all
the thousands of contributions will work; and others®”. 3% He ends his argument about
what could happen in the future by citing a quote from Thomas Malone: “Obsolescence
isn’t a new phenomenon. Kids who grew up with running water wouldn’t know how to
work a hand pump, and in this new world we’re entering, a lot of what’s familiar will go the
way of the hand-pump.” 3! Basically, we could be moving into a future where the crowd is
the norm for business and contemporary methods will cease to exist.

387 Howe, Jeff. "How the Power of the Crowd is Driving the Future of Business”. London: Business Books,
2009. Print.

388 https://en.wikipedia.org/wiki/Stock_photography

389 http://www.bizbriefings.com/Samples/IntInst%20---%20Crowdsourcing.PDF

390 Howe, Jeff. "CROWDSOURCING Why the Power of the Crowd is Driving the Future of Business.”
Summaries.Com. 2008. Web. 4 Apr 2014 p.9<http://www.bizbriefings.com/Samples/IntInst%20---
%20Crowdsourcing.PDF>.

391 Howe, Jeff. 2009. p277
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7 Licenses

7.1 GNU GENERAL PUBLIC LICENSE

Version 3, 29 June 2007
Copyright © 2007 Free Software Foundation, Inc. <http://fsf.org/>

Everyone is permitted to copy and distribute verbatim copies of this
license document, but changing it is not allowed. Preamble

The GNU General Public License is a free, copyleft license for software
and other kinds of works.

The licenses for most software and other practical works are designed
to take away your freedom to share and change the works. By con-
the GNU General Public License is intended to guarantee your
freedom to share and change all versions of a program-to make sure
it remains free software for all its users. We, the Free Software Foun-
dation, use the GNU General Public License for most of our software;
it applies also to any other work released this way by its authors. You
can apply it to your programs, too.

When we speak of free software, we are referring to freedom, not price.
Our General Public Licenses are designed to make sure that you have
the freedom to distribute copies of free software (and charge for them
if you wish), that you receive source code or can get it if you want
it, that you can change the software or use pieces of it in new free
programs, and that you know you can do these things.

To protect your rights, we need to prevent others from denying you
these rights or asking you to surrender the rights. Therefore, you have
certain responsibilities if you distribute copies of the software, or if you
modify it: responsibilities to respect the freedom of others.

For example, if you distribute copies of such a program, whether gratis
or for a fee, you must pass on to the recipients the same freedoms that
you received. You must make sure that they, too, receive or can get
the source code. And you must show them these terms so they know
their rights.

Developers that use the GNU GPL protect your rights with two steps:
(1) assert copyright on the software, and (2) offer you this L
giving you legal permis

ion to copy, distribute and for modify it.

For the developers’ and authors’ protection, the GPL clearly explains
that there is no warranty for this free software. For both users” and
authors’ sake, the GPL requires that modified versions be marked as
changed, so that their problems will not be attributed erroncously to
authors of previous versions.

Some devices are designed to deny users access to install or run mod-
ified versions of the software inside them, although the

The “Corresponding Source” for a work in object code form means all
the source code needed to generate, install, and (for an exccutable
work) run the object code and to modify the work, including scripts
to control those activities. However, it does not include the work’s
System Libraries, or general-purpose tools or generally available free
programs which are used unmodified in performing those activities but

different server (operated by you or a third party) that supports equiv-
alent copying facilities, provided you maintain clear directions next to
the object code saying where to find the Corresponding Source. Re-
gardless of what server hosts the Corresponding Source, you remain
obligated to ensure that it is available for as long as needed to satisfy
these requirements. e) Convey the object code using peer-to-peer

which are not part of the work. For example, Cor ling Source
includes interface definition files associated with source files for the
work, and the source code for shared libraries and dynamically linked
subprograms that the work is specifically designed to require, such as
by intimate data communication or control flow between those sub-
programs and other parts of the work.

The Corresponding Source need not include anything that us
generate automatically from other parts of the Corresponding Source.

an re-

The Corresponding Source for a work in source code form is that same
work. 2. Basic Permissions.

All rights granted under this License are granted for the term of copy-
right on the Program, and are irrevocable provided the stated condi-
tions are met. This License explicitly affirms your unlimited permission
to run the unmodified Program. The output from running a covered
work is covered by this License only if the output, given its content,
1se acknowledges your rights of
fair use or other equivalent, as provided by copyright law.

You may make, run and propagate covered works that you do not con-
vey, without conditions so long as your license otherwise remains in
force. You may convey covered works to others for the sole purpose
of having them make modifications exclusively for you, or provide you
with facilities for running those works, provided that you comply with
the terms of this License in conveying all material for which you do not
control copyright. Those thus making or running the covered works
for you must do so exclusively on your behalf, under your direction
and control, on terms that prohibit them from making any copies of
your copyrighted material outside their relationship with you.

Conveying under any other circumstances
the conditions stated below.
makes it unnecessary. 3. Prote
Circumvention Law.

permitted solely under
is not allowed; section 10
ting Users’ Legal Rights From Anti-

No covered work shall be deemed part of an effective technological
measure under any applicable law fulfilling obligations under article
11 of the WIPO copyright treaty adopted on 20 December 1996, or
similar laws prol i ion of such measures.

iting or restrictin,

When you convey a covered work, you waive any legal power to forbid

can do so. This is fundamentally incompatible with the aim of protect-
ing users’ freedom to change the software. The systematic pattern of
such abuse occurs in the area of products for individuals to use, which
is precisely where it is most unacceptable. Therefore, we have designed
this version of the GPL to prohibit the practice for those products. If
such problems arise substantially in other domains, we stand ready to
extend this provision to those domains in future versions of the GPL,
as needed to protect the freedom of user

Finally, every program is threatened constantly by software patents.
States should not allow patents to restrict development and use of soft-
ware on general-purpose computers, but in those that do, we wish to
avoid the special danger that patents applied to a free program could
make it effectively proprietary. To prevent this, the GPL assures that
patents cannot be used to render the program non-free.

The precise terms and conditions for copying, distribution and modi-
fication follow. TERMS AND CONDITIONS 0. Definitions.

“This License” refers to version 3 of the GNU General Public License.

“Copyright” also means copyright-like laws that apply to other kinds
of works, such as semiconductor masks.

“The Program” refers to any copyrightable work licensed under this Li-
cense. Each licensee ‘ i
may bo individuals or organizations.

To “modify” a work means to copy from or adapt all or part of the work
in a fashion requiring copyright permission, other than the making of
an exact copy. The resulting work is called a “modified version” of the
earlier work or a work “based on” the earlier work.

A “covered work” means cither the unmodified Program or a work
based on the Program.

To “propagate” a work means to do anything with it that, without per-
mission, would make you directly or secondarily liable for infringement
under applicable copyright law, except executing it on a computer or
modifying a private copy. Propagation includes copying, distribution
(with or without modification), making available to the public, and in
some countries other activities as well.

To “convey” a work means any kind of propagation that enables other
parties to make or receive copies. Mere interaction with a user through
a computer network, with no transfer of a copy, is not conveying.

An interactive user interface displays “Appropriate Legal Notices™ t¢

the extent that it includes a convenient and prominently visible fea-
ture that (1) displays an appropriate copyright notice, and (2) tells the
user that there is no warranty for the work (except to the extent that
warranties are provided), that licensees may convey the work under
this License, and how to view a copy of this License. If the inter-
face presents a list of user commands or options, such as a menu, a
prominent item in the list meets this criterion. 1. Source Code.

The “source code” for a work means the preferred form of the work for
making modifications to it. “Object code” means any non-source form
of a work.

A “Standard Interface” means an interface that either is an official
standard defined by a recognized standards body, or, in the case of
interfaces specified for a particular programming language, one that is
widely used among developers working in that language.

The “System Libraries” of an executable work include anything, other
than the work as a whole, that (a) is included in the normal form of
packaging a Major Component, but which is not part of that Major
Component, and (b) serves only to enable use of the work with that
Major Component, or to implement a Standard Interface for which an
implementation is available to the public in source code form. A “Ma-
jor Component”, in this context, means a major essential component
(kernel, window system, and so on) of the specific operating system (if
any) on which the executable work runs, or a compiler used to produce
the work, or an object code interpreter used to run it.

cir of 1 measures to the extent such circumven-
tion is effected by exercising rights under this License with respect
to the covered work, and you disclaim any intention to limit opera-
tion or modification of the work as a means of enforcing, against the
work’s users, your or third parties’ legal rights to forbid circumvention
of technological measures. 4. Conveying Verbatim Copies.

You may convey verbatim copies of the Program’s source code as you
receive it, in any medium, provided that you conspicuously and appro-
priately publish on each copy an appropriate copyright notic
tact all notices stating that this License and any non-permis
added in accord with section 7 apply to the code; keep intact all no-
tices of the absence of any warranty; and give all recipients a copy of
this License along with the Program.

You may charge any price or no price for each copy that you con-
vey, and you may offer support or warranty protection for a fee. 5.

Conveying Modified Source Versions.

You may convey a work based on the Program, or the modifications
to produce it from the Program, in the form of source code under the
terms of section 4, provided that you also meet all of these condition

* a) The work must carry prominent notices stating that you modified
it, and giving a relevant date. * b) The work must carry

t ission, provided you inform other peers where the object code
and Corresponding Source of the work are being offered to the general
public at no charge under subsection 6d.

A separable portion of the object code, whose source code is excluded
from the Corresponding Source as a System Library, need not be in-
cluded in conveying the object code work.

A “User Product” is either (1) a “consumer product”, which means any
tangible personal property which is normally used for personal, family,
hold purposes, or (2) anything designed or sold for incorpora-
tion into a dwelling. In determining whether a product is a consumer
product, doubtful cases shall be resolved in favor of coverage. For a
particular product received by a particular user, “normally used” refers
to a typical or common use of that class of product, regardless of the
status of the particular user or of the way in which the particular
user actually uses, or expects or is expected to use, the product. A
product is a consumer product regardless of whether the product has
substantial ial, industrial or uses, unless such
uses represent, the only significant mode of use of the product.

“Installation Information” for a User Product means any methods, pro-
cedures, authorization keys, or other information required to install
and execute modified versions of a covered work in that User Product
from a modified version of its Corresponding Source. The information
must suffice to ensure that the continued functioning of the modified
object code is in no case prevented or interfered with solely because
modification has been made.

If you convey an object code work under this section in, or with, or
specifically for use in, a User Product, and the conveying occurs as part
of a transaction in which the right of possession and use of the User
Product is transferred to the 1ec1plen1. in perpetuity or for a fixed Lerm
of how the is ized), the Cor
Source conveyed under this section must be accompanied by the Tn-
stallation Information. But this requirement does not apply if neither
you nor any third party retains the ability to install modified object
code on the User Product (for example, the work has been installed in
ROM).

The requirement to provide Installation Information does not include
a requirement to continue to provide support service, warranty, or up-

ates for a work that has been modified or installed by the recipient,
or for the User Product in which it has been modified or installed.
Access to a network may be denied when the modification itself ma-
terially and adversely affects the operation of the network or violates
the rules and protocols for communication across the network.

Corresponding Source conveyed, and Installation Information pro-
vided, in accord with this section must be in a format that is publicly

(and with an i tion available to the public in
source code form), and must require no special password or key for
unpacking, reading or copying. 7. Additional Terms.

“Additional permissions” are terms that supplement the terms of this
License by making exceptions from one or more of its conditions. Ad-
ditional permissions that are applicable to the entire Program shall be
treated as though they were included in this License, Lo the extent that
they are valid under applicable law. If additi issions apply
only to part of the Program, that part may be used separately under
those permissions, but the entire Program remains governed by this
License without regard to the additional permissions.

When you convey a copy of a covered work, you may at your option
remove any additional permissions from that copy, or from any part
of it. (Additional permissions may be written to require their own
removal in certain cases when you modify the work.) You may place

iti fons on material, added by you to a covered work,

notices stating that it is released under this License and any conditions
added under section 7. This requi modifies the requirement in
section 4 to “keep intact all notices”. * ) You must license the entire
work, as a whole, under this License to anyone who comes into pos-
session of a copy. This License will therefore apply, along with any
applicable section 7 additional terms, to the whole of the work, and
all its parts, regardless of how they are packaged. This License gives
no permission to license the work in any other way, but it does not
invalidate such permission if you have separately received it. * d) If
the work has interactive user interfaces, each must display Appropriate
Legal Notices; however, if the Program has interactive interfaces that
do not display Appropriate Legal Notices, your work need not make
them do so.

A compilation of a covered work with other separate and independent
works, which are not by their nature extensions of the covered work,
and which are not combined with it such as to form a larger program,
in or on a volume of a storage or distribution medium, is called an
“aggregate” if the compilation and its resulting copyright are not used
to limit the access or legal rights of the compilation’s users beyond
what the individual works permit. Inclusion of a covered work in an
aggregate does not cause this License to apply to the other parts of
the aggregate. 6. Conveying Non-Source Forms.

You may convey a covered work in object code form under the terms of
sections 4 and 5, provided that you also convey the machine-readable
Corresponding Source under the terms of this License, in one of these

he object code in, or embodied in, a physical product (in-
cal distribution medium), accompanied by the Corre
sponding Source fixed on a durable physical medium customarily used
for software interchange. * b) Convey the object code in, or embodied
in, a physical product (including a physical distribution medium), ac-
companied by a written offer, valid for at least three years and valid
for as long as you offer spare parts or customer support for that prod-
uct model, to give anyone who possesses the object code cither (1) a
copy of the Corresponding Source for all the software in the product
that is covered by this License, on a durable physical medium cus-
tomarily used for software interchange, for a price no more than your
st of physicall this conveying of source, or

(2) access to copy the Concspondmg Source from a network server at
no charge. * ¢) Convey individual copies of the object code with a
copy of the written offer to provide the Corresponding Source. This
alternative is allowed only occasionally and noncommercially, and only
if you received the object code with such an offer, in accord with sub-
section 6b. * d) Convey the object code by offering access from a
designated place (gratis or for a charge), and offer equivalent access to
the Corresponding Source in the same way through the same place at
no further charge. You need not require recipients to copy the Corre-
sponding Source along with the object code. If the place to copy the
object code is a network server, the Corresponding Source may be on a

P
for which you have or can give appropriate copyright permission.

Notwithstanding any other provision of this License, for material you
add to a covered work, you may (if authorized by the copyright holders
of that material) supplement the terms of this License with terms:

* a) Disclaiming warranty or limiting liability differently from the
terms of sections 15 and 16 of this License; or * b) Requiring pr
vation of specified reasonable legal notices or author attributions in
that material or in the Appropriate Legal Notices displayed by works
containing it; or * ¢) Prohibiting misrepresentation of the origin of
that material, or requiring that modified versions of such material be
marked in reasonable ways as different from the original version; or *
d) Limiting the use for publicity purposes of names of licensors or au-
thors of the material; or * e) Declining to grant rights under trmienmrk
law for use of some trade names, trademarks, or service marks; or
f) Requiring indemnification of licensors and authors of that material
by anyone who conveys the material (or modified versions of it) with
contractual assumptions of liability to the recipient, for any liability
that these contractual assumptions directly impose on those licensors
and authors.

All other non-permissive additional terms are considered “further re-
strictions” within the meaning of section 10. If the Program as you
received it, or any part of it, contains a notice stating that it is gov-
erned by this License along with a term that is a further restriction,
you may remove that term. If a license document contains a further
restriction but permits relicensing or conveying under this License, you
may add to a covered work material governed by the terms of that
cense document, provided that the further restriction does not survive
such relicensing or conveying.

If you add terms to a covered work in accord with this section, you
must place, in the relevant source files, a statement of the additional
terms that apply to those files, or a notice indicating where to find the
applicable terms.

Additional terms, permissive or non-permissive, may be stated in the
form of a separately written license, or stated as exceptions; the above
requirements apply either way. 8. Termination.

You may not propagate or modify a covered work except as expressly
provided under this License. Any attempt otherwise to propagate or
modify it is void, and will antomatically terminate your rights under
this License (including any patent licenses granted under the third
paragraph of section 11).

However, if you cease all violation of this License, then your license
from a particular copyright holder is reinstated (a) provisionally, un-
less and until the copyright holder explicitly and finally terminates

your license, and (b) permanently, if the copyright holder fails to no-
you of the violation by some reasonable means prior to 60 days
aftex the cessation.

Moreover, your license from a particular copyright holder is reinstated
permanently if the copyright holder notifies you of the violation by
some reasonable means, this is the first time you have received notice
of violation of this License (for any work) from that copyright holder,
and you cure the violation prior to 30 days after your receipt of the
noti

Termination of your rights under this section does not terminate the
licenses of parties who have received copies or rights from you under
this License. If your rights have been terminated and not permanently
reinstated, you do not qualify to receive new licenses for the same
material under section 10. 9. Acceptance Not Required for Having
Copies.

You are not required to accept this License in order to receive or run
a copy of the Program. Ancillary propagation of a covered work oc-
curring solely as a of using peer-t to
receive a copy likewise does not require a,cccpmnco Howcwr. nothing
other than this License grants you permission to propagate or modify
any covered work. These actions infringe copyright if you do not accept
this License. Therefore, by modifying or propagating a covered work,
you indicate your acceptance of this License to do so. 10. Automatic
Licensing of Downstream Recipients.

Each time you convey a covered work, the recipient automatically re-
nse from the original licensors, to run, modify and prop-
agate that work, subject to this License. You are not responsible for
enforcing compliance by third parties with this License.

An “entity transaction” is a transaction transferring control of an or-
ganization, or substantially all assets of one, or subdividing an orga-
nization, or merging organizations. If propagation of a covered work
results from an entity transaction, each party to that transaction who
receives a copy of the work also receives whatever licenses to the work
the party’s predecessor in interest had or could give under the previous
paragraph, plus a right to possession of the Corresponding Source of
the work from the predecessor in interest, if the predecessor has it or
can get it with reasonable cfforts.

You may not impose any further restrictions on the exercise of the
rights granted or affirmed under this License. For example, you may
not impose a license fee, royalty, or other charge for exercise of rights
granted under this License, and you may not initiate litigation (in-
cluding a cross-claim or counterclaim in a lawsuit) alleging that any
patent claim is infringed by making, using, selling, offering for sale, or
importing the Program or any portion of it. 11. Patents.

A “contributor” is a copyright holder who authorizes use under this
License of the Program or a work on which the Program is based. The
work thus licensed is called the contributor’s “contributor version”.

A contributor’s “essential patent claims” are all patent claims owned
or controlled by the contributor, whether already acquired or hereafter
acquired, that would be infringed by some manner, permitted by this
License, of making, using, or selling its contributor version, but do
not include claims that would be infringed only as a consequence of
further modification of the contributor version. For purposes of this
definition, “control” includes the right to grant patent sublicenses in a
manner consistent with the requirements of this License.

Each contributor grants you a lusive, worldwide, royalty-f
patent license under the contributor’s essential patent claims, to make,
use, sell, offer for sale, import and otherwise run, modify and propagate
the contents of its contributor version.

In the following three paragraphs, a “patent license” is any express

or however i not to enforce a
patent (such as an express permission to practice a patent or covenant,
not to sue for patent infringement). To “grant” such a patent license
to a party means to make such an agreement or commitment not to
enforce a patent against the party.

If you convey a covered work, knowingly relying on a patent license,
and the Corresponding Source of the work is not available for anyone
to copy, free of charge and under the terms of this License, through
a publicly available network server or other readily accessible means,
then you must either (1) cause the Corresponding Source to be so
available, or (2) arrange to deprive yourself of the benefit of the patent
license for this particular work, or (3) arrange, in a manner consistent
with the requirements of this License, to extend the patent license to
downstream recipients. “Knowingly relying” means you have actual
knowledge that, but for the patent license, your conveying the cov-
ered work in a country, or your recipient’s use of the covered work
in a country, would infringe one or more identifiable patents in that
country that you have reason to believe are valid.

If, pursuant to or in connection with a single transaction or arrange-
ment, you convey, or propagate by procuring conveyance of, a covered
work, and grant a patent license to some of the parties receiving the
covered work authorizing them to use, propagate, modify or convey a
specific copy of the covered work, then the patent license you grant is
automatmallv extended to all recipients of the covered work and works
based on it.

A patent license s “discriminatory” if it does not include within the
scope of its coverage, prohibits the exercise of, or is conditioned on the
non-exercise of one or more of the rights that are specifically granted
under this License. You may not convey a covered work if you are
a party to an arrangement with a third party that is in the business
of distributing software, under which you make payment to the third
party based on the extent of your activity of conveying the work, and
under which the third party grants, to any of the parties who would
receive the covered work from you, a discriminatory patent license (a)
in connection with copies of the covered work conveyed by you (or
copies made from those copies), or (b) primarily for and in connection
with specific products or compilations that contain the covered work,
unless you entered into that arrangement, or that patent license was
granted, prior to 28 March 2007.

Nothing in this License shall be construed as excluding or limiting any
implied license or other defenses to infringement that may otherwise
be available to you under applicable patent law. 12. No Surrender of
Others’ Freedom.

If conditions are imposed on you (whether by court order, agreement
or otherwise) that contradict the conditions of this License, they do not
excuse you from the conditions of this License. If you cannot convey
a covered work so as to satisfy simultaneously your obligations under
this License and any other pertinent obligations, then as a consequence
you may not convey it at all. For example, if you agree to terms that
obligate you to collect a royalty for further conveying from those to
whom you convey the Program, the only way you could satisfy both




those terms and this License would be to refrain entirely from con-
veying the Program. 13. Use with the GNU Affero General Public
License.

Notwithstanding any other provision of this License, you have permis-
sion to link or combine any covered work with a work licensed under
version 3 of the GNU Affero General Public License into a single com-
bined work, and to convey the resulting work. The terms of this Li-
cense will continue to apply to the part which s the covered work, but
the special requirements of the GNU Affero General Public License,
section 13, concerning interaction through a network will apply to the
combination as such. 14. Revised Versions of this License.

The Free Software Foundation may publish revised and /or new ver-
sions of the GNU General Public License from time to time. Such new
versions will be similar in spirit to the present version, but may differ
in detail to address new problems or concerns.

Each version is given a distinguishing version number. If the Program
specifies that a certain numbered version of the GNU General Pub-
lic License “or any later version” applies to it, you have the option of
following the terms and conditions either of that numbered version or
of any later version published by the Free Software Foundation. If
the Program does not specify a version number of the GNU General
Public License, you may choose any version ever published by the Free
Software Foundation.

If the Program specifies that a proxy can decide which future versions
of the GNU General Public License can be used, that prosy’s public

of of a version pe s you to
choose that version for the Program.

Later license versions may give you additional or different permissions.
However, no additional obligations are imposed on any author or copy-
right holder as a result of your choosing to follow a later version. 15.
Disclaimer of Warranty.

THERE IS NO WARRANTY FOR THE PROGRAM, TO THE EX-
TENT PERMITTED BY APPLICABLE LAW. EXCEPT WHEN
OTHERWISE STATED IN WRITING THE COPYRIGHT HOLD-
ERS AND/OR OTHER PARTIES PROVIDE THE PROGRAM
“AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER EX-
PRESSED OR IMPLIED, INCLUDING, BUT NOT LIMITED TO,
THE IMPLIED WARRANTIES OF MERCHANTABILITY AND
FITNESS FOR A PARTICULAR PURPOSE. THE ENTIRE RISK
AS TO THE QUALITY AND PERFORMANCE OF THE PRO-
GRAM IS WITH YOU. SHOULD THE PROGRAM PROVE DE-
FECTIVE, YOU ASSUME THE COST OF ALL NECESSARY SER-
VICING, REPAIR OR CORRECTION. 16. Limitation of Liability.

IN NO EVENT UNLESS REQUIRED BY APPLICABLE LAW OR
AGREED TO IN WRITING WILL ANY COPYRIGHT HOLDER,
OR ANY OTHER PARTY WHO MODIFIES AND/OR CONVEYS
THE PROGRAM AS PERMITTED ABOVE, BE LIABLE TO YOU
FOR DAMAGES, INCLUDING ANY GENERAL, SPECIAL, INCI-
DENTAL OR CONSEQUENTIAL DAMAGES ARISING OUT OF
THE USE OR INABILITY TO USE THE PROGRAM (INCLUDING
BUT NOT LIMITED TO LOSS OF DATA OR DATA BEING REN-
DERED INACCURATE OR LOSSES SUSTAINED BY YOU OR
THIRD PARTIES OR A FAILURE OF THE PROGRAM TO OPER-
ATE WITH ANY OTHER PROGRAMS), EVEN IF SUCH HOLDER
OR OTHER PARTY HAS BEEN ADVISED OF THE POSSIBILITY
OF SUCH DAMAGES. 17. Interpretation of Sections 15 and 16.

7.2 GNU Free Documentation License

Version 1.3, 3 November 2008

Copyright © 2000, 2001, 2002, 2007, 2008 Free Software Foundation,
Inc. <http://fsf.org/>

Everyone is permitted to copy and distribute verbatim copies of this
license document, but changing it is not allowed. 0. PREAMBLE

The purpose of this License is to make a manual, textbook, or other
functional and useful document "free” in the sense of freedom: to as-
sure everyone the effective freedom to copy and redistribute it, with
or without modifying it, either commercially or noncommercially. Sec-
ondarily, this License preserves for the anthor and publisher a way to
get credit for their work, while not being considered responsible for
modifications made by others.

This License is a kind of "copyleft”, which means that derivative works
of the document must themselves be free in the same sense. It com-
plements the GNU General Public License, which is a copyleft license
designed for free software.

We have designed this License in order to use it for manuals for free
software, because free software needs free documentation: a free pro-
gram should come with manuals providing the same freedoms that the
software does. But this License is not limited to software manuals;
it can be used for any textual work, regardless of subject matter or
whether it is published as a printed book. We recommend this Li-
cense principally for works whose purpose is instruction or reference.
1. APPLICABILITY AND DEFINITIONS

This License applies to any manual or other work, in any
that contains a notice placed by the copyright holder saying it can
be distributed under the terms of this License. Such a notice grants a
world-wide, royalty-free license, unlimited in duration, to use that work
under the conditions stated herein. The "Document”, below, refers to
any such manual or work. Any member of the public is a licensee, and
is addressed as "you”. You accept the license if you copy, modify or
distribute the work in a way requiring permission under copyright law.

A "Modified Version” of the Document means any work containing the
Document or a portion of it, either copied verbatim, or with modifica-
tions and /or translated into another language.

A "Secondary Section” is a named appendix or a front-matter sec-
tion of the Document that deals exclusively with the relationship of
the publishers or authors of the Document to the Document’s overall
subject (or to related matters) and contains nothing that could fall
directly within that overall subject. (Thus, if the Document is in part
a textbook of mathematics, a Secondary Section may not explain any
mathematics.) The relationship could be a matter of historical connec-
tion with the subject or with related matters, or of legal, commercial,
philosophical, ethical or political position regarding them.

The "Invariant Sections” are certain Secondary Sections whose titles
are designated, as being those of Invariant Sections, in the notice that
says that the Document is released under this License. If a section
does not fit the above definition of Secondary then it is not allowed to
be designated as Invariant. The Document may contain zero Invariant
Sections. If the Document does not identify any Invariant Sect
then there are none.

The "Cover Texts” are certain short passages of text that are |
Front-Cover Texts or Back-Cover Texts, in the notice that says that
the Document is released under this License. A Front-Cover Text may
be at most 5 words, and a Back-Cover Text may be at most 25 words.

A Transparent” copy of the Document means a machine-readable copy,
represented in a format whose specification is available to the general
public, that is suitable for revising the document straightforwardly
with generic text editors or (for images composed of pixels) generic
paint programs or (for drawings) some widely available drawing edi-
tor, and that is suitable for input to text formatters or for automatic
translation to a variety of formats suitable for input to text formatters.
A copy made in an otherwise Transparent file format whose markup,
or absence of markup, has been arranged to thwart or discourage sub-
sequent modification by readers is not Transparent. An image format
is not Transparent if used for any substantial amount of text. A copy
that is not "Transparent” is called "Opaque”.

Examples of suitable formats for Transparent copies include plain
ASCII without markup, Texinfo input format, LaTeX input for-
mat, SGML or XML using a publicly available DTD, and standard-
conforming simple HTML, PostScript or PDF designed for human
modification. Examples of transparent image formats include PNG,
XCF and JPG. Opaque formats include proprietary formats that can
be read and edited only by proprictary word processors, SGML or
XML for which the DTD and/or processing tools are not generally
available, and the machine-generated HTML, PostScript or PDF pro-
duced by some word processors for output purposes only.

The "Title Page” means, for a printed book, the title page itself, plus
such following pages as are needed to hold, legibly, the material this
License requires to appear in the title page. For works in formats
which do not have any title page as such, "Title Page” means the text
near the most prominent appearance of the work’s title, preceding the
beginning of the body of the text.

The "publisher” means any person or entity that distributes copies of
the Document to the public.

A section “Entitled XYZ’ means a named subunit of the Document
whose title either is precisely XYZ or contains XYZ in parentheses

following text that translates XYZ in another language. (Here XYZ
stands for a specific secman name menlloned below, such as "Acknowl-

7, "Dedi s S , or "History™.) To "Preserve
the Title” of such a section when you modify the Document means that
it remains a section "Entitled XYZ” according to this definition.

The Document may include Warranty Disclaimers next to the noti
which states that this License applies to the Document. These W
ranty Disclaimers are considered to be included by reference in this
License, but only as regards disclaiming warranties: any other impli-
cation that these Warranty Disclaimers may have is void and has no
effect on the meaning of this License. 2. VERBATIM COPYING

You may copy and distribute the Document in any medium, either
commercially or noncommercially, provided that this License, the copy-
right notices, and the license notice saying this License applies to the
Document are reproduced in all copies, and that you add no other con-
ditions whatsoever to those of this License. You may not use technical
measures to obstruct or control the reading or further copying of the
copies you make or distribute. However, you may accept compensa-
tion in exchange for copies. If you distribute a large enough number
of copies you must also follow the conditions in section 3.

You may also lend copies, under the same conditions stated above, and
you may publicly display copics. 3. COPYING IN QUANTITY

If you publish printed copies (or copies in media that commonly have
printed covers) of the Document, numbering more than 100, and the
Document’s license notice requires Cover Texts, you must enclose the
clearly and legibly, all these Cover Texts:
Front-Cover Texts on the front cover, and Back-Cover Texts on the
back cover. Both covers must also clearly and legibly identify you as
the publisher of these copies. The front cover must present the full title
with all words of the title equally prominent and visible. You may add
other material on the covers in addition. Copying with changes limited
to the covers, as long as they preserve the title of the Document and
satisfy these conditions, can be treated as verbatim copying in other
respects.

If the required texts for either cover are too voluminous to fit legibly,
you should put the first ones listed (as many as fit reasonably) on the
actual cover, and continue the rest onto adjacent pages.

If you publish or distribute Opaque copies of the Document numbering
more than 100, you must either include a machine-readable Transpar-
ent copy along with each Opaque copy, or state in or with each Opaque
copy a computer-network location from which the general network-
using public has access to download using public-standard network
protocols a complete Transparent copy of the Document, free of added
al. If you use the latter option, you must take reasonably pru-
dent steps, when you begin distribution of Opaque copies in quantity,
to ensure that this Transparent copy will remain thus accessible at the
stated location until at least one year after the last time you distribute
an Opaque copy (directly or through your agents or retailers) of that
edition to the public.

It is requested, but not required, that you contact the authors of the
Document well before redistributing any large number of copies, to
give them a chance to provide you with an updated version of the

Document. 4. MODIFICATIONS

You may copy and distribute a Modified Version of the Document un-
der the conditions of sections 2 and 3 above, provided that you release
the Modified Version under precisely this License, with the Modified
Version filling the role of the Document, thus licensing distribution
and modification of the Modified Version to whoever possesses a copy
of it. In addition, you must do these things in the Modified Version:

* A. Use in the Title Page (and on the covers, if any) a title dis-
tinet from that of the Document, and from those of previous versions
(which should, if there were any, be listed in the History ion of the
Document). You may use the same title as a previons version if the
original publisher of that version gives permission. * B. List on the
Title Page, as authors, one or more persons or entities r i

If the disclaimer of warranty and limitation of liability provided above
cannot be given local legal effect according to their terms, reviewing
courts shall apply local law that most closely approximates an abso-
Iute waiver of all civil liability in connection with the Program, unless a
warranty or assumption of liability accompanies a copy of the Program
in return for a fee.

END OF TERMS AND CONDITIONS How to Apply These Terms
to Your New Programs

If you develop a new program, and you want it to be of the greatest
possible use to the public, the best way to achieve this is to make it
free software which everyone can redistribute and change under th
terms.

To do so, attach the following notices to the program. It is safest to
attach them to the start of each source file to most effectively state the
exclusion of warranty; and each file should have at least the “copyright”
line and a pointer to where the full notice is found.

<one line to give the program’s name and a brief idea of what it does.>
Copyright (C) <year> <name of author>

This program is free software: you can redistribute it and/or modify
it under the terms of the GNU General Public License as published by
the Free Software Foundation, either version 3 of the License, or (at
your option) any later version.

This program is distributed in the hope that it will be useful, but
WITHOUT ANY WARRANTY; without even the implied warranty
of MERCHANTABILITY or FITNESS FOR A PARTICULAR PUR-
POSE. See the GNU General Public License for more details.

in their titles. Section numbers or the equivalent are not considered
part of the section titles. * M. Delete any section Entitled "Endorse-
men Such a section may not be included in the Modified Version.
* N. Do not retitle any existing section to be Entitled "Endorsements”
or to conflict in title with any Invariant Section. * O. Preserve any
‘Warranty Disclaimers.

If the Modified Version includes new front-matter sections or appen-
dices that qualify as Secondary Sections and contain no material copied
from the Document, you may at your option designate some or all of
these sections as invariant. To do this, add their titles to the list of
Invariant Sections in the Modified Version’s license notice. These titles
must be distint from any other section titles.

You may add a section Entitled "Endorsements”, provided it contains
nothing but endorsements of your Modified Version by various par-
ties—for example, statements of peer review or that the text has been
approved by an organization as the authoritative definition of a stan-
dard.

You may add a passage of up to five words as a Front-Cover Text,
and a passage of up to 25 words as a Back-Cover Text, to the end
of the list of Cover Texts in the Modified Version. Only one passage
of Front-Cover Text and one of Back-Cover Text may be added by
(or through arrangements made by) any one entity. If the Document
already includes a cover text for the same cover, previously added by
you or by arrangement made by the same entity you are acting on
behalf of, you may not add another; but you may replace the old one,
on explicit permission from the previous publisher that added the old
one.

The author(s) and publisher(s) of the Document do not by this Li-
cense give permission to use their names for publicity for or to as-
sert or imply endorsement of any Modified Version. 5. COMBINING
DOCUMENTS

You may combine the Document with other documents released under
this License, under the terms defined in section 4 above for modified
versions, provided that you include in the combination all of the In-
variant Sections of all of the original documents, unmodified, and list
them all as Invariant Sections of your combined work in its license
notice, and that you preserve all their Warranty Disclaimers.

The combined work need only contain one copy of this License, and
multiple identical Tnvariant Sections may be replaced with a single
copy. If there are multiple Invariant Sections with the same name
but different contents, make the title of each such section unique by
adding at the end of it, in parentheses, the name of the original au-
thor or publisher of that section if known, or else a unique number.
Make the same adjustment to the section titles in the list of Invariant
Sections in the license notice of the combined work.

In the combination, you must combine any sections Entitled "History”
in the various original documents, forming one section Entitled "His-
tory’; likewise combine any sections Entitled "Acknowledgements”, and
any sections Entitled "Dedications”. You must delete all sections En-
titled "Endorsements”. 6. COLLECTIONS OF DOCUMENTS

You may make a collection consisting of the Document and other doc-
uments released under this License, and replace the individual copies
of this License in the various documents with a single copy that is
included in the collection, provided that you follow the rules of this
License for verbatim copying of each of the documents in all other
respects.

You may extract a single document from such a collection, and dis-
tribute it individually under this License, provided you insert a copy
of this License into the extracted document, and follow this License
in all other respects regarding verbatim copying of that document. 7.
AGGREGATION WITH INDEPENDENT WORKS

A compilation of the Document or its derivatives with other separate
and i or works, in or on a volume of a storage or

authorship of the modifications in the Modified Version, together with
at least five of the principal authors of the Document (all of its prin-
cipal authors, if it has fewer than five), unless they release you from
this requirement. * C. State on the Title page the name of the pub-
lisher of the Modified Version, as the publisher. * D. Preserve all the
copyright notices of the Document. * E. Add an appropriate copyright
notice for your modifications adjacent to the other copyright notices.
* F. Include, immediately after the copyright notices, a license notice
giving the public permission to use the Modified Version under the
terms of this License, in the form shown in the Addendum below. *
G. Preserve in that license notice the full lists of Invariant Sections
and required Cover Texts given in the Document’s license notice.

H. Include an unaltered copy of this License. * I. Preserve the section
Entitled "History”, Preserve its Title, and add to it an item stating at
least the title, year, new authors, and publisher of the Modified Ver-
sion as given on the Title Page. If there is no section Entitled "History”
in the Document, create one stating the title, year, authors, and pub-
lisher of the Document as given on its Title Page, then add an item
describing the Modified Version as stated in the previous sentence. *
J. Preserve the network location, if any, given in the Document for
public access to a Transparent copy of the Document, and likewise the
network locations given in the Document for previous versions it was
Dased on. These may be placed in the "History” section. You may omit
a network location for a work that was published at least four years
sinal publisher of the version it
ection Entitled "Acknowledge-
ments” or "Dedications”, Preserve the Title of the section, and preser
in the section all the substance and tone of each of the contributor ac:
knowledgements and/or dedications given therein. * L. Preserve all
the Invariant Sections of the Document, unaltered in their text and

distribution medium, is called an "aggregate” if the copyright resulting
from the compilation is not used to limit the legal rights of the com-
pilation’s users beyond what the individual works permit. When the
Document is included in an aggregate, this License does not apply to
the other works in the which are not t!
works of the Document.

If the Cover Text requirement of section 3 is applicable to these copies
of the Document, then if the Document is less than one half of the
entire aggregate, the Document’s Cover Texts may be placed on cov-
exs that bracket the Document within the aggregate, or the electronic
equivalent of covers if the Document is in electronic form. Otherwise
they must appear on printed covers that bracket the whole aggregate.
8. TRANSLATION

Translation is considered a kind of modification, so you may distribute
translations of the Document under the terms of section 4. Replacing
Tnvariant Sections with translations requires special permission from
their copyright holders, but you may include translations of some or all
Invariant Sections in addition to the original versions of these Invari-
ant Sections. You may include a translation of this License, and all the
license notices in the Document, and any Warranty Disclaimers, pro-
vided that you also include the original English version of this License
and the original ves i

disagreement between the translation and the original version of this
License or a notice or disclaimer, the original version will prevail.

If a section in the Document is Entitled "Acknowledgements”, "Dedi-
cations”, or "History”, the requirement (section 4) to Preserve its Title

You should have received a copy of the GNU General Public License
along with this program. If not, see <http://www.gnw.org, licenses, .

Also add information on how to contact you by electronic and paper
mail.

If the program does terminal interaction, make it output a short notice
like this when it starts in an interactive mode:

<program™ Copyright (C) <year> <name of author This program
comes with ABSOLUTELY NO WARRANTY; for details type ‘show
w'. This is free software, and you are welcome to redistribute it under
certain conditions; type ‘show ¢’ for details.

The hypothetical commands ‘show w’ and ‘show ¢ should show the
appropriate parts of the General Public License. Of course, your pro-
gram’s commands might be different; for a GUI interface, you would
use an “about box”.

You should also get your employer (if you work as a programmer) or
school, if any, to sign a “copyright disclaimer” for the program, if nec-
essary. For more information on this, and how to apply and follow the
GNU GPL, see <http://www.gnu.org, licenses, >.

The GNU General Public License does not permit incorporating your
program into proprietary programs. If your program is a subroutine
library, you may consider it more useful to permit linking proprietary
applications with the library. If this is what you want to do, use the
GNU Lesser General Public License instead of this License. But first,
please read <http://www.gnu.org/philosophy /why-not-lgpl.html >

(section 1) will typically require changing the actual title. 9. TERMI-
NATION

You may not copy, modify, sublicense, or distribute the Document ex-
cept as expressly provided under this License. Any attempt otherwise
to copy, modify, sublicense, or distribute it is void, and will automati-
cally terminate your rights under this License.

However, if you cease all violation of this License, then your license
from a particular copyright holder is reinstated (a) provisionally, un-
less and until the copyright holder explicitly and finally terminates
your license, and (b) permanently, if the copyright holder fails to no-
tify you of the violation by some reasonable means prior to 60 days
after the cessation.

Moreover, your license from a particular copyright holder is reinstated
permanently if the copyright holder notifies you of the violation by
some reasonable means, this is the first time you have received notice
of violation of this License (for any work) from that copyright holder,
and you cure the violation prior to 30 days after your receipt of the
notice.

Termination of your rights under this section does not terminate the
licenses of parties who have received copies or rights from you under
this License. If your rights have been terminated and not permanently
reinstated, receipt of a copy of some or all of the same material does
not give you any rights to use it. 10. FUTURE REVISIONS OF THIS
LICENSE

The Free Software Foundation may publish new, revised versions
of the GNU Free Documentation License from time to time. Such
new versions will be similar in spirit to the present version, but
may differ in detail to address new problems or concerns. See
http:/ /www.gnu.org/copyleft /.

Each version of the License is given a distinguishing version number.
If the Document specifies that a particular numbered version of this
License "or any later version” applies to it, you have the option of
following the terms and conditions either of that specified version or
of any later version that has been pubhshcd (not as a draft) by the
Free Software Foundation. If the Document does not specify a version
number of this License, you may choose any version ever published
(not as a draft) by the Free Software Foundation. If the Document
specifies that a proxy can decide which future versions of this License
can be used, that proxy’s public statement of acceptance of a version
permanently authorizes you to choose that version for the Document.

11. RELICENSING

“Massive Multiauthor Collaboration Site” (or "MMC Site”) means any
World Wide Web server that publishes copyrightable works and also
provides prominent facilitics for anybody to edit those works. A public
wiki that anybody can edit is an example of such a server. A "Massive
Multiauthor Collaboration” (or "MMC”) contained in the site means
any set of copyrightable works thus published on the MMC site.

“CC-BY-SA” means the Creative Commons Attribution-Share Alike
3.0 license published by Creative Commons Corporation, a not-for-
profit corporation with a principal place of business in San Francisco,
California, as well as future copyleft versions of that license published
by that same organization.

“Tncorporate” means to publish or republish a Document, in whole or
in part, as part of another Document.

An MMC is "eligible for relicensing” if it is licensed under this License,
and if all works that were first published under this License somewhere
other than this MMC, and subsequently incorporated in whole or in
part into the MMC, (1) had no cover texts or invariant sections, and
(2) were thus incorporated prior to November 1, 2008.

The operator of an MMC Site may republish an MMC contained in
the site under CC-BY-SA on the same site at any time before August
1, 2009, provided the MMC is eligible for relicensing. ADDENDUM:
How to use this License for your documents

To use this License in a document you have written, include a copy
of the License in the document and put the following copyright and
license notices just after the title page:

Copyright (C) YEAR YOUR NAME. Permission is granted to copy,
distribute and/or modify this document under the terms of the GNU
Free Documentation License, Version 1.3 or any later version pub-
lished by the Free Software Foundation; with no Invariant Sections,
1o Front-Cover Texts, and no Back-Cover Texts. A copy of the license
is included in the section entitled "GNU Free Documentation License”.

If you have Invariant Sections, Front-Cover Texts and Back-Cover
Texts, replace the "with ... Texts.” line with thi

with the Invariant Sections being LIST THEIR TITLES, with the
Front-Cover Texts being LIST, and with the Back-Cover Texts being
LIST.

If you have Invariant Sections without Cover Texts, or some other
combination of the three, merge those two alternatives to suit the sit-
uation.

If your document contains nontrivial examples of program code, we
recommend releasing these examples in parallel under your choice of
free software license, such as the GNU General Public License, to per-
mit their use in free software.




7.3 GNU Lesser General Public License

GNU LESSER GENERAL PUBLIC LICENSE

Version 3, 29 June 2007

Copyright (©) 2007 Free Software Foundation, Inc. <http://fsf.org/>

Everyone is permitted to copy and distribute verbatim copies of this
license document, but changing it is not allowed.

This version of the GNU Lesser General Public License incorporates
the terms and conditions of version 3 of the GNU General Public Li-
cense, supplemented by the additional permissions listed below. 0.
Additional Definitions.

As used herein, “this License” refers to version 3 of the GNU Lesser
General Public License, and the “GNU GPL” refers to version 3 of the
GNU General Public License.

“The Library” refers to a covered work governed by this License, other
than an Application or a Combined Work as defined below.

An “Application” is any work that makes use of an interface provided
by the Library, but which is not otherwise based on the Library. Defin-
ing a subclass of a class defined by the Library is deemed a mode of
using an interface provided by the Library.

A “Combined Work” is a work produced by combining or linking an
Application with the Library. The particular version of the Library
with which the Combined Work was made is also called the “Linked
Version’.

The “Minimal Corresponding Source” for a Combined Work means the
Corresponding Source for the Combined Work, excluding any source
code for portions of the Combined Work that, considered in isolation,
are based on the Application, and not on the Linked Version.

The “Corresponding Application Code” for a Combined Work means
the object code and /or source code for the Application, including any
data and utility programs needed for reproducing the Combined Work
from the Application, but excluding the System Libraries of the Com-
bined Work. 1. Exception to Section 3 of the GNU GPL.

You may convey a covered work under sections 3 and 4 of this License
without being bound by section 3 of the GNU GPL. 2. Conveying
Modified Ve

sions.

If you modify a copy of the Library, and, in your modifications, a facil-
ity refers to a function or data to be supplied by an Application that
uses the facility (other than as an argument passed when the facility
is invoked), then you may convey a copy of the modified version:

* a) under this License, provided that you make a good faith effort to
ensure that, in the event an Application does not supply the function
or data, the facility still operates, and performs whatever part of its
purpose remains meaningful, or * b) under the GNU GPL, with none
of the additional permissions of this License applicable to that copy.

3. Object Code Incorporating Material from Library Header Files.

The object code form of an Application may incorporate material from
a header file that is part of the Library. You may convey such object
code under terms of your choice, provided that, if the incorporated ma-
terial is not limited to numerical parameters, data structure layouts
and ssors, or small macros, inline functions and templates (ten or
fewer lines in length), you do both of the following:

* a) Give prominent notice with cach copy of the object code that the
Library is used in it and that the Library and its use are covered by
this License. * b) Accompany the object code with a copy of the GNU
GPL and this license document.

4. Combined Works.

You may convey a Combined Work under terms of your choice that,
taken together, ively do not restrict modification of the portions
of the Library contained in the Combined Work and reverse engineering
for debugging such modifications, if you also do each of the following:

* a) Give prominent notice with each copy of the Combined Work
that the Library is used in it and that the Library and its use are
covered by this License. * b) Accompany the Combined Work with a
copy of the GNU GPL and this license document. * ¢) For a Com-
bined Work that displays copyright notices during execution, include
the copyright notice for the Library among these notices, as well as a
reference directing the user to the copies of the GNU GPL and this
license document. * d) Do one of the following: o 0) Convey the
Minimal Corresponding Source under the terms of this License, and
the Corresponding Application Code in a form suitable for, and un-
der terms that permit, the user to recombine or relink the Application
with a modified version of the Linked Version to produce a modified
Combined Work, in the manner specified by section 6 of the GNU
GPL for conveying Corresponding Source. o 1) Use a suitable shared
library mechanism for linking with the Library. A suitable mechanism
is one that (a) uses at run time a copy of the Library already present
on the user’s computer system, and (b) will operate properly with a

modified version of the Library that is interface-compatible with the
if you

Linked Version. * ¢) Provide Installation Information, but only
would otherwise be required to provide such information under secti
6 of the GNU GPL, and only to the extent that such information is
necessary to install and execute a modified version of the Combined
Work produced by recombining or relinking the Application with a
modified version of the Linked Version. (If you use option 4d0, the
fon I fon must the Minimal Corresponding
Source and Corresponding Application Code. If you use option 4d1,
you must provide the Installation Information in the manner specified
by section 6 of the GNU GPL for conveying Corresponding Source.)

5. Combined Libraries.

You may place library facilities that are a work based on the Library
side by side in a single library together with other library facilities that
are not Applications and are not covered by this License, and convey
such a combined library under terms of your choice, if you do both of
the following:

* a) Accompany the combined library with a copy of the same work
based on the Library, uncombined with any other library facilities,
conveyed under the terms of this License. * b) Give prominent no-
tice with the combined library that part of it is a work based on the
Library, and explaining where to find the accompanying uncombined
form of the same work.

6. Revised Versions of the GNU Lesser General Public License.

The Free Software Foundation may publish revised and /or new ver-
sions of the GNU Lesser General Public License from time to time.
Such new versions will be similar in spirit to the present version, but
may differ in detail to address new problems or concerns.

Each version is given a distinguishing version number. If the Librar,
as you received it specifies that a certain numbered version of the GNU
Lesser Cleneral Public License “or any later version” applies to it, you
have the option of following the terms and conditions either of that
published version or of any later version published by the Free Software
Foundation. If the Library as you received it does not specify a version
number of the GNU Lesser General Public License, you may choose
any version of the GNU Lesser General Public License ever published
by the Free Software Foundation.

If the Library as you received it specifies that a proxy can decide
whether future versions of the GNU Lesser General Public License
shall apply, that proxy’s public statement of acceptance of any ver-
sion is permanent authorization for you to choose that version for the
Library.
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document/headers/babel.tex

\usepackage[english]{babel}
\newcommand{\mychapterbabel}{Chapter}
\newcommand{\mypagebabel}{on page}
\newcommand{\myfigurebabel}{Figure}
\newcommand{\mylangbabel}{english}







document/headers/commands.tex

% Syntax Highlightling

%\DefineShortVerb[commandchars=\\\{\}]{\|}
\DefineVerbatimEnvironment{Highlighting}{Verbatim}{commandchars=\\\{\}}
% Add ',fontsize=\small' for more characters per line
\newenvironment{Shaded}{\begin{scriptsize}}{\end{scriptsize}}
\newcommand{\VerbBar}{|}
\newcommand{\VERB}{\Verb[commandchars=\\\{\}]}
\DefineVerbatimEnvironment{Highlighting}{Verbatim}{commandchars=\\\{\}}
% Add ',fontsize=\small' for more characters per line
\newcommand{\KeywordTok}[1]{\textbf{{#1}}}
\newcommand{\DataTypeTok}[1]{\underline{{#1}}}
\newcommand{\DecValTok}[1]{{#1}}
\newcommand{\BaseNTok}[1]{{#1}}
\newcommand{\FloatTok}[1]{{#1}}
\newcommand{\ConstantTok}[1]{{#1}}
\newcommand{\CharTok}[1]{{#1}}
\newcommand{\SpecialCharTok}[1]{{#1}}
\newcommand{\StringTok}[1]{{#1}}
\newcommand{\VerbatimStringTok}[1]{{#1}}
\newcommand{\SpecialStringTok}[1]{{#1}}
\newcommand{\ImportTok}[1]{{#1}}
\newcommand{\CommentTok}[1]{\textit{{#1}}}
\newcommand{\DocumentationTok}[1]{\textit{{#1}}}
\newcommand{\AnnotationTok}[1]{\textit{{#1}}}
\newcommand{\CommentVarTok}[1]{\textit{{#1}}}
\newcommand{\OtherTok}[1]{{#1}}
\newcommand{\FunctionTok}[1]{{#1}}
\newcommand{\VariableTok}[1]{{#1}}
\newcommand{\ControlFlowTok}[1]{\textbf{{#1}}}
\newcommand{\OperatorTok}[1]{{#1}}
\newcommand{\BuiltInTok}[1]{{#1}}
\newcommand{\ExtensionTok}[1]{{#1}}
\newcommand{\PreprocessorTok}[1]{\textbf{{#1}}}
\newcommand{\AttributeTok}[1]{{#1}}
\newcommand{\RegionMarkerTok}[1]{{#1}}
\newcommand{\InformationTok}[1]{\textit{{#1}}}
\newcommand{\WarningTok}[1]{\textit{{#1}}}
\newcommand{\AlertTok}[1]{\textbf{{#1}}}
\newcommand{\ErrorTok}[1]{\textbf{{#1}}}
\newcommand{\NormalTok}[1]{{#1}}





\newcommand{\myfigurewithoutcaption}[1]{{\bfseries \myfigurebabel{ }#1}}
\newcommand{\myfigurewithcaption}[2]{{\bfseries \myfigurebabel{ }#1{\quad}}#2}
\renewcommand{\iff}{\Longleftrightarrow}

% Definition der Fussnoten
% ------------------------
%\KOMAoptions{footnotes=multiple}


\DeclareTextSymbol{\textlongs}{TS1}{115} 

\deffootnote[2.2em]{2.2em}{0em}{\makebox[2.2em][l]{\thefootnotemark}}

\newcommand{\badchar}[1]
{\textbf{?}}


\newcommand{\myplainurl}[1]
{{\ttfamily  \url{#1}}}


\newcommand{\myfnhref}[2]
{{#2} \^{}{\{\ttfamily  \url{#1}\}} }

\newcommand{\mymchref}[2]
{}




\newcommand{\mycontributorhref}[2]
{{#2}\protect\footnote{    \begin{minipage}{\fnwidth} \ttfamily \url{#1}  \end{minipage}}} 


\newcommand{\mylofref}[2]
{#1\protect\footnote{\mychapterbabel {$\text{}$} \ref{#2} \mypagebabel {$\text{}$} \pageref{#2}}}

\newcommand{\mytabhref}[2]
{{#2}\protect\footnote{\ttfamily \url{#1} }}
%{\textsc{#2}}


\newcommand{\myfnlref}[2]
{{#2} \^{}\{\mychapterbabel \ref{#1} \mypagebabel {$\text{}$} \pageref{#1}\}}

\newlength{\fnwidth}
\setlength{\fnwidth}{\linewidth}
\addtolength{\fnwidth}{-10mm}

\newcommand{\myhref}[2]
{\protect\footnotetext[#1]{    \begin{minipage}{\fnwidth} \ttfamily \url{#2}  \end{minipage}}} 

\newcommand{\mylref}[2]
{\protect\footnotetext[#1]{\mychapterbabel {$\text{}$} \ref{#2} \mypagebabel {$\text{}$} \pageref{#2}}}


\newcommand{\myfnref}[2]
{#2\\^{}\{\text{#1} \}}
\newcommand{\myref}[2]
{\protect\footnotetext[#1]{#2}}


\newcommand{\myfnsref}[2]
{\text{#2} \^{}\{\text{#1} \}}

\newcommand{\mysref}[2]
{\text{#2}\protect\footnote{#1}}

\newcommand{\TickYes}{\checkmark}


% Kompatibilität, damit myfootnote nichts ins Leere läuft
\newcommand{\myfootnote}[1]
%{\footnote{\quad{}#1}}
{\footnote{#1}}


% Auflistungen
% ------------
% Standardvorschlag für itemize
%\newenvironment{myitemize}{\begin{itemize}}{\end{itemize}}
%\newenvironment{myenumerate}{\begin{enumerate}}{\end{enumerate}}
\newenvironment{myquote}{\begin{itemize}[{}]}{\end{itemize}}
\newenvironment{myblockquote}{\begin{itemize}[{\quad}]}{\end{itemize}}

\newenvironment{mydescription}{

\begin{inparablank}}{\end{inparablank}} 
% Alternativen ohne Einrückung
\newenvironment{myitemize}{\begin{compactitem}[\textbullet]}{\end{compactitem}}
\newenvironment{myenumerate}{\begin{compactenum}}{\end{compactenum}}

% einige weitere Festlegungen
% ---------------------------
% \breakslash is used for URLs to allow linebreaking
\newcommand{\mybreakslash}{\discretionary{/}{}{/}}

\newlength{\mylength}
\newlength{\myhight}
\newlength{\myshadingheight}
\newcommand{\myoverline}[1]
{\settowidth{\mylength}{#1} \settoheight{\myhight}{#1}
\makebox[-3pt][l]{#1}
\rule[\myhight+1pt]{\mylength}{0.15mm}}

% Teile von Büchern
\newcommand{\mypart}[1]
%{\part{#1}}
{\addtocontents{toc}{\protect\vspace{7.5mm} \textbf{\Large {#1}}}}

% minitoc vorbereiten, aber standardmäßig unterdrücken
\newcommand{\myminitoc}{}

% Haupttitel
% ----------
%\newcommand{\mymaintitle}[1]
%{\definecolor{shadecolor}{gray}{0.9}\begin{shaded}
%\begin{center}
%\Huge \bfseries 
%#1 
%\end{center}
%\end{shaded}}

%\newcommand{\mysubtitle}[1]
%{\begin{center}
%\LARGE \bfseries 
%#1
%\end{center}}

\newcommand{\mysubtitle}[1]{\subtitle{#1}}
\newcommand{\mymaintitle}[1]{\title{#1}}
\newcommand{\myauthor}[1]{\author{#1}}


% this is for getting rid of a lintian complaint about
% the German translation of the English word resolution which
% I can not represent here literally according to lintian
\newcommand{\resdhunlongstring}[0]{Res}
\newcommand{\sourcedhunlongstring}[0]{source}
\newcommand{\redshunlongstringsource}[0]{\resdhunlongstring\sourcedhunlongstring}


% Metadaten
% ---------
\newcommand{\fetchurlcaption}[0]
{\mysref{In den Metadaten erläutert unter: {\itshape Adresse der elektronischen \redshunlongstringsource zur Abholung (O)}.}{URL zur Abholung}}

\newcommand{\bookcaption}[0]
{\mysref{In den Metadaten erläutert unter: {\itshape Adresse der elektronischen \redshunlongstringsource (O)}.}{Buch (Hauptseite)}}

\newcommand{\functionalgroupcaption}[0]
{\mysref{In den Metadaten erläutert unter: {\itshape Angaben zum Inhalt: DDC-Sachgruppe der Deutschen Nationalbibliografie oder Warengruppen-Systematik des Deutschen Buchhandels (O)}.}{Sachgruppe(n)} }

\newcommand{\futhertopicscaption}[0]
{\mysref{In den Metadaten erläutert unter: {\itshape Angaben zum Inhalt: weitere Klassifikationen / Thesauri (F)}.}{Weitere Themen}}

\newcommand{\mainauthorscaption}[0]
{Hauptautor(en)}

\newcommand{\projecttexniciancaption}[0]
{Betreuer}

\newcommand{\organizationscaptions}[0]
{\mysref{In den Metadaten erläutert unter: {\itshape Beteiligte Organisationen (F)}.}{Organisation(en)}}

\newcommand{\datecaption}[0]
{Erscheinungsdatum}

\newcommand{\issuecaption}[0]
{Ausgabebezeichnung}

\newcommand{\standardcodecaption}[0]
{Standardnummer }

\newcommand{\maintitlecaption}[0]
{Haupttitel}

\newcommand{\publishercaption}[0]
{\mysref{In den Metadaten erläutert unter: {\itshape Verlag / Verlegende Stelle (O)}.}{Verlegende Stelle} }

\newcommand{\publishercitycaption}[0]
{Verlagsort}

\newcommand{\shelfcaption}[0]
{Wikibooks-Regal}

\newcommand{\sizecaption}[0]
{Umfang}


\newcommand{\Alpha}{\mathrm{A}}
\newcommand{\Beta}{\mathrm{B}}
\newcommand{\Epsilon}{\mathrm{E}}
\newcommand{\Zeta}{\mathrm{Z}}
\newcommand{\Eta}{\mathrm{H}}
\newcommand{\Iota}{\mathrm{I}}
\newcommand{\Kappa}{\mathrm{K}}
\newcommand{\Mu}{\mathrm{M}}
\newcommand{\Nu}{\mathrm{N}}
\newcommand{\Rho}{\mathrm{P}}
\newcommand{\Tau}{\mathrm{T}}
\newcommand{\Chi}{\mathrm{X}}

\ExplSyntaxOn
\newcommand\dhuncolwidth[1]
 {
   \dim_eval:n 
     {
       \fp_eval:n
         {
           ( 
              \dim_to_decimal:n{\linewidth}
            - \dim_to_decimal:n{2\tabcolsep+\arrayrulewidth}
           )*#1
         } pt
      }
  }        
\ExplSyntaxOff











document/headers/defaultcolors.tex

\definecolor{AliceBlue}{rgb}{0.941176470588,0.972549019608,1.0}
\definecolor{aliceblue}{rgb}{0.941176470588,0.972549019608,1.0}
\definecolor{AntiqueWhite}{rgb}{0.980392156863,0.921568627451,0.843137254902}
\definecolor{antiquewhite}{rgb}{0.980392156863,0.921568627451,0.843137254902}
\definecolor{Aqua}{rgb}{0.0,1.0,1.0}
\definecolor{aqua}{rgb}{0.0,1.0,1.0}
\definecolor{Aquamarine}{rgb}{0.498039215686,1.0,0.83137254902}
\definecolor{aquamarine}{rgb}{0.498039215686,1.0,0.83137254902}
\definecolor{Azure}{rgb}{0.941176470588,1.0,1.0}
\definecolor{azure}{rgb}{0.941176470588,1.0,1.0}
\definecolor{Beige}{rgb}{0.960784313725,0.960784313725,0.862745098039}
\definecolor{beige}{rgb}{0.960784313725,0.960784313725,0.862745098039}
\definecolor{Bisque}{rgb}{1.0,0.894117647059,0.76862745098}
\definecolor{bisque}{rgb}{1.0,0.894117647059,0.76862745098}
\definecolor{Black}{rgb}{0.0,0.0,0.0}
\definecolor{black}{rgb}{0.0,0.0,0.0}
\definecolor{BlanchedAlmond}{rgb}{1.0,0.921568627451,0.803921568627}
\definecolor{blanchedalmond}{rgb}{1.0,0.921568627451,0.803921568627}
\definecolor{Blue}{rgb}{0.0,0.0,1.0}
%\definecolor{blue}{rgb}{0.0,0.0,1.0}
\definecolor{BlueViolet}{rgb}{0.541176470588,0.16862745098,0.886274509804}
\definecolor{blueviolet}{rgb}{0.541176470588,0.16862745098,0.886274509804}
\definecolor{Brown}{rgb}{0.647058823529,0.164705882353,0.164705882353}
\definecolor{brown}{rgb}{0.647058823529,0.164705882353,0.164705882353}
\definecolor{BurlyWood}{rgb}{0.870588235294,0.721568627451,0.529411764706}
\definecolor{burlywood}{rgb}{0.870588235294,0.721568627451,0.529411764706}
\definecolor{CadetBlue}{rgb}{0.372549019608,0.619607843137,0.627450980392}
\definecolor{cadetblue}{rgb}{0.372549019608,0.619607843137,0.627450980392}
\definecolor{Chartreuse}{rgb}{0.498039215686,1.0,0.0}
\definecolor{chartreuse}{rgb}{0.498039215686,1.0,0.0}
\definecolor{Chocolate}{rgb}{0.823529411765,0.411764705882,0.117647058824}
\definecolor{chocolate}{rgb}{0.823529411765,0.411764705882,0.117647058824}
\definecolor{Coral}{rgb}{1.0,0.498039215686,0.313725490196}
\definecolor{coral}{rgb}{1.0,0.498039215686,0.313725490196}
\definecolor{CornflowerBlue}{rgb}{0.392156862745,0.58431372549,0.929411764706}
\definecolor{cornflowerblue}{rgb}{0.392156862745,0.58431372549,0.929411764706}
\definecolor{Cornsilk}{rgb}{1.0,0.972549019608,0.862745098039}
\definecolor{cornsilk}{rgb}{1.0,0.972549019608,0.862745098039}
\definecolor{Crimson}{rgb}{0.862745098039,0.078431372549,0.235294117647}
\definecolor{crimson}{rgb}{0.862745098039,0.078431372549,0.235294117647}
\definecolor{Cyan}{rgb}{0.0,1.0,1.0}
%\definecolor{cyan}{rgb}{0.0,1.0,1.0}
\definecolor{DarkBlue}{rgb}{0.0,0.0,0.545098039216}
\definecolor{darkblue}{rgb}{0.0,0.0,0.545098039216}
\definecolor{DarkCyan}{rgb}{0.0,0.545098039216,0.545098039216}
\definecolor{darkcyan}{rgb}{0.0,0.545098039216,0.545098039216}
\definecolor{DarkGoldenRod}{rgb}{0.721568627451,0.525490196078,0.043137254902}
\definecolor{darkgoldenrod}{rgb}{0.721568627451,0.525490196078,0.043137254902}
\definecolor{DarkGray}{rgb}{0.662745098039,0.662745098039,0.662745098039}
\definecolor{darkgray}{rgb}{0.662745098039,0.662745098039,0.662745098039}
\definecolor{DarkGreen}{rgb}{0.0,0.392156862745,0.0}
\definecolor{darkgreen}{rgb}{0.0,0.392156862745,0.0}
\definecolor{DarkKhaki}{rgb}{0.741176470588,0.717647058824,0.419607843137}
\definecolor{darkkhaki}{rgb}{0.741176470588,0.717647058824,0.419607843137}
\definecolor{DarkMagenta}{rgb}{0.545098039216,0.0,0.545098039216}
\definecolor{darkmagenta}{rgb}{0.545098039216,0.0,0.545098039216}
\definecolor{DarkOliveGreen}{rgb}{0.333333333333,0.419607843137,0.18431372549}
\definecolor{darkolivegreen}{rgb}{0.333333333333,0.419607843137,0.18431372549}
\definecolor{Darkorange}{rgb}{1.0,0.549019607843,0.0}
\definecolor{darkorange}{rgb}{1.0,0.549019607843,0.0}
\definecolor{DarkOrchid}{rgb}{0.6,0.196078431373,0.8}
\definecolor{darkorchid}{rgb}{0.6,0.196078431373,0.8}
\definecolor{DarkRed}{rgb}{0.545098039216,0.0,0.0}
\definecolor{darkred}{rgb}{0.545098039216,0.0,0.0}
\definecolor{DarkSalmon}{rgb}{0.913725490196,0.588235294118,0.478431372549}
\definecolor{darksalmon}{rgb}{0.913725490196,0.588235294118,0.478431372549}
\definecolor{DarkSeaGreen}{rgb}{0.560784313725,0.737254901961,0.560784313725}
\definecolor{darkseagreen}{rgb}{0.560784313725,0.737254901961,0.560784313725}
\definecolor{DarkSlateBlue}{rgb}{0.282352941176,0.239215686275,0.545098039216}
\definecolor{darkslateblue}{rgb}{0.282352941176,0.239215686275,0.545098039216}
\definecolor{DarkSlateGray}{rgb}{0.18431372549,0.309803921569,0.309803921569}
\definecolor{darkslategray}{rgb}{0.18431372549,0.309803921569,0.309803921569}
\definecolor{DarkTurquoise}{rgb}{0.0,0.807843137255,0.819607843137}
\definecolor{darkturquoise}{rgb}{0.0,0.807843137255,0.819607843137}
\definecolor{DarkViolet}{rgb}{0.580392156863,0.0,0.827450980392}
\definecolor{darkviolet}{rgb}{0.580392156863,0.0,0.827450980392}
\definecolor{DeepPink}{rgb}{1.0,0.078431372549,0.576470588235}
\definecolor{deeppink}{rgb}{1.0,0.078431372549,0.576470588235}
\definecolor{DeepSkyBlue}{rgb}{0.0,0.749019607843,1.0}
\definecolor{deepskyblue}{rgb}{0.0,0.749019607843,1.0}
\definecolor{DimGray}{rgb}{0.411764705882,0.411764705882,0.411764705882}
\definecolor{dimgray}{rgb}{0.411764705882,0.411764705882,0.411764705882}
\definecolor{DodgerBlue}{rgb}{0.117647058824,0.564705882353,1.0}
\definecolor{dodgerblue}{rgb}{0.117647058824,0.564705882353,1.0}
\definecolor{FireBrick}{rgb}{0.698039215686,0.133333333333,0.133333333333}
\definecolor{firebrick}{rgb}{0.698039215686,0.133333333333,0.133333333333}
\definecolor{FloralWhite}{rgb}{1.0,0.980392156863,0.941176470588}
\definecolor{floralwhite}{rgb}{1.0,0.980392156863,0.941176470588}
\definecolor{ForestGreen}{rgb}{0.133333333333,0.545098039216,0.133333333333}
\definecolor{forestgreen}{rgb}{0.133333333333,0.545098039216,0.133333333333}
\definecolor{Fuchsia}{rgb}{1.0,0.0,1.0}
\definecolor{fuchsia}{rgb}{1.0,0.0,1.0}
\definecolor{Gainsboro}{rgb}{0.862745098039,0.862745098039,0.862745098039}
\definecolor{gainsboro}{rgb}{0.862745098039,0.862745098039,0.862745098039}
\definecolor{GhostWhite}{rgb}{0.972549019608,0.972549019608,1.0}
\definecolor{ghostwhite}{rgb}{0.972549019608,0.972549019608,1.0}
\definecolor{Gold}{rgb}{1.0,0.843137254902,0.0}
\definecolor{gold}{rgb}{1.0,0.843137254902,0.0}
\definecolor{GoldenRod}{rgb}{0.854901960784,0.647058823529,0.125490196078}
\definecolor{goldenrod}{rgb}{0.854901960784,0.647058823529,0.125490196078}
\definecolor{Gray}{rgb}{0.501960784314,0.501960784314,0.501960784314}
\definecolor{gray}{rgb}{0.501960784314,0.501960784314,0.501960784314}
\definecolor{Green}{rgb}{0.0,0.501960784314,0.0}
%\definecolor{green}{rgb}{0.0,0.501960784314,0.0}
\definecolor{GreenYellow}{rgb}{0.678431372549,1.0,0.18431372549}
\definecolor{greenyellow}{rgb}{0.678431372549,1.0,0.18431372549}
\definecolor{HoneyDew}{rgb}{0.941176470588,1.0,0.941176470588}
\definecolor{honeydew}{rgb}{0.941176470588,1.0,0.941176470588}
\definecolor{HotPink}{rgb}{1.0,0.411764705882,0.705882352941}
\definecolor{hotpink}{rgb}{1.0,0.411764705882,0.705882352941}
\definecolor{IndianRed}{rgb}{0.803921568627,0.360784313725,0.360784313725}
\definecolor{indianred}{rgb}{0.803921568627,0.360784313725,0.360784313725}
\definecolor{Indigo}{rgb}{0.294117647059,0.0,0.509803921569}
\definecolor{indigo}{rgb}{0.294117647059,0.0,0.509803921569}
\definecolor{Ivory}{rgb}{1.0,1.0,0.941176470588}
\definecolor{ivory}{rgb}{1.0,1.0,0.941176470588}
\definecolor{Khaki}{rgb}{0.941176470588,0.901960784314,0.549019607843}
\definecolor{khaki}{rgb}{0.941176470588,0.901960784314,0.549019607843}
\definecolor{Lavender}{rgb}{0.901960784314,0.901960784314,0.980392156863}
\definecolor{lavender}{rgb}{0.901960784314,0.901960784314,0.980392156863}
\definecolor{LavenderBlush}{rgb}{1.0,0.941176470588,0.960784313725}
\definecolor{lavenderblush}{rgb}{1.0,0.941176470588,0.960784313725}
\definecolor{LawnGreen}{rgb}{0.486274509804,0.988235294118,0.0}
\definecolor{lawngreen}{rgb}{0.486274509804,0.988235294118,0.0}
\definecolor{LemonChiffon}{rgb}{1.0,0.980392156863,0.803921568627}
\definecolor{lemonchiffon}{rgb}{1.0,0.980392156863,0.803921568627}
\definecolor{LightBlue}{rgb}{0.678431372549,0.847058823529,0.901960784314}
\definecolor{lightblue}{rgb}{0.678431372549,0.847058823529,0.901960784314}
\definecolor{LightCoral}{rgb}{0.941176470588,0.501960784314,0.501960784314}
\definecolor{lightcoral}{rgb}{0.941176470588,0.501960784314,0.501960784314}
\definecolor{LightCyan}{rgb}{0.878431372549,1.0,1.0}
\definecolor{lightcyan}{rgb}{0.878431372549,1.0,1.0}
\definecolor{LightGoldenRodYellow}{rgb}{0.980392156863,0.980392156863,0.823529411765}
\definecolor{lightgoldenrodyellow}{rgb}{0.980392156863,0.980392156863,0.823529411765}
\definecolor{LightGrey}{rgb}{0.827450980392,0.827450980392,0.827450980392}
\definecolor{lightgrey}{rgb}{0.827450980392,0.827450980392,0.827450980392}
\definecolor{LightGreen}{rgb}{0.564705882353,0.933333333333,0.564705882353}
\definecolor{lightgreen}{rgb}{0.564705882353,0.933333333333,0.564705882353}
\definecolor{LightPink}{rgb}{1.0,0.713725490196,0.756862745098}
\definecolor{lightpink}{rgb}{1.0,0.713725490196,0.756862745098}
\definecolor{LightSalmon}{rgb}{1.0,0.627450980392,0.478431372549}
\definecolor{lightsalmon}{rgb}{1.0,0.627450980392,0.478431372549}
\definecolor{LightSeaGreen}{rgb}{0.125490196078,0.698039215686,0.666666666667}
\definecolor{lightseagreen}{rgb}{0.125490196078,0.698039215686,0.666666666667}
\definecolor{LightSkyBlue}{rgb}{0.529411764706,0.807843137255,0.980392156863}
\definecolor{lightskyblue}{rgb}{0.529411764706,0.807843137255,0.980392156863}
\definecolor{LightSlateGray}{rgb}{0.466666666667,0.533333333333,0.6}
\definecolor{lightslategray}{rgb}{0.466666666667,0.533333333333,0.6}
\definecolor{LightSteelBlue}{rgb}{0.690196078431,0.76862745098,0.870588235294}
\definecolor{lightsteelblue}{rgb}{0.690196078431,0.76862745098,0.870588235294}
\definecolor{LightYellow}{rgb}{1.0,1.0,0.878431372549}
\definecolor{lightyellow}{rgb}{1.0,1.0,0.878431372549}
\definecolor{Lime}{rgb}{0.0,1.0,0.0}
\definecolor{lime}{rgb}{0.0,1.0,0.0}
\definecolor{LimeGreen}{rgb}{0.196078431373,0.803921568627,0.196078431373}
\definecolor{limegreen}{rgb}{0.196078431373,0.803921568627,0.196078431373}
\definecolor{Linen}{rgb}{0.980392156863,0.941176470588,0.901960784314}
\definecolor{linen}{rgb}{0.980392156863,0.941176470588,0.901960784314}
\definecolor{Magenta}{rgb}{1.0,0.0,1.0}
%\definecolor{magenta}{rgb}{1.0,0.0,1.0}
\definecolor{Maroon}{rgb}{0.501960784314,0.0,0.0}
\definecolor{maroon}{rgb}{0.501960784314,0.0,0.0}
\definecolor{MediumAquaMarine}{rgb}{0.4,0.803921568627,0.666666666667}
\definecolor{mediumaquamarine}{rgb}{0.4,0.803921568627,0.666666666667}
\definecolor{MediumBlue}{rgb}{0.0,0.0,0.803921568627}
\definecolor{mediumblue}{rgb}{0.0,0.0,0.803921568627}
\definecolor{MediumOrchid}{rgb}{0.729411764706,0.333333333333,0.827450980392}
\definecolor{mediumorchid}{rgb}{0.729411764706,0.333333333333,0.827450980392}
\definecolor{MediumPurple}{rgb}{0.576470588235,0.439215686275,0.847058823529}
\definecolor{mediumpurple}{rgb}{0.576470588235,0.439215686275,0.847058823529}
\definecolor{MediumSeaGreen}{rgb}{0.235294117647,0.701960784314,0.443137254902}
\definecolor{mediumseagreen}{rgb}{0.235294117647,0.701960784314,0.443137254902}
\definecolor{MediumSlateBlue}{rgb}{0.482352941176,0.407843137255,0.933333333333}
\definecolor{mediumslateblue}{rgb}{0.482352941176,0.407843137255,0.933333333333}
\definecolor{MediumSpringGreen}{rgb}{0.0,0.980392156863,0.603921568627}
\definecolor{mediumspringgreen}{rgb}{0.0,0.980392156863,0.603921568627}
\definecolor{MediumTurquoise}{rgb}{0.282352941176,0.819607843137,0.8}
\definecolor{mediumturquoise}{rgb}{0.282352941176,0.819607843137,0.8}
\definecolor{MediumVioletRed}{rgb}{0.780392156863,0.0823529411765,0.521568627451}
\definecolor{mediumvioletred}{rgb}{0.780392156863,0.0823529411765,0.521568627451}
\definecolor{MidnightBlue}{rgb}{0.0980392156863,0.0980392156863,0.439215686275}
\definecolor{midnightblue}{rgb}{0.0980392156863,0.0980392156863,0.439215686275}
\definecolor{MintCream}{rgb}{0.960784313725,1.0,0.980392156863}
\definecolor{mintcream}{rgb}{0.960784313725,1.0,0.980392156863}
\definecolor{MistyRose}{rgb}{1.0,0.894117647059,0.882352941176}
\definecolor{mistyrose}{rgb}{1.0,0.894117647059,0.882352941176}
\definecolor{Moccasin}{rgb}{1.0,0.894117647059,0.709803921569}
\definecolor{moccasin}{rgb}{1.0,0.894117647059,0.709803921569}
\definecolor{NavajoWhite}{rgb}{1.0,0.870588235294,0.678431372549}
\definecolor{navajowhite}{rgb}{1.0,0.870588235294,0.678431372549}
\definecolor{Navy}{rgb}{0.0,0.0,0.501960784314}
\definecolor{navy}{rgb}{0.0,0.0,0.501960784314}
\definecolor{OldLace}{rgb}{0.992156862745,0.960784313725,0.901960784314}
\definecolor{oldlace}{rgb}{0.992156862745,0.960784313725,0.901960784314}
\definecolor{Olive}{rgb}{0.501960784314,0.501960784314,0.0}
\definecolor{olive}{rgb}{0.501960784314,0.501960784314,0.0}
\definecolor{OliveDrab}{rgb}{0.419607843137,0.556862745098,0.137254901961}
\definecolor{olivedrab}{rgb}{0.419607843137,0.556862745098,0.137254901961}
\definecolor{OliveGreen}{rgb}{0.0,0.6,0.0}
\definecolor{olivegreen}{rgb}{0.0,0.6,0.0}
\definecolor{Orange}{rgb}{1.0,0.647058823529,0.0}
\definecolor{orange}{rgb}{1.0,0.647058823529,0.0}
\definecolor{OrangeRed}{rgb}{1.0,0.270588235294,0.0}
\definecolor{orangered}{rgb}{1.0,0.270588235294,0.0}
\definecolor{Orchid}{rgb}{0.854901960784,0.439215686275,0.839215686275}
\definecolor{orchid}{rgb}{0.854901960784,0.439215686275,0.839215686275}
\definecolor{PaleGoldenRod}{rgb}{0.933333333333,0.909803921569,0.666666666667}
\definecolor{palegoldenrod}{rgb}{0.933333333333,0.909803921569,0.666666666667}
\definecolor{PaleGreen}{rgb}{0.596078431373,0.98431372549,0.596078431373}
\definecolor{palegreen}{rgb}{0.596078431373,0.98431372549,0.596078431373}
\definecolor{PaleTurquoise}{rgb}{0.686274509804,0.933333333333,0.933333333333}
\definecolor{paleturquoise}{rgb}{0.686274509804,0.933333333333,0.933333333333}
\definecolor{PaleVioletRed}{rgb}{0.847058823529,0.439215686275,0.576470588235}
\definecolor{palevioletred}{rgb}{0.847058823529,0.439215686275,0.576470588235}
\definecolor{PapayaWhip}{rgb}{1.0,0.937254901961,0.835294117647}
\definecolor{papayawhip}{rgb}{1.0,0.937254901961,0.835294117647}
\definecolor{PeachPuff}{rgb}{1.0,0.854901960784,0.725490196078}
\definecolor{peachpuff}{rgb}{1.0,0.854901960784,0.725490196078}
\definecolor{Peru}{rgb}{0.803921568627,0.521568627451,0.247058823529}
\definecolor{peru}{rgb}{0.803921568627,0.521568627451,0.247058823529}
\definecolor{Pink}{rgb}{1.0,0.752941176471,0.796078431373}
\definecolor{pink}{rgb}{1.0,0.752941176471,0.796078431373}
\definecolor{Plum}{rgb}{0.866666666667,0.627450980392,0.866666666667}
\definecolor{plum}{rgb}{0.866666666667,0.627450980392,0.866666666667}
\definecolor{PowderBlue}{rgb}{0.690196078431,0.878431372549,0.901960784314}
\definecolor{powderblue}{rgb}{0.690196078431,0.878431372549,0.901960784314}
\definecolor{Purple}{rgb}{0.501960784314,0.0,0.501960784314}
\definecolor{purple}{rgb}{0.501960784314,0.0,0.501960784314}
\definecolor{Red}{rgb}{1.0,0.0,0.0}
%\definecolor{red}{rgb}{1.0,0.0,0.0}
\definecolor{RosyBrown}{rgb}{0.737254901961,0.560784313725,0.560784313725}
\definecolor{rosybrown}{rgb}{0.737254901961,0.560784313725,0.560784313725}
\definecolor{RoyalBlue}{rgb}{0.254901960784,0.411764705882,0.882352941176}
\definecolor{royalblue}{rgb}{0.254901960784,0.411764705882,0.882352941176}
\definecolor{SaddleBrown}{rgb}{0.545098039216,0.270588235294,0.0745098039216}
\definecolor{saddlebrown}{rgb}{0.545098039216,0.270588235294,0.0745098039216}
\definecolor{Salmon}{rgb}{0.980392156863,0.501960784314,0.447058823529}
\definecolor{salmon}{rgb}{0.980392156863,0.501960784314,0.447058823529}
\definecolor{SandyBrown}{rgb}{0.956862745098,0.643137254902,0.376470588235}
\definecolor{sandybrown}{rgb}{0.956862745098,0.643137254902,0.376470588235}
\definecolor{SeaGreen}{rgb}{0.180392156863,0.545098039216,0.341176470588}
\definecolor{seagreen}{rgb}{0.180392156863,0.545098039216,0.341176470588}
\definecolor{SeaShell}{rgb}{1.0,0.960784313725,0.933333333333}
\definecolor{seashell}{rgb}{1.0,0.960784313725,0.933333333333}
\definecolor{Sienna}{rgb}{0.627450980392,0.321568627451,0.176470588235}
\definecolor{sienna}{rgb}{0.627450980392,0.321568627451,0.176470588235}
\definecolor{Silver}{rgb}{0.752941176471,0.752941176471,0.752941176471}
\definecolor{silver}{rgb}{0.752941176471,0.752941176471,0.752941176471}
\definecolor{SkyBlue}{rgb}{0.529411764706,0.807843137255,0.921568627451}
\definecolor{skyblue}{rgb}{0.529411764706,0.807843137255,0.921568627451}
\definecolor{SlateBlue}{rgb}{0.41568627451,0.352941176471,0.803921568627}
\definecolor{slateblue}{rgb}{0.41568627451,0.352941176471,0.803921568627}
\definecolor{SlateGray}{rgb}{0.439215686275,0.501960784314,0.564705882353}
\definecolor{slategray}{rgb}{0.439215686275,0.501960784314,0.564705882353}
\definecolor{Snow}{rgb}{1.0,0.980392156863,0.980392156863}
\definecolor{snow}{rgb}{1.0,0.980392156863,0.980392156863}
\definecolor{SpringGreen}{rgb}{0.0,1.0,0.498039215686}
\definecolor{springgreen}{rgb}{0.0,1.0,0.498039215686}
\definecolor{SteelBlue}{rgb}{0.274509803922,0.509803921569,0.705882352941}
\definecolor{steelblue}{rgb}{0.274509803922,0.509803921569,0.705882352941}
\definecolor{Tan}{rgb}{0.823529411765,0.705882352941,0.549019607843}
\definecolor{tan}{rgb}{0.823529411765,0.705882352941,0.549019607843}
\definecolor{Teal}{rgb}{0.0,0.501960784314,0.501960784314}
\definecolor{teal}{rgb}{0.0,0.501960784314,0.501960784314}
\definecolor{Thistle}{rgb}{0.847058823529,0.749019607843,0.847058823529}
\definecolor{thistle}{rgb}{0.847058823529,0.749019607843,0.847058823529}
\definecolor{Tomato}{rgb}{1.0,0.388235294118,0.278431372549}
\definecolor{tomato}{rgb}{1.0,0.388235294118,0.278431372549}
\definecolor{Turquoise}{rgb}{0.250980392157,0.878431372549,0.81568627451}
\definecolor{turquoise}{rgb}{0.250980392157,0.878431372549,0.81568627451}
\definecolor{Violet}{rgb}{0.933333333333,0.509803921569,0.933333333333}
\definecolor{violet}{rgb}{0.933333333333,0.509803921569,0.933333333333}
\definecolor{Wheat}{rgb}{0.960784313725,0.870588235294,0.701960784314}
\definecolor{wheat}{rgb}{0.960784313725,0.870588235294,0.701960784314}
\definecolor{White}{rgb}{1.0,1.0,1.0}
%\definecolor{white}{rgb}{1.0,1.0,1.0}
\definecolor{WhiteSmoke}{rgb}{0.960784313725,0.960784313725,0.960784313725}
\definecolor{whitesmoke}{rgb}{0.960784313725,0.960784313725,0.960784313725}
\definecolor{Yellow}{rgb}{1.0,1.0,0.0}
%\definecolor{yellow}{rgb}{1.0,1.0,0.0}
\definecolor{YellowGreen}{rgb}{0.603921568627,0.803921568627,0.196078431373}
\definecolor{yellowgreen}{rgb}{0.603921568627,0.803921568627,0.196078431373}

\definecolor{shadecolor}{gray}{0.9}
\definecolor{mydarkgreen}{rgb}{0.0,0.5625,0.0} 
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% PDF-Links vorbereiten
\hypersetup{%a5paper,
	linkcolor=black,     % Für Links in der gleichen Seite
	urlcolor=black,      % Für Links auf URLs
	breaklinks=true,    % Links dürfen umgebrochen werden
	colorlinks=false,
	citebordercolor=0 0 0,  % Farbe für \cite
	filebordercolor=0 0 0,
	linkbordercolor=0 0 0,
	menubordercolor=0 0 0,
	urlbordercolor=0 0 0,
	pdfhighlight=/I,
	pdfborder=0 0 0,   % keine Box um die Links!
	bookmarksopen=true,
	bookmarksnumbered=true,
	frenchlinks=false
}

% nicht zu viele Silbentrennungen
\sloppy


% Waisen, Hurenkinder
\clubpenalty = 10000
\widowpenalty = 10000 
\displaywidowpenalty = 10000


% verschiedene Einstellungen
\addtolength{\skip\footins}{2ex} % Länge zwischen Fußnotenbereich und Text
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\hyphenation{NASA}
\hyphenation{Unter-schenkel-vorder-innen-seite}
\hyphenation{Unter-schenkel-vorder-au\ss en-seite}
\hyphenation{Auge}
\hyphenation{ohne}
\hyphenation{eine}
\hyphenation{come}
\hyphenation{zero}
\hyphenation{also}
\hyphenation{five}
\hyphenation{many}
\hyphenation{copy}
\hyphenation{year}
\hyphenation{same}
\hyphenation{make}
\hyphenation{time}
\hyphenation{made}
\hyphenation{glei-che}
\hyphenation{Zucker-wasser}
\hyphenation{Makro-phagen-stimulation}
\hyphenation{Revo-lution}
\hyphenation{Reich}
\hyphenation{Gebiet}
\hyphenation{ethnische}
\hyphenation{Sow-jet-uni-on}
\hyphenation{NATO}
\hyphenation{Amts-sprache}
\hyphenation{Amts-sprachen}
\hyphenation{Otto}
\hyphenation{Ab-sorptions-ko-effizient}
\hyphenation{Reich}
\hyphenation{Trier}
\hyphenation{Butter-worth}
\hyphenation{Agar-kulturen}
\hyphenation{Rausch-unter-dr\"uckung}
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\begin{small}
Auf den folgenden Seiten stehen für alle Bilder die Quellen, Autoren und Lizenzen. Das Verzeichnis wurde erstellt mit Hilfe der \myhref{http://de.wikipedia.org/wiki/MediaWiki}{Wikimedia-Software} und an Layout und Gliederung dieses Buches angepasst.

Zu den Lizenzen gibt es hier weitere Informationen:

\begin{itemize}
\item GNU Free Documentation License (GFDL). Text dieser Lizenz: \newline{}\url{http://www.gnu.org/licenses/old-licenses/gpl-1.0.txt}

\item GNU General Public License Version 2 (GPL). Text dieser Lizenz: \newline{}\url{http://www.gnu.org/licenses/gpl-2.0.txt} 

\item Creative Commons Attribution ShareAlike 1.0 License (cc-by-sa-1.0). Text dieser Lizenz: \newline{}\url{http://creativecommons.org/licenses/by-sa/1.0/} 

\item Creative Commons Attribution ShareAlike 2.0 License (cc-by-sa-2.0). Damit werden auch die Versionen f\"ur andere Sprachen bezeichnet. Text der englischen Version: \newline{}\url{http://creativecommons.org/licenses/by-sa/2.0/}

\item Creative Commons Attribution ShareAlike 2.5 License (cc-by-sa-2.5). Text dieser Lizenz:\newline{}\url{http://creativecommons.org/licenses/by-sa/2.5/}

\item Creative Commons Attribution ShareAlike 3.0 License (cc-by-sa-3.0). Text dieser Lizenz:\newline{}\url{http://creativecommons.org/licenses/by-sa/3.0/}

\item Creative Commons Attribution ShareAlike 4.0 License (cc-by-sa-4.0). Text dieser Lizenz:\newline{}\url{https://creativecommons.org/licenses/by-sa/4.0/deed.de}


\item Creative Commons Attribution 2.0 License (cc-by-2.0). Damit werden auch die Versionen f\"ur andere Sprachen bezeichnet. Text der englischen Version:\newline{}\url{http://creativecommons.org/licenses/by/2.0/}

\item Creative Commons Attribution 2.5 License (cc-by-2.5). Text dieser Lizenz:\newline{}\url{http://creativecommons.org/licenses/by/2.5/deed.en}

\item Creative Commons Attribution 3.0 License (cc-by-3.0). Text dieser Lizenz:\newline{}\url{http://creativecommons.org/licenses/by/2.5/deed.en}

\item Public Domain (PD): This image is in the public domain. Dieses Bild ist gemeinfrei.

\item ATTR:  The copyright holder of this file allows anyone to use it for any purpose, provided that the copyright holder is properly attributed. Redistribution, derivative work, commercial use, and all other use is permitted. 

\item EURO: This is the common (reverse) face of a euro coin. The copyright on the design of the common face of the euro coins belongs to the European Commission. Authorised is reproduction in a format without relief (drawings, paintings, films) provided they are not detrimental to the image of the euro.

\end{itemize}

Den an weiteren Einzelheiten interessierten Leser verweisen wir auf die Onlineversion dieses Buches und die Beschreibungsseiten der Dateien.

\end{small}

\pagebreak
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\chapter{Zu diesem Buch}
\section{Hinweise zu den Lizenzen}
\label{Lizenzhinweise}

Dieses Werk ist entstanden bei \myhref{http://de.wikibooks.org/wiki/Einf\%C3\%BChrung_in_SQL}{Wikibooks}, einer Online-Bibliothek im Internet mit Lehr-, Sach- und Fachbüchern. Jeder kann und darf diese Bücher frei nutzen und bearbeiten. Alle Inhalte stehen unter den Lizenzen „Creative Commons Attribution/Share-Alike“ (CC-BY-SA 3.0) und GNU-Lizenz für freie Dokumentation (GFDL). 

Das Konvertierungsprogramm \myhref{http://de.wikibooks.org/wiki/Benutzer:Dirk_Huenniger/wb2pdf}{wb2pdf} steht unter GNU General Public License (GPL).

Das Textsatzprogramm \myhref{http://de.wikipedia.org/wiki/LaTeX} {\LaTeX{}} steht unter der LaTeX Project Public License (LPPL).

Hinweise zur Nutzung und für Zitate sind zu finden unter:
\begin{itemize}
\item Originalversion der Lizenz CC-BY-SA 3.0 \newline \url{http://creativecommons.org/licenses/by-sa/3.0}
\item Deutsche Version der Lizenz mit Ergänzungen \newline{} \url{http://creativecommons.org/licenses/by-sa/3.0/deed.de}
\item Originalversion der Lizenz GFDL \newline{} \url{http://www.gnu.org/copyleft/fdl.html}
\item Originalversion der Lizenz GPL \newline{} \url{http://www.gnu.org/licenses/gpl-3.0.html}
\item Version der LaTeX PPL \newline{} \url{http://www.opensource.org/licenses/lppl}
\item Nutzungsbedingungen der Wikimedia Foundation (deutsch) \newline{} \url{http://wikimediafoundation.org/wiki/Nutzungsbedingungen}
\item Zitieren aus Wikibooks \newline{} \url{http://de.wikibooks.org/wiki/Hilfe:Zitieren#Zitieren_aus_Wikibooks}
\end{itemize}
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% Festlegungen für minitoc
% \renewcommand{\myminitoc}{\minitoc}
% \renewcommand{\mtctitle}{Überblick}
% \setcounter{minitocdepth}{1}
% \dominitoc   % diese Zeile aktiviert das Erstellen der minitocs, sie muss vor \tableofcontents kommen

% Seitenformat
% ------------
%\KOMAoption{paper}{A5}          % zulässig: letter, legal, executive; A-, B-, C-, D-Reihen
\KOMAoption{open}{right}			% zulässig: right (jedes Kapitel beginnt rechts), left, any
\KOMAoption{numbers}{auto}
% Satzspiegel jetzt neu berechnen, damit er bei Kopf- und Fußzeilen beachtet wird
\KOMAoptions{DIV=13}

% Kopf- und Fusszeilen
% --------------------
% Breite und Trennlinie
%\setheadwidth[-6mm]{textwithmarginpar}
%\setheadsepline[textwithmarginpar]{0.4pt}
\setheadwidth{text}
\setheadsepline[text]{0.4pt}

% Variante 1: Kopf: links Kapitel, rechts Abschnitt (ohne Nummer); Fuß: außen die Seitenzahl
\ohead{\headmark}
\renewcommand{\chaptermark}[1]{\markleft{#1}{}}
\renewcommand{\sectionmark}[1]{\markright{#1}{}}
\ofoot[\pagemark]{\pagemark}

% Variante 2: Kopf außen die Seitenzahl, Fuß nichts
%\ohead{\pagemark}
%\ofoot{}

% Standardschriften
% -----------------
%\KOMAoption{fontsize}{18pt}
\addtokomafont{disposition}{\rmfamily}
\addtokomafont{title}{\rmfamily} 
\setkomafont{pageheadfoot}{\normalfont\rmfamily\mdseries}

% vertikaler Ausgleich
% -------------------- 
% nein -> \raggedbottom
% ja   -> \flushbottom    aber ungeeignet bei Fußnoten
%\raggedbottom
\flushbottom

% Tiefe des Inhaltsverzeichnisses bestimmen
% -----------------------------------------
% -1   nur \part{}
%  0   bis \chapter{}
%  1   bis \section{}
%  2   bis \subsection{} usw.
\newcommand{\mytocdepth}{1}

% mypart - Teile des Buches und Inhaltsverzeichnis
% ------------------------------------------------
% Standard: nur im Inhaltsverzeichnis, zusätzlicher Eintrag ohne Seitenzahl
% Variante: nur im Inhaltsverzeichnis, zusätzlicher Eintrag mit Seitenzahl 
%\renewcommand{\mypart}[1]{\addcontentsline{toc}{part}{#1}}
% Variante: mit eigener Seite vor dem ersten Kapitel, mit Eintrag und Seitenzahl im Inhaltsverzeichnis
\renewcommand{\mypart}[1]{\part{#1}}


% maketitle
% -----------------------------------------------
% Bestandteile des Innentitels
%\title{Einführung in SQL}
%\author{Jürgen Thomas}
%\subtitle{Datenbanken bearbeiten}
\date{}
% Bestandteile von Impressum und CR
% Bestandteile von Impressum und CR

\uppertitleback{
%Detaillierte Daten zu dieser Publikation sind bei Wikibooks zu erhalten:\newline{} \url{http://de.wikibooks.org/}
%Diese Publikation ist bei der Deutschen Nationalbibliothek registriert. Detaillierte Daten sind im Internet  zu erhalten: \newline{}\url{https://portal.d-nb.de/opac.htm?method=showSearchForm#top}
%Diese Publikation ist bei der Deutschen Nationalbibliothek registriert. Detaillierte Daten sind im Internet unter der Katalog-Nr. 1008575860 zu erhalten: \newline{}\url{http://d-nb.info/1008575860}

%Namen von Programmen und Produkten sowie sonstige Angaben sind häufig geschützt. Da es auch freie Bezeichnungen gibt, wird das Symbol \textregistered{} nicht verwendet.

%Erstellt am 
\today{}
}

\lowertitleback{
{\footnotesize
On the 28th of April 2012 the contents of the English as well as German Wikibooks and Wikipedia projects were licensed under Creative Commons Attribution-ShareAlike 3.0 Unported license.
A URI to this license is given in the list of figures on page \pageref{ListOfFigures}.
If this document is a derived work from the contents of one of these projects and the content was still licensed by the project under this license at the time of derivation this document has to be licensed under the same, a similar or a compatible license, as stated in section 4b of the license.
The list of contributors is included in chapter Contributors on page \pageref{Contributors}.
The licenses GPL, LGPL and GFDL are included in chapter Licenses on page \pageref{Licenses}, since this book and/or parts of it may or may not be licensed under one or more of these licenses, and thus require inclusion of these licenses.
The licenses of the figures are given in the list of figures on page \pageref{ListOfFigures}.
This PDF was generated by the \LaTeX{} typesetting  software.
The \LaTeX{} source code is included as an attachment ({\tt source.7z.txt}) in this PDF file.
To extract the source from the PDF file, you can use the \texttt{pdfdetach} tool
including in the \texttt{poppler} suite, or the
\url{http://www.pdflabs.com/tools/pdftk-the-pdf-toolkit/} utility.
Some PDF viewers may also let you save the attachment to a file.
After extracting it from the PDF file you have to rename it to {\tt source.7z}.
To uncompress the resulting archive we recommend the use of \url{http://www.7-zip.org/}.
The \LaTeX{} source itself was generated by a program written by Dirk Hünniger, which is freely available under an open source license from \url{http://de.wikibooks.org/wiki/Benutzer:Dirk_Huenniger/wb2pdf}.
}}


\renewcommand{\mysubtitle}[1]{}
\renewcommand{\mymaintitle}[1]{}
\renewcommand{\myauthor}[1]{}


\newenvironment{myshaded}{%
  \def\FrameCommand{ \hskip-2pt \fboxsep=\FrameSep \colorbox{shadecolor}}%
  \MakeFramed {\advance\hsize-\width \FrameRestore}}%
 {\endMakeFramed}
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% Standard für Formatierung
%\usepackage[utf8]{inputenc} % use \usepackage[utf8]{inputenc} for tex4ht
\usepackage[usenames]{color}
\usepackage{textcomp} 
\usepackage{parskip} 
\usepackage[normalem]{ulem}
\usepackage[hyphens]{url}
\usepackage[unicode=true]{hyperref}
\usepackage[defblank]{paralist}
\usepackage{trace}
% Minitoc
%\usepackage{minitoc}

% Keystroke
\usepackage{keystroke}
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% für Zeichensätze


%replacemnt for pslatex
\usepackage[scaled=.92]{helvet}
\usepackage{courier}


\usepackage[T1]{fontenc} % disable this line for tex4ht

% für Tabellen
\usepackage{multirow}
\usepackage{multicol}
\usepackage{array,ragged2e}
\usepackage{longtable}

% für Kopf- und Fußzeilen, Fußnoten
\usepackage{scrlayer-scrpage}
\usepackage{footnote}

% für Rahmen
\usepackage{verbatim}
\usepackage{framed}

% für Symbole
\usepackage{amsmath}
\usepackage{amssymb}
\usepackage{amsfonts}

%replacemnt for pslatex
\usepackage{mathptmx}

% für Symbole
\usepackage{pifont}
\usepackage{marvosym}
\let\Cross\undefined 
\usepackage{fourier-orns}  % disable this line for tex4ht   % für weitere Logos, z.B. \danger

% für Grafik-Einbindung
\usepackage{graphicx}
\usepackage{wasysym}
\let\Square\undefined 

% unklare Verwendung
\usepackage{bbm}
\usepackage{skull}


\usepackage{fancyvrb}
\usepackage{bbding} 
\usepackage{textcomp}
\usepackage[table]{xcolor}
%\usepackage{microtype} disabled for xelatex
\usepackage{lscape}
\usepackage{amsthm}
\usepackage{index}
\usepackage{scalefnt}
\usepackage{relsize}
\usepackage{array}
\renewcommand\RSsmallest{1pt}
\makeindex
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\KOMAoption{paper}{A4}
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\newcommand{\SVGExtension}{png}
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\newcommand{\TemplateEnergieerhaltung}[1]{
\begin{longtable}{|>{\RaggedRight}p{\linewidth}|} \hline
{\bfseries Gesetz von der Erhaltung der Energie}\\ \hline
{\bfseries Albert Einstein (14.3. 1879 - 18.4.1955)}: Umwandlung von Energie in Masse und von Masse in Energie ist möglich.\\ 
$E = m \cdot c^2$ (c = Lichtgeschwindigkeit = 300.000 km/s)\\ \hline
{\bfseries 
Bei einer chemischen Reaktion ist die Summe aus Masse und Energie der Ausgangsstoffe gleich der Summe aus Masse und Energie der Endstoffe.
}\\\hline
Wird Energie frei, tritt ein unwägbar kleiner Massenverlust auf. Wird Energie investiert, tritt Massenzunahme auf. Dieses kann allerdings mit herkömmlichen Waagen nicht gemessen werden. \\ \hline
\end{longtable}
}

\newcommand{\TemplatePeriodensystem}[1]{
Hier sollte das Periodensystem stehen. Ein solches wird sehr wahrscheinlich von Orlando Camargo Rodriguez frei zur Verfügung gestellt werden. Dateiname: tabela_periodica.tex ist bereits online. Lizenz aber noch nicht genau genug definiert.
}

\newcommand{\TemplateMassenerhaltung}[1]{
\begin{longtable}{|>{\RaggedRight}p{\linewidth}|} \hline
{\bfseries Gesetz von der Erhaltung der Masse}\\ \hline
{\bfseries Antoine Lavoisier (1743 - 1794)}: Rien ne se perd, rien ne se crée\\ 
Die Gesamtmasse ändert sich bei chemischen Reaktionen (im Rahmen der Messgenauigkeiten) nicht.\\ \hline
Masse der Ausgangsstoffe=Masse der Produkte \\ \hline
\end{longtable}
}

\newcommand{\TemplateDaltonsAtomhyposthese}[1]{
\begin{longtable}{|>{\RaggedRight}p{\linewidth}|} \hline
\begin{enumerate}
\item Materie besteht aus extrem kleinen, bei Reaktion ungeteilt bleibenden Teilchen, den Atomen.
\item Die Masse der Atome eines bestimmten Elements sind gleich (alle Atome eines Elements sind gleich). Die Atome verschiedener Elemente unterscheiden sich in ihren Eigenschaften (zum Beispiel in Größe, Masse, usw.).
\item Es existieren so viele Atomsorten wie Elemente.
\item Bei chemischen Reaktionen werden Atome in neuer Kombination vereinigt oder voneinander getrennt.
\item Eine bestimmte Verbindung wird von den Atomen der betreffenden Elemente in einem bestimmten, einfachen Zahlenverhältnis gebildet.
\end{enumerate}
\\ \hline
\end{longtable}
}

\newcommand{\TemplateUnveraenderlicheMassenverhaeltnisse}[1]{
\begin{longtable}{|>{\RaggedRight}p{\linewidth}|} \hline
{\bfseries Gesetz der unveränderlichen Massenverhältnisse}\\ \hline
Louis Proust (1799) \\ \hline
Bei chemischen Reaktionen, also Vereinigung beziehungsweise Zersetzung, reagieren die Reinstoffe immer in einem von der Natur vorgegebenen festen Verhältnis miteinander.
\\ \hline
\end{longtable}
}
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\newenvironment{TemplateCodeInside}[6]
{
\def\leftbox{#5}
\def\rightbox{}
\def\framecolor{shadecolor}
\ifstr{#4}{e}{ \def\framecolor{red} 
               \def\rightbox{Falsch} } {}
\ifstr{#4}{v}{ \def\framecolor{mydarkgreen} 
               \def\rightbox{Richtig} } {}

\begin{scriptsize}
\begin{framed} 
\ttfamily

\ifstr{\leftbox} {} {
  % Ausgabe nur, wenn rechte Box Inhalt hat, dann links mit Standardtext
  \ifstr{\rightbox}{}{}
  { \fbox{Quelltext} \hfill \textbf{\color{\framecolor} \fcolorbox{black}{white}{\rightbox} }
  }
} {
\fbox{\leftbox}
% und bei Bedarf zusätzlich rechts die zweite Box
  \ifstr{\rightbox}{}{}
  { \hfill \textbf{\color{\framecolor} \fcolorbox{black}{white}{\rightbox} }
  } 
}

\begin{flushleft}
}  % Ende der begin-Anweisungen, es folgen die end-Anweisungen
{\end{flushleft}\end{framed}\end{scriptsize} }

\newcommand{\TemplateCode}[9]
% **************************************************
{

\ifstr{#1}{}{~}{
\minisec{\normalfont \scriptsize \centering \textbf{\textit{#1}} \medskip } }

\begin{scriptsize}

% Code-Abschnitt mit #4
\begin{TemplateCodeInside} {} {0pt} {0pt} {#3} {#5} {}
#6
\end{TemplateCodeInside}

% Ausgabetext mit #4
#4
 
% #2   Fußzeile ausgeben, sofern vorgesehen
\ifstr{#2} {} {} { \centering \textit{#2} \medskip \\ } 

\end{scriptsize}
}
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\newcommand{\LaTeXJa}{Ja}
\newcommand{\LaTeXNein}{Nein}
\newcommand{\wbtempcolora}{white}
\newcommand{\wbtempcolorb}{white}
\newcommand{\wbtempcolorc}{white}
\newcommand{\wbtemptexta}{}
\newcommand{\wbtemptextb}{}
\newcommand{\wbtemptextc}{}
\newlength{\wbtemplengtha}
\setlength{\wbtemplengtha}{0pt}
\newlength{\wbtemplengthb}
\setlength{\wbtemplengthb}{0pt}
\newlength{\wbtemplengthc}
\setlength{\wbtemplengthc}{0pt}
\newlength{\wbtemplengthd}
\setlength{\wbtemplengthd}{0pt}
\newlength{\wbtemplengthe}
\setlength{\wbtemplengthe}{0pt}
\newcount\wbtempcounta
\wbtempcounta=0
\newcount\wbtempcountb
\wbtempcountb=0
\newcount\wbtempcountc
\wbtempcountc=0

\newcommand{\CPPAuthorsTemplate}[4]{
\LaTeXZeroBoxTemplate{
The following people are authors to this book:

#3

You can verify who has contributed to this book by examining the history logs at Wikibooks (http://en.wikibooks.org/).

Acknowledgment is given for using some contents from other works like #1, as from the authors #2.

The above authors release their work under the following license:

This work is licensed under the Creative Commons Attribution-Share Alike 3.0 Unported license. In short: you are free to share and to make derivatives of this work under the conditions that you appropriately attribute it, and that you only distribute it under the same, similar or a compatible license. Any of the above conditions can be waived if you get permission from the copyright holder.
Unless otherwise noted, #4 used in this book have their own copyright, may use different licenses than the one used here, and were not created by the above authors. The authors, contributors, and licenses used should be acknowledged separately.}
}

\newcommand{\NFFallunterscheidung}[8]{
{\bfseries Fall 1:} #1 \\
#2 \\
{\bfseries Fall 2:} #3 \\
#4 \\
{\bfseries Fall 3:} #5 \\
#6 \\
{\bfseries Fall 4:} #7 \\
#8 \\
}

\newcommand{\NFAufgabe}[2]{
{\bfseries Aufgabe:}\\
#1 \\
{\bfseries Lösung:}\\
#2 \\
}

\newcommand{\tlTemplate}[1]{{\{\{{\ttfamily #1}\}\}}}

\newcommand{\LaTeXQuelleLink}[3]{(#1 #2 #3)}


\newcommand{\matrixdimTemplate}[1]{
\definecolor{shadecolor}{gray}{0.9}
\begin{myshaded}
{\bfseries Matrix Dimensions: }\\
A: $p \times p$ \\
B:  $p \times q$\\
C:  $r \times p$\\
D:  $r \times q$\\
\end{myshaded}
}

\newcommand{\matlabTemplate}[1]{
\definecolor{shadecolor}{gray}{0.9}
\begin{myshaded}
This operation can be performed using this MATLAB command:
{\ttfamily #1}
\end{myshaded}}

\newcommand{\PrintUnitPage}[3]{\pagebreak
\begin{flushleft}
{\bfseries \Large #1}
\end{flushleft}

\begin{longtable}{>{\RaggedRight}p{0.5\linewidth}>{\RaggedRight}p{0.5\linewidth}}
& #2
\end{longtable}}

\newcommand{\LaTeXCodeTipTemplate}[3]{

\definecolor{shadecolor}{gray}{0.9}
\begin{myshaded}
#1 \\
#2 \\
#3
\end{myshaded}
}

\newcommand{\DisassemblySyntax}[1]{

\definecolor{shadecolor}{gray}{0.9}
\begin{myshaded}
This code example uses #1 Syntax
\end{myshaded}}


\newcommand{\LaTeXDeutschTemplate}[1]{ {\bfseries deutsch:} #1 }



\newcommand{\LaTeXNullTemplate}[1]{}
\newcommand{\LaTeXAppendixTemplate}[1]{\appendix}



\newcommand{\LaTeXEquals}[1]{=}

\newcommand{\LaTeXJavaEnumTemplate}[1]{\textbf{enum}}
\newcommand{\LaTeXJavaStringTemplate}[1]{\texttt{\textbf{#1}}}
\newcommand{\LaTeXAccentTemplate}[1]{'}


\newcommand{\LaTeXJavaEBNFTemplate}[1]{Extended Backus-Naur Form}

\newcommand{\LatexSymbol}[1]{\LaTeX}

\newcommand{\LaTeXDoubleBoxTemplate}[2]{

\begin{minipage}{\linewidth}\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}{\bfseries #1} \\
#2
\end{myshaded}
\end{minipage}

}

\newcommand{\NFHinweis}[1]{

\begin{minipage}{\linewidth}\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}{
\begin{flushleft}
\begin{Large}
{\Huge \textcircled{\LARGE !}} \ Hinweis
\end{Large}
\end{flushleft}}
\medskip
#1
\end{myshaded}
\end{minipage}

}

\newcommand{\LaTeXSimpleBoxTemplate}[2]{
{\bfseries #1} \\
#2
}

\newcommand{\SolutionBoxTemplate}[2]{
#2
}


\newcommand{\LaTeXDoubleBoxOpenTemplate}[2]{

\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}{\bfseries #1} \\
\end{myshaded}

#2

}

\newcommand{\Loesungsweg}[2]{

\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}{\bfseries Wie kommt man auf den Beweis? #1} \\
#2
\end{myshaded}

}


\newcommand{\LaTeXInduktion}[6]{

\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}{\bfseries Aussageform, deren Allgemeingültigkeit für #1 bewiesen werden soll:} \\
#2
{\newline \bfseries 1. Induktionsanfang}
#3
{\newline \bfseries 2. Induktionsschritt}
{\newline \bfseries 2a. Induktionsvoraussetzung}
#4
{\newline \bfseries 2b. Induktionsbehauptung}
#5
{\newline \bfseries 2c. Beweis des Induktionsschritts}
#6
\end{myshaded}

}

\newcommand{\LaTeXLatinExerciseTemplate}[3]{

\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}{\bfseries Exercise: #1} \\
#2 \\
{\bfseries Solution}
#3
\end{myshaded}

}


\newcommand{\LaTeXShadedColorBoxTemplate}[2]{
\begin{minipage}{\linewidth}
#1\begin{myshaded}
#2
\end{myshaded}
\end{minipage}
}

\newcommand{\PGP}[1]{PGP:#1}


\newcommand{\DETAILS}[1]{For more details on this topic, see #1}

\newcommand{\ADAFile}[1]{\LaTeXZeroBoxTemplate{File: #1}}
\newcommand{\ADASample}[1]{\LaTeXZeroBoxTemplate{This code sample is also available in #1}}


\newcommand{\LaTeXZeroBoxTemplate}[1]{
\begin{minipage}{\linewidth}\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}
#1
\end{myshaded}
\end{minipage}
}

\newcommand{\LaTeXZeroBoxOpenTemplate}[1]{
\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}
#1
\end{myshaded}
}

\newcommand{\PDFLink}[1]{
\textbf{PDF} #1
}

\newcommand{\Lysippos}[1]{Lysippos}


\newcommand{\SonnensystemFakten}[3]{
#1 \\
\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}{\bfseries #2}  \\
#3 \\
\end{myshaded}
}


\newcommand{\VorlageReferenzenEintrag}[3]{
\begin{longtable}{p{0.2\linewidth}p{0.8\linewidth}}

{[\bfseries #1]} & {\itshape #2} #3 \\
\end{longtable}

}

\newcommand{\MBOX}[2]{\definecolor{shadecolor}{gray}{0.9}
\begin{myshaded}
\begin{longtable}{p{0.2\linewidth}p{0.7\linewidth}}
#1 & #2 \\
\end{longtable}
\end{myshaded}}



\newcommand{\LaTeXIdentityTemplate}[1]{#1
}
\newcommand{\Doppellizenz}[1]{Dieser Text ist sowohl unter GFDL als auch CC BY-SA 3.0 lizenziert. Wenn der Text unter CC BY-SA 3.0 genutzt wird, kann entsprechend Abschnitt 4b als Autor „Wikibooks“ genannt werden.}

\newcommand{\AdaRM}[3]{\myfnhref{http://www.adaic.org/resources/add_content/standards/05rm/html/RM-#1-#2.html}{#1.#2 #3}}

\newcommand{\AdaEightThreeRM}[2]{\myfnhref{http://archive.adaic.com/standards/83lrm/html/lrm-#1.html}{Annex #1: #2}}

\newcommand{\AdaRMThree}[4]{\myfnhref{http://www.adaic.org/resources/add_content/standards/05rm/html/RM-#1-#2-#3.html}{#1.#2.#3 #4}}

\newcommand{\AdaRMAThree}[4]{\myfnhref{http://www.adaic.org/resources/add_content/standards/05rm/html/RM-#1-#2-#3.html}{Annex #1.#2.#3 #4}}

\newcommand{\AdaRMATwo}[3]{\myfnhref{http://www.adaic.org/resources/add_content/standards/05rm/html/RM-#1-#2.html}{Annex #1.#2 #3}}





\newcommand{\AdaNiveFiveRMThree}[4]{\myfnhref{http://www.adaic.org/resources/add_content/standards/95lrm/ARM_HTML/RM-#1-#2-#3.html}{#1.#2.#3 #4}}


\newcommand{\AdaSGThree}[4]{\myfnhref{http://www.adaic.org/resources/add_content/docs/95style/html/sec_#1/#1-#2-#3.html}{#1.#2.#3 #4}}

\newcommand{\AdaSGTwo}[3]{\myfnhref{http://www.adaic.org/resources/add_content/docs/95style/html/sec_#1/#1-#2.html}{#1.#2 #3}}


\newcommand{\AdaSGOne}[2]{\myfnhref{http://www.adaic.org/resources/add_content/docs/95style/html/sec_#1/}{Chapter #1: #2}}



\newcommand{\AdaRMNineFive}[3]{\myfnhref{http://www.adaic.org/resources/add_content/standards/95lrm/ARM_HTML/RM-#1-#2.html}{#1.#2 #3}}


\newcommand{\AdaRMCiteFive}[7]{\myfnhref{http://www.adaic.org/resources/add_content/standards/05rm/html/RM-#1-#2-#3.html}{ISO/IEC 8652:2007. #1.#2.#3 #4 (#5). Ada 2005 Reference Manual. #7 }}


\newcommand{\AdaTwentyZeroFive}[1]{{\itshape This language feature is only available in Ada 2005}}

\newcommand{\ADANFAI}[2]{\myfnhref{http://www.ada-auth.org/cgi-bin/cvsweb.cgi/AIs/AI-00#1.TXT}{AI95-00#1-01 #2}}

\newcommand{\ADARMAONE}[2]{\myfnhref{http://www.adaic.org/resources/add_content/standards/05rm/html/RM-#1.html}{Annex #1 #2}}

\newcommand{\ADARMONE}[2]{\myfnhref{http://www.adaic.org/resources/add_content/standards/05rm/html/RM-#1.html}{Section #1: #2}}
\newcommand{\ADANiveFiveRMONE}[2]{\myfnhref{http://www.adaic.org/resources/add_content/standards/95lrm/ARM_HTML/RM-#1.html}{Section #1: #2}}

\newcommand{\AdaNiveFiveRMAThree}[4]{\myfnhref{http://www.adaic.org/resources/add_content/standards/95lrm/ARM_HTML/RM-#1-#2-#3.html}{Annex #1.#2-#3 #4}}

\newcommand{\AdaNiveFiveRMATwo}[4]{\myfnhref{http://www.adaic.org/resources/add_content/standards/95lrm/ARM_HTML/RM-#1-#2.html}{Annex #1.#2 #3}}

\newcommand{\AdaNiveFiveR}[3]{\myfnhref{http://www.adaic.org/resources/add_content/standards/95rat/rat95html/rat95-p#3-#1.html}{#1 #2}}

\newcommand{\AdaNiveFiveRTwo}[4]{\myfnhref{http://www.adaic.org/resources/add_content/standards/95rat/rat95html/rat95-p#4-#1.html}{#1.#2 #3}}



\newcommand{\AdaPragma}[1]{\LaTeXTTBF{pragma} }


\newcommand{\yes}[1]{yes}
\newcommand{\no}[1]{no}
\newcommand{\BlenderRepo}[1]{\myfnhef{https://developer.blender.org/diffusion/B/browse/master/#1}{#1}}

\newcommand{\TychoBrahe}[1]{Tycho Brahe}
\newcommand{\BlenderAlignedView}[1]{This tutorial relies on objects being created so that they are aligned to the view that you’re looking through. Versions 2.48 and above have changed the way this works. Visit \myfnhref{https://en.wikibooks.org/wiki/Blender_3D:_Noob_to_Pro/Aligned_to_view_issue}{Aligned} to view issue to understand the settings that need to be changed.}

\newcommand{\LaTeXPlainBoxTemplate}[1]{
\begin{minipage}{\linewidth}\definecolor{shadecolor}{gray}{0.9}\begin{myshaded} 
#1
\end{myshaded}
\end{minipage}
}


\newcommand{\Hinweis}[1]{
\begin{TemplateInfo}{{\Huge \textcircled{\LARGE !}}}{Hinweis}
#1
\end{TemplateInfo}}



\newcommand{\LaTexInfoTemplateOne}[1]{
\begin{TemplateInfo}{\Info}{Information}
#1
\end{TemplateInfo}}

\newcommand{\EqnTemplate}[1]{
\begin{flushright}
\textbf{[#1]}
\end{flushright}}

\newcommand{\RefTemplate}[1]{[#1]}


\newcommand{\LaTeXGCCTakeTemplate}[1]{
\LaTeXDoubleBoxTemplate{Take home:}{#1}
}

\newcommand{\LaTeXProblemTemplate}[1]{
\LaTeXDoubleBoxTemplate{Problem:}{#1}
}

\newcommand{\LaTeXEditorNote}[1]{\LaTeXDoubleBoxTemplate{Editor's note}{#1}}

\newcommand{\BNPForVersion}[1]{
\LaTeXInfoTemplateOne{Applicable Blender version: #1}
}

\newcommand{\LaTeXInfoTemplateOne}[1]{
\begin{TemplateInfo}{\Info}{Information}
#1
\end{TemplateInfo}
}


\newcommand{\LaTexHelpFulHintTemplate}[1]{
\LaTeXDoubleBoxTemplate{Helpful Hint:}{#1}
}

\newcommand{\MyLaTeXTemplate}[3]{
\LaTeXDoubleBoxTemplate{MyLaTeXTemplate1:}{#1 \\ #2 \\ #3}
}

\newcommand{\TemplatePreformat}[1]{
\par
\begin{scriptsize}
%\setlength{\baselineskip}{0.9\baselineskip}
\ttfamily
#1
\par
\end{scriptsize}
}

\newcommand{\TemplateSpaceIndent}[1]{
\begin{scriptsize}
\begin{framed}
\ttfamily
#1
\end{framed}
\end{scriptsize}
}

\newcommand{\GenericColorBox}[2]
{
\newline
\begin{tabular}[t]{p{0.6cm}p{4cm}}
#1&#2\\  
\end{tabular}
}

\newcommand{\legendNamedColorBox}[2]
{
  \GenericColorBox{
    \parbox[t]{0.5\linewidth}{
      \textsuperscript{
        \fcolorbox{black}{#1}{
          \Huge{\,\,}
        }
      }
    }
  }{
    #2
  } 
}

\newcommand{\legendColorBox}[2]
{
  \GenericColorBox{
    \definecolor{tempColor}{rgb}{#1}
    \parbox[t]{0.5\linewidth}{
      \textsuperscript{
        \fcolorbox{black}{tempColor}{
           \Huge{\,\,}
        }
      }
    }
  }{
    #2
  } 
}



%\newcommand{\ubung} {{\LARGE $\triangleright$}}
\newcommand{\ubung}{\ding{228} \textbf{Aufgabe:}\,}

\newcommand{\TemplateSource}[1]
{
%\begin{TemplateCodeInside}{}{\baselineskip}{\baselineskip}{}{}{true}
\begin{scriptsize}
\begin{myshaded}\ttfamily
#1
\end{myshaded}
\end{scriptsize}
%\end{TemplateCodeInside}
}


\newenvironment{TemplateInfo}[2]
% no more parameters
%****************************************************
% Template Info
% Kasten mit Logo, Titelzeile, Text
% kann für folgende Wiki-Vorlagen benutzt werden:
%          Vorlage:merke, Vorlage:Achtung u.ä.
%
% #1 Logo  (optional) default: \Info
% #2 Titel (optional) default: Information; könnte theoretisch auch leer sein,
%                     das ist aber wegen des Logos nicht sinnvoll
%****************************************************
{
% Definition des Kastens mit Standardwerten
% u.U. ist linewidth=1pt erorderlich
\begin{framed}
% linksbündig ist besser, weil es in der Regel wenige Zeilen sind, die teilweise kurz sind
\begin{flushleft}
% Überschrift größer darstellen
\begin{Large}
% #1 wird als Logo verwendet, Vorgabe ist \Info aus marvosym
%    für andere Logos muss ggf. das Package eingebunden werden
%    das Logo kann auch mit einer Größe verbunden werden, z.B. \LARGE\danger als #1
{#1 } \
% #2 wird als Titelzeile verwendet, Vorgabe ist 'Information'
{\bfseries #2}
\medskip \end{Large} \\
} % Ende der begin-Anweisungen, es folgenden die end-Anweisungen
{ \end{flushleft}\end{framed} }


\newcommand{\TemplateHeaderExercise}[3]
% no more parameters
%****************************************************
% Template Header Exercise
% Rahmen als minisec mit Nummer der Aufgabe und Titel und grauem Hintergrund
% ist gedacht für folgende Wiki-Vorlage:
%          Vorlage:Übung4
% kann genauso für den Aufgaben-Teil folgender Vorlagen verwendet werden:
%          Vorlage:Übung    (wird zz. nur einmal benutzt)
%          Vorlage:Übung2   (wird zz. gar nicht benutzt)
%          Vorlage:Übung3   (wird zz. in 2 Büchern häufig benutzt)
%          C++-Programmierung/ Vorlage:Aufgabe  (wird zz. nur selten benutzt,
%                            ist in LatexRenderer.hs schon erledigt)
%
% #1 Text   (optional) 'Aufgabe' oder 'Übung', kann auch leer sein
% #2 Nummer (Pflicht)  könnte theoretisch auch leer sein, aber dann sieht die Zeile
%                      seltsam aus; oder die if-Abfragen wären unnötig komplex
% #3 Titel  (optional) Inhaltsangabe der Aufgabe, kann auch leer sein
%****************************************************
{
\minisec{\normalfont \fcolorbox{black}{shadecolor}{\large \, #1 #2 \ifx{#3}{}{}\else{-- #3}\fi \,} \medskip }
}
 
\newcommand{\TemplateHeaderSolution}[3]
% no more parameters
%****************************************************
% Template Header Solution
% Rahmen als minisec mit Nummer der Aufgabe und Titel und grauem Hintergrund
%
% ist gedacht für den Lösungen-Teil der Vorlagen und wird genauso
% verwendet wie \TemplateHeaderExercise
%****************************************************
{
\minisec{\normalfont \fcolorbox{black}{shadecolor}{\large \, Lösung zu #1 #2 \ifx{#3}{}{}\else{-- #3}\fi \,} \medskip }
}

\newcommand{\TemplateUbungDrei}[4]
{
\TemplateHeaderExercise{Übung}{#1}{#2}
#3
\TemplateHeaderSolution{Übung}{#1}{#2}
#4
}

\newcommand{\Mywrapfigure}[2]
{
\begin{wrapfigure}{r}{#1\textwidth}
\begin{center}
#2
\end{center}
\end{wrapfigure}
}



\newcommand{\Mymakebox}[2]
{
\begin{minipage}{#1\textwidth}
#2
\end{minipage}
}

\newcommand{\MyBlau}[1]{
\textcolor{darkblue}{#1}
} 
\newcommand{\MyRot}[1]{
\textcolor{red}{#1}
} 
\newcommand{\MyGrun}[1]{
\textcolor{mydarkgreen}{#1}
} 
\newcommand{\MyBg}[2]{
\fcolorbox{#1}{#1}{#2} 
} 

\newcommand{\BNPModule}[1]{
the "#1" module
} 


\newcommand{\LaTeXMerkeZweiTemplate}[1]{\LaTeXDoubleBoxTemplate{Merke}{#1}}

\newcommand{\LaTeXDefinitionTemplate}[1]{\LaTeXDoubleBoxTemplate{Definition}{#1}}

\newcommand{\LaTeXAnorganischeChemieFuerSchuelerVorlageMerksatzTemplate}[1]{\LaTeXDoubleBoxTemplate{Merksatz}{#1}}

\newcommand{\LaTeXTextTemplate}[1]{\LaTeXDoubleBoxTemplate{}{#1}}

\newcommand{\LaTeXExampleTemplate}[1]{\LaTeXDoubleBoxTemplate{Example:}{#1}}
\newcommand{\HaskellExampleTemplate}[2]{\LaTeXDoubleBoxTemplate{Example: #1}{#2}}

\newcommand{\LaTeXexampleTemplate}[1]{\LaTeXDoubleBoxTemplate{Example:}{#1}}
\newcommand{\LaTeXNoteTemplate}[1]{\LaTeXDoubleBoxTemplate{Note:}{#1}}
\newcommand{\LaTeXConsoleTemplate}[1]{\LaTeXDoubleBoxTemplate{Console:}{#1}}

\newcommand{\LaTeXPTPBoxTemplate}[1]{\LaTeXDoubleBoxTemplate{Points to ponder:}{#1}}

\newcommand{\LaTeXNOTETemplate}[2]{\LaTeXDoubleBoxTemplate{Note:}{#1 #2}}

\newcommand{\LaTeXNotizTemplate}[1]{\LaTeXDoubleBoxTemplate{Notiz:}{#1}}

\newcommand{\LaTeXbodynoteTemplate}[1]{\LaTeXDoubleBoxTemplate{Note:}{#1}}

\newcommand{\DarcsPatchProperty}[1]{\LaTeXDoubleBoxTemplate{Patch property:}{#1}}



\newcommand{\LaTeXecebcite}[1]{\textsuperscript{[#1]}}

\newcommand{\LaTeXmainpage}[1]{{\itshape Main Page: #1}}
\newcommand{\LaTeXAsof}[1]{As of #1}
\newcommand{\LaTeXasof}[1]{as of #1}


\newcommand{\LaTeXAPDIPpreface}[1]{
Roberto R. Romulo \newline
Chairman (2000-2002) \newline
e-ASEAN Task Force \newline
Manila, Philippines \newline
$\text{ }$\newline
Shahid Akhtar \newline
Program Coordinator\newline 
UNDP-APDIP \newline
Kuala Lumpur, Malaysia\newline 
http://www.apdip.net\newline}


\newcommand{\LaTeXcquoteTemplate}[1]{\LaTeXDoubleBoxTemplate{Quote:}{#1}}

\newcommand{\LaTeXCquoteTemplate}[1]{\LaTeXDoubleBoxTemplate{Quote:}{#1}}

\newcommand{\LaTeXSideNoteTemplate}[1]{\LaTeXDoubleBoxTemplate{Note:}{#1}}

\newcommand{\LaTeXsideNoteTemplate}[1]{\LaTeXDoubleBoxTemplate{Note:}{#1}}

\newcommand{\LaTeXExercisesTemplate}[1]{\LaTeXDoubleBoxTemplate{Exercises:}{#1}}

\newcommand{\LaTeXCppProgrammierungVorlageTippTemplate}[1]{\LaTeXDoubleBoxTemplate{Tip}{#1}}

\newcommand{\LaTeXTipTemplate}[1]{\LaTeXDoubleBoxTemplate{Tip}{#1}}
\newcommand{\LaTeXUnknownTemplate}[1]{unknown}

\newcommand{\LaTeXCppProgrammierungVorlageHinweisTemplate}[1]{\LaTeXDoubleBoxTemplate{Hinweis}{#1}}

\newcommand{\LaTeXCppProgrammierungVorlageSpaeterImBuchTemplate}[1]{\LaTeXDoubleBoxTemplate{Thema wird später näher erläutert...}{#1}}

\newcommand{\SGreen}[1]{This page uses material from Dr. Sheldon Green's Hypertext Help with LaTeX.}
\newcommand{\ARoberts}[1]{This page uses material from Andy Roberts' Getting to grips with LaTeX with permission from the author.}

\newcommand{\LaTeXCppProgrammierungVorlageAnderesBuchTemplate}[1]{\LaTeXDoubleBoxTemplate{Buchempfehlung}{#1}}

\newcommand{\LaTeXCppProgrammierungVorlageNichtNaeherBeschriebenTemplate}[1]{\LaTeXDoubleBoxTemplate{Nicht Thema dieses Buches...}{#1}}

\newcommand{\LaTeXPythonUnterLinuxVorlagenVorlageDetailsTemplate}[1]{\LaTeXDoubleBoxTemplate{Details}{#1}}

\newcommand{\LaTeXChapterTemplate}[1]{\chapter{#1}
\myminitoc
}

\newcommand{\Sample}[2]{
\begin{longtable}{|p{\linewidth}|}
\hline
#1 \\ \hline
#2 \\ \hline
\end{longtable}
}

\newcommand{\Syntax}[1]{
\LaTeXDoubleBoxTemplate{Syntax}{#1}}


\newcommand{\LaTeXTT}[1]{{\ttfamily #1}}
\newcommand{\LaTeXBF}[1]{{\bfseries #1}}
\newcommand{\ADAPK}[3]{{#1.#2}}
\newcommand{\LaTeXTTBF}[1]{{\bfseries \ttfamily #1}}
\newcommand{\LaTeXIT}[1]{{\itshape #1}}
\newcommand{\ADACOM}[1]{{\itshape -{}-#1}}

\newcommand{\LaTeXCenter}[1]{
\begin{center}
#1
\end{center}}


\newcommand{\BNPManual}[2]{The Blender Manual page on #1 at \url{http://wiki.blender.org/index.php/Doc:Manual/#1}}
\newcommand{\BNPWeb}[2]{#1 at \url{#2}}

\newcommand{\Noframecenter}[2]{
\begin{tablular}{p{\linewidth}}
#2\\ 
#1 
\end{tabluar}
}


\newcommand{\LaTeXTTUlineTemplate}[1]{{\ttfamily \uline{#1}}
}



\newcommand{\PythonUnterLinuxDenulltails}[1]{
\begin{tabular}{|p{\linewidth}|}\hline
\textbf{Denulltails} \\ \hline
#1 \\ \hline 
\end{tabular}}

\newcommand{\GNURTip}[1]{
\begin{longtable}{|p{\linewidth}|}\hline
\textbf{Tip} \\ \hline
#1 \\ \hline 
\end{longtable}}

\newcommand{\PerlUebung}[1]{
\begin{longtable}{|p{0.9\linewidth}|}\hline
#1 \\ \hline 
\end{longtable}}

\newcommand{\PerlNotiz}[1]{
\begin{table}{|p{\linewidth}|}\hline
#1 \\ \hline 
\end{table}}

\newcommand{\ISBN}[1]{ ISBN: #1 }
\newcommand{\EquationRef}[1]{\textbf{ (#1) }}
\newcommand{\NumBlk}[3]{\textbf{ #2 \hfill #3 }}


\newcommand{\ACFSZusatz}[1]{\textbf{ Zusatzinformation }}
\newcommand{\ACFSVorlageB}[1]{\textbf{ Beobachtung }}
\newcommand{\ACFSVorlageV}[1]{\textbf{ Versuchsbeschreibung }}
\newcommand{\TemplateHeaderSolutionUebung}[2]{\TemplateHeaderSolution{Übung}{#1}{#2}}
\newcommand{\TemplateHeaderExerciseUebung}[2]{\TemplateHeaderExercise{Übung}{#1}{#2}}

\newcommand{\ChemTemplate}[9]{\texttt{     
#1#2#3#4#5#6#7#8#9}}

\newcommand{\QED}[1]{\square}

\newcommand{\WaningTemplate}[1]{     
\begin{TemplateInfo}{\danger}{Warning}
#1
\end{TemplateInfo}}


\newcommand{\WarnungTemplate}[1]{     
\begin{TemplateInfo}{\danger}{Warnung}
#1
\end{TemplateInfo}}


\newcommand{\BlenderAlignedToViewIssue}[1]{     
\begin{TemplateInfo}{\danger}{Blender3d Aligned to view issue}
This tutorial relies on objects being created so that they are aligned to the view that you’re looking through. Versions 2.48 and above have changed the way this works. Visit Aligned (\url{http://en.wikibooks.org/wiki/Blender_3D:_Noob_to_Pro/Aligned_to_view_issue}) to view issue to understand the settings that need to be changed.
\end{TemplateInfo}}


\newcommand{\BlenderVersion}[1]{     
{\itshape Diese Seite bezieht sich auf }{\bfseries \quad Blender Version #1}}

\newcommand{\Literal}[1]{{\itshape #1}}

\newcommand{\JavaIllustration}[3]{
\begin{tablular}
{Figure #1: #2}
\\
#3
\end{ltablular}
}


\newcommand{\Ja}[1]{\Checkmark {\bfseries Ja}}
\newcommand{\Nein}[1]{\XSolidBrush {\bfseries Nein}}

\newcommand{\SVGVersions}[8]{
{\scriptsize
\begin{tabular}{|p{0.45\linewidth}|p{0.13\linewidth}|}\hline
Squiggle (Batik) & #1 \\ \hline
Opera (Presto) & #2 \\ \hline
Firefox (Gecko; auch SeaMonkey, Iceape, Iceweasel etc) & #3 \\ \hline
Konqueror (KSVG) & #4 \\ \hline
Safari (Webkit) & #5 \\ \hline
Chrome (Webkit) & #6 \\ \hline
Microsoft Internet Explorer (Trident) & #7 \\ \hline
librsvg & #8 \\\hline
\end{tabular}}

}


\theoremstyle{plain}
\newtheorem{satz}{Satz}
\newtheorem{beweis}{Beweis}
\newtheorem{beispiel}{Beispiel}

\theoremstyle{definition}
\newtheorem{mydef}{Definition}

\newcommand{\NFSatz}[2]{\begin{satz}#1\end{satz}#2}

\newcommand{\NFDef}[2]{\begin{mydef}#1\end{mydef}#2}

\newcommand{\NFBeweis}[2]{\begin{beweis}#1\end{beweis}#2}

\newcommand{\NFBeweisschritt}[2]{{\bfseries Beweisschritt} #1 \\ #2}

\newcommand{\Smiley}[1]{$\ddot\smile$}


\newcommand{\NFBeispiel}[2]{\begin{beweis}#1\end{beweis}#2}

\newcommand{\NFFrage}[3]{

\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}{\itshape \uline{#1}: #2} \\
#3
\end{myshaded}

}

\newcommand{\NFFrageB}[2]{

\definecolor{shadecolor}{gray}{0.9}\begin{myshaded}{\itshape \uline{Frage}: #1} \\
#2
\end{myshaded}

}


\newcommand{\NFVertiefung}[1]{
{\bfseries Vertiefung:} \\
Der Inhalt des folgenden Abschnitts ist eine Vertiefung des Stoffes. Für die nächsten Kapitel ist es nicht notwendig, dass du dieses Kapitel gelesen hast.

}







document/headers/title.tex

\publishers{en.wikibooks.org}
\title{Digital Media and Culture Yearbook 2014}







document/headers/unicodes.tex



\newcommand{\R}{\ensuremath{\mathbb{R}}}
\newcommand{\N}{\ensuremath{\mathbb{N}}}
\newcommand{\Z}{\ensuremath{\mathbb{Z}}}
\newcommand{\Q}{\ensuremath{\mathbb{Q}}}
\renewcommand{\C}{\ensuremath{\mathbb{C}}}
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\chapter{Technological Determinism}

\myminitoc
\label{0}

\label{1}
Technological determinism in its most basic form is the idea that technology has a significant effect on society. The theory presents the idea that technology is the reason for developments in our society, influencing our lives at a number of levels. Determinists believe that technology influences society on different levels; industry, communication between individuals and even individuals themselves. 
\section{Overview}
\label{2}

The definition of technological determinism can be regarded as the cultural implications of new media, by bringing into concern the history behind media theory and production and the way these frameworks develop social and cultural structures. With media technologies constantly developing and allowing for instant and convenient communication, theorists have argued that this has influenced social progressions. New media technologies have revolutionized everyday life to an extent where humans are able to create identity through social networking, consume media productions through television, computers and other means and also communicate from a local to a global scale.

By assessing theorists work such as Marshall McLuhan\footnotemark[1]\myhref{1}{https://en.wikibooks.org/wiki/\%3Aw\%3AMarshall\%20McLuhan}, who poses the idea that reforming media affects how humans distinguish and value the world around them and the differences between ‘hot’ and ‘cold’ media, we can establish how technology is determined through the shaping and changes of cultural and social formations.

Technological determinism comes in two main variations, best described as hard and soft determinism.

\begin{myitemize}
\item{}  Hard or strong determinism argues that technology is the foremost or sole reason for the way society is structured and any development in our culture. Technology is seen as the “prime mover in history” (Chandler, 2000).
\item{}  Soft or weak determinism is a less extreme argument, more approved of by scholars. It sees technology as more of an enabler for societal change. Rather than viewing technology as the sole or primary reason for anything that happens in society, it takes into account other factors and argues that technology gives us opportunities for development but does not necessarily cause it.
\end{myitemize}

\section{Context and Origin}
\label{3}

In history, technology is recognised as the ‘prime mover’ and according to technological determinists; it is the sole cause of change within society. With this, technology becomes seen as the most contributing factor when assessing the pattern of social organisation. Continuing from a technological determinist perspective, the argument remains that as technology has grown (from writing and print, to the television and the computer), society has changed alongside it. The most extremist technological determinists see the entire form of society as being determined by technology.

Thorstein Veblen\footnotemark[2]\myhref{2}{https://en.wikibooks.org/wiki/\%3Aw\%3AThorstein\%20Veblen} (1857-{}1929), an American sociologist and economist was believed to have originally coined the term Technical Determinism. His founding views led to a number of theorists expanding on the subject.  
\subsection{Karl Marx}
\label{4}
The first elaboration on technological determinism came from Karl Marx\footnotemark[3]\myhref{3}{https://en.wikibooks.org/wiki/\%3Aw\%3AKarl\%20Marx}, who believed that technology and its changes are the main influence on social relations and social order, and that technology forms the base of society (Chandler 2000). His association with determinism comes from statements such as \symbol{34}The Handmill gives you society with the feudal lord: the steam-{}mill, society with the industrial capitalist\symbol{34}, although some argue that he was not, in fact, an advocate of technological determinism. Marx focusses on theories surrounding economic activity and its role as a productive force. The forces of production are \textquotesingle{}technological processes once begun, require forms of organisation or commitments of political resources, regardless of their social desirability or previous social practices…Cultural and social change follows from technology’(Bimber, 1990:7).
\subsection{Non Marxist Theorists}
\label{5}
A number of Non-{}Marxist theorists have adopted a technological determinism stance including Sigfried Giedion\footnotemark[4]\myhref{4}{https://en.wikipedia.org/wiki/Sigfried_Giedion}, Lynn White Jr\footnotemark[5]\myhref{5}{https://en.wikipedia.org/wiki/Lynn_Townsend_White,_Jr.}, Leslie White\footnotemark[6]\myhref{6}{https://en.wikipedia.org/wiki/Leslie_White}, Harold Innis\footnotemark[7]\myhref{7}{https://en.wikipedia.org/wiki/Harold_Innis} and most notably, Marshall McLuhan\footnotemark[8]\myhref{8}{https://en.wikipedia.org/wiki/Marshall_McLuhan}. McLuhan (1911-{}1980) was the first theorist to recognise the changes related to technological determinism and how it would bring about a brand new society that was defined by networking and a greater connectivity.
\section{Main Concepts}
\label{6}
\subsection{Technological Imperative}
\label{7}

Technological imperative, also known as the inevitability thesis,  is the assumption that technology cannot be stopped in its development, and that technological progress is irreversible, unavoidable, and inevitable. Essentially, this theory assumes that because we are able to do something because of a particular technology, we ought to, must, or will do it. It is the theory that what can be done, will be done, whether or not it is moral, good, or productive for mankind. 

This is important to technological determinism as it recognizes the influence of technology on action. It drives society to act on not only what they are able to do, but also push the boundaries and test limits because, as John von Neumann\footnotemark[9]\myhref{9}{https://en.wikipedia.org/wiki/John_von_Neumann} observed, man cannot resist the technological possibilities as they arise (Mumford 1971: 186). Progress must continue wherever progress is possible. With this, the theory acknowledges the shift from technology as a means to technology as an end. Critics of the theory, including Jacques Ellul\footnotemark[10]\myhref{10}{https://en.wikipedia.org/wiki/Jacques_Ellul} and Ivan Illich\footnotemark[11]\myhref{11}{https://en.wikipedia.org/wiki/Ivan_Illich}, argue that the theory of technological imperative cannot be fully accurate, as not all areas of available progress are being exploited. The main argument stems from the lack of drive to create renewable energy sources.

\begin{myblockquote}
\item{}\symbol{34}Arnold Pacey suggests that the technological imperative is commonly taken to be \textquotesingle{}the lure of always pushing toward the greatest feat of technical performance or complexity which is currently available\textquotesingle{} (Pacey 1983, p. 79). The mathematician John von Neumann wrote with some alarm that \textquotesingle{}technological possibilities are irresistible to man.\textquotesingle{} (in Mumford 1971, p. 186). Jacques Soustelle\footnotemark[12]\myhref{12}{https://en.wikipedia.org/wiki/Jacques_Soustelle} declared of the atomic bomb that \textquotesingle{}Since it was possible, it was necessary\textquotesingle{} (in Ellul 1964, p. 99). And fatalists might add that since we can now destroy the planet, in time we will. The technological imperative is a common assumption amongst commentators on \textquotesingle{}new technologies\textquotesingle{}. They tell us, for instance, that the \textquotesingle{}information technology revolution\textquotesingle{} is inevitably on its way and our task as users is to learn to cope with it\symbol{34} (Chandler 2000).
\end{myblockquote}

According to McLuhan, the media dictates the message -{} an argument that becomes extremely relevant when according to technological imperative, society is unable to resist the development of technology and so also the continual development of media platforms.
\subsection{Social Media Influence}
\label{8}\subsubsection{Always-{}On}
\label{9}
The concept of Always-{}On stems from the idea that society is now \symbol{34}tethered\symbol{34} to technology, and that humans are always networked and connected in some way, even if they are not physically on any devices. This relates to technological determinism as the theory proposes that society and social relations are determined by technology, and thus also our on-{}line relationships and cultural tendencies.

Technological determinism underpins the theory of an ‘Always-{}on Culture’, arguing that social networking platforms have revolutionised the way society communicates.  It creates a new platform of communication, exclusive of face to face interaction. It can be a means to strengthen real life relationships or make solely online ones. It allows for communication in different social circles at the same time and with people across the globe. This, according to technological determinism has shaped the way people communicate within society. 

../Chapter 3: Always-{}on Culture/\footnotemark[13]\mylref{13}{98}.
\subsection{On-{}Line Identity}
\label{10}

Technological determinists would also argue that technology has an impact on our on-{}line identity, as the specifications of the medium help to dictate what kind of identity we are able to create. In a sense, technology creates parameters into which we must fit our identity -{} be it through profile pictures, privacy settings, status updates and even friends lists. With the development and increased popularity of social networking platforms, \textquotesingle{}online identity\textquotesingle{} has become an increasingly prevalent area of discussion. These social media sites have created a new online community with sometimes different cultural tendencies to the \textquotesingle{}real world\textquotesingle{}. People are given the opportunity to present an image of themselves to society via the \textquotesingle{}virtual world\textquotesingle{} which may or may not align with their \textquotesingle{}real world\textquotesingle{} identity. According to technological determinism, social media has created a platform for society to create separate identities in the \textquotesingle{}virtual world\textquotesingle{} and thus give people multiple personas who could not have without the aid of this technology. 

../Chapter 2: Online Identity/\footnotemark[14]\mylref{14}{27}.
\subsection{Science, History and Technology}
\label{11}

Technology has revolutionised throughout history with the adaptation of science. There is a distinct view that technology is applied to science; science creates new explanations, models and predictions about the world which is then applied to practice with technological innovation. Throughout history science has reflected its theories into technology thus forming an in sync correspondence between changes within technology and changes within the world. 

New science comes from old science; new technology from old, from recent developments in media technologies such as mobile phones, the internet, wireless computers such as iPads and laptops and special effects these have resulted in the modification of older technology by improving electronic devices and battery power (Collins \& Evans, 2006:10). 
\subsubsection{Gutenberg\textquotesingle{}s Printing Press}
\label{12}
According to McLuhan\textquotesingle{}s theory, the printing press is an example of how technology can change society. The printing press increased the speed of production for the written word, which in turn allowed the reproduction of the written word. This lead to the standardisation of vernacular languages and universal literacy. Thus, the experience of the world is transformed by the standardization of a common language, through the development of a new technology.
\section{Notable Determinists}
\label{13}\subsection{Marshall McLuhan}
\label{14}
Marshall McLuhan\footnotemark[15]\myhref{15}{https://en.wikipedia.org/wiki/Marshall_McLuhan}\textquotesingle{}s work is often viewed as a founding part of the study of media theory, and is often seen as a key component in technological determinism.
\paragraph{Extensions of the Human Body}
{$\text{ }$}\newline\label{15}
This is the assertion by McLuhan that technology are tools that extend the human body and more accurately, extend or amplify the abilities of the visual and aural senses. Examples of this would be the television extending the visual senses or the telephone extending the aural (Brey,2000). McLuhan goes on to say that technology in fact changes the way we act in society and that nowadays people “wears its brain outside its skull and its nerves outside its hide” (McLuhan, 1966 p.64). Although at first this may seem an obscure and nonsensical view, it can be comprehended in that much of the technology we use for interacting and viewing the world start at our fingertips and with the technology that we consume.

McLuhan’s assertion that the medium is the message is perhaps now becoming a more likely theory than was first thought. He asserted that technology is like a bodily extension just like the  “wheel is an extension of the foot” and “a hammer is an extension of the arm” (Lister et al, 2003: p.78) and the recent announcements by Google, Intel, and Facebook that they were all investing heavily in wearable technology is testimony to McLuhan’s theory (BBC, 2014a). Facebook recently bought virtual reality technology firm Oculus VR for £1.2bn and Mark Zuckerberg claimed that “virtual reality will be the next social communications platform” (The Guardian, 2014). Furthermore, his statement that this wearable technology could “change the way we work, play and communicate” (BBC, 2014b) directly supports McLuhan’s stance.
\paragraph{The Global Village}
{$\text{ }$}\newline\label{16}
This is a term coined by McLuhan in reference to what he calls the Electronic culture that arises with the increased use of televisions and computers. A way of understanding this is that the improvement in technology has allowed for much quicker communication. In theory this allows for the entire world to be compressed into a Global Village where everyone can quickly communicate with each other, whereas in practice this has manifested itself through the internet allowing for an individual to have a much larger number of  near constant social connections. A very recent example of this would be the case of popular social media site Facebook in which an average adult user is said to have 338 friends, which clearly shows the breaking down of distance and ease of communication that McLuhan conveys in his idea of the global village(Singha, 2014). This can be also be further established by looking at the number of people that use the most common social networking sites, 1.23 billion monthly active users on Facebook and over 1 billion unique YouTube user visits per month. This puts people in potential contact with more people than they could meet or speak to in their lifetime and again strengthens the idea of the global village. Another idea of this is that through the quick access and speed of response that comes with this type of technology we are able to react to global issues far faster than previously. Therefore, issues that may have once not have been of concern can be addressed by a much bigger crowd. This follows the same underlying concept of increasing technology reducing distances and effectively making the world a smaller more accessible place. McLuhan also suggests that the people who live in this electronic culture, or global village gain all the benefits and downfalls of new technologies and so whereas distances are no longer a problem for communication, technology barriers and development or lack of it can still provide issues (Smith,M and Marx,L. 1994).
\paragraph{Hot and Cool Media}
{$\text{ }$}\newline\label{17}
A way in which Mcluhan categorises different forms of media is through a temperature type scale in which there are both hot and cool types of media. As with much of McLuhan\textquotesingle{}s writings this is not an initially intuitive process. A media type is considered hot if it heavily utilises and immerses one sense in particular. An example of this may be the comparison of a photograph which gives a large and detailed amount of visual information and hence a hot media form, to a sketched cartoon which gives a minimal amount of information visually (Van Koten, 2009). Furthermore McLuhan suggests that it is cool media that involves a higher amount of interpretation from the consumer than hotter forms of media. This can again be thought of as a photo presenting visual information more clearly where as a drawing may need to be interpreted in terms of shapes and colours and a have a meaning which may be more contentious drawn less easily from this information. Below is a table which contrast various types of hot media with their cooler media counterparts (Van Koten, 2009). There is a large amount of contention about the usefulness of the hot and cool media scale due a number of issues that are described in the Criticism\footnotemark[16]\myhref{16}{https://en.wikibooks.org/w/index.php?title=Digital_Media_and_Culture_Yearbook_2014/Chapter_1:_Technological_Determinism\&stable=0\#Problems_with_Hot_and_Cool_Media} section below.

\begin{longtable}{|>{\RaggedRight}p{0.45957\linewidth}|>{\RaggedRight}p{0.48329\linewidth}|} \hline 
{\bfseries \hspace*{0pt}\ignorespaces{}\hspace*{0pt} Hot Media }&{\bfseries \hspace*{0pt}\ignorespaces{}\hspace*{0pt} Cool Media}\\ \hline \hspace*{0pt}\ignorespaces{}\hspace*{0pt} Low Participation &\hspace*{0pt}\ignorespaces{}\hspace*{0pt} High Participation\\ \hline \hspace*{0pt}\ignorespaces{}\hspace*{0pt} Radio &\hspace*{0pt}\ignorespaces{}\hspace*{0pt} Telephone\\ \hline \hspace*{0pt}\ignorespaces{}\hspace*{0pt} Cinema &\hspace*{0pt}\ignorespaces{}\hspace*{0pt} Television\\ \hline \hspace*{0pt}\ignorespaces{}\hspace*{0pt} Written word &\hspace*{0pt}\ignorespaces{}\hspace*{0pt} Spoken Word\\ \hline \hspace*{0pt}\ignorespaces{}\hspace*{0pt} Photo &\hspace*{0pt}\ignorespaces{}\hspace*{0pt} Comic\\ \hline \hspace*{0pt}\ignorespaces{}\hspace*{0pt} Novel &\hspace*{0pt}\ignorespaces{}\hspace*{0pt} Poetry\\ \hline 
\end{longtable}


Similar to McLuhan’s idea of hot and cool media is the notion of \textquotesingle{}light on\textquotesingle{} and \textquotesingle{}light through\textquotesingle{} media. ‘Light on’ media is where the light source bounces off a surface or object before hitting the viewers’ eyes. Therefore the light is projected onto a screen (Van Koten, 2009). ‘Light through’ media is where the light source is positioned in front of audience; therefore making the audience the screen by projecting light onto them (Van Koten, 2009). In likeness to hot and cool media, ‘light on’ would be described as hot because it is “all revealing” where ‘light through’ is less revealing, more “mysterious” so therefore cool (Van Koten, 2009, p.91). An example of ‘light on’ media is cinema, where the light comes from behind the audience onto the screen, with no chance of participation; where an example of ‘light through’ media is television with the light projecting from the TV onto the viewers, giving more room for interpretation and interaction.
\subsection{Ray Kurzweil}
\label{18}


Ray Kurzweil\footnotemark[17]\myhref{17}{https://en.wikipedia.org/wiki/Ray_Kurzweil}, a futurist specified in speech recognition technology and the future of technology such as robotics and biotechnology, is notable as a technological determinist with his assessment of the history of technology and its rate of progress. 

By establishing technology as a determinist force he states that ‘once life takes hold on a planet, we can consider the emergence of technology is inevitable\textquotesingle{} (Kurzweil, 1999:30). Kurzweil assumes that the rate of progress of technology is at such a high speed that technological intelligence will surpass human intelligence within a few decades (Kurzweil, 2004:382). He argues that the future holds technological change so fast human nature will take longer to adapt to these changes and the rapid pace of innovation.

Kurzweil explains that technology is a means of evolution, in that ‘technology picks right up with the exponentially quickening pace of evolution’(Kurzweil, 1999:30). Technology has a positive effect on human individuals and society as it allows them to change themselves by bettering their cognitive abilities and health by adapting to technological advancements. For Kurzweil, exponential growth\footnotemark[18]\myhref{18}{https://en.wikipedia.org/wiki/Exponential_growth} is the leading factor in technology where Moore’s Law\footnotemark[19]\myhref{19}{https://en.wikipedia.org/wiki/Moore's_law} is of strong importance.
\section{Criticism and Debate}
\label{19}

Technology through significant media forces has reshaped the way in which humans behave, the structure of human societies and even language. Media even has the power to change governments (Collins \& Evans, 2006:50). Theorists have formed contradictory ideas that raise debates over the development of technology as being a direct source of social change.
\subsection{Cultural Determinism}
\label{20}

Cultural determinism is the idea that the society and culture surrounding us helps determine who we are. Essentially, the environment has more of an influence on something than inherited traits. This opposes the idea of technological determinism as it then assumes that society is not influenced by technology, but rather that society influences technology to fulfill its needs and social tendencies that already exist. The main cultural determinist is Raymond Williams\footnotemark[20]\myhref{20}{https://en.wikipedia.org/wiki/Raymond_Williams}.
\subsubsection{Raymond Williams}
\label{21}

Raymond Williams\footnotemark[21]\myhref{21}{https://en.wikipedia.org/wiki/Raymond_Williams} ‘insists that the future of our media will depend on our capacity to make informed judgements and decisions about that future.’ Our world, society and history are continually altered by whatever new technology comes along: the steam engine, the automobile, the atomic bomb. (Williams, 2003:1). Technology such as television is often argued that it has effects on social behaviour and cultural and psychological conditions. However these effects are the result of the technology being the cause. The notions of a cause and effect between a technology and society, a technology and a culture and a technology and a psychology are quite complex to apply answers and theories to. Williams, however goes on to analyse specifically television as a technology that results in cultural pattern shifts. Williams states that television has altered our world. In this sense it has been created ‘as a result of scientific and technical research’ yet television has been used in many other forms, these are simply the effects of its creation:

\begin{myitemize}
\item{}  As a tool for social communication to construct social relationships.
\item{}  It provides us with certain perceptions of reality within the world
\item{}  It provides a strong mode of communication through news and entertainment
\item{}  Through television advertising is made possible to promote goods to society
\item{}  It follows a set of systems to what society wants from television by attending to opinions and styles of behaviour from what is produced.
\end{myitemize}


Arguably the development of television and overall technology cannot be assumed to purposefully direct society into conforming to change. Technology should be considered as a typical invention of which is accidental in its proceedings (Williams, 2003:5). Television is therefore a technology which without it humans would still have been influenced or entertained by other means. 

Technological Determinism is only one force among others; \textquotesingle{}social forces shape technology and technology shapes society, and societies can, and frequently do, make rules that determine which technologies are used and what use can be made of them\textquotesingle{} (Collins \& Evans, 2007:51).

There is an argument concerning whether determinism is in-{}fact too determined. This theory suggests that determinism that is seen to focus on technology to recognise how we act or think can ignore how we in-{}fact reach this point. Ong (1982) understands that writing has transformed us, however we are gradually holding less and less control over this. Ong (1982:77) presents ideas about writing and how writing has transformed human consciousness. Ong (1982) takes this further and states that as a result this gives this form of technology a sense of autonomy. This leads to the belief that it is difficult to understand the possible social changes that have to occur in technology as it acts on its own to decipher which caused or resulted in the other to occur. 

Further criticism of Technological Determinism is found in the idea that the theory is written in a broad sense. McLuhan also fails to mention how technologies are constructed yet implicitly speaks of the way in which humans interact with technology. McLuhan also fails to acknowledge the idea of ‘technological innovation’ this is despite the fact that this technologies are created through the human interplay with various technologies that McLuhan holds in high regard (Cana 2003).
\subsection{Problems with McLuhan\textquotesingle{}s \symbol{34}the medium is the message\symbol{34}}
\label{22}
It could be argued that it is more beneficial to state that \symbol{34}the medium is also the message\symbol{34} as opposed to \symbol{34}the medium is the message\symbol{34}. This is believed because the nature of the medium in itself is informative and it is hard to claim that the content is independent of the medium. It is difficult to suggest that the content is not shaped by the medium. Also, content that is generated by technology such as language, print, TV and internet justify it\textquotesingle{}s usability and this content can also work to fuel new technological innovations (Cana 2003).
\subsection{Problems with Hot and Cool Media}
\label{23}
As McLuhan has the tendency of doing in his writing, the Hot and Cool media temperature scale comes with a number of criticisms due to the somewhat vague nature in which it is described. Firstly, there is no actual way of measuring the temperature of a media form and so no way of being able to determine if one type of media is hotter or cooler than another. This means that it is a subjective scale and that any consensus comes down to the opinions of the people using it, therefore leaving it prone to bias and making it somewhat less useful. To add to this, the scale can only be used when comparing two media forms that have somewhat similar aims or place emphasis on the same senses such as the radio and telephone(Van Koten, 2009). As much of McLuhan\textquotesingle{}s work is not particularly recent it also does not include or take into consideration many recent updates in technology. Examples of this would be the improvement of televisions with high definition capabilities and video calling technology available commonly on smart phones. Therefore it can in many cases be discarded as a flawed method of gauging media.
\section{Glossary}
\label{24}

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Cool Media}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: is known to be of low definition, this is so because the level of information being given to the reader is small. In comparison to hot media, cool media requires greater levels of participation from audiences. Examples of cool media include: telephones, cartoons, television. 

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Culture}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: the totality of socially transmitted behavior patterns, arts, beliefs, institutions, and all other products of human work and thought.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Hot Media}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: is described as something that is of ‘high definition’ and are low in participation as they do not require much assistance from audiences to be filled or completed. The idea of high definition photographs can be used to this extent. Other examples of hot media include: radio, print and movies.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries non-{}Marxist}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: a non-{}Marxist can be defined as a socialist who disagrees with the idea of communism and works towards and wishes for a society to exist where the workers within society have the over-{}riding say in their lives.
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\label{27}\section{Introduction}
\label{28}

The internet was not originally built as a “personal communication medium, let alone a way for fans to connect around their objects of pleasure, for people to find potential romantic partners, for employers to find or investigate potential hires, or any such social process. It was developed to safeguard military knowledge.\symbol{34}\footnotemark[22]\myref{22}{Baym, N. (2010). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Personal Connections in the Digital Age: Digital Media and Society Series}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.13). Cambridge: Polity Press.}

The term online identity has obvious connotations of the profiles people hold on social networking sites such as Facebook. However, the realms of online identity are not isolated to and focused purely on social networking sites, and include a plethora of online sites that provide an outlet for expression and representation of identity online.

Thinking about online identity and how we use it, and how it consequently uses us, allows for thought on a range of topics including: how social media technologies help mobilize our identities; the way we communicate with each other; how the narratives we construct through our online identities relate to our culture; how we present ourselves to others in the social media world; and the nature of production and consumption of digital representations. 

Online identity is argued by many theorists and critics as being another outlet for the expression of identity, and a fair amount of focus is granted to the modification process that accompanies it. It is a contentious issue as to whether our actual identities align with our online identities or whether it is more complicated than this, and this too is explored by theorists in order to try and obtain a greater understanding of the broad spectrum that is online identity.
\section{Main Concepts}
\label{29}
\section{Forms of Digital Representation}
\label{30}\subsection{Narrative}
\label{31}

Understanding narrative is vital in understanding the impact online identity can and does have on the individual and the 21st century.  Narrative in this context needs to be described in a much more critical sense than just \textquotesingle{}narrative has something to do with stories\textquotesingle{}. Whilst it does involve the process of storytelling and description, narrative is a very old form of communication that is powerful; it can work in simple forms or on a sophisticated level. It is not the same sort of storytelling found in literature as it is independent from fiction. It exists in the real world and is how we make sense of our lives and the world around us. Putting and displaying our narratives online preserves it, makes it more real and helps us feel more human by providing us with proof. Facebook statuses, pictures and albums are a prime example of this. Narrative is independent of ‘tellability’: you can tell a story, but narrative has a psychological component as it involves the listener’s or observer’s participation in ‘filling in the gaps’ of the story.  These gaps can be the back story, intertextual references, characterisation and even generic familiarity. Narrative and realism are dominant in the production of digital representations.

Van Koten argues that narrative and realism are dominant forms of digital representation in terms of production.\footnotemark[23]\myref{23}{Van Koten, H. (2009). The Digital Image and the Pleasure Principle: The Consumption of Realism in the Age of Simulation. In Bentkowska-{}Kafel (Eds.), {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Digital Visual Culture: theory and practice}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.89). Bristol: Intellect} Online identity is so closely linked to (and in essence is) a form of self expression. Essentially, creating an identity for oneself online and presenting ones narrative to the world is one of the ways in which we create platforms for ourselves. This platform has allowed for self-{}expression of the identity we want to have and want to present to the world.
\subsection{Behaviours and Narrative on Facebook}
\label{32}

Facebook is something that might be used by almost the entire world, but how we use our individual page is a different matter. Facebook is a place where narrative exists as people post about their lives through photographs, status updates and events. In fact, Facebook has even evolved to give people their own timelines, and one can look back over their story to see how their existence has developed and how it has been documented and shared on Facebook. 

A book my Gemini Adams looks at the idea of how people view Facebook posts in different ways \footnotemark[24]\myref{24}{Adams, G. (2013) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Facebook Diet, The : 50 Funny Signs of Facebook Addiction and Ways to Unplug With a Digital Detox (The Unplug Series)}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.1-{}146). London: Live Consciously}  Adams suggests that there are two forms of Facebook narrators; the ones who put everything on, and the ones who are more selective about their posts:
For example some people use Facebook to talk about everything such as:
What they eat
What film they are watching
If they’re happy or sad
If they’re enjoying a lecture or falling asleep
Who they are angry with 
The fact they are frustrated walking in the rain or waiting for a bus
All the photos from nights out whether they are of quality or not
This may not seem like an issue and Adams notes that these, “superficial,” details are not very harmful. However, it is believed that some people have a very different approach to Facebook and see it as an almost sacred space to be used only for important or useful updates such as:
I’m getting married
What is the best way to cook a chicken?
I passed my exams
Can anybody suggest the best taxi firm in the area?
I’m buying a house
I went on holiday, here are my pictures
I’m getting a new job

Therefore, Adams shows that the subjects of narration on Facebook differ depending on the school or “sharing levels,” that a person belongs to. 

However, the book also points out that the detail of the given narration is also dependent on how people view Facebook as a forum for publicising information. For example, some people may announce on Facebook that they are pregnant without telling friends or family first. Some argue that this is natural as Facebook is now a normal and common form of communication. However, others are concerned that Facebook has forced a loss in the intimacy of communication and eradicated the need for making the effort to contact people. It is also suggested that some events in a person’s life are personal and it is inappropriate to share it with the large group of, “random acquaintances,” that make up a large percentage of people’s Facebook friend group.

Overall the book raises the idea that Facebook is a site of narration, but users adopt it in different ways and choose to share their stories in a mixture of styles which raises controversial questions and theories on communicative behaviour.
\subsection{Narratives and Online Chat Rooms}
\label{33}



Online chat rooms are a place where people can open up and develop their true character due to the freedom of anonymity. However, because in a chat room one speaks to a stranger who one may never meet or come across again, there is an extreme temptation to create a false narrative for the sake of: fun, experiment, emotional liberation or exploitation.

A book by Dr Monica T. Whitty and Dr Adiran N. Carr which looks at romances online explains that people are restricted in real life by the baggage of reality that they find oppressing or problematic. \footnotemark[25]\myref{25}{Whitty, T and Carr, A (2006) “Cyberspace Romance: The Psychology of Online Relationships”, (pp.45-{}53). England: Palgrave Macmillian} Similarly, using teenage subjects in a chat room setting, Lynn Schofield Clark observed the way they acted towards strangers online and concluded that chat rooms are often used only for \symbol{34}fun\symbol{34} and not the pursuit of serious relationships; the attraction of this being the lack of consequences within their cyberspace narrative. \footnotemark[26]\myref{26}{Jones, S G (ed) (1998) \symbol{34}Cybersociety 2.0: Revisiting Computer-{}Mediated Communication and Community\symbol{34}, (pp.159-{}182). London: SAGE Publications, Ltd.} Internet chat rooms offer an escape from this as users have the opportunity to invent new lives, new back stories and to rid themselves of unwelcome details which they wish they could remove in reality. 

It is questionable as to whether this is a positive or negative ability as there are both advantages and disadvantages to it. One could say that having the freedom to have an invented narrative could allow one to express themselves and explore emotions or ideas that seem impossible in ordinary life. It may reduce the likelihood of mental illness as a person has a forum to be experimental and play out confusing issues. However, it is also arguable that this stops people living in reality and dealing with their lives in an active and healthy manner. False narratives encourage deception and also allow for people to exploit and harm vulnerable others through the use of abusive manipulation and emotive stories.

Regardless of the ethical arguments, it is evidential through exploring studies on online chat rooms, or even through personal use, that they do provide users with the chance to either voice their own genuine narratives without fear of being known. But chat rooms also let people invent new or fabricated narratives which can potentially be beneficial to their own development, or indeed harmful to themselves and to others.
\section{Impression Management}
\label{34}

Online presentation of the self is an expression of identity, but also a careful management process, through visual representation, that seeks to modify the impression that others have about our personalities

The World Wide Web gives users the ability to present various forms of the self to others at a distance. With the presence of an online identity that has the potential to be distributed and viewed across the globe, how you are presented and judged can become a major issue for many people. This can affect self-{}confidence and may lead to some people manipulating real-{}life events prior to making a record of them available online (through editing of photos, posts, etc), but also the ability to keep elements of your life separate; e.g. professional and social life, how you present yourself to family and how you present yourself to friends, and the expectations that come with the aforementioned. Thus, impression management could be said to be the act of selectively presenting and hiding sides of one’s own identity.

Due to the increasing likelihood of one\textquotesingle{}s online identity affecting real-{}life events and circumstances, Impression Management is arguably more important now than it has ever been. The vast majority of executive companies have been using search engines to perform background checks on applicants and potential employees since 2006.\footnotemark[27]\myref{27}{ Cristian Lupsa (November 29, 2006). \symbol{34}Do you need a Web publicist?\symbol{34}. The Christian Science Monitor.} Eight years later, not only has that percentage risen, but employers are twice as likely to eliminate a potential candidate for a position due to negative information found online. Additionally, over one quarter of executives placed into positions by search firms in 2012 were initially contacted or identified on a social network, meaning not only must potential applicants remain increasingly vigilant, for possible negative aspects of their online identity, but must also proactively work toward presenting oneself as being employable. \footnotemark[28]\myref{28}{Greenspan, Robyn. 2013 Executive Job Market Intelligence Report. Rep. Execunet, 2013. \myplainurl{http://www.execunet.com/promo/pdf/ExecuNet_Executive_Job_Market_Intelligence_Report_2013.pdf.} }
\subsection{Anonymity}
\label{35}
\paragraph{Disembodiment effect}
{$\text{ }$}\newline\label{36}

The disembodiment effect regards the agency of online users, able to interact and communicate online, exceeding the limitations of their physical bodies. The digital environment seems to disregard the idea of a connection between one’s self and one’s body. Users are able to use make use of language, avatars, pictures, amongst other social cues, and use SNS’s to manipulate their various social cues and affordances to create disembodied online entities which can operate in ways perhaps different from how they would act socially in person. Where anonymity is an affordance of a particular SNS, users are capable of behaving either in accordance or against the norms of their social behaviour. Some can behave maliciously and deviate from their usual civilised, socialised behaviour under the allowance of anonymity.
\subsubsection{Disinhibition Effect}
\label{37}

The disinhibition effect, where online users shed their real time social inhibitions in their anonymous, invisible online identity, is thought to be broken down into 6 explanatory factors: dissociative anonymity, invisibility, asynchronicity, solipsistic introjection dissociative, and minimization of authority. Disinhibition is usually categorised as either Benign or Toxic, the former referring to the way in which people can often act nicer than they do in face-{}to-{}face situations and the latter describing the way in which people can rally against socially-{}accepted moral norms and explore darker domains.  
\subparagraph{Dissociative anonymity}
{$\text{ }$}\newline\label{38}
Where usernames and email addresses are the main information we have of one another as users, people can remain relatively anonymous online: some having fake names, and others having no names. In representing such a limited amount of data about one’s self we are able to operate without accountability. By dissociating one’s online actions from one’s self and real identity, people are less hesitant to vocalize any thoughts or opinions they have, and self-{}disclose freely. One can avoid assuming ownership of their online actions, and can even convince themselves that such behavior is separate from them and “not me at all.” \footnotemark[29]\myref{29}{ Suler, J., The Online Disinhibition Effect, Vol 7, no. 3, Mary Ann Liebert, Available at: \myplainurl{http://www.samblackman.org/Articles/Suler.pdf}
}
\subparagraph{Invisibility}
{$\text{ }$}\newline\label{39}
Being not physically present or seen when interacting online can add to the disinhibition effect in that one has the ability, and capacity, to roam through and view data in various different online areas; chat rooms and online interactions. Although we can understand a lot about a user’s identity through our online interaction with them and their self-{}disclosure, we still cannot physically see them. \footnotemark[30]\myref{30}{ Suler, J., The Online Disinhibition Effect, Vol 7, no. 3, Mary Ann Liebert, Available at: \myplainurl{http://www.samblackman.org/Articles/Suler.pdf}
}\\

\TemplateSpaceIndent{$\text{ }${}$\text{ }${}By$\text{ }${}eradicating$\text{ }${}the$\text{ }${}physical$\text{ }${}social$\text{ }${}cues$\text{ }${}present$\text{ }${}in$\text{ }${}physical$\text{ }${}interaction,$\text{ }${}such$\text{ }$\newline{}
$\text{ }${}as$\text{ }${}facial$\text{ }${}expressions$\text{ }${}and$\text{ }${}reactions$\text{ }${}to$\text{ }${}an$\text{ }${}unsettling$\text{ }${}statement,$\text{ }${}or$\text{ }${}how$\text{ }${}one$\text{ }${}looks$\text{ }$\newline{}
$\text{ }${}when$\text{ }${}uttering$\text{ }${}a$\text{ }${}controversial$\text{ }${}aside,$\text{ }${}this$\text{ }${}ultimately$\text{ }${}can$\text{ }${}eradicate$\text{ }${}one’s$\text{ }${}regard$\text{ }$\newline{}
$\text{ }${}for$\text{ }${}how$\text{ }${}such$\text{ }${}a$\text{ }${}statement$\text{ }${}makes$\text{ }${}them$\text{ }${}look$\text{ }${}or$\text{ }${}how$\text{ }${}it$\text{ }${}is$\text{ }${}received$\text{ }${}by$\text{ }${}others.$\text{ }${}\footnotemark[31]\myref{31}{ Baym, N. (2010). Personal Connections in the Digital Age: Digital Media and Society Series. Cambridge: Polity Press.}$\text{ }$\newline{}
$\text{ }${}Ultimately$\text{ }${}this$\text{ }${}invisibility$\text{ }${}can$\text{ }${}effect$\text{ }${}how$\text{ }${}we$\text{ }${}portray$\text{ }${}ourselves,$\text{ }${}and$\text{ }${}how$\text{ }${}we$\text{ }$\newline{}
$\text{ }${}interact$\text{ }${}with$\text{ }${}others$\text{ }${}in$\text{ }${}such$\text{ }${}a$\text{ }${}disinhibited$\text{ }${}mode$\text{ }${}of$\text{ }${}behavior.}

\subparagraph{Asynchronicity}
{$\text{ }$}\newline\label{40}
Interacting online, we do not have to communicate in real time – we can wait hours, days or even weeks before responding to one another – whereas in real time interactions we need to deal with others’ immediate reactions to what we say and do. Having to consider others in our real time actions inhibits us to conform to social norms and respond with social regard for the other person. When these social cues are lifted in the anonymous, invisible online realm, we can bide our time and allow ourselves to develop our thought processes and opinions, giving rise to structured and articulate responses benign and toxic disinhibition that avert social norms.
\subparagraph{Solipsistic introjection}
{$\text{ }$}\newline\label{41}
Through not interacting face to face, online interactivity between users can blur boundaries of the self. People can feel connected psychically with the thought processes and messages of the user they are speaking to, as they are devising a voice and image of that user speaking inside their own mind, and introducing the other’s thought process and ‘voice’ into their own psyche. The online user then becomes one’s companion inside one’s inner psychological world, where one can entertain continuations of online conversations and say things they perhaps would not say in person. In reading a companion’s messages online listening to the voice constructed for them inside one’s head, one may hear one’s own voice and take what their companion is saying as their own voice speaking to their self. In hearing one’s own voice when interacting with another user online, as if having a conversation with one’s self, one is likely to be disinhibited and say whatever comes to mind -{} as speaking to one’s self inside one’s own head feels perfectly safe. \footnotemark[32]\myref{32}{ Suler, J., The Online Disinhibition Effect, Vol 7, no. 3, Mary Ann Liebert, Available at: \myplainurl{http://www.samblackman.org/Articles/Suler.pdf}
}

\subparagraph{Dissociative imagination}
{$\text{ }$}\newline\label{42}
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\subparagraph{Minimization of authority}
{$\text{ }$}\newline\label{43}
One’s offline authority is coded and communicated through various social cues such as modes of dress, body language and position within society in everyday society. Without these social cues of the physical world, one’s authority can be dramatically diminished online in the realm where users feel equally capable and entitled to express their views. Anonymity enables a type of freedom, and this freedom can have obvious personal benefits if the material being generated, shown or shared is transgressive.\footnotemark[35]\myref{35}{ Davidson, P. {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Social Media Reader}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (2012). (pp.132). New York: New York University Press} Where fear of punishment may govern someone’s decision to speak their mind in person, these limitations can disappear online where people feel free to disclose the beliefs of their elevated, entitled online identity. As the online realm depends on articulation of text, not necessarily immediately in response to a user but whenever one feels to do so, those who can manipulate language in a sophisticated manner can elevate their own status and authority online by seeming of superior intellect. In this the lines of authority can be blurred online. \footnotemark[36]\myref{36}{ Suler, J., The Online Disinhibition Effect, Vol 7, no. 3, Mary Ann Liebert, Available at: \myplainurl{http://www.samblackman.org/Articles/Suler.pdf}
}

\subsubsection{Cyberbullying}
\label{44}

Since the beginning of Social Media, there have been issues with cyberbullying or ‘trolling’ as its also known. The severity of this form of bullying can range from flippant remarks to organised acts of violence and invasion of privacy. Whereas most bullying targets people based on gender, sexuality, race, or class, the ease with which comments can be sent has led to people of all types being subject to online intimidation. Most often, people create new online identities just for the purpose of cyberbullying.  Cyberbullying means sending or posting harmful material or engaging in other forms of social aggression using the Internet or other digital technologies \footnotemark[37]\myref{37}{Willard, Nancy. (2007). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cyberbullying and Cyberthreats}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (Champaign: Research Press). } . This can be done by a single bully or multiple ones, and primarily takes place on social networking sites. It’s also common for people to create fake profiles on online dating sites and to pretend to be someone they’re not, which is referred to as ‘catfishing’. 

Cyberbullying can sometimes be worse than real life bullying, since the bullies usually hide behind the mask of anonymity offered by false online identities. The ability for individuals to cover up their digital trail by using alternate accounts under different guises, often with other IP addresses or personal information other than their own, makes it hard to estimate exactly how much a person can be held accountable for. Furthermore, because of the lack of face-{}to-{}face contact, the bully might not know the effects their bullying might have on the victim and thus are unable to realise the gravity of their actions \footnotemark[38]\myref{38}{ Storm, Paris \& Storm, Robert (2006) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Adolescents: A Preliminary Assessment}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] in {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Educational Forum}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] vol. 70 no. 1 pp. 21-{}36}.  Anonymous bulling might have serious consequences. There have been numerous cases in which the victim has even committed suicide as a result of the torment they have faced from an anonymous source. Especially with teenagers, cyberbullying is hard to prevent since the victims usually don’t alert family to the fact that they’re being bullied out of fear that their parents might take extreme precautions to prevent further incidents, such as confiscating their computers and mobile phones \footnotemark[39]\myref{39}{ Storm, Paris \& Storm, Robert (2006) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Adolescents: A Preliminary Assessment}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] in {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Educational Forum}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] vol. 70 no. 1 pp. 21-{}36}.

One of the most tragic examples of cyberbullying was the case of 13-{}year old Megan Meier from Missouri. In 2006, Megan started talking to a teenage boy who introduced himself as “Josh Evans“ on the social networking site MySpace. After a few weeks of being in an online relationship the nature of their communication abruptly changed with Josh starting to make insulting comments. Eventually, their correspondence resulted in Megan’s suicide. Months later the true identity of Josh was revealed as being set up by a friend of Megan’s as well as her mother Lori Drew and her colleague Ashley Grills. The federal district court convicting Drew of a misdemeanor violation of the Computer Fraud and Abuse Act (CFAA). The case of Megan Meier pushed forward legislation for the criminalization of cyberbullying. \footnotemark[40]\myref{40}{ Ruedy, Matthew C. (2008) \symbol{34}Repercussions of a myspace teen suicide: Should anti-{}cyberbullying laws be created.\symbol{34}\textquotesingle{} North Carolina Journal of Law \& Technology vol. 9 no. 2 pp. 323}. The recording of conversations and comments made through social media has been deemed draconian, yet a positive aspect of it is that it can be utilised in cyberbullying investigations to find out the perpetrators of online harassment.
\subsubsection{Online Presence of Catfish}
\label{45}

The term Catfish has been used to describe someone who is not truthful about their real identity and acts behind an online masquerade, typically in a quest for romance or deception. Identity is hidden by concealing personal details such as appearance, for example through the use of photographs of a different person to represent the self. The popularity of the term was due to the success of \symbol{34}reality thriller\symbol{34} and documentary film Catfish\footnotemark[41]\myhref{41}{https://en.wikipedia.org/wiki/Catfish_\%28film\%29}, which charted the search for one man\textquotesingle{}s online lover in reality. Fundamentally the show highlighted how easy it is to lie about your true identity via social networking sites, although Catfish mainly focused on the presence of Catfish on Facebook.
\subsubsection{Multiplicity}
\label{46}

Just as one has various roles and identities in everyday life – mother, employer, daughter, sister – so too, one has the flexibility to create multiple roles for themselves online. As social beings adapt their approach to suit whom and what they are interacting with in life, this is also true for the identities we construct of ourselves online, depending on the context in which we are interacting.  We can take our overall self and extract various attributes of ourselves to exaggerate and base an entire identity around – and since we are all more than one attribute we can fashion various versions of ourselves across various outlets within the digital environment.
One can create multiple identities online depending on the medium they are using i.e. a ‘fun loving, youthful and inspired’ blogger discussing music and travel, a sophisticated and insightful Twitter account posing political and moral questions, an informal and honest Facebook account tailoring to a specific, familiar audience of ‘real-{}life-{} friends whilst maintaining a perhaps academic website. Many people consciously alter their sentence syntax and way of typing depending on the website and the situation, much in the same way that we tend to speak formally or informally depending on who it is we’re conversing with. Separating these characteristics of one’s self, much like one does with the self and the body in the disembodiment effect, allows one to construct various identity out with the realm of the\symbol{34} one body one self\symbol{34} idea held by in real, mortal society. \footnotemark[42]\myref{42}{NBaym, N. (2010). Personal Connections in the Digital Age: Digital Media and Society Series. Cambridge: Polity Press.}
Multiplicity has serious implications for the responsibility of users online as some can use their fluid and multiple identities online to behave inappropriately without accountability.\footnotemark[43]\myref{43}{{\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Online Identity and Kids}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], Common Sense Videos, YouTube. Available at: \myplainurl{http://www.youtube.com/watch?v=AE0B82EwwNc}}

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Jonathan Vanasco}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] expands on the idea of multiple identities in his work on {\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries \symbol{34}Meta-{}identites and identity facets\symbol{34}}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Vanasco asks the question that if we act differently around separate social circles within our life then shouldn\textquotesingle{}t we be able to do so online? When people talk about internet activity, they generally think about their life online, -{} not their lives online. People tend to tailor their online identity to the given personality that each SNS tends to give off. As mentioned before Twitter is seen to be sophisticated, while blogs such as Tumbler/Instagram are seen to be more creative and youthful, whereas Facebook which started off with a more preppy personality has since evolved into a more casual all-{}round site for social media. So, in the end the world of our multiple identities becomes quite complicated, as we are:

\begin{myitemize}
\item{}  Sharing different facets of our lives with our friends, our family and our colleagues.
\item{}  Tailoring these facets to the personalities of certain networks.
\item{}  Experiencing {\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries overlap}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] between the facets (And this is where multiple online identities encounters problems)
\end{myitemize}


With the ever-{}evolving nature of SNS\textquotesingle{}s they are becoming more and more linked with one another. Many social media companies now contain the option to update all of your online profiles all at once and allows people viewing your profile with links to your other social media accounts. This is making things harder than ever before to keep multiple online personalities separate from one another as social networks continue to push for realism in people\textquotesingle{}s accounts.
\subsubsection{The Ubiquity of Identity}
\label{47}

Jonathan Vanasco believes that our online identity is becoming increasingly more omnipresent in everything that we do. Today people have multiple social networking accounts, emails, online gaming profiles, education sites, workplace profiles, music streaming profiles, social calendars like Renkoo and even retailers are now going social like Amazon, eBay etc. People continue to create and accumulate multiple identity facets again and again. It is synonymous with the idea of {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape ubiquity}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] that our online identity is part of our new found Always-{}On Culture. People stay constantly connected to social media in order to keep up their image and representation of themselves to the people they allow to see it. This has increased dramatically over the past few years with the integration of smart phones and wireless internet all over the world.

See Always-{}On Culture\footnotemark[44]\mylref{44}{98}\textquotesingle{}s section on Danah Boyd and Ubiquity for more on this.
\subsection{Symbolic Interactionism}
\label{48}

Goffman argues that performers can form their audience’s impression of them consciously, for instance by learning their speech or coordinating their movements in certain ways, however sometimes they might make unconscious moves, such as tripping or forgetting their lines, which are still part of the overall impression of the performer.\footnotemark[45]\myref{45}{Goffman, E. (1959) The Presentation of Self in Everyday Life, New York: Anchor Books} Goffman’s theory about consciously and unconsciously given signs can be applied to the online representation of people. Facebook users, for example can manage their friend’s impression of them by selecting the images they upload or the personal data they share. However some information of them can be still given away unintentionally, for instance when they are tagged in pictures or statuses they did not wish to, and it also shapes their self-{}performance and therefore this is also part of their persona. 
\subsection{Chat Rooms and Anonymity}
\label{49}

Statistics show that there are over 1,200 chat rooms on the internet that are easy to enter and are not regulated by a censoring body. \footnotemark[46]\myref{46}{Davidson, W (2012) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Tears and Fears; Help, Advice and Discussion for Victims of Child Sexual Abuse, Sex Trafficking, Date Rape, Internet Predators, Chat Rooms and Paedophiles}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.34-{}93). London: emp3books} As a result, people of all ages, genders, races and backgrounds can have access to chat rooms where they can potentially speak to anybody in the world. There are concerns about whether this is safe and healthy and Davidson’s book focuses on the harm and abuse that comes from unprotected communications. The film, “Trust,”\footnotemark[47]\myhref{47}{https://en.wikipedia.org/wiki/Trust_\%282010_film\%29} by David Schwimmer looks into this idea as it focuses on the concern of many parents have that their child will become involved with a dangerous adult who emotionally manipulates them and abuses their trust.    \footnotemark[48]\myref{48}{Schwimmer, D. (2010) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Trust}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], USA: Millennium Films } 

However, writer Rolf McEwan argues that chat rooms actually allow people to be more confident and natural as they don\textquotesingle{}t feel afraid of rejection from people they don\textquotesingle{}t know. \footnotemark[49]\myref{49}{McEwan, R (2013) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Chat Room: A Book of Blogs}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (p.23). New York: Create Space Independent Publishing Platform} Amongst friend groups people can have concerns about rejection if they say or do anything that the others won’t approve of. This theme is explored in the recent television series, My Mad Fat Diary\footnotemark[50]\myhref{50}{https://en.wikipedia.org/wiki/My_Mad_Fat_Diary}, which looks at how a girl with mental health issues struggles to be herself in a group of new friends who expect her to behave in a conventional manner. \footnotemark[51]\myref{51}{Kirby, Tim. (2013 and 2014) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape My Mad Fat Diary}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx],. UK: Tiger Aspect Productions}

McEwan’s argument is that although chat rooms might encourage anti-{}social behaviour or even false identities due to no accountability, it also gives people the freedom to explore their natural personalities through talking to another person whose opinion or reaction will not have such a problematic consequence to life, and therefore encourages self-{}conscious people to relax. Because users have the ability to engage in conversations without the other person having preconceptions about them or directly viewing them, they may feel as if there is none of the baggage that is tied to interaction elsewhere. For many, typing can be an easier way for them to get things off their chest, eliminating the unease of speech and giving an opportunity to thoroughly think through a statement or topic before bringing it up.
\subsection{Social Networking Sites}
\label{50}
\subsubsection{Promotion of Identity}
\label{51}

The digital domain is increasingly involved in the social dynamics of our lives. Emails, chat rooms and blogging all contribute to new ways of building social networks and provide creative platforms for self-{}expression. \footnotemark[52]\myref{52}{Van Koten, H. (2009). The Digital Image and the Pleasure Principle: The Consumption of Realism in the Age of Simulation. In Bentkowska-{}Kafel (Eds.), {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Digital Visual Culture: theory and practice}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.92). Bristol: Intellect} Social Networking Sites (SNSs) are platforms for socially orientated activity that allow for an introduction of the self via public displays of connection. These public displays of connection are used to authenticate identity and introduce the self through the process of association with social circles. Individual and collective identities are simultaneously presented and promoted. SNSs are sites of self-{}presentation and identity negotiation. \footnotemark[53]\myref{53}{Papacharissi, Z. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape A Networked Self: Identity, Community and Culture on Social Network Sites}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.304). Abingdon: Routledge} Facebook is a prime example of how an SNS can help create and project an online identity. Each Facebook user has a profile page where they can describe themselves, their likes and their hobbies, and narrate their lives. Most users also have a profile picture to help identify themselves. SNSs are unique in combining multiple modes of communication and thus breadth of control over social cues.

Social media use within businesses is growing as a main focus of advertising campaigns. Around 80\% of all businesses use, or are planning initiatives to use it \footnotemark[54]\myref{54}{Social Media: What Most Companies Don\textquotesingle{}t Know, by Harvard Business Review, 2011 (\myplainurl{http://hbr.org/web/slideshows/social-media-what-most-companies-dont-know/6-slide)}}. Businesses use social media as a marketing tool – not only is it inexpensive, but effective in communicating with your market. Recent studies have shown that one third of adults under 30 now use social media instead of traditional media outlets such as newspapers or television, which means that social media use within a business is important to keep up to date with how people find information. Social media, for a business, can create an identity which is similar to that of the demographic that uses them – with certain demographics generally tending towards a certain social network\footnotemark[55]\myref{55}{Just Who Uses Social Media? A Demographic Breakdown, by Adam Popescu, 2013 (\myplainurl{http://mashable.com/2013/04/12/social-media-demographic-breakdown)}}, a business can strengthen their existing market, or create relations with areas outside of it. Social networks also give a platform for businesses to stray away from professionalism – becoming more \textquotesingle{}human like\textquotesingle{}, and giving a company a personal feel to it\textquotesingle{}s structure.

We consciously and unconsciously work to define the way we are perceived, hoping to engender a positive impression of ourselves. Impression management entails putting effort into emphasising certain characteristics whilst diminishing or hiding others, and we are able to post information which presents a desired image. It is about presenting a highly selective version of the self. Even the choice of name on your email is an important marker of who we are. As Papacharissi words it, “The process of self-{}presentation becomes an ever-{}evolving cycle through which individual identity is presented, compared, adjusted, or defended against a constellation of social, cultural, economic, or political realities.”\footnotemark[56]\myref{56}{Papacharissi, Z. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape A Networked Self: Identity, Community and Culture on Social Network Sites}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.304). Abingdon: Routledge}
\subsubsection{Flexibility of the Self}
\label{52}

Many people create multiple SNS pages in order to aid their task of impression management. This multiplicity allows only select audiences to see a certain version of that person, or limits the wider world from being able to make the connection between the two as they wish to keep different parts of their lives and personalities separate. Creating multiple pages has a parallel to how we present different versions of ourselves in face-{}to-{}face contexts. Identity scholar Goffman argues that the self plays multiple roles in everyday life and cannot be understood adequately as a single unified entity. The self is flexible and multiple, taking different incarnations in different situations.\footnotemark[57]\myref{57}{Baym, N. (2010) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Personal Connections in the Digital Age: Digital Media and Society Series}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.106). Cambridge: Polity Press} Impression management is about the balance of sharing, withholding and distorting information.

Online identity through textual media additionally offers different ways to get noticed compared to the real world and its social constructs. Physically attractive people will get noticed at a party, but articulate, insightful and witty people who know how to spell will get noticed online. Many use their online identity to achieve and satisfy needs they find difficult in the real world. Online identities allow the opportunity to be yourself or to be whoever you want to be. Liu (2007) examined over 127,000 MySpace profiles and revealed that on average user tended to differentiate themselves from friends rather than identifying with friends.\footnotemark[58]\myref{58}{Baym, N. (2010) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Personal Connections in the Digital Age: Digital Media and Society Series}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.111). Cambridge: Polity Press}
\subsubsection{Self-{}expression and self-{}promotion on SNSs}
\label{53}

Looking at social networking sites it can be seen that they all work on a similar basis: they connect their users and let them present themselves to one an other in a way they wish. The number of SNS have increased and therefore various sites for various purposes can be found. José Van Dijck argues that users have a need to differentiate between their online personas, for most of them there is a significant difference between what they communicate to their friends and their professional persona that they share with their employers and colleagues. \footnotemark[59]\myref{59}{Van Dijck, J. (2013). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape You have one identity’: performing the self on Facebook and LinkedIn}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] in {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Media, Culture \& Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx],35(2), 199-{}215, Doi:\{10.1177/0163443712468605\}.}
For instance while Facebook is used mostly for personal interactions, until LinkedIn is for professional networking. According to Jeff Weiner-{} CEO of LinkedIn-{} \symbol{34}The key distinction is that as a professional you want people to want to know who you are. People are searching for you or people like you whether you like it or not.” \footnotemark[60]\myref{60}{Lapin, N. (2011.) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape CEO LinkedIn: the forgotten interview}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. CBC NetNet, 23 October. Retrieved 04/02, 2014, from \myplainurl{http://www.cnbc.com/id/43135238/LinkedIn_CEO_The_Forgotten_Interview}}
Comparing Facebook and LinkedIn it can be seen that impression management –even though in a different way, but-{} implies to both sites. The users try to develop an ideal image of themselves. However, while Facebook was primarily created for self-{}expression, rather than self-{}promotion, LinkedIn mainly concentrates on self-{}advertising and showing off one’s skills. It has been referred as \symbol{34}Facebook in a suit”. 
By having both Facebook and LinkedIn profiles users can present both their social and professional personas. According to Van Dijck \symbol{34}Many users will try to synchronize their profiles on both sites, even if the interfaces on Facebook and LinkedIn force them to perform different strategies.” \footnotemark[61]\myref{61}{Van Dijck, J. (2013). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape You have one identity’: performing the self on Facebook and LinkedIn}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] in {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Media, Culture \& Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx],35(2), 199-{}215, Doi:\{10.1177/0163443712468605\}.}
\subsubsection{Professional Online Identity}
\label{54}

Professional online identity refers to a persons ideals, experiences, attitudes and beliefs in their professional career when they present themselves on an internet platform. 
The management of professional online identity is taking on a bigger role at the workplace, as employees are increasingly interacting with their professional contacts in online social networks that are personal in nature, such as Twitter or Facebook. This can lead to the collision of professional and personal identities.  
\symbol{34}Online social networks present employees with boundary management and identity negotiation opportunities and challenges. Recent data point to a blurring of the professional and personal domains in online networks, which exacerbates the need for active boundary management.\symbol{34} \footnotemark[62]\myref{62}{Ollier-{}Malaterre, A., Rothbard, N.P. and Berg, J.T. 2013 \symbol{34}When Worlds Collide In Cyberspace: How Boundary Work In Online Social Networks Impacts Professional Relationships.\symbol{34} Academy Of Management Review 38.4: 645-{}669.  } 
A key feature that differentiates the contact online is that the information available is much less tailored to a particular conversation. In face-{}to-{}face and other individualized interactions (e.g. phone calls, emails, text messages) employees can manage the boundary between their professional and personal identities by restricting what and how much of personal information they present to their work contacts over time. And by adapting this disclosure to their particular dyadic relationships in a constant manner. \footnotemark[63]\myref{63}{Collins, R. 1981. On the microfoundations of macrosociology. American Journal of Sociology, 86: 984-{}1014} 
Although SMSs limit the flexibility of self-{}representational behavior, they also \symbol{34}create{$\text{[}$}s{$\text{]}$} new opportunity structures to display identity cues and select interaction partners\symbol{34} \footnotemark[64]\myref{64}{Swann, W.B., Jr. 1987. Identity negotiation: Where two roads meet. Journal of Personality and Social Psychology, 53: 1038-{}1051.}
\subsubsection{Authenticity}
\label{55}

The development of social networking sites changed the way online identities are formed and presented. The first online identities in social media were in the form of emails and instant messengers where only thing that was required was a nickname. In 2002 Friendster was launched, which pioneered the online connection of real-{}life friends and was followed by MySpace and other Social Networking Sites, like Facebook in 2004, which promoted Clay Shirky (2003) to come up with the term ‘YASNS’: Yet Another Social Networking Service.\footnotemark[65]\myref{65}{boyd, danah, Ellison, Nicole (2008) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Social Network Sites: Definition, History, and Scolarship}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] in {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Journal of Computer-{}Mediated Communication}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], pp.214-{}216} This meant that online identities had to be more authentic, which is why creating a totally new online identity is more difficult. Authentic online identities mean that it has to have the user’s real name, real connections and, increasingly, their actions across cyberspace e.g. posting a Facebook picture via Instagram.\footnotemark[66]\myref{66}{Krotoski, Aleks (2012)\symbol{34}Online identity: is authenticity or anonymity more important?\symbol{34} in theguardian.com}


Yet, with the emergence of Twitter in 2006 and Tumblr in 2007 it is easier to create an online identity that is not real. But most users seem to have their Twitter account in their real name, with the people they know in real life following them. This shows how the emergence of authentic online identities makes people want to keep their online identities connected with their real life ones. Furthermore, with the authentic identities available, users have become more untrusting to non-{}authentic online identities. Despite this, Social Media like Tinder are popular, which shows that the need for authenticity is not a big enough concern.
\subsubsection{Complications}
\label{56}

The process of self-{}presentation through SNSs is complicated however. With the combination of a variety of audiences, of variable publicity and privacy settings, the individual must engage in multiple mini performances in order to produce a presentation of the self that makes sense to multiple audiences. In day-{}to-{}day life many people have the opinion that others should ‘take them as they are’. However, impression management is very contradictory to this stance as it raises questions concerning whether we genuinely think people should accept us as who we are. If this were the case, then privacy settings and account management would not nearly be as popular as they are.

The internet holds a utopian potential for our relationships and our self expression as it has the potential to bridge divides and create meaningful new connections. However, more often than not, the internet and SNSs are accused of leading people to lie about themselves.\footnotemark[67]\myref{67}{Baym, N. (2010) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Personal Connections in the Digital Age: Digital Media and Society Series}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.100). Cambridge: Polity Press} Additionally, just how much of an individual we really are on SNSs is contentious as SNSs engineer self-{}presentation by providing predetermined sets of categories through which to build identities. It limits the extent to which anyone can call themselves an individual and fully express their identity.

Jaron Lanier\footnotemark[68]\myhref{68}{http://en.wikipedia.org/wiki/Jaron_Lanier} \footnotemark[69]\myref{69}{ Lanier, J.(2011). You Are Not A Gadget. Penguin: London } said that the most important thing about a technology was how it changed people and warns of the restrictions of being ‘Locked-{}in’ to a particular technology. There is support for this concern in terms of online identity within social networks from Geert Lovink .\footnotemark[70]\myref{70}{Lovink, G. (2011). “Networks Without A Cause: A Critique of Social Networks”, (p.41). Cambridge: Polity Press.} He argues that there is little freedom to present yourself in different ways online and social networking sites only offer users a limited choice of presenting their personal and professional information to the world. He goes on to quote critic Zadie Smith who challenges this narrow choice forced on users by Facebook in saying, “What kind of living is this? Step back from your Facebook Wall for a moment:  doesn’t it, suddenly, look a little ridiculous? Your life in this format”. This seems to crystallise Lanier’s point about the problems with being Locked-{}in to a particular technology:  our online identities, which are a presentation of our lives, are “force-{}fitted” into a format to enable social networking sites to neatly package users’ information to monetise the content.
\subsubsection{Profile Pictures}
\label{57}

In their book ‘A Networked Self’ \footnotemark[71]\myref{71}{Papacharissi, Z. (2011). A Networked Self: Identity, Community and Culture on Social Network Sites. Oxon: Routledge} Papcharissi\footnotemark[72]\myhref{72}{https://en.wikipedia.org/wiki/Zizi_Papacharissi} and Mendelson investigate Facebook photo galleries and the connection this has with online identity. The study concludes that individuals knowingly and unknowingly seek to define a positive impression of themselves through the use of SNS, and in particular, using profile pictures. Profile pictures are important as it is the only picture that can be viewed by the majority of users online. It is chosen to covey something about themselves which is generally positive, to the rest of the world. 

The digital age allows for the creation of virtual communities, where social groups interact with one another and observer individual profiles to gain a sense of their personality. Pictures on Facebook express particular values of the person portraying them. Wells \footnotemark[73]\myref{73}{ Wells, L. (2000). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Photography: A critical introduction}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Routledge, London.} argues , states that photography was previously known for capturing a moment in absolute accuracy, maintaining a faithful and true image of an event. However, as the digital age has intensified with SNS, the use of digital photography allows Impression Management. Therefore, profile pictures are not necessarily a true representation of that person. Individuals can communicate their values, relationships and sociability, in the way they wish the rest of SNS users to perceive them. This entails emphasising and diminishing characteristics of character through editing, creating a perceived persona that may not be accurate. Papacharissi and Mendelson \footnotemark[74]\myref{74}{Papacharissi, Z. (2011). A Networked Self: Identity, Community and Culture on Social Network Sites. Oxon: Routledge} have argued that the use of profile pictures allows for narcissism, creating a culture of self-{}absorbed individuals. Although profile pictures are understood as being a representation of individuals to the rest of the SNS community, the use of Impression Management risks people creating a persona of themselves, inferring qualities and perpetuating a deceptive performance to their online audience.
\subsubsection{Security and Privacy in Social Media}
\label{58}

With the reveals in 2013 of the NSA\textquotesingle{}s vast monitoring of international internet traffic including social media\footnotemark[75]\myref{75}{The Guardian (2013): \myplainurl{http://www.theguardian.com/world/the-nsa-files}}, online privacy and security have been highlighted. Having said that, according to Cisco\textquotesingle{}s 2012 Connected World Technology Report, 91\% of all those aged 18-{}30 believe that \symbol{34}the age of privacy is over\symbol{34}. 
Further more, they found that: \symbol{34}...one third of the respondents are{$\text{[}$}sic{$\text{]}$} not worried about all the data that is stored and captured about them.\symbol{34}\footnotemark[76]\myref{76}{CISCO Connected World Technology Report (2012): \myplainurl{http://www.cisco.com/c/dam/en/us/solutions/enterprise/connected-world-technology-report/ASR_CCWTR_Summary.pdf}}

These numbers are backed up by similar surveys done by CIFAS, the UK\textquotesingle{}s Fraud Prevention Service, which state:

\LaTeXZeroBoxTemplate{\textquotesingle{}88\% of people who use social networking sites having shared information that could be used to commit identity fraud\textquotesingle{}}
They further back CISCO\textquotesingle{}s numbers by stating: \symbol{34}Furthermore, only 18\% of those interviewed said they were concerned about sharing information on or the security risk of social networking sites, 
with 10\% sharing information about others that could then be used to assume their identities.\symbol{34}\footnotemark[77]\myref{77}{CIFAS:(2014) \myplainurl{http://www.actionfraud.police.uk/Identity_fraud_continues_to_rise_with_4_million_victims_in_UK_alone}}

It seems then that, especially with younger generations, we do not worry about our data online. There is almost an attitude of \symbol{34}Who cares? How can it affect me?\symbol{34} amongst those who do not believe that we have any real privacy online. On the one hand, this could be true. In the context of social media, and in this case Facebook, there are over 1 billion users\footnotemark[78]\myref{78}{Statisticbrain (2014): \myplainurl{http://www.statisticbrain.com/facebook-statistics/}} and it could at least hypothetically be argued that with that many people\textquotesingle{}s data floating around in that sphere, the chances of you particular data\textquotesingle{}s security and privacy being broken are relatively small merely due to numbers alone. This, however, is only a very small part of the debate around data\textquotesingle{}s privacy as it completely ignores the inherent value of said data -{} to both you its owner and to Facebook or any company that they may \symbol{34}share\symbol{34} your data with. The current situation regarding social media is akin to a mixture of the concerns raised in both Aldous Huxley’s Brave New World and George Orwell’s 1984, as rather pessimistically it could be said that through social media while our attention is often driven away from pressing matters to leisure and unimportant banter we are having a considerable chunk of our online data observed and collated by it at the same time. 

In his book \textquotesingle{}Social Media a Critical Introduction\textquotesingle{} \footnotemark[79]\myref{79}{Fuchs, C. (2014). Social media a critical introduction {$\text{[}$}California{$\text{]}$} Sage Publications} Christian Fuchs argues that Facebook is:
\symbol{34}...a typical manifestation of a stage of capitalism in which the relation of public and private, and labour and play, collapses, and in which this collapse is exploited by capital.\symbol{34}, exploitation being a very apt term for the current policies adopted by Facebook and similar networking sites. Social media agencies have stated that to advertisers, the monetary value of a Facebook member exhibiting loyalty to their brand has ranged from around \${}118 to \${}174. The issue of privacy aside, the practice of selling account information to others is arguably dehumanising, as rather than further an individual’s own unique identity it facilitates the ability of businesses to reduce people to mere statistics.

This idea is backed up by Hannah Arendt in her book The Human Condition\footnotemark[80]\myref{80}{Arendt, H. (1958). The human condition. {$\text{[}$}Chicago{$\text{]}$}: University Of Chicago Press.}, where she states that: \symbol{34}The distinction between the private and the public realms {$\text{[}$}...{$\text{]}$} equals the distinction between things that should be shown and things that should not be hidden.\symbol{34}  In the context of Facebook this can be taken multiple ways. Fuchs argues that the main issue of public vs private for Facebook lies in the fact that Facebook has access to and essentially owns all of its users data whereas the users do not have nearly as much access to Facebook\textquotesingle{}s internal workings and its own data. In this context it becomes very much about the equality of privacy measures, where the passage of information from user to supplier is of a much higher volume than that of the supplier to the individual user. When looked at through the prism of Marxist theory, as stated before, it raises issues of exploitation as it is the very data that users are generating that companies like Facebook are making money from. Just as in a factory where the workers are selling their time to create commodities for the factory, the users\textquotesingle{} are creating data for the company. The major and very important difference lies in the reimbursement of the individual users for their \symbol{34}labour\symbol{34}; which is to say that there is effectively very little of it. The concept of \symbol{34}Free Labour\symbol{34} is one that has risen to the surface in recent years in discussions of online data mining and commodification of users to describe the idea that users are essentially creating the commodity that these companies make their money on (data and information) but are not being paid or reimbursed for it. 

Indeed, the exploitation exhibited by social media providers and especially Facebook have drawn harsh criticism from those who are involved in studying social media. Rory O\textquotesingle{}Connor, author of \symbol{34}Friends, followers and the future.\symbol{34} stated in an article for Huffington post: \symbol{34}{$\text{[}$}Social networking services{$\text{]}$} profit primarily by using heretofore private information it has collected about you to target advertising. And Zuckerberg has repeatedly made sudden, sometimes ill-{}conceived and often poorly communicated policy changes that resulted in once-{}private personal information becoming instantly and publicly accessible. As a result, once-{}latent concerns over privacy, power and profit have bubbled up and led both domestic and international regulatory agencies to scrutinize the company more closely ... The high-{}handed manner in which members\textquotesingle{} personal information has been treated, the lack of consultation or even communication with them beforehand, Facebook\textquotesingle{}s growing domination of the entire social networking sphere, Zuckerberg\textquotesingle{}s constant and very public declarations of the death of privacy and his seeming imposition of new social norms all feed growing fears that he and Facebook itself simply can not be trusted.\symbol{34}\footnotemark[81]\myref{81}{Rory O\textquotesingle{}Connor (2012): \myplainurl{http://www.huffingtonpost.com/rory-oconnor/facebook-privacy_b_1426807.html}}

The problem, then, becomes one of trust. Not only in the media companies, but in your fellow Facebook or social network users. It is not uncommon to hear the phrase \symbol{34}If you didn\textquotesingle{}t want anyone else to see it, you shouldn\textquotesingle{}t have put it online.\symbol{34} in relation to any data that users put online for what is their assumed own private use. The obvious implication being that on the internet, we cannot trust anyone enough to not \symbol{34}leak\symbol{34} our private data provided there is enough incentive. The most extreme example of this are the so called \symbol{34}Revenge porn\symbol{34} sites, but in more day-{}to-{}day matters it is all too common to have to ask friends to untag or delete a photo of you that is particularly unflattering on social media. It again raises questions over how much control we actually have over our own data, where it goes and who sees it. After all, a very common chain of events can be a friend posts a picture of you on their timeline, that picture and perhaps the location that it was taken becomes associated with all the other data about you currently held online by the social media provider and is used to target ads at you. All of this happens nearly instantaneously and the only way to really stop it is to stop your friend from posting the picture in the first place.

What this points to is the need for a more active user than the traditionally passive archetype that social media suppliers like Facebook have become used to exploiting for commercial gain -{} the so called \symbol{34}Prosumer\symbol{34} idea that was first posited by Alvin Toffler in 1980 in his book The Third Wave and then expanded by Bruns to be a \symbol{34}produser\symbol{34} in 2009. Clarke defines a prosumer or produser as: \symbol{34}A prosumer is a consumer who is proactive (e.g. is demanding, and expects interactivity with the producer) and/or a producer as well as a consumer (e.g. one who expects to be able to exploit digital content for mashups).\symbol{34} This proactive consumer is one who is much more likely to demand privacy and security for their data than a passive consumer and this, Clarke says, is likely to push forward a trend of distrust for social media sites and force them to change their privacy and data security policies.\footnotemark[82]\myref{82}{Roger Clarke(2013): \myplainurl{http://www.rogerclarke.com/DV/SMTD.html}}
\subsubsection{Social Networks and advertising}
\label{59}
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With {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape targeted advertising}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], brands aim to shape their product display according to website relevant content or their target group’s interests. While content-{}targeted advertising is adapted to the particular purpose and content of a website the advert banner is displayed on, targeted advertising tracks the users’ surfing behaviour on the internet. Several websites require users to register with their Facebook accounts in order to later display similar advertising content on the social network site. Through the use of cookies, people can be tracked back to recently visited websites and are therefore likely to be exposed to similar content on other websites. Companies are also able to track whether one of their adverts has been encountered by a particular customer before and are consequently able to avoid exposing the same user to the same advertising multiple times and thus display their advertising with appropriate intervals \footnotemark[83]\myref{83}{Braun, M. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Measuring Online Advertising Effectiveness}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Retrieved From: \myplainurl{http://www.wharton.upenn.edu/wcai/files/WCAI_Case_Study_Ad_Effectiveness_Final.pdf}}. A look-{}a-{}like function enables the detection of Facebook users with similar interests as the one recently accessing a particular website. 
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However the massive amount of data generated by “real identities“ via social networks is also centre of the growing debate on the implications of the web 3.0\footnotemark[85]\myref{85}{Hoffman, R. (2012). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The dark side of the personalised internet}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Retrieved From: \myplainurl{http://www.newscientist.com/blogs/culturelab/2012/02/the-dark-side-to-personalised-internet.html}}. As Joseph Turow suggests “the new advertising industry is defining your identity and your world“ \footnotemark[86]\myref{86}{Turow, J. (2012). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The daily you: How the new advertising industry is defining your identity and your worth}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Yale University Press.} through displaying user customised advertisements on social networks. In this way commodification, capitalist social relations and market forces increasingly engage in and detemine people’s social life by exploiting the fact that to a large extent social interactions are taking place online \footnotemark[87]\myref{87}{Cohen, N. S. (2008). The Valorization of Surveillance: Towards a Political Economy of Facebook. Democratic Communiqué, 22(1).}. Consequently social networks have to be considered a double-{}edged sword \footnotemark[88]\myref{88}{van Dijck, J. (2013). The culture of connectivity: A critical history of social media. Oxford University Press.}. While on the one hand being intensely empowering for its users, the fact that their data is under constant surveillance by data mining and analytics companies such as Daily Me, Medicx Media and Rapleaf can also lead to consumers restisting \footnotemark[89]\myref{89}{White, T., Zahay, D., Thorbjornsen, H. \& Shavitt, S. (2008). \symbol{34}Getting too personal: Reactance to highly personalized email solicitations\symbol{34}. Marketing Letters 19(1), 39–50}. Thereby, the root of the problem is the fact that boundaries between advertising and content shaping the 20th-{}century media are being blurred through networking sites \footnotemark[90]\myref{90}{Turow, J. (2012). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The daily you: How the new advertising industry is defining your identity and your worth}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Yale University Press.} . However, the significance of personalised advertising does not only make user data a valuable criteria to shape brands after but goes even further. Through “social sorting“ social networks even impact structures of society in allocating people to “target“ or “waste“ \footnotemark[91]\myref{91}{Turow, J. (2012). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The daily you: How the new advertising industry is defining your identity and your worth}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Yale University Press.} groups based on information published on their profiles. Brands can explicitly filter out the users that are most valuable to them in terms of a responsiveness to their product based on their interests, income or other characteristics.  In this way the advertisement that is presented to each individual user is indicating their social position in the eyes of companies, making advertisement become status signals \footnotemark[92]\myref{92}{Turow, J. (2012). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The daily you: How the new advertising industry is defining your identity and your worth}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Yale University Press.}. Nevertheless, companies have to consider the discrepancy between online and offline identity as so far social sorting processes are simply based on personal information generated on SNSs. Therefore customer profiles only limitedly reflect the “real“ person behind the profile, including their demands of a product. While social media’s functionality provide the tools for people to construct an online identity they are also heavily shaped after the economic purpose of the site. Cohen suggests that due to their design and the normalisation of the sharing culture SNSs can be considered part of an increasing commodification of identity through the influence of corporate interests \footnotemark[93]\myref{93}{Cohen, N. S. (2008). The Valorization of Surveillance: Towards a Political Economy of Facebook. Democratic Communiqué, 22(1).}.
\subsubsection{Reputation Systems and SNS}
\label{60}

Reputation systems rank the users of a website based on criteria such as number of posts or trustworthiness regarding online monetary transactions. They are often utilized on places of online commerce such as Amazon or eBay, however they are becoming an increased presence on social media where the more Facebook likes or re-{}tweets a post gets, the more people see it. This is a new communicative concept since human beings do not usually quantify popularity in their day to day lives and it establishes a sort of hierarchy of thought where originality, creativity, and wit are some of the more valuable traits. And while it\textquotesingle{}s arguably a better use of cognitive surplus than mindless consumption, rarely do these reputation systems seem to carry any real purpose or meaning.
\subsubsection{Location-{}based Real-{}time Dating}
\label{61}

Other than the popular online social networking sites such as Facebook and Twitter which can be used for dating interface, there are now a series of mobile applications that act as not only a social media platform but combine that with online dating. These apps are known as location-{}based real-{}time dating (LBRTD) apps and are massively popular within current society. An example of these is Grindr\footnotemark[94]\myhref{94}{https://en.wikipedia.org/wiki/Grindr}, a dating app that allows homosexuals to find other single people within a close proximity to themselves. However, Jeremy Birnholtz has described Grindr as being a virtual place for singles that \symbol{34}creates tension in users’ strategies for self-{}presentation as they craft positive identities in an environment where identifiability by outsiders may be perceived negatively.\symbol{34}\footnotemark[95]\myref{95}{Jeremy Birnholtz, \symbol{34}Seeing and being seen: Co-{}situation and impression formation using Grindr, a location-{}aware gay dating app\symbol{34} 2014, \myplainurl{http://nms.sagepub.com/content/early/2014/02/06/1461444814521595.full}} The two big players in this field are the popular mobile applications Grindr and Tinder.
\paragraph{Grindr}
{$\text{ }$}\newline\label{62}
As previously mentioned, Grindr is a mobile LBRTD app which is aimed specifically at gay men. There is, like with most social media, a problem with identity theft. There is a limited number of photos that you can have on your profile and therefore, since it requires less information to look as legitimate as Facebook, for example. Due to this, it would seem easier to lie about you identity via the app. However, Grindr are aware of this and have set up a complaint policy with regards to imposters and fake profiles. 

\LaTeXZeroBoxTemplate{Users must follow these steps to lodge a complaint:

1. Report the impostor. Tap the gray flag in his profile to report him.

2. Send us your Grindr Account Email Address (or BlackBerry support code). This will help us find your profile.

3. Write your email address on a piece of paper. Send us a clear photo of yourself holding the piece of paper.

4. Send a random photo of yourself. We need to make sure you\textquotesingle{}re the \textquotesingle{}real\textquotesingle{} you.\footnotemark[96]\myref{96}{\symbol{34}Report an Impostor or Fake Profile\symbol{34}, 2013 (\myplainurl{http://help.grindr.com/hc/en-us/articles/200302264-Report-an-Impostor-or-Fake-Profile)}}}

Also, due to the fact that there is little room for users to expand their personality beyond their very limiting profile, many people argue that this limits identity. \symbol{34}The design of Grindr provides men little room in their profiles to elucidate upon their personality or interests. This tranching of their identities to just physicality has the effect of reducing them to objects, like the models in advertisements.\symbol{34}\footnotemark[97]\myref{97}{Jamie Woo, 2013 \symbol{34}Meet Grindr: How One App Changed the Way We Connect\symbol{34} p.133} This objectification is what has created the stereotype that Grindr is only for gay hook-{}ups. This lack of real identity within the app has transformed itself to being looked as being purely sexually charged and therefore, Grindr can be described as being an online social network that almost encourages online identities to be separate from offline ones.
\paragraph{Tinder}
{$\text{ }$}\newline\label{63}
Tinder\footnotemark[98]\myhref{98}{https://en.wikipedia.org/wiki/Tinder_\%28application_software\%29} is much the same as Grindr, but is aimed at both homosexuals and heterosexuals. It\textquotesingle{}s set up is very similar to that of Grindr, however there are some differences. Tinder\textquotesingle{}s slogan is \symbol{34}Tinder is how people meet. It\textquotesingle{}s like real life, but better.\symbol{34}\footnotemark[99]\myref{99}{Tinder, 2014 (\myplainurl{http://www.gotinder.com/)}} This slogan denotes a few things -{} firstly, it openly suggests that it is a completely online community as it overtly claims to not be real life, but that it is better. Therefore, this could be actively encouraging users to think of their online selves as being different to their offline selves, and to lose their inhibitions because Tinder and the real world are two separate locations and that the two may never collide. However, this would seem to completely contradict the idea of Tinder, in that it is a dating app that is fundamentally about people meeting and beginning a relationship. 
Another thing about Tinder is that it needs to have access to your Facebook account to allow you to become a user. Therefore it relies on previously available information to function. Using Tinder also means handing over large  amounts of information about your identity to them, and although \symbol{34}Tinder says that they won’t share your private info or activity on Tinder with Facebook or other users, but they’re totally fine with selling it to third-{}parties and vendors they were work with.  Just know they could be shipping off your sexual preference, desired age in a mate, and conversations had via Tinder’s chat feature, to advertisers and third-{}parties.\symbol{34} \footnotemark[100]\myref{100}{\symbol{34}5 Privacy Tips for Tinder\symbol{34}, by Olivia Campbell, 2013 (\myplainurl{http://www.abine.com/blog/2013/5-privacy-tips-for-tinder/)}} Therefore Tinder is not as identity friendly as they would have you believe, and users\textquotesingle{} privacy is not completely contained to the owners of Tinder.
\subsubsection{YouTube and Vlogging}
\label{64}

YouTube is a public video sharing site created in 2005. People of all ages, races and genders use YouTube as a way of forming an online identity. Among entertaining home video clips, and amateur short films, Video Blogging (Vlogging) is one of YouTube’s most popular trends, as it provides a medium to create a publicly accessible performance of “the real me”. Hobsbawn sees the current age as defined by a “hunger for a secure identity” (Strangelove,2010). This then highlights the obvious attraction of Vlogging, as a way for any person with a video camera and an internet connection to document their identity and present it for the world to see. Vlogging is one of the rawest forms of media as it is simply people sharing their feelings and experiences with the world, and as Van Koten states while discussing McLuhan’s theories concerning hot and cold media “...when we peel away the layers of media we ultimately end up with human experience”. (Van Koten, 2009) This closeness to human experience and supposed honesty that people put across in Video Blogs (Vlogs) encourages others to use this medium and share their own feeling and experiences in order to feel like an individual within a community. Mendelson and Papacharissi discuss how Carey (1975) “emphasised a ritual view of communication which helps foster community integration through the sharing of common experiences and values” (Mendelson \& Papacharissi, 2011). It is true that YouTube is seen as a community and safe place to share these feelings and experiences and the users of YouTube are regularly referred to as the “YouTube Community”. But why do people use this public video forum to share these inner most confessions rather than keeping a physical diary or having real life conversations. Sherry Turkle states in her TED Talks “Connected, but alone?” that “the feeling that ‘no one is listening to me’ makes us want to send time with machines that seem to care about us” (Turkle, 2012). YouTube provides an instant audience of listeners for any user, millions of people can access a Vlog at any one time, the community of an instant audience must surely play a key factor in why people choose to share their life experiences via Vlogs as opposed though real life social interaction. However, Turkle also states that through her research she has discovered that many feel that a feeling or experience is not valid until it is shared through the internet, usually via some form of SNS “I share therefore I am” (Turkle,2012). So, by sharing these personal/confessional videos on YouTube, not only do users receive and instant audience to listen to their feelings as they try to work out their own identity, but they also gain validations of those feelings through the process of sharing. The idea of being part of a community which also validates ones inner most feelings must surely be an appealing one for many, hence the popularity of Vlogs on YouTube. However, the identities presented on YouTube are not necessarily exact representations of how those users behave in their real world lives. Michael Strangelove in his book “Watching YouTube: extraordinary videos by ordinary people” discusses how “There are hundreds of videos online title ‘the real me’ that explore the difference between videographers on-{}screen persona and their ‘real’ self.” He goes on to give an example of a video made by college student Kevin Wu with the above title, Kevin explains how he is a different person from his videos, “You don’t know me…you don’t really know someone through the internet” (Strangelove, 2010). The construction of an ideal persona on SNS is seen across all mediums; YouTube, Facebook, Twitter, Tumblr etc. When discussing the formulation of college students photos galleries on Facebook Mendelson and Papacharissi state that we “consciously and unconsciously transform ourselves before the camera, portraying a version of ourselves we wish to be” (Mendelson \& Papacharissi,2011). So, while people wish to feel that their feeling are validated and they as themselves are accepted as part of a community, the common case is still that they present an ideal version of themselves and push that forward to be accepted as their true identity, whether is accurately reflects their real world persona or not.
\subsection{The Self Discrepancy Theory}
\label{65}

Edward Tory Higgins (1987)  introduced the concept of \textquotesingle{}Self-{}Discrepancy Theory\textquotesingle{}, which can be linked to the idea of the development of and the need for online identities in general. The theory suggests that one\textquotesingle{}s personality is constructed through several different domains. Other than one\textquotesingle{}s actual personality there is a wide range of other \textquotesingle{}selfs\textquotesingle{} that might influence the behavior of this individual, such as the ideal or ought self. \symbol{34}One domain of the self (actual; ideal; ought) and one standpoint on the self (own; significant other) constitute each type of self-{}state representation. \symbol{34} Any discrepancies between the actual self-{}concept and the ideal-{}self states (what the individual hopes to become or aspires to be like) may lead to negative outcomes, such as feelings of disappointment or dissatisfaction with the self and lead to a vulnerable state in which an individual\textquotesingle{}s self-{}esteem is significantly lowered. On the other hand discrepancies between a self-{}concept and ought-{}self states (that is representations of an individual\textquotesingle{}s beliefs about his or her own or a significant other\textquotesingle{}s beliefs about the individual\textquotesingle{}s duties, responsibilities, or obligations) may lead to agitation-{}related emotions, such as fear or feelings of threat. 
In order to avoid these discrepancies impression management may be used to control how one sees themselves and is seen by others. After all, online identities are manageable representations of the self that can in fact be manipulated to extents, that largely influence impressions. It does not only allow the impression of outsiders to be altered, but also can function in order to clarify one\textquotesingle{}s ideal self image for themselves. Therefore if online identities are managed this way, not only discrepancies may be avoided that may lead to emotional discomfort or agitation-{}related feelings, however it may also improve one\textquotesingle{}s idea of their ideal self and may encourage them to alter their behaviors in order to change accordingly.
\section{Belonging}
\label{66}

Many use the opportunity and possibility of an online identity in order to gain or experience a sense of belonging. Every year more people write blogs, participate in online discussions, share information, music and photos, and upload videos. Making things and sharing them online is a process that creates networks, emotional support and significant social bonds.

In an online community one can get a sense of a shared space, experience rituals of shared practices, exchange social support, and the shared identities all contribute to a feeling of community.\footnotemark[101]\myref{101}{Baym, N. (2010). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Personal Connections in the Digital Age: Digial Media and Society Series}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.86). Cambridge: Polity Press} Many join groups as already share a social identity such as race, ethnicity or profession.
\subsection{Blogging}
\label{67}

Blogging is one way in which a sense of belonging can be and is achieved. Blogging connects people with others who share similar ideas, feelings and topical associations. Research carried out by David Brake revealed that seventy per cent of all blogs are personal blogs.\footnotemark[102]\myref{102}{Gauntlett, D. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Making is Connecting: The Social Meaning of Creativity}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.104). Cambridge: Polity Press} Writing a blog allows you to pursue desires to communicate.

Blogs are not just webpages in the traditional sense; blogging also covers the contemporary social network statuses seen on sites such as Facebook and Twitter. David Gauntlett asked and completed a survey in his book {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Making is Connecting}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] on why people use Twitter. The main reasons were so that others can learn and be entertained; in a desire to share thoughts and creative endeavours; to chronicle their existence; self-{}promotion; contributing to and being part of a community; and for a sense of being heard.\footnotemark[103]\myref{103}{Gauntlett, D. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Making is Connecting: The Social Meaning of Creativity}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.100). Cambridge: Polity Press} This research highlighted the importance of warm social connections, recognition and appreciation. These are aspects that are vital in a community and for a sense of belonging. On blogs where response is desired and encouraged, such as on SNSs, the importance in commenting and discussion is focused around warm social  connections, recognition and appreciation for those who invest significant amounts of time in the creation of online content.\footnotemark[104]\myref{104}{Gauntlett, D. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Making is Connecting: The Social Meaning of Creativity}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.104). Cambridge: Polity Press} A study was also carried out about why people use Facebook. This research revealed that the combination of low effort and social rewards and connections made it worthwhile.\footnotemark[105]\myref{105}{Gauntlett, D. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Making is Connecting: The Social Meaning of Creativity}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.96). Cambridge: Polity Press} Facebook only requires simple and momentary inputs, and in return you get to be part of an active social network. This all can lead to a sense of mutual engagement and community, and importantly a sense of belonging via online identity.

The concept of wanting to share one’s ideas has been existent for a very long time. However, it is a difficult thing to get your thoughts and opinions published for the wider world to see. Whether it is a factual informative book or a fictional piece, it is challenging to find a publisher who is willing to accept your work amongst the thousands, if not millions of other submissions. However, the evolution of online blogging has changed this and now people are free to promote and publicise their own writing online and on a very big scale. The online space is so vast, endless and accessible that blogging has opened up the chance for endless publications, which do not require the grueling process of being accepted and selected.
\subsection{Citizen Journalism}
\label{68}

This is essentially a form of activity which has stemmed from blogging. The ability to participate in media, particularly news, brings a great sense of importance and belonging. There used to be a \textquotesingle{}structured break\textquotesingle{} between news production and consumption and these lines are now becoming blurred. \footnotemark[106]\myref{106}{Jenkins, Henry (2006). Convergence Culture: Where Old and New Media Collide. New York: New York University Press. p. 308,} It has created a new variation of web user, the prosumer. If an individual feels they are contributing, it will undoubtedly confirm that their online presence is of value. The monumental shift from audience consumption to participation or even production means that there is a sense of community within the title of \textquotesingle{}citizen journalist\textquotesingle{}.

Technology has contributed to the rising popularity of gathering and producing news online. Wireless internet and smartphones have allowed individuals in the \textquotesingle{}right place at the right time\textquotesingle{} to become an active participant in journalism. By extension, social media has become a platform for news to travel. The content is read, shared, discussed and debated which would suggest users of networking sites can deliver their news on their own terms. As citizen journalism is not bound by conventional journalistic codes, therein lies opportunity for opinion and discussion. Comments are not only optional, they are encouraged by online news organisations to convey that public opinion is of any importance to issue at hand.

Joy Rosen describes the phenomenon as \symbol{34}the people formerly known as the audience employ the press tools they have in their possession to inform one another\symbol{34}. \footnotemark[107]\myref{107}{Jay Rosen (14 July 2008). \symbol{34}A Most Useful Definition of Citizen Journalism\symbol{34}. PressThink } This user generated content has influenced some historical political movements, such as the Arab Spring, Occupy Wall Street and many others. This is a form of power that people can seize and use as they see fit, to benefit what is important to the individual and society.
\subsection{Performance and Ownership on Facebook}
\label{69}

Our online identity as well as our online presence is a constant performance and battle for ownership. If one studies Facebook, then it is apparent that the content of a person’s profile is heavily manipulated and edited in order to create a certain persona.

Every Facebook page may seem like a boring repeated formula that has no individuality in comparison to the millions of others. However, Facebook does allow people to note what: music, films, t/v programmes, shops, books and concepts they like. A person can also share personal information about their lives, photographs and links to show that they are unique and different from everybody else. 

But, because of technological manipulation, social networks allow people to not show their true, holistic, authentic self-{}warts and all. Facebook insists that people see a warped and superficial image of identities after they have been carefully manufactured and approved. This behaviour is a result of needing to feel that one’s performance is in line with social conventions and rules of character groups. As a result one’s Facebook page is not entirely owned by them as their submissions are psychologically stimulated by the wider community and what one posts is dictated by the socially accepted principles of one’s given social circle.

In a book by Richard Jenkins about social identities he mentions that social sites on the internet have created a new art of performance relationships and stages for social ideologies. \footnotemark[108]\myref{108}{ Jenkins, R (2008) \symbol{34}Social Identities\symbol{34}, (pp.1-{}64). Oxford: Routledge Publishers } He argues that people feel conditioned by those who view their online presence and participation and their interactions are based on a need to conform due to the pressures of being witnessed by a large and critical audience.
\subsection{Welcome and Unwelcome Responses to Facebook Posts}
\label{70}

Facebook is a forum where people can voice their individuality by posting on their own page and editing their profiles. Because each page belongs to a single person then in a sense the content belongs to them and they have a right to share it regardless of other people’s reactions. However, people on Facebook often get responses to their posts which challenge and cause controversy. This is done by Facebook friends being able to, “like,” a post, commenting on it or uploading entirely new material. Some feel that negative responses are unwelcome because the page is representative of them alone, rendering it a safe, respected and personal space for their online identity. On the other hand, others feel that if you post something on Facebook then you are allowing your Facebook friends to see and subsequently you are inviting their contributions and permitting debate.
\subsection{Fan Culture}
\label{71}

Online fan communities have grown rapidly with the development of digital technology and social media websites. Originating from the ‘real life’ social groups that congregated together to share in their common interest, fan groups have only developed a stronger presence online that ever before.

Cultural analyst Myc Wiatrowski, studied online fan communities and observed that; “Fandoms, in the information age, have become a well-{}connected global village capable of coordinated and immediate worldwide contact”.\footnotemark[109]\myref{109}{Wiatrowski, M. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Dynamics of Fandom: Exploring Fan Communities in Online Spaces}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.1-{}2) . Paper, Ohio State University} Highlighting how new technology and media has enabled these ‘fandoms’ to develop and also created a stronger sense of belonging.

That sense of belonging is a large factor in fan participation. Without the implications of face to face interactions users are able to freely interact and bond with other like-{}minded people and can develop an online identity that they choose. There are many different types of online fan communities; however the fastest growing have surrounded popular texts, films and celebrities. Popular young adult novels such at Twilight are excellent examples of online ‘fandom’, in which the texts are re-{}interpreted and re-{}written by fans. The monetisation incentives offered by video hosting sites like YouTube, in addition to ad revenue on fan sites, also appear to be actively encouraging the creation of new fan-{}made product, which in turn acts as free advertising for the media that are the focus of them. The protection of having an online identity and belonging to a large online group allows the fans to share dramatic adaptations they would not normally share in everyday life. Similarly celebrity fans such as ‘The Directioners’ fans of boy band One Direction use their online presence as a ‘protected’ way of contacting the band, with total disinhibition.
\subsection{The Need for Online Evidence}
\label{72}

With online culture there is a need to feel like one’s online existence sends a strong message of the self.  Theorist Ainslie McDermott who specialises in the reasoning behind online behaviour suggests that in various arenas people choose to post certain material because they feel it will present a positive or specific image of their lives. \footnotemark[110]\myref{110}{ McDermott, A (2012) Clones: How technology has made us all the same, (pp.5-{}35). } 

For example, when blogging, some people find it important to show that they are culturally aware whether that is through sharing their awareness of: the news, politics, celebrity culture, science, technology or indeed any subject. McDermott argues that the content of a blog is not just about sharing information, or doing an activity because one enjoys it, but more because there is a need to evidence a certain type of character.
Likewise, with Facebook, McDermott notes that profile pictures and cover photos are chosen to make a statement about what type of person you are. Uploaded photos usually reveal a great deal. Pictures from a night out might suggest that you are fun and outgoing. Pictures of couples suggest that you are lovable and able to sustain a positive relationship. Pictures of somebody on holiday suggest that you are cultured and even possibly rich enough to spend time away. Also the chosen location often says a lot about the person and what they choose to take photos of. Pictures of somebody doing charity work suggests that they are giving and almost implies that they have no time for superficial fun but concentrate on, “what really matters in life,” as McDermott says.

Lastly, who a person follows on Twitter reflects the type of role model they admire or are interested in. People often feel a need to show a connection to the most socially conventional celebrities rather than those who suggest a more independent character that allows a person to branch out of a social clique.   
McDermott’s study deems that behind all the reasoning for online activity, the manner in which people participate and the content in which they link themselves with is an attempt to evidence a strong social belonging.
\subsection{Online Gaming}
\label{73}

The gaming world allows the creation of personas through the development of virtual identities. In a multitude of games, online avatars can be customised, from their looks, clothing to their personalities. Players can therefore surpass offline identities, such as gender race and political beliefs; they become someone else, in a virtual world where their real character is hidden. Cultural habits can be expressed online, such as class, as well as a sense of cultural community and belonging. Online gaming has been used by some youth as a means for relieving stress, and can be viewed as a positive outlet for pent-{}up frustration. Conversely, studies have shown that those with pre-{}existing conditions play more frequently than others, gaming itself does little to solve the existent problems which have led to the escapism, and these more frequent gamers may be inclined to devote their time to gaming rather than tackle any problems head-{}on. This can lead to further stress, even more attempts to evade stressful situations, and lead to a vicious circle. \footnotemark[111]\myref{111}{Kuss, D.J. \& Griffiths, M.D. (2012). Online gaming addiction in adolescence: A literature review of empirical research. Journal of Behavioural Addiction, 1(1) pp.2}

Although the use on online identities is harmless to many users, there is the risk of addiction to online identities in the virtual, gaming world. The online identity of those in the gaming world is uniquely experimental \footnotemark[112]\myref{112}{Marwick, A. (2005). ‘Selling yourself:online identity in the age of a commodified Internet.’}, with people playing with their personas and personality to become someone they aspire to be, or lead the life they\textquotesingle{}ve always dreamed of within the realms of websites and gaming communities.

Online gaming can therefore become an addiction as a direct result of people maintaining the power to control the plot and story of their virtual life for themselves \footnotemark[113]\myref{113}{Clark, N. (2009). ‘Game addiction: the experience and the effect.’ McFarland \& Company Inc., North Caroline}. People step inside a world where they can create situations that wouldn’t happen in the nature of real life\footnotemark[114]\myref{114}{Clark, N. (2009). ‘Game addiction: the experience and the effect.’ McFarland \& Company Inc., North Caroline}. Therefore, one may feel a sense of disinhibition within their virtual life’s, contradicting their real life social being. One may adopt a life secondary to their reality, enabling them to roleplay as a virtual and highly idealised version of themselves. \footnotemark[115]\myref{115}{Marwick, A. (2005). ‘Selling yourself:online identity in the age of a commodified Internet.’}. This can be taken a step further, with users encompassing a dissociative imagination.

The rise of Player vs Player (PvP) gaming has led to many gamers, especially within the game itself, having their identity of playing the game above many offline identities, such as race, gender, political or economic viewpoints becoming irrelevant. This use of anonymity within PvP gaming can reduce or challenge the pre-{}existing concepts of certain offline identities.
\subsection{Fashion Industry}
\label{74}
Similarly, the concept of constant technology has further branched out into other major industries across the world influencing fashion as well as culture and social aspects of everyday living. Zeki (2014) describes -{} in an interview with designer Tuba Ergin -{} of how the fashion world and technological world are becoming forever more \textquotesingle{}harmonised\textquotesingle{} with each other, as well as how each compliment one another. Designer Ergin, showcased his designs at the Mercedes-{}Benz Fashion Week in Istanbul in 2014, which all included the new addition of circuit cards into each of his fashion garments including dresses and tops, and furthermore onto shoes and bags. Ergin (2014) mentions how each and every one of us now, as members of society, are fully under the influence of the sheer absorption of technology and this then further allows us to create an online identity. He even goes as far to state that \symbol{34}I believe there is almost no difference between drug abuse and technology addiction\symbol{34} {$\text{[}$}93{$\text{]}$} Such a statement allows us to see how we have fully established an online identity with our devices and the extent to which can be compared to such a heavily addictive substance such as drugs due to our online presence. In his interview, Ergin then goes on to discuss the developments of our devices that we are forever always using in our everyday lives such as technological glasses as well as watches. Such advances will allow us to grow our identities online even further. However, he then states that technology in the future will lead into clothes that can react to body temperature and the human pulse, such advancements will allow fitness merchandise to rocket, presumably.
\subsection{Marketing Industry}
\label{75}
Technological identity has had a massive influence over the business-{}orientated world. With people constantly being visible and in-{}corporated in their online world allows large businesses to make thousands of pounds from these users. The more people make themselves aware of being on their phones and technology devices, the more money companies make. Such large organisations such as Facebook allow their adverts to become more expensive and make great amounts of money on their customers simply through their use online being forever dominant in their world. Cookies and other internet bugs allow marketers to track every move we make online and more importantly, how long we are on a certain webpage for and where our mouse is hovering. Most importantly, our traits and how our personalities can be translated onto our online web activity.  Such details allow them to store great information on the everyday user and can show the extent to how intense the everyday person is identified and present online. Therefore, it is clear that marketers are cashing in on ourselves having a constant online visibility.
\section{Blended Identities}
\label{76}

Although the concept of blended identity has its roots in the field of social psychology, it has been appropriated by media theorists in recent years to describe a specific two-{}part process of identity creation which has been observed online everywhere from fan forums to dating websites \footnotemark[116]\myref{116}{Nolan, M. \& Rubenstein, K. (2009). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Blended identification and its psychological consequences}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Retrieved 02/04/2014, from \myplainurl{http://press.anu.edu.au/hrj/2009_01/mobile_devices/ch03s02.html}}. Firstly, a user will create an online persona which blends various elements of their offline identity together with aspects of the online group or environment they have chosen to join. Secondly, when the user meets a person they originally met online in an offline setting; aspects of their online persona will filter back into their offline identity\footnotemark[117]\myref{117}{Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Identity In The Information Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], 2(1), 7-{}21. Doi: 10.1007/s12394-{}009-{}0015-{}5}.  

For many people, there are both positive and negative implications of blending their online and offline identities. On the positive front, blended identities can provide certain people with opportunities to express themselves in ways which they could not do in the offline world. For example, Natilene Bowker and Keith Tuffin believe that the amount of control that an individual can exert over their online identity can allow people with disabilities to cultivate a sense of identity, free from the constraints of the social stigmas that they face in the offline world. So, by taking certain aspects of their offline identities and blending them with an online world which “removes the ocularcentrism governing the way people interpret and evaluate others”, they can be judged in terms of their character rather than in terms of their particular disability\footnotemark[118]\myref{118}{Bowker, N. \& Tuffin, K. (2002). Disability Discourses for Online Identities, {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Disability \& Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], 17(3), 327-{}344, Doi: 10.1080/09687590220139883}. 

However, on the negative front, the temptation for people to create idealised personas online means that the blending of identities can cause delusional behaviour to spill back over into their offline identities. As a person becomes more absorbed in their online identity and accustomed to the control that they have over it in terms of impression management, it can become more preferable for them to believe that it more accurately reflects who they are than their offline identity does. This can potentially cause tension and distress when they are forced to interact with people – friends and family members, for example -{} in an offline environment who are unaware of their online identities. 
\subsection{Blended Identities In Fan Communities}
\label{77}

Andrea J. Baker explores these ideas in relation to online fan culture her journal article: Mick or Keith: blended identity of online rock fans. Over a two year period, Baker studied members of various online fan forums for The Rolling Stones in both online and offline situations, in order to see how their online identities were constructed and how this influenced their offline identities. She found that the presentation of an online persona has three aspects: the username, the avatar and the manner in which the individual identifies with the object of their fandom\footnotemark[119]\myref{119}{Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Identity In The Information Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], 2(1), 7-{}21. Doi: 10.1007/s12394-{}009-{}0015-{}5}. 
\subsubsection{Study Findings}
\label{78}

Usernames typically reflected a users need to closely identify with the object of their fandom. Many users chose to name themselves after a song, a lyric or a nickname of one of the band members. Aside from this, users seemed to appreciate creativity in regards to username selection. While avatars can perform the same general purpose as a username, their primary function tended to be as pictorial indicators of status within the forum, as those who posted regularly often became identified by their avatar rather than the content of their usernames. Finally, all users were identified according to which member of the band they aligned themselves with. This was perhaps the most important factor, as it heavily influenced both username and avatar selection, as well as providing a limited insight into users’ character preferences. For example, users who identified with Mick Jagger tended to view him as being responsible and concerned. On the other hand, fans of Keith Richards saw Mick Jagger as being cold and controlling\footnotemark[120]\myref{120}{Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Identity In The Information Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], 2(1), 7-{}21. Doi: 10.1007/s12394-{}009-{}0015-{}5}.  

When Baker met the users she had been studying in an offline environment, she found that their online identities had profoundly influenced their offline identities; particularly in regards to behaviour.  It was noted that both online and offline, men generally try to identify with the band members by showing a deep interest in the music. For example, many male fans obsessively collected obscure recordings from live shows or old demo tapes and spend a large amount of time discussing the guitar playing of Keith Richards and Ronnie Wood online. Conversely, women were generally more focused on trying to bond with the band members. Baker gives one example of a female fan who insisted that she was the wife of guitarist, Ronnie Wood, both online and offline\footnotemark[121]\myref{121}{Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Identity In The Information Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], 2(1), 7-{}21. Doi: 10.1007/s12394-{}009-{}0015-{}5}. 

Secondly, those with particularly memorable usernames were often referred to by their online username in offline environments. Additionally, the online forum of which a fan was a member appeared to influence the way they dressed. Members of the Shattered forum dressed in bright green t-{}shirts that they made themselves, whereas fans from other groups tried to avoid wearing any clothes that would obviously mark them as fans of the group. Interestingly, those who had actually met the band before tended to fall into the latter group rather than the former. However, the most divisive issue was the extent to which users chose to embrace their role as fans in an offline environment. While some users were happy to display overtly ‘fan-{}like’ behaviour in public, others were embarrassed to admit to people – especially family – that they were members of an online fan forum\footnotemark[122]\myref{122}{Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Identity In The Information Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], 2(1), 7-{}21. Doi: 10.1007/s12394-{}009-{}0015-{}5}.
\subsubsection{Concerns}
\label{79}

Although Baker eventually concluded that more research into the effects of online identities on offline behaviour was needed, her study raises some interesting and concerning points about blended identities. It seems to be the case that the online aspects of a blended identity come to overshadow the offline ones. In the context of Baker’s study, this can be seen by the fact that forum users almost always came to be recognised by their usernames and avatars rather than by any particular aspect of their offline identities. Also, the forum community seemed more likely to judge a user’s character based upon the pre-{}existing stereotypes surrounding their favourite member of The Rolling Stones than by actually getting to know them.  Consequently, many users -{} especially those who did not post frequently -{} could find themselves being characterised by mass generalisations and the superficial features of their online identities.

The impact of becoming immersed in this type environment was apparent in the behaviour that filtered back into users’ offline identities. Many seemed to feel that it was necessary for them to act out their online identities in the offline world in order to feel like they were still part of the fan community.  People such as the woman who believed she was Ronnie Woods’ wife seemed to have had their offline identities subsumed by the sometimes bizarre online personas they had made for themselves. Meanwhile, on the other end of the spectrum, some people felt the need to hide any trace of their online identities and emphasize their offline identities for fear of being ridiculed by those outside the fan community. Therefore, it seems that although blending identities is a seemingly necessary part of being in an online community, people run the risk of losing their sense of self as they struggle to find the right balance between online and offline identities.
\subsection{Blended Identities in Online Dating}
\label{80}

Online dating is a good example of blending identity as often it involves both online and offline interaction. The idea is that the online and offline identities are to be similarly constructed, if not appear the same. One user is effectively judging another based on their profile page (which usually includes at least one photograph of themselves plus listed personality traits) contained on the dating website they are both using. Should one person find that they admire another\textquotesingle{}s page, they may wish to contact them via a messaging service within the website or through an e-{}mail address or phone number visible on their profile page.

The intention of online dating is to seek out a potential partner, so should two users think that each other has potential they may wish to meet in a different social context i.e. offline (in the \textquotesingle{}real world\textquotesingle{}). What the user generally hopes for is that the offline identity of their \textquotesingle{}date\textquotesingle{} matches that of the online; for example, not to turn out to be older than they had represented themselves online, or of a different gender. This differs from fan communities as it is often preferred on dating websites that users display their real name and use a photograph of themselves as their profile picture so as not to mislead potential \textquotesingle{}dates\textquotesingle{}.
\subsection{Multiple Identities}
\label{81}

The concept of multiple identities started with the first internet generation itself, looking back as far as the Cold War. In early internet culture there was a great desire to create a new self, whether it was simply create a unique username or creating a whole new persona. Forums and bulletin boards were popular outlets for people choosing to adopt a new persona in the early years of cyber culture.  Despite the adoption of nicknames and personas, there was still a strong personal connection and arguably a greater responsibility tied to the posts made. Services such as Usenet often had more in common with our modern SNSs, in the sense that many users went by their full name in addition to listing rather personal details such as their alma mater or even their home address (this being well before the advent of satnav and Google Maps, of course). 

People began to see computers as an escape from “official reality” says Proffesor of Media Geert Lovink in his critique of social media. He observes people realised they could “design futures, enhance bodies and extend minds.” \footnotemark[123]\myref{123}{Lovink, G. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Networks Without a Cause: A Critique of Social Media}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.39). Cambridge: Polity Press } In the late 80s and early 90s, when what we know today as the internet was still in a relatively embryonic state, many theorists took this idea of bodily enhancement and extension of the mind rather literally; with some raising the possibility of Virtual Reality forming a useful tool in future online communications. Despite perhaps not taking place in the way they had anticipated, their central idea was prescient, namely that the internet would form a means with which to collectively share, compile, edit, expand, and distribute information.

In contrast to popular opinion that social media has only further enforced the notion of multiple identities Lovink suggest Facebook emphasizes a commitment to the “real self”. \footnotemark[124]\myref{124}{Lovink, G. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Networks Without a Cause: A Critique of Social Media}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], Cambridge: Polity Press (pp.40). } He observes that this may be due to the feeling of being among friends on Facebook, it seems that Lovink believes the real has prevailed over the fake but also acknowledges this may have restricted our freedom online.  

Surrounding this subject founder of Facebook Mark Zuckerberg, controversially said: “Having two identities for yourself is an example of a lack of integrity”. This entirely contradicts the influential beliefs of sociologist Erving Goffman who introduced the idea Dramaturgy, which argues that the elements of human interactions are dependent upon time, place, and audience.\footnotemark[125]\myref{125}{Goffman, E. (1959) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Presentation of Self in Everyday Life}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], New York: Anchor Books} This concept is still widely used in sociology and media studies today.
\subsection{Online Identities and Personality Disorders}
\label{82}

In 2002 Dr Adam Joinson put forward the theory that online participation allows people to pursue various forms of characterisation in order to gratify a range of audiences without causing conflict. \footnotemark[126]\myref{126}{Joinson, A. (2002) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Understanding the Psychology of Internet Behaviours: Virtual Worlds, Real Lives}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.145-{}203). Oxford: Palgrave Macmillan} For example, a person might have a Facebook page that is suitable for their family and shows them behaving in a responsible and mature way. By on the other hand they may have another closed and private page which reveals a more wild personality which can be accessed by friends. This is done so that the person can explore their multiple personas with freedom, far from the fear of complaint and question.

Dr Joinson also speaks (on page 147) about a blogger called Rae-{}Rae Darron who has seven different blog sites. The person uses these different blogs to write about: celebrity culture, the concept of popular actors and singers versus talented actors and singers, fashion trends, local politics, the environment, natural science and evolution theories versus religion. Rae-{}Rae Darron did an interview with the magazine, “Wired,” in 2001 and explained that she had tried to have a blog page which explored all her areas of interest but was told that viewers were bored and unhappy about seeing such a mix and would rather have a page that was dedicated to one subject. Rae-{}Rae Darron then explained that she felt she could no longer express her holistic and broad personality, but had to box her interests in order to appeal to viewers with different interests and ideals.

In 2010 the incident of Rae-{}Rae Darron was revisited by psychologist James. F Masterson in a follow on book from his 1990 edition on personality disorders. \footnotemark[127]\myref{127}{Masterson, J.F. (1990 and 2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Search for the Real Self: Unmasking the Personality Disorders of Our Age}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.23-{}39). London: The Free Press}  Masterson argues that people have become so intent on making separate zones of performance on the internet that there is a danger of losing the reality of self. If a person spends so much energy into wearing different social masks, then they begin to forget which one is sincere and which one is most dominant or important. By turning away from the right to hold a natural and genuine personality which is constant in its strengths, weaknesses and individuality, then realism no longer exists and honest identities are no longer known resulting in confused personality disorders transferring from the internet into real life.
\section{Cultural Theories applied to Online Identity}
\label{83}
\subsection{Technological Determinism}
\label{84}

Although much of Marshall McLuhan\textquotesingle{}s pioneering research into the subject of media theory was conducted during the early 1960\textquotesingle{}s -{} a media landscape vastly different from today\textquotesingle{}s -{} his ideas surrounding Technological Determinism have shaped how we understand media and are still drawn upon by contemporary theorists, such as Hamid van Koten, who applies McLuhan\textquotesingle{}s theoretical frameworks to the subject of Online Identity in his book \textquotesingle{}Digital Visual Culture: Theory and Practice\textquotesingle{}. In ’Understanding the Media: The Extensions of a Man’ McLuhan highlights the unidentified and almost unnoticeable power of technologies to transform and manipulate how one identifies ’the self’. Applying this idea to the subject of Online Identity, one might say that the main issue raised by the idea of a person having a distinct online persona and its importance to how people interact with each other and reflect on themselves is that it isn\textquotesingle{}t fully – or maybe at all – in one’s control. McLuhan raises the question of whether computers extend to the human nervous system, gaining a control over how people perceive and use media without their notice.
\subsection{Cultural Determinism}
\label{85}

At the opposite end of the cultural theory spectrum is Raymond Williams, whose ideas on ’Cultural Determinism’, outlined in his book {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Television, Technology and Cultural Form}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] have been critical to the formulation of the theory that it is not the medium itself that directly influences the behaviour of individuals, but the pre-{}existing social and cultural phenomena that were the catalysts for the medium\textquotesingle{}s production. With this in mind, the idea of Online Identities being an integral part of many people\textquotesingle{}s everyday lives can be linked to a user\textquotesingle{}s pre-{}existing desire for it to exist; perhaps to increase chances of social interactions with others or for individuals to be able to experience life in a way that would be impossible while using their offline identity.
\section{Theorists}
\label{86}
\subsubsection{Hamid Van Koten}
\label{87}\\
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$\text{ }${}the$\text{ }${}Age$\text{ }${}of$\text{ }${}Simulation’$\text{ }${}}

Van Koten\textquotesingle{}s main research questions illustrated in this paper come under:
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Specifically the paper seeks to uncover two themes: Narrative\footnotemark[128]\myhref{128}{https://en.wikipedia.org/wiki/Narrative} and Realism as the dominant form of digital representations in terms of production, and the Lacanian\footnotemark[129]\myhref{129}{https://en.wikipedia.org/wiki/Jacques_Lacan} shift from the real to the imaginary as the dominant drive towards the consumption of these representations.

In his paper Von Koten argues that video games act as an outlet for forces within the collective subconscious, allowing what Jung called the animus and anima breathing space. Quite simply put, it provides an outlet for desires that we may be unable to realise or satisfy within the confines of “real life”. It could be said that the same is applicable to the internet and social media as a whole. In many cases this can be beneficial, as seen in the benevolence with which people help out or donate to causes that may be hundreds of miles away from them. On the other hand, some may use their online ability and the relative anonymity often comes with it for less-{}than-{}positive purposes, such as committing crimes or harassing other users.

Additionally, van Koten cites the work of George Gerbner\footnotemark[130]\myhref{130}{https://en.wikipedia.org/wiki/George_Gerbner}.
\subsubsection{George Gerbner}
\label{88}
Van Koten refers to a longitudinal study of television conducted by George Gerbner\footnotemark[131]\myhref{131}{https://en.wikipedia.org/wiki/George_Gerbner} over the space of almost 30 years. Through his research he found that people\textquotesingle{}s perceptions of their world are affected by their television viewing habits. e.g. those who were found to watch a large amount to television each week tended to view the world as a more violent place than it really was.

Gerbner supports the theory that film and television representations of gender, ethnic minority and power relationships are important factors for the construction and maintenance of a social identity in real life, and the same could be said about our construction of online identity. Hence, to a certain extent people model their personal and online personae on what they see portrayed to them through the media. However the counter argument to this is that what is portrayed in the media is constructed from pre-{}existent social values, attitudes and beliefs.
\subsubsection{Jonathan Vanasco}
\label{89}\\
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Jonathan Vanasco delves into the idea of how within life people display different personas within separate social circles of their lives, whether it be with  their friends, family or colleagues. Vanasco argues that this is then reflected through our multiple online identities that we create e.g. using separate email addresses for different content (private, work, education etc). The same can be applicable when people use different SMSs in different ways while conforming to the conventions of that particular site (Facebook -{} professional, Instagram -{} creative, Snapchat -{} quirky). A detailed explanation of Vanasco\textquotesingle{}s work can be found here -{}Vanasco\textquotesingle{}s Theory\footnotemark[132]\myhref{132}{http://www.destructuring.net/IdentityResearch/Essays/2007_11/01/2007-11-01--II_theory.html\#id2}
\subsection{Jaron Lanier}
\label{90}

Jaron Lanier\footnotemark[133]\myhref{133}{https://en.wikipedia.org/wiki/Jaron_Lanier} is important when looking at online identity. He was one of the original digital pioneers, however he is not a “leading-{}edge techno-{}enthusiast.”\footnotemark[134]\myref{134}{Gauntlett, D. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Making Is Connecting: The Social Meaning of Creativity}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.194). Cambridge: Polity Press} In his book {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape You Are Not A Gadget}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] he discusses his worry about the particular ways in which the Web, in particular focusing on Facebook, has developed and what this means for online creativity and self-{}expression.

He argues that the HTML messy homepages of the 1990s were better than the ‘improvement’ of Facebook (where the result is nice neat sets of boxes of pictures and information.) He puts individual creativity and self-{}expression above all else, and therefore concludes that the diverse, handcrafted personal pages were much more preferable than “formulaic, template-{}driven expressions of identity pushed by Facebook.”\footnotemark[135]\myref{135}{Gauntlett, D. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Making Is Connecting: The Social Meaning of Creativity}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.195). Cambridge: Polity Press}  It did not matter that they were messy, had unexpected tones or lacked uniformity -{} it was their idiosyncratic nature that lent them a distinctly human touch, in strong contrast to the inflexible and sterile pages preferred by major modern SNSs.

Lanier argues that we should always be willing to spend a bit of time making personal representations of our identity and that we cannot allow ourselves to be reduced to a template. One of his key concerns is that digital systems reduce everything to simple bits of information so that they can be processed.\footnotemark[136]\myref{136}{Lanier, J. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape You Are Not A Gadget: A Manifesto}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.68). London: Penguin Books} He warns that when we reduce our humanity to fit the requirements of a machine we lose something of ourselves. He argues that whilst the uniform nature of Facebook profiles keep things simple and predictable, human beings are worth cherishing because of their distinctive and individual natures-{} not because they are simple and predictable.\footnotemark[137]\myref{137}{Lanier, J. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape You Are Not A Gadget: A Manifesto}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.5). London: Penguin Books} He further argues that Web 2.0 reduces individual creativity to general ‘mush’, causing a dilution and silence of individual voice in the name of collaboration.
\subsection{Marshall McLuhan}
\label{91}

Marshall McLuhan\footnotemark[138]\myhref{138}{https://en.wikipedia.org/wiki/Marshall_McLuhan} is a key theorist in the subject of digital media and his main ideas derive from technological determinism. He once said that “the medium is the message”, a phrase which epitomises his approach towards technologies and their influence on society. McLuhan believed that all media is an extension of the human body that cause deep and lasting changes to his environment, describing this extension as being an \symbol{34}amplification of an organ\symbol{34}. \footnotemark[139]\myref{139}{ \symbol{34}Marshall McLuhan Playboy Interview, 1969\symbol{34} by Phillip Rogaway \myplainurl{http://www.cs.ucdavis.edu/~rogaway/classes/188/spring07/mcluhan.pdf} } This can be applied to online identity as our online selves can be seen as an extension of our current identities. Therefore, McLuhan\textquotesingle{}s theory of technological determinism can be argued as being applicable to the concept of online identity. McLuhan also introduced the idea of Hot and Cold Media, with Hot media referring to that which involves a low level of participation (such as radio and cinema) and Cool media involving high participation (daily conversations, TV, phone services). However, due to continuous media convergence this becomes harder to apply to the internet and its related services.
\subsection{Zizi Papacharissi}
\label{92}

Zizi Papacharissi\footnotemark[140]\myhref{140}{https://en.wikipedia.org/wiki/Zizi_Papacharissi} is an academic whose work on online identity covers areas including communication technology and communication theory. Papacharissi is currently a Professor and Head of the Department of Communication at the University of Illinois at Chicago. Her work focuses on \textquotesingle{}the social and political consequences of new media technologies\textquotesingle{}. 
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\subsection{JJ Wright}
\label{93}

JJ Wright, interested in the effects that online activity can have on a person’s identity, asks whether “the field of cyberspace/online activity is complicating or simplifying identity and communications\symbol{34}? He of course answers “both” as online presence has both a complicating and simplifying effect on human identity.
He argues that back in the day, before the global village, in a time without modern technology and without the web which holds our precious social networking sites, identity was easily defined via the physical traits that a person held. 
\allowbreak{}•	Gender
\allowbreak{}•	Race
\allowbreak{}•	Ethnicity
\allowbreak{}•	Age
\allowbreak{}•	Weight. These traits which individuals had in common with one another collectively came together to create shared identities. Now however, people are more concentred with individual identity and with complete access to an online world, which offers an endless amount of possibilities when it comes to changing one’s self, it is much easier for people to control their individual identity’s and keep on top of them as they filter what others may see about them online. 

While it is very common for individuals to often dabble a little in altering or changing ones online identity, like those of whom gender swap when using online realities such as Second Life or playing online games such World of Warcraft (WOW), on the whole it is thought that individuals tend to rather be more open about themselves, in a sense becoming public online, than they would be offline. 
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A persons {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape “project of self”}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] is essentially ones on going and changing identity. JJ Wright argues that we take our offline identities to online and our online ones to offline which of course all add to our {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape \symbol{34}project of self\symbol{34}}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. For JJ Wright, all the internet does is offers us the chance to break down the barriers which may prevent us from interaction in the real world and become the internet makes this possible it means that people can play with their identities in a way which may have no real negative impact on their offline life’s. The internet then offers a sphere for interaction without judgment of physical characteristics which may have prevented face to face communication. \footnotemark[141]\myref{141}{ \myplainurl{http://g.virbcdn.com/_f/files/46/FileItem-266593-EvolutionTrendsPresentPaper.pdf} }
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{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Catfishing}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: Pretending to be someone you\textquotesingle{}re not online by posting false information, such as someone else\textquotesingle{}s pictures, on social media sites. The term is inspired by the 2010 documentary {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Catfish}\footnotemark[142]\myhref{142}{https://en.wikipedia.org/wiki/Catfish_(film)}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] directed by Henry Joost and Ariel Schulman.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Cultural Determinism}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: A theory which instils importance in the circumstances within which technology emerges in addition to the way in which it is utilised. As championed by Raymond Williams.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Customised advertising}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: A form of online advertising that is shaped and displayed according to the target customer\textquotesingle{}s personal information generated through social networking profiles. 

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Disinhibition}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: Lack of restraint manifested in several ways, including disregard for social conventions, impulsivity, and poor risk assessment. In this case lack of restrain due to \textquotesingle{}protect\textquotesingle{} of being online.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Dissociative}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: Detached, whether from identity or surroundings. In the context of Online Identity, this is often used to refer to behaviour exhibited by an individual online which may differ (moderately or drastically) from what they do in their lives offline.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Offline Identity}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: A form of personal identity which has been formed in the physical world for the purpose of conducting social, informational and commercial interactions in an offline environment. 

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Persona}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: A character or a role that a person assumes through a performance.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Public displays of connection}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: The showing (off) of friends though Social Networking Sites.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Targeted advertisement}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: A form of online advertising with companies aiming to shape their product display according to website relevant content or their target group’s interests. This is often done by tracking people\textquotesingle{}s surfing behaviour.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Technological Determinism}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: The theory that it is technology which shapes sociocultural values and structures society. A somewhat idealistic approach, it was adopted by pioneering digital media theorist Marshall McLuhan.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Transgressive}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: Breaking a law or moral rule

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Prosumer}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]: A combination of producer (in some instances professional) and consumer
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\section{Notes}
\label{95}



\section{References}
\label{96}

Adams, G. (2013) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Facebook Diet, The : 50 Funny Signs of Facebook Addiction and Ways to Unplug With a Digital Detox (The Unplug Series)}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.1-{}146). London: Live Consciously.

Arendt, H. (1958). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The human condition.}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] {$\text{[}$}Chicago{$\text{]}$}: University Of Chicago Press.

Baker, A. J. (2009). Mick or Keith: blended identity of online rock fans. {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Identity In The Information Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], 2(1), 7-{}21. Doi: 10.1007/s12394-{}009-{}0015-{}5

Baym, N. (2010). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Personal Connections in the Digital Age: Digital Media and Society Series}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Cambridge: Polity Press.

Bowker, N. \& Tuffin, K. (2002). Disability Discourses for Online Identities, ‘’Disability \& Society’’, 17(3), 327-{}344, Doi: 10.1080/09687590220139883

boyd, danah, Ellison, Nicole (2008) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Social Network Sites: Definition, History, and Scolarship}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] in {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Journal of Computer-{}Mediated Communication}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.214-{}216) \myplainurl{http://www.postgradolinguistica.ucv.cl/dev/documentos/90,889,Social_network_boyd_2007.pdf}

Davidson, W (2012) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Tears and Fears; Help, Advice and Discussion for Victims of Child Sexual Abuse, Sex Trafficking, Date Rape, Internet Predators, Chat Rooms and Paedophiles}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.34-{}93). London: emp3books

Fuchs, C. (2014) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Social Media a critical introduction}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] {$\text{[}$}California{$\text{]}$} Sage publishing

Gauntlett, D. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Making is Connecting: The Social Meaning of Creativity}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Cambridge: Polity Press

Goffman, E. (1959) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Presentation of Self in Everyday Life}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], New York: Anchor Books

Jenkins, H (2006). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Convergence Culture: Where Old and New Media Collide.}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] New York: New York University Press. p. 308

Jenkins, R (2008) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Social Identities}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.1-{}64). Oxford: Routledge Publishers

Joinson, A. (2002) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Understanding the Psychology of Internet Behaviours: Virtual Worlds, Real Lives}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.145-{}203). Oxford: Palgrave Macmillan

Kirby, Tim. (2013 and 2014){\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape My Mad Fat Diary}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx],. UK: Tiger Aspect Productions

Kuss, D.J. \& Griffiths, M.D. (2012). Online gaming addiction in adolescence: A literature review of empirical research. {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Journal of Behavioural Addiction,}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] 1(1) pp.2

Lanier, J. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape You Are Not A Gadget: A Manifesto}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. London: Penguin Books

Lapin, N. (2011.) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape CEO LinkedIn: the forgotten interview}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. CBC NetNet, 23 October. Retrieved 04/02, 2014, from \myplainurl{http://}
www.cnbc.com/id/43135238/LinkedIn\_CEO\_The\_Forgotten\_Interview

Lovink, G. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Networks Without a Cause: A Critique of Social Media}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.40). Cambridge: Polity Press

Masterson, J.F. (1990 and 2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Search for the Real Self: Unmasking the Personality Disorders of Our Age}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.23-{}39). London: The Free Press

McDermott, A (2012) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Clones: How technology has made us all the same}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.5-{}35).

Nolan, M. \& Rubenstein, K. (2009). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Blended identification and its psychological consequences}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Retrieved 02/04/2014, from \myplainurl{http://press.anu.edu.au/hrj/2009_01/mobile_devices/ch03s02.html}

{\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Online Identity and Kids}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], Common Sense Videos, YouTube. Available at: \myplainurl{http://www.youtube.com/watch?v=AE0B82EwwNc}

McEwan, R (2013) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Chat Room: A Book of Blogs}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (p.23). New York: Create Space Independent Publishing Platform

Papacharissi, Z. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape A Networked Self: Identity, Community and Culture on Social Network Sites}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Oxon: Routledge.

Schwimmer, D. (2010) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Trust}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], USA: Millennium Films

Strangelove, M. 2010. Watching YouTube. Toronto: University of Toronto Press.

Turkle, S. 2012. Sherry Turkle: Connected, but alone?. TED Talks. {$\text{[}$}podcast{$\text{]}$} February. Available at: \myplainurl{http://www.ted.com/talks/sherry_turkle_alone_together\#t-84666} {$\text{[}$}Accessed: 2 Apr 2014{$\text{]}$}.

Vanasco, J. (2007) \symbol{34}Meta-{}Identities and Identity Facets\symbol{34}, Online Identities and Social Mapping, Available at: \myplainurl{http://www.destructuring.net/IdentityResearch/Essays/2007_11/01/2007-11-01--II_theory.html\#id2}

Van Dijck, J. (2013). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape You have one identity’: performing the self on Facebook and LinkedIn}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] in {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Media, Culture \& Society}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx],35(2), 199-{}215, Doi:\{10.1177/0163443712468605\}.

Van Koten, H. (2009). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Digital Image and the Pleasure Principle: The  Consumption of Realism in the Age of Simulation}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. In Bentkowska-{}Kafel {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape et al}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (Eds.). {\itshape {$\text{ }$}\allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape  Digital Visual Culture: theory and practice}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (pp.89-{}98). Bristol: Intellect.

Whitty, T and Carr, A (2006) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cyberspace Romance: The Psychology of Online Relationships}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.45-{}53).

Wiatrowski, M. (2011) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Dynamics of Fandom: Exploring Fan Communities in Online Spaces}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], (pp.1-{}2), Ohio State University
\LaTeXNullTemplate{}

Zeki, O. (2014). It Is Time For Wearable Technology. Available: \myplainurl{http://www.dailysabah.com/fashion/2014/04/02/it-is-time-for-wearable-technology.} Last accessed 3rd Apr 2014. \chapter{Always-{}on Culture}

\myminitoc
\label{97}

\label{98}
{\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape \symbol{34}{$\text{[}$}...{$\text{]}$}those little devices in our pockets are so psychologically-{}powerful, that they don’t only change what we do – they change who we are.\symbol{34}}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] \footnotemark[143]\myref{143}{ Turkle, S. (2012). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Connected, But Alone?}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. video. Retrieved 04/03 2014 from \myplainurl{http://www.youtube.com/watch?v=t7Xr3AsBEK4} youtube.com/watch?v=t7Xr3AsBEK4{$\text{]}$} }

The basis of an \textquotesingle{}always-{}on\textquotesingle{} culture is that we are constantly connected and networked, even when we are not physically using our phones or computers. We are \symbol{34}tethered\symbol{34} to the technology we consume; technology has become a part of us that we cannot escape from.

In an \textquotesingle{}always-{}on\textquotesingle{} culture, we think of the implied blurring of the lines between our public and private lives. There can be an inability to escape the need to check social media platforms or the internet in general, even in situations when it could be considered rude or inappropriate. Some people have developed a need to incessantly, and compulsively, be contactable due to this culture. Snapping that connection can result in anxiety among other negative side effects consistent with an addict going through withdrawal. Other negative effects can come from our growing connection including online dis-{}inhibition, reduced social context cues, privacy issues, and other factors. However, we can\textquotesingle{}t always turn ourselves \textquotesingle{}off\textquotesingle{}. Everyday life is saturated with technology and media and the benefits it brings. The value of instant communication and the wealth of information are just two of many reasons that our culture\textquotesingle{}s direction isn\textquotesingle{}t necessarily a wrong one. 

Voices from theorists including danah boyd, Sherry Turkle, Leslie Perlow, and Naomi Baron become significant when discussing \textquotesingle{}always-{}on\textquotesingle{} culture. Their ideas provide a foundation for analysing technology and media\textquotesingle{}s place in our culture and how our daily lives have changed living in an \textquotesingle{}always-{}on\textquotesingle{} culture.
\section{Main Concepts}
\label{99}\subsection{\textquotesingle{}Always-{}On\textquotesingle{}}
\label{100}



The term \textquotesingle{}always-{}on\textquotesingle{} is used to refer to the way modern technology (mobile phones, computers, etc.) continuously keeps people connected to each other through the Internet, and therefore always accessible. Sherry Turkle, a prominent theorist who\textquotesingle{}s work analyzes our relationship with technology, suggests that people have become so tethered with their \textquotesingle{}always-{}on\textquotesingle{} communication devices that the self has become attached to the devices so much that life can be represented by the digital screens we keep in our pockets\footnotemark[144]\myref{144}{Katz, J. E. (2008). Handbook of mobile communication studies. Cambridge, Mass.: MIT Press. Sherry Turkle, \textquotesingle{}Always-{}on/Always-{}on-{}you: The tethered Self\textquotesingle{}}.

Others theorists, such as danah boyd, have a more positive perspective. They claim that the online world is always just around the corner, and that the online world does not necessarily have to be a bad thing. boyd says that most people are \textquotesingle{}always-{}on\textquotesingle{} without technology being the center of the activity and that \symbol{34}there is no longer about on or off. It\textquotesingle{}s about living in a world where being networked to people and information wherever and whenever you need it is just assumed\symbol{34}\footnotemark[145]\myref{145}{Mandiberg, M. (2012). The social media reader. New York: New York University Press. danah boyd, pp.71-{}-{}76}. If people in some way are connected to the network, through a mobile phone, a computer, gaming console etc., they are considered to be \textquotesingle{}always-{}on.\textquotesingle{} However, this constant connection does not mean that users must always pay attention to that connection.

While boyd makes a valid point to say that our online lives are as ‘real’ as our offline lives, more could be said about the significant difference between these two aspects of our lives, in particular how we behave online versus how we behave offline. Suler makes the point that when we communicate online, our input comes after some delay, perhaps minutes, hours or even days, and this affects what we say, in text form, and how we say it\footnotemark[146]\myref{146}{Suler, J. (2005). The online disinhibition effect. International Journal Of Applied Psychoanalytic Studies, 2 (2), pp. 184-{}-{}188}. Importantly, he asserts that when we communicate face-{}to-{}face with others, “moment-{}by-{}moment responses between people powerfully shapes the ongoing flow of self-{}disclosure, usually in the direction of conforming to social norms”\footnotemark[147]\myref{147}{Suler, J. (2005). The online disinhibition effect. International Journal Of Applied Psychoanalytic Studies, 2 (2), p. 185}. If this is the case and an increasing amount of our time is spent online, this could perhaps leave some people struggling with the face-{}to-{}face social skills necessary to fit in to a particular environment. Such as that of an organisation with a clear expectation of cultural behaviour, or to succeed in particular roles where face-{}to-{}face interaction with people is necessary.
\subsection{\textquotesingle{}Always-{}On\textquotesingle{}: The Different Means of Getting Connected}
\label{101}


Being ‘always-{}on’, according to danah boyd, means taking into account both technical networks and social networks. When we cannot connect to the technical network we can often feel frustrated, angry, or worried that we can’t get access to a particular piece of information, or that our productivity will fall, or we can’t make a particular social connection at that precise point in time \footnotemark[148]\myref{148}{ boyd, d. (2012). \textquotesingle{}Participating Always-{}On Lifestyle\textquotesingle{} from Michael Mandiberg (ed.) The Social Media Reader, New York University Press,p.71-{}76 }. This section looks briefly at the how the internet developed and the legacy issues from that development, the technical network today and how each part has advantages and disadvantages.
\subsection{The Mobile Device}
\label{102}

Recent advancements in general technology have affronted media in such a way that it is now more accessible to people than ever. The developments in the mobile phone as a device have been testament to this, as within the past 10 years more and more technology has been added to the mobile device itself allowing more functions to be used. The mobile phone is no longer just a phone -{} cameras to film and photograph, games, app storage, social media, email, GPS capabilities, information storage etc, and quite importantly, mobile internet access -{} creating a handheld computer. The concept of being able to connect to the Internet wirelessly on such a portable level is an important and pivotal factor in regards to this \textquotesingle{}always-{}on\textquotesingle{} culture.
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The invention of the smartphone has been quite possibly the most important development in terms of thinking about this \textquotesingle{}always-{}on\textquotesingle{} culture. It is these devices to which theorists refer to when discussing how we are connected and \textquotesingle{}tethered\textquotesingle{} and are responsible for the ability to stay connected to various medias as mobile phones have been developed to do more than just facilitate calls. 
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Recently, tablet devices have been growing in popularity, combining the portability of the smartphone and the larger screen of a laptop.
\subsubsection{Origins of the Internet and its Legacy}
\label{103}

The Internet’s origin began in the 1960s with a network created by Advanced Research Projects Agency\footnotemark[149]\myhref{149}{https://en.wikipedia.org/wiki/Advanced_Research_Projects_Agency} which was part of the US Defense department. It was called ARPANET\footnotemark[150]\myhref{150}{https://en.wikipedia.org/wiki/ARPANET} and was originally designed to connect universities and laboratories \footnotemark[151]\myref{151}{ IEEE. (2014). The Fathers of the Internet Retrieved 03/27 2014, from \myplainurl{http://theinstitute.ieee.org/people/achievements/the-fathers-of-the-internet} }. Many other networks were subsequently created in different organizations and  countries, but the networks themselves could not effectively interconnect (BBC, 2012). In 1974 Vint Cerf\footnotemark[152]\myhref{152}{http://research.google.com/pubs/author32412.html}and Robert Kahn\footnotemark[153]\myhref{153}{http://www.computerhistory.org/fellowawards/hall/bios/Robert,Kahn/}wrote communication protocols to enable information to be easily sent from one network to another, and this was published in May 1974. The protocols they wrote were called TCP (Transmission Control Protocol) and IP (Internet Protocol) and now form the protocols that run the internet \footnotemark[154]\myref{154}{ IEEE. (2014). The Fathers of the Internet Retrieved 03/27 2014, from \myplainurl{http://theinstitute.ieee.org/people/achievements/the-fathers-of-the-internet} }. Despite the clear benefits at the time of allowing the internet to flourish, TCP/IP might now be categorized as a ‘Lock-{}in’ as described by Jaron Lanier\footnotemark[155]\myhref{155}{http://en.wikipedia.org/wiki/Jaron_Lanier} \footnotemark[156]\myref{156}{ Lanier, J.(2011). You Are Not A Gadget. Penguin: London }, and we are now somewhat constrained by a major tool we use to understand the world.
\subsubsection{Future Direction}
\label{104}
The advance towards true \textquotesingle{}always-{}on\textquotesingle{} connectivity globally, and in particular wireless connectivity, has recently been the subject of intent from two of the world\textquotesingle{}s largest technology companies: Google and Facebook. Mark Zuckerberg\footnotemark[157]\myhref{157}{https://en.wikipedia.org/wiki/Mark_Zuckerberg}, CEO of Facebook, announced that he has plans to expand the boundaries of the Internet to ensure every person in the globe has affordable, basic access to internet services. He expects to do so through the use of wireless drones, satellites, and lasers, thus creating a fully \textquotesingle{}always-{}on\textquotesingle{} world \footnotemark[158]\myref{158}{ Pimentel, B. (2014). Zuckerberg says drones, lasers will help Facebook bring the world online from The Markets News and Analysis Blog. Retrieved 04/01 2014, from \myplainurl{http://blogs.marketwatch.com/thetell/2014/03/28/zuckerberg-says-drones-lasers-will-help-facebook-bring-the-world-online/} }. Zuckerberg provides competition for Google who intends to do the same with balloons and radio signals rather than drones and satellites \footnotemark[159]\myref{159}{ Simonite, T. (2014). Facebook’s Drones Will Battle Google\textquotesingle{}s Balloons to Spread Internet Access from MIT Technology Review. Retrieved 04/01 2014, from \myplainurl{http://www.technologyreview.com/view/525951/facebooks-drones-will-battle-googles-balloons-to-spread-internet-access/} }.
\subsection{Participants in an \textquotesingle{}Always-{}On\textquotesingle{} Culture}
\label{105}
\subsubsection{Youth: Unplugged}
\label{106}



\begin{minipage}{1.0\linewidth}
\begin{center}
\includegraphics[width=1.0\linewidth,height=6.5in,keepaspectratio]{../images/1.jpg}
\end{center}
\raggedright{}\myfigurewithoutcaption{1}
\end{minipage}\linebreak{}\vspace{0.75cm}



One of the most obvious and commonly considered victims of an \textquotesingle{}always-{}on\textquotesingle{} culture are the younger generations, always on their phone or with multiple social media profiles online that need constant attention. This links back to the idea of their Online Identity\footnotemark[160]\myhref{160}{https://en.wikibooks.org/wiki/Digital_Media_and_Culture_Yearbook_2014/Chapter_2:_Online_Identity\#Social_Networking_Sites}. Young people today are so constantly connected that if they happen to not post a picture or a status for more than two days, there is genuine concern between their friends about their safety and well being. \footnotemark[161]\myref{161}{ Sylvian Labs. (2014) Instafame Documentary. Retrieved from \myplainurl{http://vimeo.com/86023743} } Ten years ago, a twelve-{}year-{}old would never have had a mobile phone, let alone using several social media platforms such as Facebook or YouTube. Now, twelve-{}year-{}olds have the latest mobile phone and can likely work it better than their parents. Unplugging a young adult evokes feelings similar to an addict going through withdrawal and depression. \footnotemark[162]\myref{162}{ Alleyne, R. (2011) The young generation are addicted to mobile phones. Retrieved from \myplainurl{http://www.telegraph.co.uk/technology/8458786/The-young-generation-are-addicted-to-mobile-phones.html} } Unplugging oneself is not as easy as turning off a phone. Teens have so many technological outlets and \symbol{34}are growing up in a world that offers them instant access nearly everywhere to nearly the entirety of human knowledge.\symbol{34}  \footnotemark[163]\myref{163}{ Imagining the Internet. (2012). What is the likely future of Generation AO in 2020?. Retrieved from \myplainurl{http://www.elon.edu/e-web/predictions/expertsurveys/2012survey/future_generation_AO_2020.xhtml} } Thus is it understandable, and frankly unavoidable, that young people are a major part of the growing \textquotesingle{}always-{}on\textquotesingle{} culture. 
\paragraph{Unplugged: The Study}
{$\text{ }$}\newline\label{107} 

A 2010 study had 200 University of Maryland (USA) students go without all forms of media, including non-{}technological media, for 24 hours.\footnotemark[164]\myref{164}{Moeller, S. D. (2010). A Day Without Media \allowbreak{}| Research conducted by ICMPA and students at the Phillip Merrill College of Journalism, University of Maryland, College Park, USA. Retrieved from \myplainurl{http://withoutmedia.wordpress.com/}} After 24 hours, students logged onto class blogs and reported their successes, or, in many cases, failures. The results of the study were definitive: mobile technology not only changed students\textquotesingle{} relationships with the news and access to information but also had a profound impact on their relationships with friends and family. The study concludes that constant connection to media has caused students to make different social and moral decisions with their 24 hours than if they had spent the day surrounded by their average collection of media outlets (withoutmedia, 2010). 

Severing the students\textquotesingle{} tether to technology created feelings similar to those of an addict going through depression and separation anxiety. Some students claimed that they had feelings similar to \symbol{34}phantom limb pain\footnotemark[165]\myhref{165}{http://bja.oxfordjournals.org/content/87/1/107.long}\symbol{34}\footnotemark[166]\myref{166}{Nikolajsen, L., \& Jensen, T. S. (2001). Phantom limb pain. Retrieved from \myplainurl{http://bja.oxfordjournals.org/content/87/1/107.long}} experienced often by disabled war veterans. Students found themselves twitching towards their iPods or feeling their back pockets for their phone before realizing they were doing it. After physically removing themselves from technology and media, they found that they couldn\textquotesingle{}t mentally separate from it. Media dependency had become a habit. A student participant from the study said the following:
\LaTeXZeroBoxTemplate{“A few hours later, I brushed my teeth, came back to my room, opened my laptop, and got on Facebook. I was on the computer for a good ten minutes before I realized what I was doing.\footnotemark[167]\myref{167}{Moeller, S. D. (2010). 3. Media dependency \allowbreak{}| A Day Without Media. Retrieved from \myplainurl{http://withoutmedia.wordpress.com/study-conclusions/dependence/}}
“With full knowledge that my phone was off and tucked away, I reached into my pocket at least 30 times to pull out a vibrating phone that wasn’t there.”\footnotemark[168]\myref{168}{Moeller, S. D. (2010). 3. Media dependency \allowbreak{}| A Day Without Media. Retrieved from \myplainurl{http://withoutmedia.wordpress.com/study-conclusions/dependence/}}}

A question remains -{} do those in an \textquotesingle{}always-{}on\textquotesingle{} culture live a richer life or those who remain disconnected? A few voices from the study say that \symbol{34}I believe that those who are not tied to this system are missing something... they are missing information.” (withoutmedia, 2010). Information itself is a commodity that people collect, trade, and put value in. Those who have a constant connection to media possess more information than others and therefore become \symbol{34}richer\symbol{34}. Without certain information or internet access the world becomes much smaller. It could take several weeks to learn about the 8.2 magnitude earthquake that struck Chile\footnotemark[169]\myhref{169}{http://edition.cnn.com/2014/04/01/world/americas/chile-earthquake/} April 2nd, 2014.\footnotemark[170]\myref{170}{Ford, D., \& Ahmed, S. (2014, April 2). Powerful earthquake strikes off the coast of Chile -{} CNN.com. Retrieved from \myplainurl{http://edition.cnn.com/2014/04/01/world/americas/chile-earthquake/}} Then again, how would that information even get to the end user? Internet is out, as is television and newspapers. Face-{}to-{}face would remain the most reliable transfer of information but the earthquake news would be dated and limited to those who physically heard it from the source. One student commented that, “Those who aren\textquotesingle{}t connected through media probably have no idea about certain things going on in the world,” (withoutmedia, 2010).

\LaTeXZeroBoxTemplate{}
\subsection{Part of \textquotesingle{}The Network\textquotesingle{}}
\label{108}
boyd talks of \textquotesingle{}the network\textquotesingle{}; the particular platform (out of thousands available) online users utilize to connect with people who have similar interests and aspirations, in order to achieve a common goal/objective\footnotemark[171]\myref{171}{boyd, d (2012) \textquotesingle{}Participating in the Always-{}On Culture\textquotesingle{} in The Social Media Reader}. Instead of \textquotesingle{}tethering\textquotesingle{} being an addiction, it is instead a practical evolutionary step building upon humanity\textquotesingle{}s natural social requirements and curiosity\footnotemark[172]\myref{172}{boyd, d (2012) \textquotesingle{}Participating in the Always-{}On Culture\textquotesingle{} in The Social Media Reader}. Most of our networks are personalized, and we only interact with those we wish to interact with (the exceptions being trolls and hackers)\footnotemark[173]\myref{173}{boyd, d (2012) \textquotesingle{}Participating in the Always-{}On Culture\textquotesingle{} in The Social Media Reader}. This means that people wish to be \textquotesingle{}always-{}on\textquotesingle{} in order to continuously develop and progress -{} as interaction with like-{}minded individuals can further our own ends and development\footnotemark[174]\myref{174}{boyd, d (2012) \textquotesingle{}Participating in the Always-{}On Culture\textquotesingle{} in The Social Media Reader}:
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Jaron Lanier\footnotemark[176]\myhref{176}{https://en.wikipedia.org/wiki/Jaron_Lanier} calls the \textquotesingle{}network\textquotesingle{} the \textquotesingle{}tribe\textquotesingle{}:

\begin{myquote}
\item{} {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape \symbol{34}The central mistake of recent digital culture is to chop up a network of individuals so finely that you end up with mush. You then start to care about the abstraction of the network more than the real people who are networked, even though the network by itself is meaningless. {$\text{[}$}...{$\text{]}$} The members of the tribe are my lifelong friends, my mentors, my students, my colleagues and my fellow travelers.\symbol{34}}\footnotemark[177]\myref{177}{\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]Lanier, J. (2010) \textquotesingle{}You Are Not A Gadget\textquotesingle{}, London: Penguin Books Ltd}.
\end{myquote}


Lanier talks here about the different groups of people that participate in this \textquotesingle{}always-{}on\textquotesingle{} culture. A common thought is that the majority of this network are teenagers: 

\begin{myquote}
\item{} {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape \symbol{34}So immersed were these young people in their social networks that the idea of being unavailable, even for an instant, was unimaginable.\symbol{34}}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] \footnotemark[178]\myref{178}{ Gots, J. (2012). Switching Off an \symbol{34}Always-{}On\symbol{34} Culture. Retrieved from think-{}tank/switching-{}off-{}an-{}always-{}on-{}culture }
\end{myquote}


This idea of teens being totally involved in the network is a popular one, however, as Lanier stated above, they are not the only people. More and more workplaces expect their employees to be \textquotesingle{}always-{}on\textquotesingle{}, to be part of the network with their other colleagues in order to work to their full potential. In order for them to achieve this, they have to be networked to each other, it will get their work done in a much more timely and efficient manner. 

It is with these opinions that being \textquotesingle{}always-{}on\textquotesingle{} is viewed as a positive measure, as realistically humans do not have the capacity to be \textquotesingle{}always-{}on\textquotesingle{} to everything the internet has to offer. Thus we restrict what we are \textquotesingle{}always-{}on\textquotesingle{} to -{} to things that solely benefit us\footnotemark[179]\myref{179}{boyd, d (2012) \textquotesingle{}Participating in the Always-{}On Culture\textquotesingle{} in The Social Media Reader}. Despite this perceived restriction on the \textquotesingle{}network\textquotesingle{}, Fowler \& Christakis note that increased involvement within a network (particularly one based around social media) yields positive benefits to the individual through {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape situational inequality}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] and {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape positional inequality}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Using the example of loneliness, on average people are lonely for 48 days of the year, but for every extra friend within an individual\textquotesingle{}s \textquotesingle{}network\textquotesingle{} the number of lonely days per year is judged to decrease by almost two days\footnotemark[180]\myref{180}{Christakis, N. and Fowler, J. (2011) \textquotesingle{}Connected -{} The Amazing Power of Social networks and How They Shape Our Lives\textquotesingle{}, London: Harper Press}. This is an example of {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape positional inequality}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] positively effecting an individual in the form of {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape situational inequality}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], demonstrating boyd\textquotesingle{}s notion that being \textquotesingle{}always-{}on\textquotesingle{} to the \textquotesingle{}network\textquotesingle{} yields positive results.       

However, views on the concept differ, with even initial supporters highlighting negative issues resulting from being \textquotesingle{}always-{}on\textquotesingle{}. It can be argued that Fowler \& Christakis\textquotesingle{} view shows that instead of willingly being \textquotesingle{}always-{}on\textquotesingle{} to the \textquotesingle{}network\textquotesingle{}, individuals are coerced into participation out of fear of the adverse consequences associated with being disconnected -{} {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape \symbol{34}loneliness {$\text{[}$}...{$\text{]}$} a cause and a consequence of becoming disconnected\symbol{34}}\footnotemark[181]\myref{181}{\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]Christakis, N. and Fowler, J. (2011) \textquotesingle{}Connected -{} The Amazing Power of Social networks and How They Shape Our Lives\textquotesingle{}, London: Harper Press}. Furthermore, in a study by Eastin and LaRose\footnotemark[182]\myref{182}{Eastin, M. and LaRose, R. (2000) \textquotesingle{}Internet Self-{}Efficacy and the Psychology of the Digital Divide\textquotesingle{} in Journal of Computer-{}Mediated Communication} , it was observed that there was a spike in levels of depression among individuals who experience \textquotesingle{}Internet Stress\textquotesingle{}, such as being unable to establish a a solid connection. The impact is decidedly negative, and could raise the argument that the \textquotesingle{}always-{}on\textquotesingle{} culture has caused an overall increase in anxiety and depression by its ability to give more chances for people to experience this form of \textquotesingle{}Internet Stress\textquotesingle{}. It has also been noted that \textquotesingle{}always-{}on\textquotesingle{} culture could eventually develop into a component of the \textquotesingle{}locked in\textquotesingle{} theory, forcing humans to rely even more greatly on technology, even for simple social contact\footnotemark[183]\myref{183}{Lanier, J. (2010) \textquotesingle{}You Are Not A Gadget\textquotesingle{}, London: Penguin Books Ltd}. In addition to these theories, because individual\textquotesingle{}s are forced to utilize the \textquotesingle{}network\textquotesingle{} during their free time (due to job and family commitments), it has also been noted that being \textquotesingle{}always-{}on\textquotesingle{} increases anxiety levels and is a large contributor to disrupted sleeping patterns\footnotemark[184]\myref{184}{boyd, d (2012) \textquotesingle{}Participating in the Always-{}On Culture\textquotesingle{} in The Social Media Reader}. From this it has been identified that \textquotesingle{}always-{}on\textquotesingle{} culture, at this point, has been neither fully researched nor fully understood.
\subsection{\textquotesingle{}Tethering\textquotesingle{}}
\label{109}

One of the main concepts focused on within \textquotesingle{}always-{}on\textquotesingle{} discussion is the idea that we are tethered to our technological devices. Academic Sherry Turkle coins the term in her discussion of the growing \textquotesingle{}always-{}on\textquotesingle{} culture. She describes  the concept of a \textquotesingle{}Tethered self\textquotesingle{} as the idea of people being consistently accessible through technology and our expectations for them to always be contactable. She explores how even when not physically using our phones or social networking we are still contactable through them, therefore we are forever linked to our communication outlets. \footnotemark[185]\myref{185}{Turkle, S. (2011). Alone Together: Why We Expect More from Technology and Less From Each Other, New York: Basic Books }
. In her piece \symbol{34}Always-{}On/Always-{}On-{}You: The Tethered Self,\symbol{34} Turkle looks at how technology has changed the social acceptability of being disengaged with the people in your physical space and more connected with people miles away. The idea of being tethered to a device raises issues on our increasing reliance on the technology we use \footnotemark[186]\myref{186}{ Turkle, S.(2008). Always-{}On/Always-{}On-{}You: The Tethered Self. from Katz, J E., Handbook of Mobile Communication Studies. Cambridge, MA: MIT Press }. We expect our technology to always work and for others to be immediately responsive, however if the technology breaks or people do not responded we panic. Throughout the working world, staff are expected to be constantly accessible, to the extent that if they are not \symbol{34}on\symbol{34} there is potential for them losing their job. \footnotemark[187]\myref{187}{ Gots, J. (2012). Switching Off an \symbol{34}Always-{}On\symbol{34} Culture. Retrieved from think-{}tank/switching-{}off-{}an-{}always-{}on-{}culture } Academic danah boyd comments that \symbol{34}It\textquotesingle{}s no longer about on or off, really. It\textquotesingle{}s about living in a world where being networked to people and information wherever and whenever you need is just assumed\symbol{34} \footnotemark[188]\myref{188}{ boyd, d. (2012). \textquotesingle{}Participating Always-{}On Lifestyle\textquotesingle{} from Michael Mandiberg (ed.) The Social Media Reader, New York University Press,p.71-{}76 }.

According to Turkle, the idea of the \textquotesingle{}Tethered Self\textquotesingle{} brings up the issue of boundaries; \symbol{34}a parent, partner, or child can be lost for a few seconds or a few minutes to an alternative reality\symbol{34} \footnotemark[189]\myref{189}{ Turkle, S.(2008). Always-{}On/Always-{}On-{}You: The Tethered Self. from Katz, J E., Handbook of Mobile Communication Studies. Cambridge, MA: MIT Press }. People are having to draw clear lines as to when they are present in the physical space around them and when they are \textquotesingle{}on\textquotesingle{} or connected to other people and spaces. Instead of being a natural act, turning of has to be a conscious decision made by the user.

Acknowledging our tethered state raises the question of to whom or to what we are connected \footnotemark[190]\myref{190}{Katz, J. E. (2008). Handbook of mobile communication studies. Cambridge, Mass.: MIT Press.}
With the ever-{}growing state of convergence in technological advancements we are starting to see a change in the way we interact with humans. We are tethered to a completely different community in the 21st century. We are not restricted to being tied to only family and friends via local telephone, the Internet has enabled a broader array of contacting. With the growth of technology the \textquotesingle{}always-{}on\textquotesingle{} culture has grown, we are always connected to the Internet, we can phone people all around the world; we are always tethered.

Tethering is not simply about one\textquotesingle{}s own choice to be connected through the \textquotesingle{}main\textquotesingle{} social media (text, email, Facebook, Twitter). It has been suggested by researcher Slavoj Žižek\footnotemark[191]\myhref{191}{https://en.wikipedia.org/wiki/Slavoj_Zizek} in his work \symbol{34}Big Brother, or The triumph of the Gaze Over the Eye\symbol{34} that in our modern society, anxiety is more likely to arise through not being accessible or existing in this online sense. This has resulted in it becoming something of an oddity for someone to be outside of these online platforms, and socially surreal.

As Žižek points out, the culture of \textquotesingle{}always-{}on\textquotesingle{} has made some people act in bizarrely voyeuristic ways -{} almost as if they were broadcasting their entire lives as a reality show. He compares aspects of the use of social media to the presentation of the film {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Truman Show}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] and the reality television series {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Big Brother}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], in terms of the manner in which people are almost utilizing themselves as actors, casting forth an image of themselves to formulate an impression of themselves for others to digest \footnotemark[192]\myref{192}{ Žižek, S. (2002). Big Brother, or The triumph of the Gaze Over the Eye from Ctrl Space, London: MIT Press }. This includes occasionally detailing processes of life that would be usually deemed unworthy of note, simply because it seems to be expected of oneself to do so.

\textquotesingle{}Always-{}on\textquotesingle{} culture and tethering can be seen as causing crucial problems for businesses. In correlation with people having expectations of their own technology always working we have the same expectation for the technologies of companies. This causes companies who suffer from unexpected technological failures to lose money and reputation as a result. For example in February last year a crash of the Bank of America\textquotesingle{}s online banking system caused disruptions for numerous customers wanting to check their finances at the start of the month. The customers were seen to later vent their frustrations to social media sites. \footnotemark[193]\myref{193}{ Seddon, C and Issac, D. (2013). The business implications of an \textquotesingle{}Always-{}on\textquotesingle{} Technology Culture. Dealing with a new era of it outages.. Retrieved from \myplainurl{http://www.pinsentmasons.com/PDF/TMTInsightsummer.pdf} }. Hence the company\textquotesingle{}s reputation was hurt due to unavoidable technological failures due to their customers reliance on being \textquotesingle{}always-{}on\textquotesingle{}. On the other hand if businesses were to reject the use of social media they would inevitably lose out in publicity to other more vocal companies, or be seen as outdated for not utilizing new technology. 

Besides tethering affecting businesses, it is also contributing to an ever-{}growing issue of internet addiction disorder, giving ease of use to to people to connect to the Internet, anywhere and anytime. \symbol{34}IAD was originally proposed as a disorder in a satirical hoax by Ivan Goldberg, M.D., in 1995, though some later researchers have taken his essay seriously.\symbol{34} \footnotemark[194]\myref{194}{\myplainurl{https://en.wikipedia.org/wiki/Internet_addiction_disorder\#Problematic_Internet_Use_.28PRIUSS.29}} This is the results of the \textquotesingle{}always-{}on\textquotesingle{} culture, addiction, a severe mental disorder. As Sherry Turkle mentions in \textquotesingle{}Connected but alone?\textquotesingle{}  ‘{$\text{[}$}...{$\text{]}$}those little devices in our pockets are so psychologically-{}powerful, that they don’t only change what we do – they change who we are.’ \footnotemark[195]\myref{195}{\myplainurl{http://www.ted.com/talks/sherry_turkle_alone_together?source=facebook}} Evidently showing you the power of technological convergence, tethering and the internet\textquotesingle{}s effect on the 21st century.
\subsubsection{Tethered to the Workplace}
\label{110}

Just as the younger generations have an inescapable tie to technology, adults in the workplace are finding it just as hard to tear themselves away from their work once 5\textquotesingle{}o\textquotesingle{}clock rolls around. Meeting memos, online calendar appointment books, stock market app live updates, and the constant flurry of work emails make it impossible for workers to leave work at the office. Everyone is expected to be \textquotesingle{}always-{}on\textquotesingle{} as a next-{}day meeting could be announced via email that was sent out during dinnertime. Expectations have changed. Workers are often required to always be connected to media to learn the latest news or even just to stay updated with company happening. A recent study\footnotemark[196]\myhref{196}{http://www.apaexcellence.org/assets/general/2013-work-and-communication-technology-survey-final.pdf} done by the American Psychological Association (APA) discovered that more than half of employed adults said they check work messages at least once a day over the weekend and outside week work hours. More than 4 in 10 workers reported doing the same while on vacation. In the same study, adults reported that being \textquotesingle{}always-{}on\textquotesingle{} increased their workload by a third as more work could be done faster and from anywhere. Stepping out of the office doesn\textquotesingle{}t include the mobile phone in the jacket pocket or the work laptop in the briefcase in hand. 

The APA suggests a few tips for unplugging for the day from the office, but it\textquotesingle{}s the case of easier said than done. A few tips include managing expectations, setting boundaries, limiting multitasking, and turning work media off after work hours. For many companies out there, this isn\textquotesingle{}t possible. Workers are hired with the knowledge that a 40-{}hour, 8-{}to-{}5 work week is a dream. Employees may not be strictly required to be \symbol{34}on call\symbol{34} 24/7 but the expectation might be set by employers.  

Small business owners also struggle with the demands to remain \textquotesingle{}always-{}on\textquotesingle{}. In this age, many store owners need an online presence to attract business, even Facebook profiles to send out updates or even to post store hours. A recent LinkedIn study\footnotemark[197]\myhref{197}{http://www.entrepreneur.com/article/231515} found that 81\% of sampling of small businesses use social media to drive growth. YellowPages have moved online and businesses follow. Often, resources and time are thin when it comes to maintaining, or even creating, an online presence. Websites are difficult to set up and look appealing so many people opt to make social media profiles as a marketing tool in addition to an online presence itself, (Forbes, 2013)\footnotemark[198]\myhref{198}{http://www.forbes.com/sites/thesba/2013/11/25/how-much-is-online-presence-helping-small-business/}. An online presence can connect business with a large number of potential consumers with very little effort.
\subsection{\textquotesingle{}Online Dis-{}inhibition\textquotesingle{}}
\label{111}
Another main concept within \textquotesingle{}always-{}on\textquotesingle{} is online dis-{}inhibition\footnotemark[199]\myhref{199}{https://en.wikipedia.org/wiki/Online_disinhibition_effect}. The process of online dis-{}inhibition is described as the phenomenon of online users posting comments or discussions which they would be unlikely to say in real life. Users are seen to lose sense of some of their real world inhibitions that would dictate what to say in their offline conversations.  John Suler\footnotemark[200]\myhref{200}{https://en.wikipedia.org/wiki/John_Suler}, a Psychology Professor based at Rider University specialises in online dis-{}inhibition. He explains that they can be split between \textquotesingle{}Benign dis-{}inhibition\textquotesingle{} and \textquotesingle{}Toxic dis-{}inhibition\textquotesingle{} \footnotemark[201]\myref{201}{ Suler, J. (2005). The Online Disinhibition Effect from International Journal of Applied Psychoanalytic Studies, Vol. 2, No. 2: 184-{}188 }. 
\subsubsection{Benign Dis-{}inhibition}
\label{112}  
Often, benign dis-{}inhibition can be seen as an extension of online dis-{}inhibition where the online user can express emotions of sincerity and affection. Benign dis-{}inhibition was described by Suler in its simplest terms as {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape an attempt to better understand and develop oneself. \footnotemark[202]\myref{202}{ Suler, J. (2005). The Online Disinhibition Effect from International Journal of Applied Psychoanalytic Studies, Vol. 2, No. 2: 184-{}188 }}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] Behaviours can include sharing secrets and revealing more of themselves online than they would confide in a friend. Often online blog sites and chatrooms, such as Tumblr, keep users relatively anonymous and, as such, users feel more open to sharing pieces of themselves or acting kindly towards others. However, the same anonymity that allows users the privacy to share such thoughts also can lead to more destructive behaviors and actions. 
\subsubsection{Toxic Dis-{}inhibition}
\label{113}  
Similar to benign dis-{}inhibition, toxic dis-{}inhibition can be viewed as an extension to the idea of online dis-{}inhibitions. However, in contrast to benign dis-{}inhibition, toxic dis-{}inhibition is the act of users spreading negative views and expressions online including social platforms and blogs. Such acts have recently been taken very seriously and as a result, many online laws and legislations have had to be changed. Toxic dis-{}inhibition can be linked to social media, particularly Tumblr, Twitter and ask.fm. These sites have been in the media a lot recently as stories relating to toxic dis-{}inhibition have brought the serious consequences of the issue -{} such as cyber-{}bullying -{} into public consciousness. Cyberbullying has become a recent trend in middle and high schools with the explosion of the internet and an addiction to technology. Children and teens don\textquotesingle{}t have as much supervision on the internet and feel more anonymous. The only requirement for many social media sites is an email address which can be faked easily. Cyberbulling has been shown to have disastrous effects, making kids become depressed and withdraw, and in some extreme circumstances, driven students to suicide. \footnotemark[203]\myref{203}{Amichai-{}Hamburger, Y. (2013). The social net: Understanding our online behavior. Oxford: Oxford University Press.}  Similar to benign dis-{}inhibition, Suler has simplified the idea to its base meaning of {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape \symbol{34}a blind catharsis, a fruitless repetition compulsion or acting out of pathological needs without any beneficial psychology change. \footnotemark[204]\myref{204}{ Suler, J. (2005). The Online Disinhibition Effect from International Journal of Applied Psychoanalytic Studies, Vol. 2, No. 2: 184-{}188 }\symbol{34}}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]
\subsubsection{Popular Examples of Online Dis-{}inhibition}
\label{114}
One oft-{}acknowledged example of dis-{}inhibition affecting a large online populace is with the community surrounding Chatroulette. Chatroulette\footnotemark[205]\myhref{205}{https://en.wikipedia.org/wiki/Chatroulette} is a webcam-{}based chat service that connects the user randomly to another user, often from a pool of several million potential users who are online at any one time, anywhere in the world. The website receives little to no moderation, so if one connects to others on Chatroulette, there is no possible way to identify who they are about to connect with. Furthermore, the website utilises anonymous connections for all of its users, and as such, extreme or otherwise hurtful things are displayed on Chatroulette with some degree of frequency\footnotemark[206]\myref{206}{Singh, G. (2014). ‘Always-{}on Culture’, lecture at University of Stirling, 4th March 2014.}. This would point to the dis-{}inhibition of Chatroulette being easily categorised as toxic. Since the user is anonymous and randomly connected to another person anywhere in the world, often times people using the service will act in bizarre or lewd ways (including expressing themselves violently with with a great degree of explicitly sexual content).

A well known example of toxic dis-{}inhibition was the volatile reception Rebecca Black\textquotesingle{}s 2011 song \symbol{34}Friday\footnotemark[207]\myhref{207}{https://www.youtube.com/watch?v=kfVsfOSbJY0}\symbol{34}. After her music video went viral, Black started to receive death threats from members of the public. Black had to be taken out of school to be taught at home by her mother due to the extent of her bullying. \footnotemark[208]\myref{208}{ BBC Newsbeat (2011). Rebecca Black to be home-{}schooled after being bullied. Retrieved from \myplainurl{http://www.bbc.co.uk/newsbeat/14488181} } Of course, threatening the life of an innocent 13 year old girl is unacceptable and the California Police Department had to make investigations. \footnotemark[209]\myref{209}{ Wright, D. (2011). Rebecca Black \symbol{34}Friday\symbol{34} Singer, Receiving Death Threats. Retrieved from \myplainurl{http://abcnews.go.com/Entertainment/rebecca-black-friday-singer-receiving-death-threats/story?id=13425921} } However they never discovered who was behind it, thus re-{}iterating the idea that people believe that they can say whatever they want online and they will not get caught.

Another example of online dis-{}inhibition was the \symbol{34}Twitter joke trial\symbol{34} of Paul Chambers in 2010. After discovering that his local airport was closed a week before he had to fly, he posted this tweet: {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape \symbol{34}Crap! Robin Hood airport is closed. You\textquotesingle{}ve got a week and a bit to get your s*** together otherwise I\textquotesingle{}m blowing the airport sky high!!\symbol{34}}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] He was arrested and fined for threatening the airport and consequently lost his job. He was granted an appeal in 2012 \footnotemark[210]\myref{210}{ The Guardian. (2012). Twitter joke trail: Paul Chambers Wins High Court Appeal Against Conviction. Retrieved from theguardian.com/law/twitter-{}joke-{}trial-{}high-{}court }
\subsection{\textquotesingle{}Reduced Social Context Cues\textquotesingle{}}
\label{115}
Sproull\footnotemark[211]\myhref{211}{http://people.stern.nyu.edu/lsproull/} and Kesler\footnotemark[212]\myhref{212}{https://en.wikipedia.org/wiki/Sara_Kiesler} (1986) and reduced social context cues. Sproull and Kesler argue that email and social networking, two main means of communication in \textquotesingle{}always-{}on\textquotesingle{} culture, are of a low fidelity CMC. A low fidelity CMC meaning a low number of social context cues. With email, texts or social networks we are limited to text based communication where we lose out on people\textquotesingle{}s expressions and immediate responses to information. They argue this mode of communication will lead to people becoming more self absorbed in communications since they don\textquotesingle{}t have the other person physically present. Particularly with \textquotesingle{}always-{}on\textquotesingle{} culture, people online can be seen to get annoyed at slow responses to communication despite the recipient potentially being too busy to respond, since there is no way to know why they recipient isn\textquotesingle{}t responding. \footnotemark[213]\myref{213}{ Sproull, L. and Kiesler, S. (1986). Reducing Social Context Cues: Electronic Mail in Organizational Communication from Management Science, vol.32(no.11), 1492-{}1512 } Communication such as jokes or sarcasm will also be comparatively more difficult to read leading to potentially misread situations. However with the increasing use of communication in the form of video chatting we are seeing higher fidelity means of communication, therefore this issue can be seen as becoming less of a concern. That being said taking reduced social cues on a larger scale not seeing people\textquotesingle{}s reactions can lead users to post rude or hurtful posts to celebrities or on YouTube comments, because they see no obvious repercussion of doing so. This phenomenon is unlikely to change due to higher fidelity video chatting as this tends to only occur between people who already know each other. As opposed to between audiences and you tubers, celebrities etc.
\subsection{Determinism}
\label{116}\subsubsection{Technological Determinism}
\label{117}
Technological determinism\footnotemark[214]\myhref{214}{https://en.wikipedia.org/wiki/Technological_determinism}, also known as hard determinism, is the idea that technology has important effects on our lives. The term was first coined by the American sociologist Thorstein Veblen\footnotemark[215]\myhref{215}{https://en.wikipedia.org/wiki/Thorstein_Veblen}, who theorised that technology was the driving force behind social change and influences how cultures develop and grow in response to technology and its constant development. This theory argues that technology drives history and becomes determinant at a certain stage in its own history. It refers to how technology is responsible for the formation of new social and cultural conventions, establishing how we live our lives as we adapt and change around these technologies. For example, the development of mobile technology has increased many peoples accessibility to social networking sites like Facebook and Twitter, because of this increased accessibility through these advancements, online interaction between people has increased considerably and new conventions regarding society and social media have been formed. It has been argued by Dovey and Giddlings (2008) that the idea of technological determinism figures prominently in the popular imagination and political rhetoric\footnotemark[216]\myref{216}{Lister, M., Dovey, J., Giddings, S., Grant, I. \& Kelly, K. (2008). New Media: A Critical Introduction. 2nd ed. London: Taylor And Francis}.
\subsubsection{Cultural Determinism}
\label{118}
Cultural determinism\footnotemark[217]\myhref{217}{https://en.wikipedia.org/wiki/Cultural_determinism}, also known as soft determinism, is the idea that technology itself does not have an important effect in peoples lives, but rather people make technology important. This means that human agents intend to make technology an important part of their life\footnotemark[218]\myref{218}{ Lister, M., Dovey, J., Giddings, S., Grant, I. \& Kelly, K. (2008). New Media: A Critical Introduction. 2nd ed. London: Taylor And Francis.}. In addition to these ideas, being raised in a technology-{}saturate environment will have a significant fact on the current generations and amplified effects for generations to come as technology develops. By 1990, a large number of adults had mobile phones. In 2005, most teenagers had the same technology, but with more features in a smaller package. In 2014, many children have listed the latest smartphone on their Christmas lists. Technology and media play a role in a developing mind\textquotesingle{}s emotional maturity, interpersonal communication skills, and other behaviors that will change as technology plays an even bigger role in our lives than it does now.
\subsection{Low Fidelity/High Fidelity}
\label{119}

Examples of \symbol{34}Low fidelity\symbol{34} communications are ones which are solely text-{}based or voice-{}based. Low fidelity is characterised by the lack of interpersonal and social context cues which determine how an individual feels or expresses their opinion. For example, text-{}based communications can lose the intended meaning depending on how the receiver interprets it. Different emphasis on certain words can change the importance significantly. Voice-{}based communications are of a slightly higher fidelity, but they lack facial expressions which are a clear indicator of one\textquotesingle{}s position on a matter\footnotemark[219]\myref{219}{Sproull, L. \& Kiesler, S. (1986). Reducing social context cues: Electronic mail in organizational communication. Management Science, 32 (11), pp. 1492-{}-{}1512}.
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Communicating with strangers without face-{}to-{}face cues also may lead to the reader subconsciously creating a voice and/or visual image for the other person conducted from their own imagination. This, in turn, will create a different version of the person which the user is communicating with based on his/hers individual desires and needs. Thus, the \symbol{34}reality\symbol{34} of these types of conversations may be distorted and develop into a fantasy face-{}to-{}face conversation, imagined by the reader, where the stranger fits into a specific role which the reader requires\footnotemark[220]\myref{220}{Suler, J. (2005). The online disinhibition effect. International Journal Of Applied Psychoanalytic Studies, 2 (2), pp. 184-{}-{}188.}. 

Video based communications give you both voice and facial recognition aspects but they provide a different atmosphere than from when you are in the same room as another human being. For example, content and micro facial expressions can be lost through a drop in signal or a low quality webcam. Eye contact can provide a lot of information and be a strong non-{}verbal cue in a conversation, and it can never be achieved with the use of webcams.

\LaTeXNullTemplate{}
\subsection{Locked In}
\label{120}
Locked in is the idea that some software and ideas are used so much that they become industry standard, and are accepted by most people to the extent that they are nearly impossible to change. Lanier often uses the example of MIDI, a system which was created in the early 1980\textquotesingle{}s. This system concerns musical notes and it transfers them from electronic instruments to computers. Lanier argues that this system is not the best and has limitations; however, as many new and different programmes have been created and adapted to be able to use it, it means that MIDI is still currently used. Another example is the QWERTY keyboard. This layout of keyboard became popular and frequently used in type writers. As most people know how to type using this sort of keyboard and are familiar with this layout, using another one would most likely not be successful with people, meaning that the QWERTY keyboard remains used\footnotemark[221]\myref{221}{Fish, A. (2011). Book review: Jaron Lanier, You Are Not a Gadget: A Manifesto. New York: Alfred Knopf, 2010. New Media \textbackslash{}\& Society, 13 (3), pp. 510-{}-{}513}.
\section{Key Theorists}
\label{121}
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\subsection{danah boyd}
\label{122}

\begin{myquote}
\item{}  {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape \symbol{34}It\textquotesingle{}s no longer about on or off really. It\textquotesingle{}s about living in a world where being networked to people and information wherever and whenever you need it is just assumed. I may not be always-{}on the Internet as we think of it colloquially, but I am always connected to the network. And that\textquotesingle{}s what it means to be always-{}on.\footnotemark[222]\myref{222}{boyd , danah (2012) ‘Participating in the Always -{} On Culture’ in Mandiberg (ed.) The Social Media Reader. p. 71-{}72. Retrieved 4/4/14 from \myplainurl{https://archive.org/stream/TheSocialMediaReader/Mandiberg-theSocialMediaReader-cc-by-sa-nc_djvu.txt}}\symbol{34}}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] -{}danah boyd 
\end{myquote}


danah boyd\footnotemark[223]\myhref{223}{https://en.wikipedia.org/wiki/danah_boyd} is an academic researcher, focusing primarily on social media and how society interacts with it. Her work in {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape The Social Media Reader}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] \footnotemark[224]\myref{224}{ boyd, danah (2012) \textquotesingle{}Participating in the Always-{}On Lifestyle\textquotesingle{} in The Social Media Reader, London: New York University Press. } highlights the problems that arise when defining the \textquotesingle{}always-{}on\textquotesingle{} lifestyle, especially looking at when being online begins and ends. In this boyd argues that different social contexts create different relationships with being \textquotesingle{}always-{}on\textquotesingle{}, meaning that how society uses technology is not defined by space, but by the contexts we create. Continuing with this idea, boyd reasons that \textquotesingle{}always-{}on-{}ers\textquotesingle{} are characterised by their values and lifestyle rather than generation. Therefore raising questions of who is involved in this \textquotesingle{}always-{}on\textquotesingle{} lifestyle according to their professional life and social activities, widely varying the spectrum. Technological literacy is no longer limited to the younger generations as we see a rise in more and more user friendly technology that can be used by the majority. Furthermore, boyd supports the notion that technology provides a new area for understanding, curiosity, and interaction allowing users to gain knowledge about people and information, with \textquotesingle{}always-{}on-{}ers\textquotesingle{} taking full advantage of the possibilities available.

boyd summarises the effects of the \textquotesingle{}always-{}on\textquotesingle{} culture by using the example of Snapchat\footnotemark[225]\myhref{225}{https://en.wikipedia.org/wiki/Snapchat}.\footnotemark[226]\myref{226}{\myplainurl{http://www.zephoria.org/thoughts/archives/2014/03/21/snapchat-attention.html}} In this blog post she points out how technology users automatically scroll through information without taking the time to engage with it. A result of being \textquotesingle{}always-{}on\textquotesingle{} is mindlessly accessing information without any need or desire to. However, Snapchat offers a solution to mindless media consumption by limiting the amount time the information is available for, portraying the message of \symbol{34}You’ve got 7 seconds. PAY ATTENTION\symbol{34}. This type of technology forces people to engage with media again rather than only being semi-{}consciously aware of their \textquotesingle{}always-{}on\textquotesingle{} lifestyle.
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This is an idea that boyd argues is applying more and more to our everyday lives. This exist because technology is gradually replacing tasks that would otherwise be carried out manually. Examples of this lie in the writing of essays, communicating with others, applying for jobs, entertainment, and gaining knowledge. Due to this different spheres of life are infiltrating others, such as work and leisure, meaning that since users can be communicated at all times through technology. Therefore, new information related to work can be read at home, and the same for personal news can be found out whilst at work. It could be argued that this blurring of leisure and work is the consequential result of the blurring of virtual and reality. 

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries Ubiquity}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]

One of boyd\textquotesingle{}s main ideas is that technology and connectivity has become ubiquitous. This means that the technologies are being used as part of everyday life, and no longer thought of as simply technology. boyd refers to ubiquity in terms of how technology is becoming part of the social infrastructure, and supporting people in what they do. Furthermore, boyd is referring to the connectivity of technology and how it is a service for everyday people, not just technologists. This relates to \textquotesingle{}always-{}on\textquotesingle{} culture because as technology becomes more ubiquitous it is being used for more reasons in everyday life, and thus is a key component in being \textquotesingle{}always-{}on\textquotesingle{}.\footnotemark[227]\myref{227}{\myplainurl{http://www.danah.org/papers/talks/Etech2007.html}, boyd, d. (2007) Retrieved on 2nd April 2014.}
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Being surrounded by technology also links in with boyd\textquotesingle{}s idea of what the \textquotesingle{}network\textquotesingle{} truly means. boyd believes that the \textquotesingle{}network\textquotesingle{} does not refer to the technology available, but rather to the idea that it offers a new platform to express pre-{}existing cultural ideas. Interaction and engagement are the driving forces behind information access and communication within the \symbol{34}networked public\symbol{34}. boyd argues that this formation of networks is primarily visible on social networking sites(SNSs) and media-{}sharing websites. The purposes of these networks, according to boyd, are socialisation, consumption, and civic engagement. This links to \textquotesingle{}always-{}on\textquotesingle{} culture because socialising is being greatly influenced by technology and ease it offers in everyday life.\footnotemark[228]\myref{228}{\myplainurl{http://www.danah.org/papers/essays/DigitalHandshakes.pdf}, boyd, d. (2007) Retrieved on 2nd April 2014.}
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According to boyd being always-{}on is like being a part of the online community where people are connected to each other through layers of information. She calls it an ‘ecosystem in which people can stay connected to one another through a variety of microdata’. That’s where she made interesting point about online addiction. Some people see being always-{}on as an obsession; a virtual sickness which destroys lives. Boyd argues that always-{}on has nothing to do with technological addiction but more to do with the passion that people have for information and the lives of others.\footnotemark[229]\myref{229}{boyd, d. (2012) \textquotesingle{}Participating in an Always-{}on Lifestyle\textquotesingle{}. pp. 74 -{} 75}
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Whilst boyd seems to make a relevant point that our online lives are as ‘real’ as our offline lives, more could be said about the significant difference between these two aspects of our lives, in particular how we behave online versus how we behave offline. Suler (2005) makes the point that when we communicate online, our input comes after some delay, perhaps minutes or hours or days, and this affects what we say, in text form, and how we say it. Importantly, he asserts that when we communicate face-{}to-{}face with others, “moment-{}by-{}moment responses between people powerfully shapes the ongoing flow of self-{}disclosure, usually in the direction of conforming to social norms” (p. 185). If this is the case, if an increasing amount of our time is spent online this could perhaps leave some people struggling with face-{}to-{}face social skills necessary to fit into a particular environment, such as that of an organisation with a clear expectations of cultural behaviour, or to succeed in particular roles where face-{}to-{}face interaction with people is necessary.\footnotemark[230]\myref{230}{Suler (2005) p.185}
\subsection{Sherry Turkle}
\label{123}
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Sherry Turkle\footnotemark[231]\myhref{231}{http://en.wikipedia.org/wiki/Sherry_Turkle} is another key theorist associated with \textquotesingle{}always-{}on\textquotesingle{} culture and, specifically related to \textquotesingle{}the tethered self\textquotesingle{}. Sherry Turkle is an American professor at the Massachusetts Institute of Technology in the area of social studies.\footnotemark[232]\myref{232}{The Guardian. (2013). Sherry Turkle: \textquotesingle{}We\textquotesingle{}re losing the raw, human part of being with each other. Retrieved 03/23, 2014, from \myplainurl{http://www.theguardian.com/science/2013/may/05/rational-heroes-sherry-turkle-mit}} Turkle is a hugely influential theorist in this field and is incredibly important when talking in terms of Social Media and this \textquotesingle{}always-{}on\textquotesingle{} culture.  She has contributed to many academic papers and research journals, with much of her work focusing on the psychology of human relationships and technology where she discusses and develops further this notion of the \textquotesingle{}tethered self\textquotesingle{} stating that:

\symbol{34}Networked, we are together, but so lessened are our expectations of each other that we can feel utterly alone. And there is the risk that we come to see others as objects to be accessed -{} and only for the parts we find useful, comforting or amusing.\symbol{34} \footnotemark[233]\myref{233}{ Turkle, S. (2011). Alone Together: Why We Expect More from Technology and Less From Each Other, New York: Basic Books }

\symbol{34}We are tethered to our \textquotesingle{}always-{}on/always-{}on-{}us\textquotesingle{} communications devices and the people and things we reach through them: people, Webpages, voice mail, games, artificial intelligences... they live for us through our tethering devices, always ready-{}to-{}mind and hand.\symbol{34} \footnotemark[234]\myref{234}{ Turkle, S.(2008). Always-{}On/Always-{}On-{}You: The Tethered Self. from Katz, J E., Handbook of Mobile Communication Studies. Cambridge, MA: MIT Press }
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The \symbol{34}Tethered Self\symbol{34} is a prominent part of her \textquotesingle{}always-{}on\textquotesingle{} study.   This idea concerns the way in which people are connected and have access to it a communication device, such as a smart phone.  She often discusses how people can always be reached through mobiles or emails and if the person cannot contact the users, then machines often represent them, such as voicemail.  Also,  how a growing number of people are connected to some sort of network, such as Facebook, and rarely disconnect from it.  From interviews she has conducted, she concludes that people, especially teenagers, feel at a loss without their mobile and without being connected.  She argues that people have become more reliant on their technologies and this has led to users checking their networks more for any notifications. For example, users checking their smart phones for notifications.<{}ref name=\textquotesingle{}Turkle>{}Turkle, S. (2013). Always-{}On/Always-{}On-{}You: The Tethered Self. Handbook of Mobile Communication Studies. (pp. 121). Massachusetts: The MIT Press
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Another book published by Turkle in 1995 \textquotesingle{}Life on The Screen: Identity in The age of the Internet\textquotesingle{} which is part of her work based around computers and the effect they have on us. She developed ideas of \textquotesingle{}cyberspace\textquotesingle{} -{} a place where we can, every day, go to interact and connect with people anywhere-{} and develop relationships with them online. In writing she said human beings were changing and adapting due being unable to distinguish between computers and real life. 

The concept of being able to go on at any time to speak to someone any where gives the idea of being \textquotesingle{}always-{}on\textquotesingle{} and in this sense, with a computer. Always having access to these online worlds and being able to be reached from people even when we are not there, we are still \textquotesingle{}always-{}on\textquotesingle{}. \footnotemark[235]\myref{235}{ Turkle, S. (1997). Life on the Screen: Identity in the Age of the Internet. Simon \& Schuster; 1st Touchstone Ed edition }

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries The Second Self}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]

The “Second Self” is Sherry Turkle\textquotesingle{}s second published book.  Throughout, she refers to ideas of computers being more than a device and how it is an important part of the user’s life, physiologically and socially.\footnotemark[236]\myref{236}{Turkle, S. (2005) “The Second Self Twentieth Anniversary Edition.” Massachusetts: The MIT Press} Her book is based upon opinions and attitudes of people who use computers and how that effects on their lives. \footnotemark[237]\myref{237}{NY Times. (1984) “The Second Self.” Retrieved 04/01, 2014, from \myplainurl{http://www.nytimes.com/books/99/01/03/specials/turkle-second.html}} 
Written in 1984, before today\textquotesingle{}s technology was invented and before most people owned a smart phone,  Turkle expresses ideas that could lead to today\textquotesingle{}s \textquotesingle{}always-{}on\textquotesingle{} culture such as the fear people initially had about becoming \symbol{34}addicted\symbol{34} to technology.<{}ref name= ‘Turkle’>{}Turkle, S. (2005) “The Second Self Twentieth Anniversary Edition.” Massachusetts: The MIT Press  Turkle also mentions ideas, similar to theorist Marshall McLuhan, of technology extending the self but she also adds how it extends the “external” world for the user.<{}ref name= ‘NY Times’>{}NY Times. (1984) “The Second Self.” Retrieved 04/01, 2014, from \myplainurl{http://www.nytimes.com/books/99/01/03/specials/turkle-second.html} 
She states in the book, the idea that technology “changes not only in what we do but how we think” which is similar to her ideas in “Alone Together.”  This idea is emphasised in her later work as by then more technology had been developed and consumed. <{}ref name= ‘Turkle’>{}Turkle, S. (2004) “The Second Self Twentieth Anniversary Edition.” Massachusetts: The MIT Press
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Her book \symbol{34}Alone Together: Why We Expect More from Technology and Less From Each Other\symbol{34} (2011) mentions the idea of \textquotesingle{}always-{}on\textquotesingle{} culture and the relationship between people and technology and the consequences that can have.
This is where she drew on the main ideas of \textquotesingle{}tethering\textquotesingle{} and the \textquotesingle{}always-{}on\textquotesingle{} culture. She made points about how we are more connected now than what we have ever been before but with that we are still alone. We are replacing our social interactions-{} conversations and intimacy with texting and communicating through computer use. \footnotemark[238]\myref{238}{ Turkle, S. (2011). Alone Together: Why We Expect More from Technology and Less From Each Other, New York: Basic Books }

Turkle gave a talk through the website TED\footnotemark[239]\myhref{239}{https://en.wikipedia.org/wiki/TED_(conference)} called \symbol{34}Connected, but still alone?\symbol{34} here she discussed some of the main points from the book. She talked about the ideas of communication and how it changed who we are and what we do and so we are developing social problems when it comes to being offline. We are now expecting less from each other and more from our technologies altering our relationships and friendships in the outside world and we are also losing valuable skills in conversation and social behaviour do to our new forms of connection and technology.\footnotemark[240]\myref{240}{Ted Talks. (2012) \symbol{34}Connected But Alone?\symbol{34} Retrieved 03/29, 2014, from \myplainurl{http://www.ted.com/talks/sherry_turkle_alone_together}}
\subsection{Leslie Perlow}
\label{124} 
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Leslie Perlow\footnotemark[241]\myhref{241}{http://www.hbs.edu/faculty/Pages/profile.aspx?facId=24278} is a professor of Leadership in the Organizational Behaviour area at Harvard Business School.  Most of her research focuses on being \textquotesingle{}always-{}on\textquotesingle{} in the work place. In her latest publication, “Sleeping With Your Smartphone” she focuses on employees of businesses who feel the need to be always online and always be connected and she discusses how disconnecting can be the most powerful tool for them.\footnotemark[242]\myref{242}{Harvard Business School. (2014). Leslie A. Perlow. Retrieved 03/29, 2014, from \myplainurl{http://www.hbs.edu/faculty/Pages/profile.aspx?facId=24278\&facInfo=fea}} 
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In her latest publication, “Sleeping With your Smartphone,” she surveys thousands of different businesspeople in different professions over how much they work and their smartphone habits.  Some of her questions included how often they check their phone and how often they can disconnect from it. She argues that professionals feel pressure to be \textquotesingle{}always-{}on\textquotesingle{} and they often feel that if they disconnect, others may still stay on and become more successful than them.\footnotemark[243]\myref{243}{Huffington Post. (2012). Turning Off Your Smartphone: More Stress or Less?. Retrieved 09/29, 2014, from \myplainurl{http://www.huffingtonpost.com/leslie-perlow/work-stress_b_1429692.html}}  
Due to different time zones and needing to be contactable for clients and fellow colleagues, Perlow has argued that it leads to employees to change their timetable and reschedule their time to make sure that they are always connected and remain to be perceived as a good employee as constantly being on is often expected from high pressure jobs.\footnotemark[244]\myref{244}{Harvard Business Review. (2012). Are You Sleeping With Your Smartphone?. Retrieved 03/29, 2014, from \myplainurl{http://blogs.hbr.org/2012/05/are-you-sleeping-with-your-sma/}}    
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Perlow experimented with a company, Boston Consulting Company, to see if their employees would be able to disconnect and if that could be achieved.  At 6:00pm each night, a different employee would be able to disconnect from their work network and other employees were able to deal with clients if need be.  
Most employees felt many benefits such as finding their work more satisfying.  They also felt that they regained more control over their work life.  
Perlow argues that when this approach is applied correctly, not being \textquotesingle{}always-{}on\textquotesingle{} can benefit not just the employee but the organisation as well.\footnotemark[245]\myref{245}{Big Think. (2012). Switching Off An \symbol{34}Always on\symbol{34} Culture.. Retrieved 03/29, 2014, from \myplainurl{http://bigthink.com/videos/switching-off-an-always-on-culture-2}}
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In 2013, Perlow gave a TEDTalk on what she perceived as a detrimental effect that the \textquotesingle{}always-{}on\textquotesingle{} culture of smartphones was having on businesses and organizations, as well as family life and relationships. She asserted that because of \textquotesingle{}always-{}on\textquotesingle{} culture existing, people are constantly checking their smartphones for updates on career-{}related issues, e-{}mails from colleagues, or for information about their current duties at work -{} all the while squandering the time they spend outside of work doing this. Perlow describes this as a common attitude -{} stating that it is easy for one to think it\textquotesingle{}s the best thing to do for their career. She further asserts that these behaviors have lead to a significant deterioration in the relationships and skills people use to deal with situations and issues outside of the workplace. Perlow concludes by asserting that this \symbol{34}overconnected world\symbol{34} does not have to lead to negative effects -{} if proper changes are made to the workplace structure and certain criteria are established for what is and what is not good use of one\textquotesingle{}s connected devices, work and life can be improved, avoiding the downfalls of an \symbol{34}overconnected\symbol{34} society. \footnotemark[246]\myref{246}{TED.com. (2013). Thriving in an overconnected world. Retrieved 04/02, 2014, from \myplainurl{http://www.ted.com/initiatives/tedinstitute/leslie_perlow_thriving_in_an.html}}
\subsection{Naomi Baron}
\label{125}

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries About}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]

Naomi Baron\footnotemark[247]\myhref{247}{https://en.wikipedia.org/wiki/Naomi_Baron} is a linguist and professor of linguistics at American University in Washington D.C. She researches topics such as language in social context, language acquisition and computer medicated-{}communication. Her book, Always On: Language in an Online and Mobile World, which was published in 2008, won the English-{}Speaking Union’s HRH The Duke of Edinburgh ESU English Language Book Award for 2008. 
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In her book, \textquotesingle{}Always On: Language in an Online and Mobile World\textquotesingle{} she talks about the idea of domestication of technology, a theory with comes from Rodger Silverstone and Leslie Haddon. This is the idea that we use technology as an everyday essential without giving it a second thought. She explains that such communication technologies has gradually changed our social norms and an example of this is that it is so much easier for us to go online and find out what the weather is going to be rather than turn on our televisions, go to the weather channel and await our local report. As domestication of communication technologies spreads through the populace, people are increasingly “on” networks that extend beyond the landline. Her theory that the domestication of such technologies like email, IM, blogging and facebook can have some dangers. The first is that once you become “on” it is hard to come “off” and it is increasingly easy to being \textquotesingle{}always-{}on\textquotesingle{}. Once you have got past the first fees of buying a computer or a phone it becomes less and less expensive to keep connected through them. Secondly is that anyone can be an author or a publisher and can surpass legal authorities. And the third one and probably the most dangerous is the compromising of our safety and privacy. This is potentially the worst but can be put simply from accidentally sending an email to the wrong person or before you are finished to some of our banking information being hacked or stolen.
\section{Effects of Being \symbol{34}Always-{}On\symbol{34}}
\label{126}
\subsection{Advantages}
\label{127}
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A main advantage of being \textquotesingle{}always-{}on\textquotesingle{} is being able to receive information and news as soon as it becomes available. Prior to the advancement we have seen in technology today, people would have to log on to a PC, buy a newspaper or wait for a letter to arrive at their door to receive information. Nowadays, however, they can receive these kind of communications instantly through their mobile device and, in some cases, be notified exactly when they become available. The time taken to communicate has been significantly shortened and made much more convenient for the user. As the world becomes more and more online everything we need becomes more readily available to us. We can get information in a matter of seconds and everything that we need to know we are able to find out. According to filmmaker Tiffany Shlain\footnotemark[248]\myhref{248}{https://en.wikipedia.org/wiki/Tiffany_Shlain} director of \textquotesingle{}Connected: An Autoblogography About Love, Death \& Technology\textquotesingle{}, \symbol{34}something happens in one place and we can see it, feel it, and do something about it which has such huge potential\symbol{34} \footnotemark[249]\myref{249}{ Shlain, T. (2011). Connected: An Autoblogography About Love, Death \& Technology. Video. Retrieved from \myplainurl{http://www.netflix.com/WiPlayer?movieid=70166245\&trkid=13462100\&tctx=-99\%2C-99\%2Cd198df6c-98f6-426a-876d-d4ec4155f6b2-8256831} }.

Information is no longer something that takes an exertion to locate, we have it right at our finger tips. “Work will be dominated by fast-{}moving, geographically diverse, free-{}agent teams of workers connected via socially mediating technologies.” (Fred Stutzman, Carnegie Mellon) This theory explains the influence that being “always-{}on” has on us and the idea of what its effect on our society has been. It is thought that because the spread of information is so quick, diverse and free moving, that our society will become quick, diverse and free moving, and as a result of this, our culture will benefit greatly. All of these factors make for a much more efficient way of communicating and working. According to Royston Martin (2009) the notion of media being “everywhere and always on” does not have to be viewed negatively. “The spread of free, easily accessible instant information – be it on, for example, health care or democratic election processes – are small examples of the potential the digital media has to help raise living standards.”
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There are a lot of theories that say the \textquotesingle{}always-{}on\textquotesingle{} culture is having a negative effect on children and teens with side effects as lower attention span and inability to work through problems. This may be true however there are a lot of other benefits that our weigh these. Studies show that 55 percent of those surveyed say that the brains of young people in 2020 will be wired differently from those of their parents. What’s more, they say, is the ability of always-{}connected young people to nimbly get information from an array of online sources and then share it seamlessly among a broad network of people is a positive trend. (Laura B. Weiss, 2012) It is shown that the younger generation may not be able to do the same things their parents can do however they will have skills that are above their parents head. With these on-{}going technological advances it may not be as necessary for the younger generation to have really long attention spans as information is so available however it may be more beneficial for them to have the skills to hunt down information and share it to a mass audience.  Young people born around the year 2000  “have grown up in a world that has come to offer them instant access to nearly the entirety of human knowledge, and incredible opportunities to connect, create, and collaborate,” says Janna Anderson (Laura B. Weiss, 2012) Therefore these are the way their brains have developed and grown to adapt to these circumstances therefore will be affluent in this particular set of skills unlike their parents who have had to adapt to their generational technologies and grew up with a set of skills that would help them in their world. 
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Now that the majority of Westernised society has a mobile phone, meeting up with individuals or groups has become much easier. Before the popularization of the mobile phone, people would have most likely contacted one another via land-{}line. A simple plan would be made to meet up, and the persons involved would not talk to one another again until they saw each other in person at the time and place agreed. Now, thanks to mobile technology, plans can be altered with ease, depending on the situation. For example, if a person on a train which is running late, they can contact their \textquotesingle{}always-{}on\textquotesingle{} friend from their mobile to let them know what is going on and to rearrange plans.
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A major upside of \textquotesingle{}always-{}on\textquotesingle{} culture is the ease of communication that it has brought to people -{} particularly technologically engaged youths. If one desires to communicate with another electronically, there are nearly infinite ways of accomplishing this -{} all depending on the type of communication desired. One can use microblogs (sites like Twitter), blogs (like Tumblr, Wordpress, or Blogspot), social media sites like Facebook, or they could even use various multimedia forms of communication like e-{}mail, text messaging, or Skype in order to communicate easily with other individuals. On top of the ease of communication that \textquotesingle{}always-{}on\textquotesingle{} culture affords, it also supports a fantastic level of synchronisation for most forms of social media. For instance, one can easily link their Instagram account to their Facebook, Twitter, or Tumblr accounts (as well as many other social networking sites)\footnotemark[250]\myref{250}{\myplainurl{http://help.instagram.com/169948159813228}}, allowing posts on any or all of those sites to be visible across platforms, and also allowing the user to keep their communications and musings synchronised across multiple platforms of social media and keeping things orderly at the same time.
\subsection{Disadvantages}
\label{128}
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DA is, as defined by Dr. Jim Taylor, \symbol{34}a persistent and unpleasant condition characterized by worry and unease caused by periods of technological disconnection from others\symbol{34} \footnotemark[251]\myref{251}{ Taylor, J. (2010). Disconnectivity Anxiety. Retrieved from \myplainurl{http://www.huffingtonpost.com/dr-jim-taylor/disconnectivity-anxiety_b_647773.html} }. This anxiety can come from anything, such as, not being able to connect to the Internet or someone not responding quickly enough to a message. From Taylor\textquotesingle{}s perspective, the constant need to be connected is a problem in society and people should make an effort to detach themselves when the technology is not necessary.
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CPA is: “to pay partial attention — CONTINUOUSLY” \footnotemark[252]\myref{252}{ Stone, L. (2009). Continuous Partial Attention. Retrieved from: \myplainurl{http://lindastone.net/qa/continuous-partial-attention/} }. The term was coined by writer Linda Stone in 1998. When we use our attention in this way, we are dividing it between multiple things but at a superficial level. CPA is motivated “by a desire to be a LIVE node on the network”. Continuous partial attention is different from multitasking, we multitask to be more efficient and we use CPA because we don’t want to miss anything. In large doses, it can play a part in creating a very stressful lifestyle through \symbol{34}operating in crisis management mode\symbol{34}.
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It has been noted that always being connected can disrupt and interfere with an individual\textquotesingle{}s privacy, as they simply cannot disconnect themselves. Jan van Dijk talks of, particularly in relation to the use of GPS technology in social media, an inability for an individual to detach themselves from their \textquotesingle{}network\textquotesingle{} for personal reasons -{} simply because society as a whole now functions in an \textquotesingle{}always-{}on\textquotesingle{} fashion\footnotemark[253]\myref{253}{van Dijk, J.(1999) \textquotesingle{}The Network Society\textquotesingle{}, London: SAGE Publications Ltd}:

\begin{myquote}
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\end{myquote}


It is argued that being \textquotesingle{}always-{}on\textquotesingle{} is an increasing danger to personal autonomy, as our \symbol{34}natural space to withdraw\symbol{34}\footnotemark[255]\myref{255}{van Dijk, J.(1999) \textquotesingle{}The Network Society\textquotesingle{}, London: SAGE Publications Ltd} is shrinking as a direct result\footnotemark[256]\myref{256}{van Dijk, J.(1999) \textquotesingle{}The Network Society\textquotesingle{}, London: SAGE Publications Ltd}. Being \textquotesingle{}always-{}on\textquotesingle{} and open to so many social outlets takes away an individual\textquotesingle{}s personal time, whilst reducing their ability to switch off, which would eventually result in an overload of data to process; as no individual has the capacity to take in all that the internet has to offer\footnotemark[257]\myref{257}{boyd, d (2012) \textquotesingle{}Participating in the Always-{}On Culture\textquotesingle{} in The Social Media Reader}.   
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As discussed in Nicholas Carr\textquotesingle{}s book \textquotesingle{}The Shallows: What the Internet is Doing to Our Brains\textquotesingle{},\textquotesingle{} always being connected to the Internet or mobile network can create difficulty to focus on any single thing for more than a few minutes  \footnotemark[258]\myref{258}{ Carr, N. (2012) \symbol{34}Nicholas Carr -{} The Shallows: What the Internet Is Doing to Our Brains,\symbol{34} video. Retrieved from \myplainurl{https://www.youtube.com/watch?v=lt_NwowMTcg} }. The Internet gives you short bursts of information and then leads you to something else not giving a lot of time to focus on one thing. 
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Turkle expresses how she feels that attitudes of users of the technology is changing.  She often mentions how communication is breaking down due to the increasing use of technology to communicate. Turkle also argues that the way technology is now being used is not just changing the way the users communicate with each other, but it is also changing the user as a person.  The need for attention is able to fulfilled by social media and the ability to message people from a device but this can also lead to users feeling more bored or alone in real life situations.  In a 2012 Ted Talk, she expresses how face-{}to-{}face communication is suffering due to the rise of online conversation and how even when people are in them presence of others they often want to be somewhere else, so they communicate online while in the company of others.  She gives the example of people texting and emailing from boardrooms and during meetings.  Overall, she expresses that the popularity of communicating online and the decline of communicating in person hence creating a feeling of isolation for the user.\footnotemark[259]\myref{259}{Ted Talks. (2012) \symbol{34}Connected But Alone?\symbol{34} Retrieved 03/29, 2014, from \myplainurl{http://www.ted.com/talks/sherry_turkle_alone_together}}
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There are some psychological issues related to being ‘always-{}on\textquotesingle{}. \textquotesingle{}Being drop into a mode of permanent online activity’ can create lots of stress and anxiety. Constantly checking messages on the smartphones can lead to the point that there is no break whatsoever. This situation can create a feeling of being overwhelmed, depressed and in some cases makes people even to commit suicide.The pressure of being ‘always-{}on’ is huge, especially in the work place. There is confusion where the media demands stop and where the life starts. \symbol{34}Work and life are blended into a stressful soup of endless demands. In many workplaces, switching off is seen as uncommitted, even unprofessional\symbol{34}. Many people are place in the situation that the demands from the work place take over their personal life.\footnotemark[260]\myref{260}{The Telegraph (2014) The \textquotesingle{}always -{}on\textquotesingle{} culture: smartphones, stress and suicide. Retrieved from \myplainurl{http://blogs.telegraph.co.uk/technology/micwright/100009425/the-always-on-culture-smartphones-stress-and-suicide/}  }
\subsection{Changing Media Industries and Convergence}
\label{129}
\paragraph{Newspapers}
{$\text{ }$}\newline\label{130}

Newspapers fall under the heading of “old media” whilst the Internet is considered “new media”. It could be argued that newspapers are becoming a thing of the past. They were once the only means for people to be informed of current events around the globe and could typically be found in every household. However, now the need to buy a newspaper is waning due to free websites providing up-{}to-{}date information, sharing news the instant it occurs. In the age of Twitter and trending topics, there is far less need to track down newsworthy events when they will come to you whether you seek them or not. Many online news providers let users customize their news feed so only topics their interested come to them, such as RSS Feeds.\footnotemark[261]\myref{261}{Using Google News RSS Feeds -{} News Help. (2014). Retrieved from \myplainurl{https://support.google.com/news/answer/59255?hl=en}} Older generations might still purchase newspapers; however, newspaper readership in the younger generations is declining as they have all the information they could need at their fingertips. 

Many traditional print newspapers are putting more money and resources into the digital side of news. “At present, the major British newspapers are edging sideways towards the digital tipping point. Print staffs and print supplements and people and resources shifted into digital.” \footnotemark[262]\myref{262}{ Brock, G. (2013). Out of print. } As well as regularly updated websites, many newspapers have launched smartphone apps allowing people to access news on the move and provide notifications for breaking news. Some newspapers have made the complete digital transition as physical readership couldn\textquotesingle{}t maintain profit; instead, newspapers find it more cost beneficial to \symbol{34}print\symbol{34} online, thereby reaching more users and cutting costs.
\paragraph{Television}
{$\text{ }$}\newline\label{131}
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Television was once a cool medium -{} meaning something that could be consumed passively, unlike a movie at the cinema or a lecture for example. However, the more we use social media and the internet, the more interactive television is becoming.  \footnotemark[264]\myref{264}{ Koten, Hamid van. (2006) \symbol{34}The Digital Image and the Pleasure Principle: The Consumption of Realism in the Age of Simulation\symbol{34}. In Digital Visual Culture ed. Anna Bentkowska-{}Kafel, Trish Cashen and Hazel Gardiner. Intellect Books: Bristol }

Although TV had become interactive before smartphone technology, with the popularisation of voting reality shows like Big Brother (Channel 4/Five) to magazine programmes with debating segments such as This Morning (ITV), the boom in social media and \textquotesingle{}always-{}on\textquotesingle{} culture has meant that audiences now expect TV shows to have a presence online and want to have their say more than ever. \footnotemark[265]\myref{265}{ BBC Academy (2013). Online and social media in TV. Retrieved from \myplainurl{http://www.bbc.co.uk/academy/production/article/art20130823083150575} }

For example, it is now possible to download apps for specific TV shows to a smartphone which allow the user to interact with the shows producers and with other viewers. This year, the BBC launched an app for their talent show The Voice which allows users to play along with the blind audition element of the show and voice their opinion, as well as vote in the later stages of the programme. \footnotemark[266]\myref{266}{ Digital Spy. (2014) The Voice UK launches new iOS, Android app for series 3 Retrieved from \myplainurl{http://www.digitalspy.co.uk/tv/s154/the-voice-uk/news/a541355/the-voice-uk-launches-new-ios-android-app-for-series-3.html\#~oAiFgbk054sHOs} }

Another example of this is the frequent reminders during a television show to \symbol{34}Like\symbol{34} Facebook pages and to \symbol{34}Tweet\symbol{34} using certain hashtags which essentially encourage the viewer to join in discussions about the programme and receive the latest news on it. This both helps the shows producers understand the audience they have and make sure that they draw in as big an audience as possible as reminders can be sent out.
\subsubsection{Video Games}
\label{132}
Many popular video games have recently begun to utilise social media as a way to report the player\textquotesingle{}s progress through the game as they play it. For instance, Uncharted 2: Among Thieves\footnotemark[267]\myhref{267}{https://en.wikipedia.org/wiki/Uncharted_2:_Among_Thieves} features an option for players to link their Twitter account to the game, and as they play the game, whenever they reach a milestone of progression across the game\textquotesingle{}s many chapters, Twitter will post snapshots or small updates of the player\textquotesingle{}s progress\footnotemark[268]\myref{268}{Flip the Media. (2009).  Social Networks and Video Games. Retrieved 4/4/14 from \myplainurl{http://flipthemedia.com/2009/11/social-networks-and-video-games/}}. Another notable example of this is with the recent title Grand Theft Auto V\footnotemark[269]\myhref{269}{https://en.wikipedia.org/wiki/Grand_Theft_Auto_V}. In Grand Theft Auto V, the player is presented with the option to link their game account to their Facebook account, allowing the game to post status updates and small bits of information about the player\textquotesingle{}s behavior in the game (such as number of in-{}game kills, recently completed missions, or recently-{}won multiplayer games). As well as this Rockstar games has also created an online game profile category which enables players from all over the world to link together and share player profiles of your in game progress, evidently video game producers are admirably trying to converge and synergies social media and online gaming as much as possible to keep an Always-{}On culture active to keep the success and \textquotesingle{}Buzz\textquotesingle{} surrounding the game. 

Additionally, in a more aggregate sense, there is a popular system of measuring progress\footnotemark[270]\myhref{270}{https://en.wikipedia.org/wiki/Achievement_\%28video_gaming\%29} on the Xbox\footnotemark[271]\myhref{271}{https://en.wikipedia.org/wiki/Xbox} and Playstation\footnotemark[272]\myhref{272}{https://en.wikipedia.org/wiki/PlayStation} consoles (referred to as Achievements and Trophies, respectively). These systems of measurement track a player\textquotesingle{}s progress as they complete goals set by the game\textquotesingle{}s designers. Many third-{}party websites allow players of games on these consoles to automatically update their social networks (such as Twitter or Facebook) with notifications of their progress. Additionally, the Playstation supports native Twitter integration support for players to cross-{}post their Trophies to their feeds.

With the introduction of the current generation of gaming consoles\footnotemark[273]\myhref{273}{https://en.wikipedia.org/wiki/History_of_video_game_consoles_\%28eighth_generation\%29}, the Playstation 4\footnotemark[274]\myhref{274}{https://en.wikipedia.org/wiki/Ps4} and Xbox One\footnotemark[275]\myhref{275}{https://en.wikipedia.org/wiki/Xbox_One} both feature the capacity to share video feeds of any one player\textquotesingle{}s gameplay in real-{}time via popular video game streaming site Twitch.tv\footnotemark[276]\myhref{276}{https://en.wikipedia.org/wiki/Twitch.tv}\footnotemark[277]\myref{277}{The Verge. (2013). Xbox at E3 2013: everything you need to know. Retrieved 4/4/2014, from \myplainurl{http://www.theverge.com/2013/6/10/4414176/microsoft-xbox-one-at-e3-2013-everything-you-need-to-know}}\footnotemark[278]\myref{278}{Twitch.tv. (2013). Twitch Confirmed for PlayStation 4. Retrieved 4/4/2014 from \myplainurl{http://blog.twitch.tv/2013/08/twitch-coming-to-ps4/}}. Less than a month after the release of the Playstation 4, Twitch reported that Playstation 4 users had generated over 10\% of the streams on their website, with over 20 million minutes of footage streamed from gamers to the popular site in under one month\textquotesingle{}s time\footnotemark[279]\myref{279}{IGN.com. (2013). PS4 Responsible For 10 Percent of All Twitch Streaming. Retrieved 4/4/2014, from \myplainurl{http://uk.ign.com/articles/2013/12/10/ps4-responsible-for-10-per-cent-of-all-twitch-streaming}}.
\subsubsection{Fashion Industry}
\label{133}
Similarly, the concept of constant technology has further branched out into other major industries across the world influencing fashion as well as culture and social aspects of everyday living. Zeki (2014) describes -{} in an interview with designer Tuba Ergin -{} how the fashion world and technological world are becoming forever more \textquotesingle{}harmonised\textquotesingle{} with each other, as well as how each compliment one another. Designer Ergin, showcased his designs at the Mercedes-{}Benz Fashion Week in Istanbul in 2012, which included the new addition of circuit cards into each of his fashion garments including dresses and tops, and furthermore onto shoes and bags. Ergin (2014) mentions how each and every one of us now as members of society are now fully under the influence of the sheer absorption of technology. He evens goes as far to state that \symbol{34}I believe there is almost no difference between drug abuse and technology addiction\symbol{34} \footnotemark[280]\myref{280}{ Ergin, T. (2014) } Such a statement allows us to see how we are now fully \textquotesingle{}Always On\textquotesingle{} with our devices and the extent to which can be compared to such a heavily addictive substance such as drugs. In his interview, Ergin then goes on to discuss the developments of our devices that we are forever always using in our everyday lives such as technological glasses as well as watches. However, he then states that technology in the future will lead into clothes that can react to body temperature and the human pulse, such advancements will allow fitness merchandise to rocket, presumably.
\subsubsection{Marketing Industry}
\label{134}
Technology addiction has had a massive influence over the business-{}orientated world. With people constantly being visible and incorporated in their online world allows large businesses to make thousands of pounds from these users. The more people are on their phones and technology devices, the more money companies make. Such large organisations such as Facebook allow their adverts to become more expensive and make great amounts of money on their customers simply through their use online being forever constant. Cookies and other internet bugs allow marketers to track every move we make online and more importantly, how long we are on a certain webpage for and where our mouse is hovering. Such details allow them to store great information on the everyday user and can show the great extent to how intense the everyday person is \textquotesingle{}always on\textquotesingle{} on their devices. Therefore, it is clear that marketers are cashing in on us ourselves being constantly addicted to our devices.
\subsubsection{Social Media, Celebrity and Fan Culture}
\label{135}

Social media -{} in particular, Twitter -{} now allows us to keep up to date with what is going on in the lives of people we admire and the fan communities surrounding them. It is now very rare to find a significant individual in the public eye who does not own a Twitter account as developing an online presence within this \textquotesingle{}always-{}on\textquotesingle{} culture helps to create and keep up interest in what you are promoting -{} even if what you are promoting is simply yourself as an online personality. 

There is a law of attraction which states that people develop a greater preference for something that they are exposed to often \footnotemark[281]\myref{281}{ Psych Central. (2009) Mere Exposure Effect. Retrieved from \myplainurl{http://psychcentral.com/encyclopedia/2009/mere-exposure-effect/} } which, when applied to social media, may help us to understand how online fan communities work. The greater the presence that the social media user has online -{} particularly if they are already famous offline -{} will help create fans or increase interest among casual fans. Once we are enticed by a user through their social media account, it can become very addictive and very often people will feel that they need to know what is happening in that persons life -{} no matter how trivial. Fan communities and sites can also help to increase interest in a subject. Therefore, as they are \textquotesingle{}always-{}on\symbol{34}, we are \textquotesingle{}always-{}on\textquotesingle{}.
\subsubsection{Always-{}On and the Growing Effect on Society}
\label{136}


The rise of the \textquotesingle{}always-{}on\textquotesingle{} culture is having drastic effects on society as we know it today, the rise in technology is allowing everyone worldwide to be able to connect to the internet using personal devices such as smartphones and laptops 24/7 365 days a year. Studies into the effects of always being online are starting to develop more and more stories day by day, for example the effects of the \textquotesingle{}always-{}on\textquotesingle{} culture in the workplace; Carsten Schloter, the 49-{}year-{}old chief executive of the Swiss telecoms group, Swisscom, was found dead at his home in July 2013, according to the Telegraph “The always-{}on culture: smartphones, stress and suicide” were main links to his death. Such links are tied in with the norms and traditions of working in an environment in the 21st century, one always has to be ‘always-{}on’ to read those important emails. “Though the culture of being instantly available for emails and calls is often a product of unspoken pressure, sometimes it’s official policy.” \footnotemark[282]\myref{282}{ \myplainurl{http://blogs.telegraph.co.uk/technology/micwright/100009425/the-always-on-culture-smartphones-stress-and-suicide/} }

The \textquotesingle{}always-{}on\textquotesingle{} culture in education, is this culture changing education, how we learn and how our brains behave? Being always on can have it’s advantages and disadvantages, people who disconnect often get withdrawal feelings, ostracism and difficulty connecting, many professionals compare the withdrawal symptoms of disconnecting to that of drugs. Ignoring or creating a negative perception of technology in education that students willingly and actively use in every other aspect of their lives is not a winning educational strategy, research by Brian Chen  \footnotemark[283]\myref{283}{ \myplainurl{http://books.google.co.uk/books?id=Yq9cAPVjOusC\&printsec=frontcover\&dq=always+on+culture\&hl=en\&sa=X\&ei=br8-U83oG4ithQeWlIHYAQ\&ved=0CDEQ6AEwAA\#v=onepage\&q=always\%20on\%20culture\&f=false}} demonstrated how top performers in school and in further education were more likely to be those best at distinguishing high quality data. Whether technological devices make students smarter is neither here nor there, technology is only getting more advanced and therefor the always on culture in education is likely to grow more and more.
\section{Relating Always-{}On to Other Digital Media and Culture Topics}
\label{137}
\subsection{Cognitive Surplus}
\label{138}
See also: Cognitive Surplus\footnotemark[284]\myhref{284}{https://en.wikipedia.org/wiki/Cognitive_surplus}

Technology has developed to allow the user to create and share their thoughts and ideas. \textquotesingle{}Always-{}on\textquotesingle{} culture means individuals can partake in cognitive surplus when they so wish. \textquotesingle{}Always-{}on\textquotesingle{} culture also allows the user to view collective work online at the touch of a button. For example, Wikipedia is free of data charges in Middle-{}East and Africa: \myplainurl{http://wikimediafoundation.org/wiki/Wikipedia_Zero}

Thus, the development of an always-{}on society has created a new means of collaboration and communication. An example of this can be seen in Peter Chroust\textquotesingle{}s research on far-{}right political movements\textquotesingle{} use of the internet, in relation to the concept of \textquotesingle{}smart mobs\textquotesingle{}. Chroust uses the example of the Taliban, although it is debatable whether this organisation can be referred to as a \textquotesingle{}smart mob\textquotesingle{}, the organisation must remain \textquotesingle{}always-{}on\textquotesingle{} in order to act out and respond efficiently to \textquotesingle{}spontaneous\textquotesingle{} action -{} and gather more support\footnotemark[285]\myref{285}{Chroust, P. \textquotesingle{}Neo-{}Nazis and Taliban Online: Anti-{}Modern Political Movements and Modern Media\textquotesingle{}. In. Ferdinand, P (2000). ed. \textquotesingle{}The Internet, Democracy and Democratization\textquotesingle{} }:

\begin{myquote}
\item{} \symbol{34}To right-{}wing groups the internet not only serves as an electronic mail-{}box. It also enables the distribution of ideologies for political training of the cadres -{} and for reaching interested people outside the real network\symbol{34}\footnotemark[286]\myref{286}{Chroust, P. \textquotesingle{}Neo-{}Nazis and Taliban Online: Anti-{}Modern Political Movements and Modern Media\textquotesingle{}. In. Ferdinand, P (2000). ed. \textquotesingle{}The Internet, Democracy and Democratization\textquotesingle{} }.
\end{myquote}


Chroust does however note that the internet, alongside the act of being \textquotesingle{}always-{}on\textquotesingle{}, is most likely seldom utilized aside from through internal communication within the Taliban\footnotemark[287]\myref{287}{Chroust, P. \textquotesingle{}Neo-{}Nazis and Taliban Online: Anti-{}Modern Political Movements and Modern Media\textquotesingle{}. In. Ferdinand, P (2000). ed. \textquotesingle{}The Internet, Democracy and Democratization\textquotesingle{} }. Despite this, \symbol{34}opponents of modernisation and globalisation\symbol{34}\footnotemark[288]\myref{288}{Chroust, P. \textquotesingle{}Neo-{}Nazis and Taliban Online: Anti-{}Modern Political Movements and Modern Media\textquotesingle{}. In. Ferdinand, P (2000). ed. \textquotesingle{}The Internet, Democracy and Democratization\textquotesingle{} } are present throughout the world, with organisations such as Al Qaeda operating in numerous countries across different time zones. It is with this in mind that being \textquotesingle{}always-{}on\textquotesingle{} is an essential component of a \textquotesingle{}smart mob\textquotesingle{} working quickly, efficiently and spontaneously\footnotemark[289]\myref{289}{Chroust, P. \textquotesingle{}Neo-{}Nazis and Taliban Online: Anti-{}Modern Political Movements and Modern Media\textquotesingle{}. In. Ferdinand, P (2000). ed. \textquotesingle{}The Internet, Democracy and Democratization\textquotesingle{} }:

\begin{myquote}
\item{} \symbol{34}That explains why the Taliban invest financial resources and manpower in their presence on the internet. That most of the Afghan population have no electric light and even are illiterate, let alone have access to the world wide web, is not such a paradox as it first seems\symbol{34}\footnotemark[290]\myref{290}{Chroust, P. \textquotesingle{}Neo-{}Nazis and Taliban Online: Anti-{}Modern Political Movements and Modern Media\textquotesingle{}. In. Ferdinand, P (2000). ed. \textquotesingle{}The Internet, Democracy and Democratization\textquotesingle{} }.
\end{myquote}

\subsection{Technological Determinism}
\label{139}
See also: Technological Determinism\footnotemark[291]\myhref{291}{https://en.wikipedia.org/wiki/Technological_determinism}

\textquotesingle{}Always-{}on\textquotesingle{} culture may bring about a big cultural shift relating to communication which has been determined by innovations in media technology where the user has the ability to be connected to the internet at all times. Technology has the power to transform culture, society and way people look at the world. Due to the advance in technology, people have developed a greater need to be connected to other people via mobiles/computers/tablets and are more likely to share experiences through these forms of communication than face-{}to-{}face.
\subsection{Online Identity}
\label{140}
See also: Online Identity\footnotemark[292]\myhref{292}{https://en.wikipedia.org/wiki/Online_identity}

Being \textquotesingle{}always-{}on\textquotesingle{} leads to the constant overlapping of the user\textquotesingle{}s real life identity and online one. It could be argued that the user\textquotesingle{}s online identity is just as \textquotesingle{}real\textquotesingle{} as their \textquotesingle{}real life\textquotesingle{} identity -{} that an online identity is carefully thought out regarding what the user displays about themselves, but in face-{}to-{}face encounters it is much more \textquotesingle{}real time\textquotesingle{} and people are perhaps a bit more vulnerable to show themselves in a less-{}than-{}ideal way -{} albeit showing a more \textquotesingle{}natural\textquotesingle{} self. Online identity is about portraying of self as a living-{}out of states of being, becoming, belonging and behaving through the range of everyday social and discursive practices that are connected with the body. Yet it is also a close editing of self: ‘it’s me, but minus the things I don’t like about me’ – those aspects of self chosen to be shared with the public \footnotemark[293]\myref{293}{ Thomson, A. (2007). Youth Online: Identity and Literacy in the Digital Age. Peter Lang Publishing: New York }. 

\textquotesingle{}Always-{}on\textquotesingle{} may mean that some users of technology feel the need to “check-{}in”, update their internet status or upload pictures from their real life to portray a specific online identity \footnotemark[294]\myref{294}{ Mendelson, A.L \& Papacharissi, Z. (2010). Look at Us: Collective Narcissism in College Student Facebook Galleries from A Networked Self. Routledge: London }. These activities may take up a lot of time and be of great importance to individuals in order to determine an online identity which is always-{}on and available to access (i.e. Impression Management). Always-{}on with regard to texting, Facebook, email etc. will all contribute to your online identity as they are managed by you and reflect you as a person whether it is informally with friends (text, Facebook) or for a more professional purpose (email, LinkedIn). José van Dijck  \footnotemark[295]\myref{295}{ Van Dijk, J. (2013). The Culture of Connectivity: A Critical History of Social Media. Oxford University Press: Oxford } differentiates between Facebook and LinkedIn, the former existing for users’ personal presentation of online identity and the latter for promotion of their professional identity with both organisations using similar means of connectivity. However, he also asserts that both platforms have a “vested interest in pushing the need for a uniform online identity” {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape (p. 200)}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] which may not be in the best interests of users who may want, for example, one identity for friends and another for employers.

McLuhan\textquotesingle{}s view that the \symbol{34}medium is the message” links to your \textquotesingle{}always-{}on\textquotesingle{} identity: The medium in which you use to communicate affects the message originally intended. For example, text speak is informal, thus leading to a cultural change where acronyms, such as “LOL” (laugh out loud) are used in real conversation and bad punctuation is more frequent.
\subsubsection{\uline{Marshall McLuhan}}
\label{141}


McLuhan’s assertion that the \textquotesingle{}medium is the message\textquotesingle{} seems to be becoming more evident as the technology we use is tied in with our identity and what it says about us. Three of the world’s largest technology companies, Google, Intel, and Facebook all announced, almost on the same day, that they were investing heavily in wearable technology. Google announced that it was partnering with Italy\textquotesingle{}s Luxottica, the makers of Ray-{}Ban sunglasses and Oakley sports glasses to ensure their new smart glasses, Google Glass, were at the cutting edge of fashion \footnotemark[296]\myref{296}{ The Guardian. (2014). Ray-{}Ban maker Luxottica to work with Google on Google Glass eyewear Retrieved 25/03 2014 from,\myplainurl{http://www.theguardian.com/technology/2014/mar/25/ray-ban-maker-to-work-with-google-on-google-glass-eyewear} } \footnotemark[297]\myref{297}{ BBC. (2014). Facebook buys virtual reality headset start-{}up for \${}2bn. Retrieved 03/26 2014, from \myplainurl{http://www.bbc.co.uk/news/business-26742625} }. Google Glass is a small screen attached to a pair of glasses which can record video, access email, and retrieve information from the web by connecting wirelessly to a user\textquotesingle{}s mobile phone. Intel, the world’s largest computer chip maker, increased its investment in wearable technology by buying Basis Science, a company that has devices and services for tracking a person’s health, and wanted to accelerate its position in wearable technology  \footnotemark[298]\myref{298}{ BBC. (2014). Intel buys wearable technology firm Basis Science. Retrieved 03/26 2014, from \myplainurl{http://www.bbc.co.uk/news/business-26743537} }. Facebook also made a big investment in wearable technology by buying the virtual reality technology firm Oculus VR for £1.2bn and Mark Zuckerberg going as far as saying that “virtual reality will be the next social communications platform” \footnotemark[299]\myref{299}{ The Guardian. (2014). Oculus: Facebook buys virtual reality gaming firm for \${}2bn Retrieved 25/03 2014 from, \myplainurl{http://www.theguardian.com/technology/2014/mar/25/facebook-buys-virtual-reality-gaming-firm-oculus} } and will “change the way we work, play and communicate”  \footnotemark[300]\myref{300}{ BBC. (2014). Intel buys wearable technology firm Basis Science. Retrieved 03/26 2014, from \myplainurl{http://www.bbc.co.uk/news/business-26743537} }.
If these investments by the world’s largest technology companies produce a proliferation of new, fashionable, technology, the reliance on wireless technology and greater bandwidth within that technology, will undoubtedly increase.
\subsubsection{\uline{Hamid Van Koten}}
\label{142}

Van Koten’s work is of significant relevance to this development in wearable technology, particularly Facebook’s recent acquisition of Oculus VR. In the context of technology providing an extension of our social networks, Van Koten wants to uncover the {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape “shift from the real to the imaginary as the dominant drive towards the consumption of these representations” \footnotemark[301]\myref{301}{ Van Koten, H. (2009). The digital image and the pleasure principle: the consumption of realism in the age of simulation from Bentkowska-{}Kafel, A., Cashen, T. and Gardiner, H. (ed) Digital Visual Culture: Theory and Practice. Intellect: Bristol }}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx].
He says from a Jungian perspective, {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape ”games provide an outlet for the archetypal forces within the collective unconscious. Onscreen we can safely place ourselves in the role of the Hero {$\text{[}$}…{$\text{]}$} alternatively, in a Freudian sense, games are a means of enacting the Oedipus complex” \footnotemark[302]\myref{302}{ Van Koten, H. (2009). The digital image and the pleasure principle: the consumption of realism in the age of simulation from Bentkowska-{}Kafel, A., Cashen, T. and Gardiner, H. (ed) Digital Visual Culture: Theory and Practice. Intellect: Bristol }}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Van Koten’s work build’s on that of McLuhan and it would seem with the three investments made by Google, Intel, and Facebook, the merging of games technology, which allows us to act in an imaginary world in much the same way as described in the disinhibition argument, with social media, his observation of the shift from the real to the imaginary will increase significantly.
\section{Glossary}
\label{143}


{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries \textquotesingle{}Always-{}on}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\textquotesingle{} = Constantly accessible for communication through internet on different communication devices. E.g. \symbol{34}Checking-{}in”, update internet status, upload pictures to portray a specific online identity etc. 

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries \textquotesingle{}Benign Disinhibition}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\textquotesingle{} = Unusual acts of generosity or kindness online or when people show fear, reveal secret emotions, wishes and other personal things about themselves online rather than offline. 

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries \textquotesingle{}Determinism}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\textquotesingle{} = The idea that technology has important effects on peoples lives.

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries \textquotesingle{}Facebook}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\textquotesingle{} = Online social networking service. Founded by Mark Zuckerberg in 2004. 

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries \textquotesingle{}Google}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\textquotesingle{} = Corporation that specializes in Internet-{}related services and products. This include search, software and online advertising technologies. 

{\bfseries \allowbreak{}\setmainfont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunbx.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\bfseries \textquotesingle{}Google-{}Glass}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\textquotesingle{} = Small screen attached to a pair of glasses which can record video, access email, and retrieve information from the web by connecting to a user\textquotesingle{}s mobile phone through wireless internet. 
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\myminitoc
\label{146}

\label{147}\section{Introduction}
\label{148}

Cognitive Surplus, a term coined by Clay Shirky, is the concept of people using their mindpower to create and share content through various media platforms, particularly the internet and mobile phones, as opposed to merely being consumers of media. For example, watching television has now become so much part of our 21st century culture that over one trillion hours of free time a year is devoted to this act. However, with the presence of Web 2.0 and the increasing accessibility to and range of digital media platforms, in increasing number of people are spending this time creating and sharing content. We are motivated to do this in two different ways -{} intrinsically and extrinsically -{}and each contribution we make has a different value: personal, communal, civic or public.
\section{Main Concepts}
\label{149}
\subsection{Value}
\label{150}
Shirky discusses that all forms of creative acts have value, regardless of how mediocre they appear.  He claims that there is a spectrum between mediocre work and good work, and claims that even mediocre creations have value because they have at least bridged the gap between “doing anything and doing nothing” \footnotemark[307]\myref{307}{ Shirky, C. (2010). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape How Cognitive Surplus Will Change The World}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Ted Talks. Retrieved from: \myplainurl{http://www.ted.com/talks/clay_shirky_how_cognitive_surplus_will_change_the_world} } Shirky splits this value into four groups; Personal, communal, public and civic. \footnotemark[308]\myref{308}{ Shirky, C. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cognitive Surplus: Creativity and Generosity in a Connected Age}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. London: Penguin Books, pp.173-{}5 }

\begin{myitemize}
\item{} Personal -{} this is the basic kind of satisfaction we get from being active rather than passive. In personal value, both the participants and beneficiaries act individually, but get some kind of value our of one another’s presence. Shirky gives the example of \textquotesingle{}lolcats\textquotesingle{} being a creative act with personal value -{} it has no other purpose or value other than for personal enjoyment and amusement. \footnotemark[309]\myref{309}{ Shirky, C. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cognitive Surplus: Creativity and Generosity in a Connected Age}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. London: Penguin Books, pp. 173-{}4 }
\item{} Communal -{} this is something which benefits a small community of people. Shirky uses Meetup.com as an example. This is a website in which like-{}minded individuals can arrange a “meetup” – anything from groups of hillwalkers, to book enthusiasts, to coffee drinkers. Obviously this only benefits those who are members of the site, giving it communal value. \footnotemark[310]\myref{310}{ Shirky, C. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cognitive Surplus: Creativity and Generosity in a Connected Age}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. London: Penguin Books, p. 174 }
\item{} Public -{} Public value benefits any member of the public. It is fully interactive and is open to anyone, regardless of whether they are participants or not. \footnotemark[311]\myref{311}{ Shirky, C. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cognitive Surplus: Creativity and Generosity in a Connected Age}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. London: Penguin Books, pp. 174 } Examples of this include blogs or news websites such as Buzzfeed, the Huffington Post and the BBC News. 
\item{} Civic -{} this could be seen as a cross between public value and communal value, as it is available to anyone, but is has more of an agenda – typically improving society in some way. \footnotemark[312]\myref{312}{ Shirky, C. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cognitive Surplus: Creativity and Generosity in a Connected Age}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. London: Penguin Books, pp. 175 } Examples of this include charities or awareness websites, such as womenkind.org which aims to improve the lives of women across the globe.
\end{myitemize}


Shirky points out that although creative acts all have some kind of value, we should be more interested in those which have public and civic value because they benefit society, and are also harder to create. He points out that things with personal or communal value, such as lolcats, are never likely to go away or be under-{}provisioned. \footnotemark[313]\myref{313}{ Shirky, C. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cognitive Surplus: Creativity and Generosity in a Connected Age}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. London: Penguin Books, pp. 175 }
\subsection{Motives -{} Intrinsic \& Extrinsic}
\label{151}
There are two types of motivation in terms of cognitive surplus. 
Intrinsic motivation is when the satisfaction of doing an activity is reward enough for a person. 
Extrinsic motivation is when there is an external reward for an activity, such as money.\footnotemark[314]\myref{314}{Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age . London: Penguin Books. p.83.} 
This concept is linked to value, because acts with personal value can be seen to be generated by intrinsic  motivation, whereas acts with public or civic value can be seen to have been generated through extrinsic motivation, since the creator can gain a number of things through this -{} improved society, fame, or in some cases, money.

In 1970 psychologist, Edward Deci ran an experiment testing the motivations for why people do certain things. The experiment was on students who were asked to build shapes with seven uniquely shaped blocks. After the test Deci would leave the room for eight minutes and observe the subjects through a one way mirror. In the first instance Deci saw that the students would on average continue playing with the blocks for four minutes into the break, this will have been to satisfy their own needs to fulfil a task or because they enjoyed doing it. Deci then ran the same experiment, only this time half of the students were being paid one dollar for every complete shape that they built using the blocks. While on the break the students continued to play with the blocks for a minute more than the original test. The test was run for a third time with no reward being offered and the students on this occasion played with the block for just three minutes, so less than the original time and less than when there was money involved. This showed Deci that being offered a reward for something depressed the free choice factor of an activity and therefore showing extrinsic motivation can directly affect a person’s enjoyment of an activity. \footnotemark[315]\myref{315}{Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age . London: Penguin Books. p.70-{}72.}

A second experiment was run by Deci to test these findings, and was again done using students. Four journalism students were the subjects and were not aware that they were being observed. They were told that for every headline they wrote for the bi-{}weekly student newspaper, they would receive 50cents. Another four journalism students who worked on a different day and also unaware they were being tested were offered no money for their headlines, they were the control group. The group that were being paid per headline were told after four weeks that the newspaper could no longer afford to pay them, and after this the speed of their writing was used an indicator for motivation. The final results showed that a monetary reward decreased a person’s intrinsic motivation, as the headline writing speed decreased when the extrinsic motivation was taken away from the subjects. This backed up Deci’s initial findings from the previous example that one’s enjoyment can be affected by an extrinsic motivation.\footnotemark[316]\myref{316}{Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age . London: Penguin Books. p.70-{}72.}
\subsection{Generosity}
\label{152}

Shirky believes that acting in a generous manner is the basis of allowing us and encouraging others to be innovators in creating valued content.  In the past, limited opportunities in the world dictated human’s role as media consumers or ‘couch potatoes.’  With opportunities remaining few, human behaviour changed little, and as a result the status of the population as couch potatoes remained.\footnotemark[317]\myref{317}{Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin Books, pp.63}

New media brought about a change in this behaviour however.  The introduction of new technology such as the internet, mobile phones and laptops allowed humans the opportunity to harness their cognitive surplus. They could utilise their generosity by making content, particularly online, which would stand to help or influence others in the online spectrum or otherwise.  In the past, many believed behaviour to be a stable category – one that changed very little over time.  However, with new media bringing a drastic change of behaviour this theory has been proved wrong.  Shirky summed up this new found realisation:  “In a world where opportunity changes little, behaviour will change little, but when opportunity changes a lot, behaviour will as well, so long as the opportunities appeal to real human motivations.”  

Despite this change in behaviour, Shirky believes that these new tools haven\textquotesingle{}t caused this generous behaviour, but instead given humans a platform in which to express their generosity.  Yochai Benkler, a legal scholar at Harvard, backs up this theory.  He, along with Helen Nissenbaum -{} a philosopher at NYU -{} wrote a paper in 2006 called “commons-{}Based Peer Production and Virtue.”  The title is Benkler’s term for systems that rely on voluntary contributors to operate.  They conducted a study into group participation, participation which takes place in order to make these contributions, largely voluntarily, to different outlets such as Slashdot or Kuro5hin.  They explored what the social motivations were for people who voluntarily worked as part of a group on different types of tasks.  They concluded that our new communications networks encourage membership and sharing and they also provide support for autonomy and competence.\footnotemark[318]\myref{318}{Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin Books, pp.78} The sense of being actively part of something propels us to contribute with the tasks that needs to be achieved.  This basic human emotion existed long before the introduction of new technology.  

With this new media providing a platform for people to express their generosity, there was a rapid surge in people using their generosity in order to help others and achieve their own motivations.  One example of this is the work done by fans of singer Josh Groban, or ‘Grobanites’ as they are referred as.  The story began when a group of hard-{}core fans gathered together to discuss what to get Groban for his twenty-{}first birthday.  After rejecting several ideas they decided to make a charitable donation in his name.  They raised over \${}1,000 dollars at a fundraiser and donated it to the David Foster Foundation.  After seeing the success of their first fundraiser, they decided to continue their work.  They decided to aim bigger, and attempted to attract other Grobanites to meet and donate through Josh Groban’s website JoshGroban.com.  The plan worked, and from his next birthday and over the course of the year raised over \${}100,000.  The success of the fundraising led to the founders creating their own non-{}profit organisation, Grobanites for Charity.  This organisations has spanned sister organisations such as Grobanites for Charity and Grobanites for Africa.  To date, Grobanites for Africa has generated over \${}150,000 to help fight poverty and the effects of HIV/AIDS, with 100\% of the funds raised spent to help these causes.\footnotemark[319]\myref{319}{Shirky, C. (2011). Cognitive Surplus: Creativity and Generosity in a Connected Age. London: Penguin Books, pp.66-{}69}  Through this example, Shirky demonstrates how generosity is key to creating something which others will see the benefits of.  Without this generosity, we would notice a steady decline in civic content and other factors would dominate people’s motivations for making content such as economical.
\subsection{Collective intelligence}
\label{153}

Collective intelligence is a term coined by French social theorist Pierre Lévy in his book “Collective Intelligence: mankind’s emerging world in cyberspace” (1999). Collective intelligence is defined by Lévy as a “form of universally distributed intelligence”. Simply put, collective intelligence is based on the fact that not one person knows everything. As a group (or collective) humans must use their individual knowledge to enhance and mobilise the skills and intelligence of both themselves and others. We do this through creating systems of networked intelligence, which is made possible through computers. Through the advance of technology in society, Lévy believes that the internet and the world wide web “will serve to filter and help us navigate knowledge and enable us to think collectively rather than simply haul masses of information around with us” \footnotemark[320]\myref{320}{Lévy, P. (1999). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Collective Intelligence: Mankind\textquotesingle{}s Emerging World in Cyberspace}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Cambridge: Perseus Books}.
Our understanding of collective intelligence is core to the concept of cognitive surplus.
\subsection{Copyright}
\label{154}
A fundamental aspect of modern democracies is the recognition that products are created through creative labour, such as ideas and concepts. Therefore the copyright law came into existence in the UK in 1710 to:
\begin{myitemize}
\item{} Protect the interests of authors and creators
\item{} Ensure creators are credited for their work
\item{} Regulate adaption, copy and fair use
\item{} Regulate financial benefit
\end{myitemize}

Copyright is a particular issue for cognitive surplus, because with so much original content being created and shared freely through digital media, problems can arise over who owns that material and who has a right to use it and distribute it, and how they are allowed to use it.
\section{Main Theorists}
\label{155}\subsection{Clay Shirky}
\label{156}
Clay Shirky\footnotemark[321]\myhref{321}{https://en.wikipedia.org/wiki/Clay_Shirky} is a social theorist who studies the effect of the internet on society \footnotemark[322]\myref{322}{\myplainurl{http://www.shirky.com/}}. He popularised the concept of Cognitive Surplus through the publication of his book, \symbol{34}Cognitive Surplus: Creativity and Generosity in a Connected Age\symbol{34}. In this book he argues that humans use their free time constructively to create value. He has written, talked about and studied Cognitive Surplus and has presented these ideas in different formats. 
\subsubsection{{\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cognitive Surplus: Creativity and Generosity in a Connected Age}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (2010)}
\label{157}
In {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Cognitive Surplus: Creativity and Generosity in a Connected Age}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], Shirky presents the concept of Cognitive Surplus, mostly through the use of case studies. He writes about the Cognitive Surplus created by the rise of television and how the internet has influenced this.
\subsubsection{TED Talk: Clay Shirky: How cognitive surplus will change the world}
\label{158}

In June 2010, Clay Shirky presented a TED Talk on Cognitive Surplus entitled ‘How Cognitive Surplus Will Change the World’. \footnotemark[323]\myref{323}{Shirky, C. (2010). How Cognitive Surplus Will Change The World. Ted Talks. Retrieved 2nd April 2014 from: \myplainurl{http://www.ted.com/talks/clay_shirky_how_cognitive_surplus_will_change_the_world} }

Shirky divides his notion of Cognitive Surplus in to two halves; the first half regards the abundance of free time that we have in the twenty-{}first century as consumers of media and how we may appropriate our individual talents for the purpose of production and sharing, and the second half being the media landscape as it stands today with modern technology such as mobile phones and computers which allow us to create and share that which we create.

Once Shirky explains how we can embrace our cognitive surplus, he goes on to note the two distinct values of that which is created. He terms these as that which has ‘communal’ value and that which has ‘civic’ value. Media with communal value is that which is created to entertain and encourage discourse within a community of media consumers and contributors. Examples of media produced with \textquotesingle{}communal\textquotesingle{} value includes ‘LOLcats’, memes and music, video, picture and text content uploaded to sites such as Soundcloud, Youtube, Flickr and WordPress. Media with \textquotesingle{}civic\textquotesingle{} value is that which is created as an outlet for information and data sharing. Shirky gives the example of Ushahidi, a website set up by two programmers who had read the blog of Ori Okolloh, a lawyer from Nairobi, who collated information regarding the 2007 election in Kenya and the consequent outbreak of violence caused by said election. Ushahidi was used as a service which collates reports from the field, such as those posted online or shared via mobile phones and similar devices, and displays useful information on a map. The purpose of this was to collate the necessary information and display what is happening and where it is happening live.  

Shirky believes that we are entering an \symbol{34}age of generosity\symbol{34} as both \symbol{34}civic\symbol{34} and \symbol{34}communal\symbol{34} values are both intrinsically good and not motivated by outside factors , such as economic factors. We create and consume both, not because we are forced to but because we enjoy it. In an experiment done by professors Gneezy and Rustichini concerning the change in late pick ups at an Israeli daycare centre where one remains the same and the other is given a fine when the child is picked up late. The study showed that when the daycare centre implemented the fine late pick ups rose substantially, whereas the control group remained the same. Shirky argues that the control group, which remained the same, should have been operating without constraints. However, it dealt with social constraints instead of contractual ones. These social constraints in turn created a more generous culture. It is this social obligation that Shirky brings into his argument for Cognitive Surplus as he believes we should should be driven by social constraints and not economic ones to produce more \symbol{34}civic\symbol{34} content.

Shirky ends his talk by stating that although media created with the intent of civic value is obviously more useful than that which is created with the intent of communal value, each are equally valid as they both address our surplus of free time and encourage us to engage with one another and contribute to the wider media landscape.
\subsection{James Surowiecki}
\label{159}
James Surowiecki is a journalist and a staff writer at \symbol{34}The New Yorker\symbol{34}. Much like Lévy his work involving \symbol{34}Collective Intelligence\symbol{34} focuses on; opinions in a group being diverse, these opinions being independent of others within said group and that these opinions and information are specialised.
\subsubsection{\symbol{34}Wisdom of Crowds\symbol{34}}
\label{160}
Not quite the idealist that Rheingold comes across as with his \symbol{34}smart mobs\symbol{34}, Surowiecki too recognises that \symbol{34}groups are remarkably intelligent\symbol{34} (2004)and that even with a disparity in intelligence and knowledge progress can still be made. Shirky\textquotesingle{}s idea of Cognitive Surplus can be seen to flow in tandem with Surowiecki\textquotesingle{}s thoughts due to the fact that society as a group has no linear intelligence and knowledge. Societies knowledge is diverse and independent but much of it specialised. It is this diversity and independence that allows society to produce both \symbol{34}civic\symbol{34} and \symbol{34}communal\symbol{34} values at the same time. Surowiecki puts this down to the fact that \symbol{34}human beings are not perfectly designed decision makers\symbol{34}(2004). Therefore, producing two forms of values.\footnotemark[324]\myref{324}{Suroweicki, J.(2004). The Wisdom of Crowds. Retrieved 2nd April 2014 from:\myplainurl{http://www.asecib.ase.ro/mps/TheWisdomOfCrowds-JamesSurowiecki.pdf} }
\subsection{David Gauntlett}
\label{161}
Gauntlett relates cognitive surplus to the concept of collective intelligence. Gauntlett acknowledges that the invention of the World Wide Web has made it easier for people to share and connect with each other.  However, he also attributes this to “Web 2.0”.
\subsubsection{Web 2.0}
\label{162}
WEB 2.0 “describes a particular kind of ethos and approach”.  Web 2.0 pages are used for connecting with others and sharing content\footnotemark[325]\myref{325}{O\textquotesingle{}Reilly, T. (2005). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape What Is Web 2.0}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. O\textquotesingle{}Reilly. Retrieved 30 March 2014, from \myfnhref{http://www.oreilly.com/web2/archive/what-is-web-20.html}{www.oreilly.com/web2/archive/what-{}is-{}web-{}20.html}} For example, the content that users created before was personal websites, with a focus on searching and reading. Now, instead of creating a personal site, users start a blog which is widely connected and shared. According to Gauntlett, Web 2.0 can be used as a metaphor for any sort of collective activity in which individuals contribute their ideas to create something “bigger than the sum of its parts”. This concept relates to cognitive surplus because the creation and sharing of content creates both civic and political value, as previously described. In fact, Wikipedia itself is often cited as a prime example of cognitive surplus and indeed Web 2.0. Wikipedia exists solely on the basis of voluntary contributions from both experts and others to create the worlds’ largest encyclopaedia. Although it is simply searched and read by many, there are volumes of contributors creating new content every day in their spare time\footnotemark[326]\myref{326}{Gauntlett, D. (2011). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Making Is Connecting}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. Cambridge: Polity Press.}.
\subsection{Jaron Lanier}
\label{163}
Jaron Lanier studies digital media and online culture and has written several books on these topics: {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape You Are Not a Gadget}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (2010) and {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Who Own the Future?}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (2013). His theories and writings have become influential in the study of digital media.
\subsubsection{{\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape DIGITAL MAOISM: The Hazards of the New Online Collectivism}}
\label{164}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]
In the article {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape DIGITAL MAOISM: The Hazards of the New Online Collectivism}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (2006)\footnotemark[327]\myref{327}{Lanier, J. (2006) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape DIGITAL MAOISM: The Hazards of the New Online Collectivism}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx], Edge, retrieved 30 March 2014 from \myplainurl{http://edge.org/conversation/digital-maoism-the-hazards-of-the-new-online-collectivism}}, Lanier presents certain concepts on online collectivism and the collective intelligence.
\subsubsection{Collective Intelligence}
\label{165}
Lanier takes a different view to Gauntlett over what he calls the new online collectivism. He acknowledges that “in some special cases the collective can be brilliant”, yet “the collective can be stupid too”. He notes that there is a problem with the growth of collaborative sites.  He exemplifies Wikipedia – it has rapidly gained importance through aggregating the content of other sites, and the knowledge of individuals. It seems that for anything to be verified as credible information, it must exist on Wikipedia. For Lanier, he has a problem with this idea, as more and more websites compete to become, what he calls, “the Meta” – “subsuming the identity of all other sites” (Lanier, 2006).
\subsection{Howard Rheingold}
\label{166}

Howard Rheingold is a critic, writer and teacher in the field of Digital Media. He discusses the concept and work of Smart Mobs in {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape ‘Smart Mobs: The Next Social Revolution’}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (2002). \footnotemark[328]\myref{328}{Rheingold, H. (2002). {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Smart Mobs: The Next Social Revolution.}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] New York: Basic Books.}\subsubsection{Smart Mobs}
\label{167}

Smart mobs are defined as a group of people who “use mobile media and computer networks to organize collective actions.” \footnotemark[329]\myref{329}{ Rheingold, H. (2002) SMART MOBS, Edge, retrieved 2nd April 2014 from \myplainurl{http://edge.org/3rd_culture/rheingold/rheingold_print.html} } The notion of a community coming together to produce and share content for one another ties in with the example of Ushahidi \footnotemark[330]\myref{330}{Ushahidi, retrieved 2nd April 2014 from \myplainurl{http://www.ushahidi.com/} } which Clay Shirky mentions in his TED Talk on Cognitive Surplus. \footnotemark[331]\myref{331}{ Shirky, C. (2010). How Cognitive Surplus Will Change The World. Ted Talks. Retrieved 2nd April 2014 from: \myplainurl{http://www.ted.com/talks/clay_shirky_how_cognitive_surplus_will_change_the_world} } Indeed, Rheingold goes on to note the potential of smart mobs when he states, “Communication and computing technologies capable of amplifying human cooperation already appear to be both beneficial and destructive, used by some to support democracy and by others to coordinate terrorist attacks. Already, governments have fallen, subcultures have blossomed, new industries have been born and older industries have launched counterattacks.” \footnotemark[332]\myref{332}{ Rheingold, H. (2002) SMART MOBS, Edge, retrieved 2nd April 2014 from \myplainurl{http://edge.org/3rd_culture/rheingold/rheingold_print.html} } Although many argue that his views are utopian and may never be realized entirely, the rise of ownership of personal media devices such as mobile phones, tablets and personal computers make it more accessible than ever before for smart mobs to gather information and assemble, either online or in person, for their chosen cause. A further example of this is the ‘Occupy’ movement; a smart mob who convened in agreed places across the globe to protest against government secrecy and capitalism. \footnotemark[333]\myref{333}{ Smart Mobs. (2011) Social Media Gives Wall Street Protests a Global Reach. Retrieved 2nd April 2014, from \myplainurl{http://www.smartmobs.com/2011/10/16/social-media-gives-wall-street-protests-a-global-reach/} }
\subsection{Abigail De Kosnik}
\label{168}
Abigail De Kosnik has studied the concept of \symbol{34}Free\symbol{34} Fan Labor within online cultures. These ideas were presented in the essays {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Interrogating \symbol{34}Free\symbol{34} Fan Labor}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (2013)\footnotemark[334]\myref{334}{De Kosnik, A . (2013)  {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Interrogating \symbol{34}Free\symbol{34} Fan Labor}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] , Spreadable Media, retrieved 2 April 2014 from \myplainurl{http://spreadablemedia.org/essays/kosnik/}} and {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Fandom as Free Labor}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] (2013)\footnotemark[335]\myref{335}{De Kosnik, A. (2013) \textquotesingle{}Freedom as Fan Labor\textquotesingle{} in Scholz, T. (Ed.) {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape Digital Labor: The Internet as Playground and Factory}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]. New York: Routledge. pp. 98-{}111}.
\subsubsection{Free Digital Labour}
\label{169}
The way in which we put our collective talents to work is a social issue and not entirely a personal one, but should this hard work be paid? Abigail De Kosnik presents the term \textquotesingle{}Fandom as Free Labour. “Free” fan labor means “free” fan labor which is not paid. These fans may revise, rework, remake, and otherwise remix mass-{}culture texts without dreading legal action or other interference from copyright holders. Fan production is regarded as poor and of little importance or value. (Digital Labor, 2013)

However, Kosnik suggests that fandom is already monetized as the internet is not free space. Many websites that fans work on are driven by fan activity. Fans must produce for these sites and then share and consume what other fans have produced in order for these websites to be successful. Therefore, free digital labour works by fans increasing the worth of mass-{}media productions without receiving any pay at all. (Digital Labour, 2013)
\subsection{Tiziana Terrinova}
\label{170}
Tiziana Terranova also argues the internet depends on free labour. For Terranova examples of free labour that produces value for the internet can be anything from reviews to opinions to songs and images, that people produce everyday on the web. Terranova suggests that “the Internet is about the extraction of value out of continuous, updateable work, and it is extremely labor-{}intensive. It is not enough to produce a good Web site, you need to update it continuously to maintain interest in it and fight off obsolescence.” At the moment the majority of internet users are continually updating their online content therefore keeping their websites fresh and interesting, even though they are unpaid. (Network Culture, 2004)
\subsection{Lawrence Lessig}
\label{171}
Lawrence Lessig (Free Culture, 2004) is a law expert based at Stanford who specialises in copyright legal history and creative commons. Lessig claims that a free culture supports and protects creators and innovators. 

Current law in relation to the growth of the web controls not just commercial creativity but of everyone. Its role is less to support creativity and a civic value and more to protect industries against competition therefore an economic value. Lessig states, ‘The technology that preserved the balance of our history – between the uses of our culture that were free and the uses of our culture that were only upon permission – has been undone. The consequence is that we are less and less a free culture, and more and more a permission culture.’ (2004: 8)
\subsection{David M. Berry}
\label{172}

David M. Berry is a Reader in Media and Communication at the University of Sussex. His work focuses on the methodological and theoretical challenges of studying digital media. \footnotemark[336]\myref{336}{ Profile: David M. Berry. University of Sussex. Retrieved 4th April from \myplainurl{http://www.sussex.ac.uk/profiles/125219} }
\subsubsection{Creative Commons}
\label{173}
Berry has a pessimistic view of Lessig\textquotesingle{}s idea that there should be a \symbol{34}free culture\symbol{34}. He feels that it only labels culture as a \symbol{34}resource\symbol{34}, and it can be easily controlled and owned at the expense of finding the ethical motives behind ownership. Berry argues that the Creative Commons may allow the sharing of culture resources but none of it is \symbol{34}shared in common, nor owned in common, nor accountable to the common itself\symbol{34}. \footnotemark[337]\myref{337}{ Berry D. and Moss G.(2006) \symbol{34}The politics of the libre commons.\symbol{34} retrieved 3 April 2014 from \myplainurl{http://firstmonday.org/ojs/index.php/fm/article/view/1403/1321} } Therefore, it is down to private individuals to pick and choose when to reuse the commons when they so wish. In turn, blockages in creativity become a problem in the cases of lawyers due to the fact that they become mandatory passing points. This means that the \symbol{34}ethical implications\symbol{34} of the sharing of culture is now being restricted by legal barriers.\footnotemark[338]\myref{338}{ Berry D. and Moss G.(2006) \symbol{34}The politics of the libre commons.\symbol{34} retrieved 3 April 2014 from \myplainurl{http://firstmonday.org/ojs/index.php/fm/article/view/1403/1321} }
\section{How Cognitive Surplus has Changed the World}
\label{174}

As Clay Shirky focuses on in his TED talk, civic value or civic engagement is one of the most relevant aspects of Cognitive Surplus. Nowadays, with the internet never being more accessible, people are able to communicate faster and more often. The idea of sitting on a couch and watching TV in our spare time is less appealing.  More often than not, people are coming round to the idea of using their free time in a positive way, like raising awareness on social networking sites. 

Using the internet as a prime example, it is an ideal tool to harness Cognitive Surplus. The recent Malaysian Airlines MH370 aircraft that went missing on the 8th of March 2014 caused major controversy all over the world. Mail online posted the article\footnotemark[339]\myref{339}{ Webb, S. \& Shears, R. (2014) \textquotesingle{}Web sleuths claim to have spotted missing Flight MH370: Student posts \textquotesingle{}satellite\textquotesingle{} image showing a jet over the jungle as thousands join online search for plane\textquotesingle{} Daily Mail Online. Retrieved 3rd April 2014, from  \myplainurl{http://www.dailymail.co.uk/news/article-2583807/Did-Malaysian-fisherman-missing-flight-MH370-flying-low-Gulf-Thailand.html} }\symbol{34}Student posts ‘satellite’ image showing a jet over the jungle as thousands join online search for plane” written by Sam Webb and Richard Shears 10 days after the airliner went missing and it highlights Shirky’s idea that Cognitive Surplus can be used in a productive way. The article describes how thousands joined an online search for the missing flight via analysing satellite images provided by Tomnod -{} the official map search website set up in the hunt for the Malaysian aircraft.  Volunteers joined online communities on message boards such as Reddit to discuss potential sightings of the plane. Webb and Shears also explain that celebrities have taken to joining in the search, “offering up their suggestions” which received extensive media coverage and in turn informing more of the online search taking place. 

This online search for MH370 is proof that when given the opportunity, people are willing to use their cognitive abilities to work towards a common goal. The problem facing cognitive surplus at this time is the lack of infrastructure to enable it. Additionally, the extensive media coverage and global mystery caused by the disappearance may be an explanation for the surge in motivation for a collaborative effort.  However moving forward, the lack of incentive for people to spend their time in this way is a critical issue that will need to be addressed. As Clay Shirky originally stated: “Once you’ve figured out how to tap the surplus in a way that people care about, others can replicate your technique, over and over, around the world.” (Shirky, 2010)
\section{Glossary}
\label{175}
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\label{178}\section{Introduction}
\label{179}
Crowdsourcing\footnotemark[340]\myhref{340}{https://en.wikipedia.org/wiki/Crowdsourcing} can be described as \symbol{34}the use of mobile media to incite and organize collective action\symbol{34} \footnotemark[341]\myref{341}{Rheingold, H, (2008) \symbol{34}Mobile Media and Political Collective Action\symbol{34} from Katz, E, Handbook of mobile communication studies pp.225-{}  239, USA: MIT} or obtaining useful information for a large and generally varied group of people, the most popular venue being the online community\footnotemark[342]\myhref{342}{https://en.wikipedia.org/wiki/Online_community}. This use of crowdsourcing is helpful in the modern digital age because it is able to generate large amounts of feedback or services with minimal effort. Crowdsourcing is effective in generating a wider knowledge of an event such as a natural disaster\footnotemark[343]\myhref{343}{https://en.wikipedia.org/wiki/Natural_disaster} or a need for funding\footnotemark[344]\myhref{344}{https://en.wikipedia.org/wiki/Funding} as well as compiling small bits of knowledge or labour into a larger pool. For example, Wikipedia\footnotemark[345]\myhref{345}{https://en.wikipedia.org/wiki/Wikipedia} is a crowdsourced database itself.
\section{History of Crowdsourcing}
\label{180}\subsubsection{The earliest recorded use of Crowdsourcing}
\label{181}
In the mid-{}19th century the creators of the \textquotesingle{}Oxford English Dictionary\textquotesingle{} began an open search for volunteers to help identify all words in the English language and to provide quotations that exemplify their usage. Over six million volunteers responded over the course of seventy years. \footnotemark[346]\myref{346}{ Lanxon, Nate. How the Oxford English Dictionary started out like Wikipedia. 13 January 2011. 04 04 2014 <{}\myplainurl{http://www.wired.co.uk/news/archive/2011-01/13/the-oxford-english-wiktionary}>{}. }
\subsubsection{Early uses of Crowdsourcing in Business}
\label{182}
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Jeff Howe, a popular academic on the subject of Crowdsourcing said in an article named \textquotesingle{}The Rise of Crowdsourcing\textquotesingle{}: \symbol{34}Remember outsourcing? Sending jobs to India and China is so 2003. The new pool of cheap labor: everyday people using their spare cycles to create content, solve problems, even do corporate R \& D.\symbol{34} \footnotemark[348]\myref{348}{ Howe, Jeff. \symbol{34}The Rise of Crowdsourcing.\symbol{34} Wired Magazine 14 June 2006: 1-{}5. }
\section{Main concepts}
\label{183}
The term \symbol{34}crowdsourcing\symbol{34} was first used in 2005 by Jeff Howe and Mark Robinson, editors at Wired Magazine\footnotemark[349]\myhref{349}{https://en.wikipedia.org/wiki/Wired_Magazine} and a later blog post by Howe published in June 2006 gave the term a proper definition. Howe describes crowdsourcing in the following manner:

\LaTeXZeroBoxTemplate{Thus the term crowdsourcing (a term, for the record, coined jointly by Mark and myself that day, in a fit of back-{}and-{}forth wordplay). Simply defined, crowdsourcing represents the act of a company or institution taking a function once performed by employees and outsourcing it to an undefined (and generally large) network of people in the form of an open call. This can take the form of peer-{}production (when the job is performed collaboratively), but is also often undertaken by sole individuals. The crucial prerequisite is the use of the open call format and the large network of potential laborers.\footnotemark[350]\myref{350}{Howe, Jeff. \symbol{34}Crowdsourcing: A Definition.\symbol{34} crowdsourcing.com. 02 June 2006 2006.Web. \myplainurl{http://www.crowdsourcing.com/cs/2006/06/crowdsourcing_a.html} .l}}

The key ingredients of crowdsourcing according to a few dozen scholars who have published on the topic, are:

\begin{myitemize}
\item{}  An organisation that has a task it needs performed.
\item{}  A community (crowd) that is willing to perform voluntarily.
\item{}  An online environment that allows the work to take place and the community to interact with the organisation.
\item{}  Mutual benefit for the organisation and the community.\footnotemark[351]\myref{351}{C.Brabham, Daren. Crowdsourcing. Massachusetts: Massachusetts Institute of Technology, 2013. }
\end{myitemize}


Crowdsourcing as a method of compiling information has been gradually becoming more commonplace over the course of the 21st century to the extent that there now exists a multitude of organisations which use crowdsourcing to their advantage.
\subsection{Examples and Applications}
\label{184}
Wikipedia itself is one of the most relevant examples of crowdsourcing in modern society. Before crowdsourcing was established as a method of collating information, to construct the contents of an encyclopaedia one would have to consult an enormous variety of experts on a large number of different fields and areas of research. With the emergence of crowdsourcing, however, this task has been greatly simplified. Wikipedia can be accessed and edited by any expert on any subject from almost anywhere on the planet. Thus, information can be contributed to a resource such as Wikipedia with greater ease and hopefully with more accuracy than in the past, through the use of crowdsourcing. This use of cognitive surplus\footnotemark[352]\mylref{352}{147} enables many people to project their ideas for the use of a greater group, making information much more available to the general public. 
\subsubsection{Crowdfunding}
\label{185}
Crowdfunding is a branch of crowdsourcing and uses the same basic principles but instead of the participants’ time, it requires their finance. There are multiple types of crowdfunding, such as for a nonprofit campaign or charity-{} many charities rely on regular payments of small sums of money from thousands of people. Crowdfunding for people in need or those who have done noble things can be particularly effective as it tends to trigger an emotional response from the backer. Such campaigns have a tendency to go viral and may accumulate thousands of backers in a short amount of time. 2012 London Marathon fun runner Claire Squires\textquotesingle{} Justgiving\footnotemark[353]\myhref{353}{https://en.wikipedia.org/wiki/Justgiving} donation page has thus far raised in excess of £940,000 from over 80,000 backers.\footnotemark[354]\myref{354}{Squires, Claire. \symbol{34}Claire\textquotesingle{}s page.\symbol{34} justgiving.com. 10 Apr 2012 2012.Web. 4 Apr 2014 <{}\myplainurl{http://www.justgiving.com/Claire-Squires2}>{}.} Participating in the marathon to raise money for Samaritans\footnotemark[355]\myhref{355}{https://en.wikipedia.org/wiki/Samaritans_(charity)} charity, she collapsed and died during the race.\footnotemark[356]\myref{356}{Hill, Amelia. \symbol{34}Claire Squires donations rocket after London Marathon death.\symbol{34} theguardian.com. 24 Apr 2012 212.Web. 31 Mar 2014 <{}\myplainurl{http://www.theguardian.com/sport/2012/apr/24/claire-squires-donations-london-marathon}>{}.} Commercial crowdfunding campaigns, usually advertised on websites such as Kickstarter\footnotemark[357]\myhref{357}{https://www.kickstarter.com/}, Indiegogo\footnotemark[358]\myhref{358}{https://www.indiegogo.com/} or RocketHub\footnotemark[359]\myhref{359}{http://www.rockethub.com/}, allow for a number of projects to become commercial success stories. Projects advertised on crowdfunding services rely on the generosity and curiosity of project backers. To entice the public to fund projects, incentives ranging from a tour of company labs to being one of the first to own the finished product are {\itshape \allowbreak{}\setmainfont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunti.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx]\itshape sold}{$\text{ }$}\allowbreak{}\setmainfont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmunrm,BoldFont=cmunbx,ItalicFont=cmunti,BoldItalicFont=cmunbi]\setmonofont{cmunrm.ttf}[RawFeature={fallback=myfallback},Path=/usr/share/fonts/truetype/cmu/,UprightFont=cmuntt,BoldFont=cmuntb,ItalicFont=cmunit,BoldItalicFont=cmuntx] to backers. The more appealing the incentive, the larger the sum of money a backer is asked to donate. Many of the projects advertised on these websites would likely never have received any publicity because of how difficult they would be to fund using conventional means. Without crowdsourcing, these services would be ineffective, lacking the large-{}group activity that it takes to provide the projects with their funding. Pebble Technology\footnotemark[360]\myhref{360}{https://en.wikipedia.org/wiki/Pebble_(watch)} successfully funded their project using Kickstarter and broke the record for the most money raised using the website. The company is now able to mass produce the Pebble smartwatch thanks to the project’s backers and their product is now on the market in its second iteration.\footnotemark[361]\myref{361}{Byford, Sam. \symbol{34}Kickstarter funding record smashed by \${}3.3 million of Pebble smartwatch pledges.\symbol{34} theverge.com. 17 Apr 2012 2012.Web. <{}\myplainurl{http://www.theverge.com/2012/4/17/2954187/kickstarter-record-3-3-million-pebble-smartwatch/in/2775692}>{}.}

Crowdfunding can lead to startup companies becoming so attractive that the owners are tempted to sell to make a large financial gain, potentially upsetting early backers. This was the case recently when Facebook bought virtual reality technology firm Oculus VR for £1.2bn and Mark Zuckerberg claimed that “virtual reality will be the next social communications platform”.\footnotemark[362]\myref{362}{TKiss, Jemima. \symbol{34}Oculus: Facebook buys virtual reality gaming firm for \${}2bn.\symbol{34} theguardian.com. 25 Mar 2014 2014.Web. 25 Mar 2014 <{}\myplainurl{http://www.theguardian.com/technology/2014/mar/25/facebook-buys-virtual-reality-gaming-firm-oculus}>{}.} Reaction from the early backers were mixed with some against and some in favour.\footnotemark[363]\myref{363}{\symbol{34}Facebook buys virtual reality headset start-{}up for \${}2bn.\symbol{34} bbc.co.uk/news. 26 Mar 2014 2014.Web. 26 Mar 2014 And understandably so, as expanded upon in the Criticism chapter. <{}\myplainurl{http://www.bbc.co.uk/news/business-26742625}>{}.} This example further demonstrates how crowdfunding can clearly set in motion the development of products that begin with an idea and can become part of a global means of communication, as evidenced by the acquisition of such a product by Facebook, one of the world’s largest technology companies.
\subsubsection{Uses in Science}
\label{186}
Asking large groups of people on the Internet to contribute to scientific research is still somewhat of a novel idea. In recent years however, citizen science\footnotemark[364]\myhref{364}{https://en.wikipedia.org/wiki/Citizen_science} projects have taken off as crowdsourcing is used in innovative ways to excel the rate of various scientific research. Galaxy Zoo 2 was one example of a citizen science project, nearly 84,000 volunteers organised over 300,000 galaxies by answering questions about their visual forms. Each galaxy was classified roughly 44 times resulting in accurate classifications.\footnotemark[365]\myref{365}{Willett, Kyle W., et al. \symbol{34}Galaxy Zoo 2: Detailed Morphological Classifications for 304 122 Galaxies from the Sloan Digital Sky Survey.\symbol{34} Monthly Notices of the Royal Astronomical Society (2013): 30/03/2014. Web. <{}\myplainurl{http://mnras.oxfordjournals.org/content/early/2013/09/15/mnras.stt1458.full}>{}.} Stanford University is currently running a project, Folding@home\footnotemark[366]\myhref{366}{https://en.wikipedia.org/wiki/Folding@home}, where users are able to donate their computers’ unused processing power to analyse data collected by the university. The researchers send small packets of data with problems that need solving to users’ computers. Once the problem is solved the data is sent away and swapped for another problem.\footnotemark[367]\myref{367}{\symbol{34}What if you could help find a cure?\symbol{34} folding.stanford.edu. 2013.Web. 4 Apr 2014 <{}\myplainurl{https://folding.stanford.edu/\#}>{}.} Samsung too is actively engaging with crowdsourcing; collaborating with the University of Vienna in a similar way, the electronics company has created an Android app called Samsung Power Sleep\footnotemark[368]\myhref{368}{https://play.google.com/store/apps/details?id=at.samsung.powersleep}. The app donates users’ smartphones’ unused processing power whilst they sleep to decrypt protein sequences. Cleverly, the app is actually also a fully functional alarm.\footnotemark[369]\myref{369}{\symbol{34}So good while you sleep.\symbol{34} samsung.com.Web. 4 Apr 2013 <{}\myplainurl{http://www.samsung.com/at/microsite/powersleep/en/}>{}.} The ultimate goal of the two aforementioned examples is to find cures for diseases the researcher are investigating. 
\subsubsection{Internet Gaming}
\label{187}
Steam\footnotemark[370]\myhref{370}{https://en.wikipedia.org/wiki/Steam_(software)}\textquotesingle{}s Greenlight system offers another example of modern day crowdsourcing. Through Greenlight, Steam users are allowed to upload their own games and game-{}related content for other users to access and use. As a result of this, the most popular Greenlight projects will be approved and given further exposure to the Steam community. Thus, Greenlight acts as a sort of filter which determines what kind of games and features of Steam are positively received by its users. Simultaneously, Steam developers are able to see what is unpopular, and alter the software in order to best suit its users\textquotesingle{} needs and demands.
\subsubsection{Disaster Relief}
\label{188}
Crowdsourcing does not necessarily require an online community. However, it would be accurate to assume that in many cases consulting a large group of people is most efficiently achieved using the Internet. One recent large-{}scale crowdsourcing effort-{} the search for a missing Malaysian Airlines Flight 370\footnotemark[371]\myhref{371}{https://en.wikipedia.org/wiki/Malaysia_Airlines_Flight_370} recruited in excess of 150,000 volunteers who combed thorough satellite imagery provided by DigitalGlobe. Volunteers visited Tomnod\footnotemark[372]\myhref{372}{https://en.wikipedia.org/wiki/Tomnod}, a crowdsourcing website provided by DigitalGlobe dedicated to identifying physical objects from satellite imagery to aid in search and rescue efforts. \footnotemark[373]\myref{373}{Martinez, Michael. \symbol{34}Crowdsourcing search for Malaysian plane goes viral, but no luck so far.\symbol{34} 2014.Web. <{}\myplainurl{http://edition.cnn.com/2014/03/12/us/malaysia-airlines-plane-crowdsourcing-search/}>{}.} The volunteers were able to tag objects of interest, such as rafts and oil slicks, from computers around the world. Tagged objects would be examined further and potentially forwarded to the Department of Civil Aviation. Similarly, after hurricane Sandy\footnotemark[374]\myhref{374}{https://en.wikipedia.org/wiki/Hurricane_Sandy}, a large-{}scale damage assessment had to be carried out to direct response agencies. The Civil Air Patrol and The Federal Emergency Management Agency made 35,000 images of the affected areas public for assessment. 6,717 public volunteers rated damages on a scale of little/no damage; medium damage; or heavy damage. Interestingly, the report notes that conventionally the data would have been analysed in the same way, (also using crowdsourcing) but the analysers would have been paid. \${}3,000 was saved thanks to the goodwill of the general public.\footnotemark[375]\myref{375}{Munro, Rober, Schuyler Erle, and Tyler Schnoebelen. Aerial Damage Assessment for Hurricane Sandy. Quality Analysis After Action Report for the  Crowdsourced Aerial Imagery Assessment  Following Hurricane Sandy., 2013. 30/04/2014. Web. <{}\myplainurl{http://idibon.com/wp-content/uploads/2013/05/ISCRAM2013_Paper.pdf}>{}.} Crowdsourcing thus knows no boundaries in the digital age and can be legitimately called upon to help save lives. These examples explain the practice of crowdsourcing particularly well, without the combined efforts of thousands of willing volunteers, experts would likely take months to analyse the hundreds of kilometres worth of satellite imagery.
\section{Criticism}
\label{189}
Though crowdsourcing may be an easier and more accessible way to gain the opinion of many, it also presents problems. As computer scientist Jaron Lanier writes, \symbol{34}I have attempted to retire from directing films in the alternative universe that is the Wikipedia a number of times, but somebody always overrules me. Every time my Wikipedia entry is corrected, within a day I\textquotesingle{}m turned into a film director again.\symbol{34}\footnotemark[376]\myref{376}{\myplainurl{http://edge.org/conversation/digital-maoism-the-hazards-of-the-new-online-collectivism}} The fact that Lanier himself attempted to correct his own Wikipedia page and failed is a testament to the potential hazards of crowdsourcing. Incorrect information can be spread quickly and over large masses of people, causing a rumour to be believed and therefore effecting the quality of information used in various ways. Another related idea of crowdsourcing or using mass media negatively is that \symbol{34}they can be used to stifle, misdirect, and demoralize those who would otherwise be involved in these activities\symbol{34} (Rheingold, p. 17) meaning that any useful participants in certain situations can be diffused with the same ease that they can be rallied.
\subsection{Junction}
\label{190}
Junction is a film investment company which has been described as \symbol{34}Kickstarter for the rich.\symbol{34}\footnotemark[377]\myref{377}{Child, Ben. \symbol{34}Tom Hanks film seeks crowdfunding via \textquotesingle{}Kickstarter for the rich\textquotesingle{} site.\symbol{34} theguardian.com 27 March 2014. Web. Retrieved 2 April 2014. <{}\myplainurl{http://www.theguardian.com/film/2014/mar/27/tom-hanks-film-crowdfunding-kickstarter-junction}>{}} According to media news website The Wrap\footnotemark[378]\myhref{378}{https://en.wikipedia.org/wiki/The_Wrap}, Junction is only available to people with an annual income of over \${}200,000 or a net worth of at least \${}1 million.\footnotemark[379]\myref{379}{Zakarin, Jordan. \symbol{34}New Crowdfunding Site Hosts Big Names – Tom Hanks Film Among First Projects.\symbol{34} thewrap.com. 26 March 2014. Web. Retrieved 2 April 2014. <{}\myplainurl{http://www.thewrap.com/new-crowdfunding-platform-launches-hosting-campaigns-tom-hanks-aaron-paul-films/}>{}} While this approach will certainly allow Junction to pursue their projects more successfully, it can be criticised for not following the usual crowdsourcing pattern because of its exclusivity. One of the most important attributes of crowdsourcing is that it is open to everyone, a universal method of achieving goals. However Junction\textquotesingle{}s method limits its members, allowing only wealthy donors. It can be argued that this is not only a flawed crowdsourcing technique, but also discriminatory towards people who may not have a high enough income.
\subsection{Going commercial}
\label{191}
The acquisition of Oculus VR\footnotemark[380]\myhref{380}{https://en.wikipedia.org/wiki/Oculus_VR} by Facebook was aforementioned in relation to crowdfunding leading to the development of products which could have considerable impacts on society. Success stories such as these, however, raise questions of ownership and recognition. The Oculus Rift Kickstarter page as an example had 9,522 backers who collectively financed the project with \${}2,437,429.\footnotemark[381]\myref{381}{\symbol{34}Oculus Rift: Step Into the Game.\symbol{34} kickstarter.com. 28 Mar 2014 2014.Web. Kickstarter. 3 Apr 2014 <{}\myplainurl{https://www.kickstarter.com/projects/1523379957/oculus-rift-step-into-the-game/posts}>{}.} Just over a year a half after the project was successfully funded, Facebook is to acquire Oculus VR in a \${}2 billion valuation of the virtual reality technology company.\footnotemark[382]\myref{382}{\symbol{34}Facebook to Acquire Oculus.\symbol{34} newsroom.fb.com. 25 Mar 2014 2014.Web. 3 Apr 2014 <{}\myplainurl{http://newsroom.fb.com/news/2014/03/facebook-to-acquire-oculus/}>{}.} I question the ethicality of this deal; selling out is unlikely to be seen in a positive light by the backers of the Kickstarter project. Backers of these projects support the projects financially but often may not get any real value from doing so-{} except the satisfaction of helping a startup and the promise of an eventual product. In the case of Oculus VR, many backers are left with T-{}shirts and posters; comparatively underwhelming merchandise from a company which would likely not have succeeded without the backers\textquotesingle{} initial support. Crowdfunding therefore can be a fickle undertaking with backers not having any controlling interest (thus influence) in the projects they choose to fund. It is understandable how backers can feel left high and dry while the owners of the projects become wealthy and successful.
\section{Endorsement}
\label{192}
Overwhelmingly, crowdsourcing has a great value in the modern society and is used nearly every day. 
Technology has allowed humankind to advance greatly, joining us in previously unknown ways. The ability to have real-{}time conversations with others across the world is an innovation that has evolved rapidly over the last decade. It\textquotesingle{}s easy to see how technology has \symbol{34}the power to persuade and communicate, joined with the power to organise and coordinate, multiplied by the three billion mobile telephones in the world today poses a disruptive political potential that could equal or surpass that of the printing press, landline telephone, television or the Internet.\symbol{34} (Rheingold, pp. 225-{}226). In recent elections, the ability to crowdsource has dramatically changed the results of a nation. In Ghana, cell phones were used to report fraud and illegal actions taken by the politicians themselves, or voters who wished to rig the results. Authorities can quickly become involved in matters where crowdsourcing is used because the more people that report an incident, the higher the chance that actions will be taken to remedy the situation, helping to keep governments and authorities honest by being unable to deny that events have taken place. Large companies can also use crowdsourcing to their advantage. Lush \footnotemark[383]\myhref{383}{https://en.wikipedia.org/wiki/Lush_(company)}, a company devoted to quality handmade cosmetic products is involved in many charities such as The Fox Project\footnotemark[384]\myhref{384}{http://www.foxproject.org.uk/}, which aims to reintroduce foxes into the UK wilds. By buying a specific product by Lush, the charity benefits. More people know about the companies than the charities, therefore crowdsourcing can be a bolster to funds by raising awareness through the purchase of popular products.
\section{Future of Crowdsourcing}
\label{193}
In 2012 reports showed that there was an estimated 2,405,518,376 people worldwide with access to the Internet. This data indicates that there was a 556.4\% increase in the number of Internet users in just two years. \footnotemark[385]\myref{385}{ Group, Miniwatts Marketing. Internet World Stats: Usage and Population Statistics. 21 March 2014. 04 April 2014 <{}\myplainurl{http://www.internetworldstats.com/stats.htm}>{}. } Mark Prensky coined the term \symbol{34}digital native\symbol{34} to describe the \textquotesingle{}cohorts that are coming of age in the Internet era\textquotesingle{}. It is a popular belief amongst academics that we are fast approaching \symbol{34}the crowdsourcing generation, a demographic that is perfectly adapted to a future in which online communication will supplant the conventional corporation.\symbol{34} \footnotemark[386]\myref{386}{ Howe, Jeff. Crowdsourcing: How the Power of the Crowd is Driving the Future of Business. New York: The Crown Publishing Group, 2008. }

Jeff Howe expands on the idea of the ‘digital native’ by describing what he believes will happen in the future: “Crowdsourcing has already wreaked upheaval in a few select fields… this is because the crowd has made a once scarce resource abundant. As digital natives continue to acquire the skills it takes to build, design, and create, the scarcity of other commodities will also decline, posing great challenges to the companies that traffic in them.” \footnotemark[387]\myref{387}{ Howe, Jeff. \symbol{34}How the Power of the Crowd is Driving the Future of Business\symbol{34}. London: Business Books, 2009. Print. }  He uses the example of stock photography\footnotemark[388]\myhref{388}{https://en.wikipedia.org/wiki/Stock_photography} as where the crowd has caused a decline in scarcity to occur. Graphic designers found it cheaper to share images with each other, which allowed those who took photos or designed images as a hobby to also share their work– hence the need for specialists to provide stock photography declined, and the work of the hobbyists (the crowd) became an abundant resource. According to Howe, companies could face challenges such as picking the right crowd to target– he says that over a billion people are using the Internet so to attract the right people, companies need to be very selective; making sure they don’t see the crowd as a cheap workforce. Howe argues that people’s busy lives mean they would not want to spend a long time doing something unpaid for a business; having to trawl through bad contributions to get to the good ones –not all the thousands of contributions will work; and others\footnotemark[389]\myhref{389}{http://www.bizbriefings.com/Samples/IntInst\%20---\%20Crowdsourcing.PDF}. \footnotemark[390]\myref{390}{ Howe, Jeff. \symbol{34}CROWDSOURCING Why the Power of the Crowd is Driving the Future of Business.\symbol{34} Summaries.Com. 2008. Web. 4 Apr 2014 p.9<{}\myplainurl{http://www.bizbriefings.com/Samples/IntInst\%20---\%20Crowdsourcing.PDF}>{}.}  He ends his argument about what could happen in the future by citing a quote from Thomas Malone: “Obsolescence isn’t a new phenomenon. Kids who grew up with running water wouldn’t know how to work a hand pump, and in this new world we’re entering, a lot of what’s familiar will go the way of the hand-{}pump.” \footnotemark[391]\myref{391}{ Howe, Jeff. 2009. p277 } Basically, we could be moving into a future where the crowd is the norm for business and contemporary methods will cease to exist.
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\section {GNU GENERAL PUBLIC LICENSE}
\begin{multicols}{4}

Version 3, 29 June 2007

Copyright © 2007 Free Software Foundation, Inc. <http://fsf.org/>

Everyone is permitted to copy and distribute verbatim copies of this license document, but changing it is not allowed.
Preamble

The GNU General Public License is a free, copyleft license for software and other kinds of works.

The licenses for most software and other practical works are designed to take away your freedom to share and change the works. By contrast, the GNU General Public License is intended to guarantee your freedom to share and change all versions of a program--to make sure it remains free software for all its users. We, the Free Software Foundation, use the GNU General Public License for most of our software; it applies also to any other work released this way by its authors. You can apply it to your programs, too.

When we speak of free software, we are referring to freedom, not price. Our General Public Licenses are designed to make sure that you have the freedom to distribute copies of free software (and charge for them if you wish), that you receive source code or can get it if you want it, that you can change the software or use pieces of it in new free programs, and that you know you can do these things.

To protect your rights, we need to prevent others from denying you these rights or asking you to surrender the rights. Therefore, you have certain responsibilities if you distribute copies of the software, or if you modify it: responsibilities to respect the freedom of others.

For example, if you distribute copies of such a program, whether gratis or for a fee, you must pass on to the recipients the same freedoms that you received. You must make sure that they, too, receive or can get the source code. And you must show them these terms so they know their rights.

Developers that use the GNU GPL protect your rights with two steps: (1) assert copyright on the software, and (2) offer you this License giving you legal permission to copy, distribute and/or modify it.

For the developers' and authors' protection, the GPL clearly explains that there is no warranty for this free software. For both users' and authors' sake, the GPL requires that modified versions be marked as changed, so that their problems will not be attributed erroneously to authors of previous versions.

Some devices are designed to deny users access to install or run modified versions of the software inside them, although the manufacturer can do so. This is fundamentally incompatible with the aim of protecting users' freedom to change the software. The systematic pattern of such abuse occurs in the area of products for individuals to use, which is precisely where it is most unacceptable. Therefore, we have designed this version of the GPL to prohibit the practice for those products. If such problems arise substantially in other domains, we stand ready to extend this provision to those domains in future versions of the GPL, as needed to protect the freedom of users.

Finally, every program is threatened constantly by software patents. States should not allow patents to restrict development and use of software on general-purpose computers, but in those that do, we wish to avoid the special danger that patents applied to a free program could make it effectively proprietary. To prevent this, the GPL assures that patents cannot be used to render the program non-free.

The precise terms and conditions for copying, distribution and modification follow.
TERMS AND CONDITIONS
0. Definitions.

“This License” refers to version 3 of the GNU General Public License.

“Copyright” also means copyright-like laws that apply to other kinds of works, such as semiconductor masks.

“The Program” refers to any copyrightable work licensed under this License. Each licensee is addressed as “you”. “Licensees” and “recipients” may be individuals or organizations.

To “modify” a work means to copy from or adapt all or part of the work in a fashion requiring copyright permission, other than the making of an exact copy. The resulting work is called a “modified version” of the earlier work or a work “based on” the earlier work.

A “covered work” means either the unmodified Program or a work based on the Program.

To “propagate” a work means to do anything with it that, without permission, would make you directly or secondarily liable for infringement under applicable copyright law, except executing it on a computer or modifying a private copy. Propagation includes copying, distribution (with or without modification), making available to the public, and in some countries other activities as well.

To “convey” a work means any kind of propagation that enables other parties to make or receive copies. Mere interaction with a user through a computer network, with no transfer of a copy, is not conveying.

An interactive user interface displays “Appropriate Legal Notices” to the extent that it includes a convenient and prominently visible feature that (1) displays an appropriate copyright notice, and (2) tells the user that there is no warranty for the work (except to the extent that warranties are provided), that licensees may convey the work under this License, and how to view a copy of this License. If the interface presents a list of user commands or options, such as a menu, a prominent item in the list meets this criterion.
1. Source Code.

The “source code” for a work means the preferred form of the work for making modifications to it. “Object code” means any non-source form of a work.

A “Standard Interface” means an interface that either is an official standard defined by a recognized standards body, or, in the case of interfaces specified for a particular programming language, one that is widely used among developers working in that language.

The “System Libraries” of an executable work include anything, other than the work as a whole, that (a) is included in the normal form of packaging a Major Component, but which is not part of that Major Component, and (b) serves only to enable use of the work with that Major Component, or to implement a Standard Interface for which an implementation is available to the public in source code form. A “Major Component”, in this context, means a major essential component (kernel, window system, and so on) of the specific operating system (if any) on which the executable work runs, or a compiler used to produce the work, or an object code interpreter used to run it.

The “Corresponding Source” for a work in object code form means all the source code needed to generate, install, and (for an executable work) run the object code and to modify the work, including scripts to control those activities. However, it does not include the work's System Libraries, or general-purpose tools or generally available free programs which are used unmodified in performing those activities but which are not part of the work. For example, Corresponding Source includes interface definition files associated with source files for the work, and the source code for shared libraries and dynamically linked subprograms that the work is specifically designed to require, such as by intimate data communication or control flow between those subprograms and other parts of the work.

The Corresponding Source need not include anything that users can regenerate automatically from other parts of the Corresponding Source.

The Corresponding Source for a work in source code form is that same work.
2. Basic Permissions.

All rights granted under this License are granted for the term of copyright on the Program, and are irrevocable provided the stated conditions are met. This License explicitly affirms your unlimited permission to run the unmodified Program. The output from running a covered work is covered by this License only if the output, given its content, constitutes a covered work. This License acknowledges your rights of fair use or other equivalent, as provided by copyright law.

You may make, run and propagate covered works that you do not convey, without conditions so long as your license otherwise remains in force. You may convey covered works to others for the sole purpose of having them make modifications exclusively for you, or provide you with facilities for running those works, provided that you comply with the terms of this License in conveying all material for which you do not control copyright. Those thus making or running the covered works for you must do so exclusively on your behalf, under your direction and control, on terms that prohibit them from making any copies of your copyrighted material outside their relationship with you.

Conveying under any other circumstances is permitted solely under the conditions stated below. Sublicensing is not allowed; section 10 makes it unnecessary.
3. Protecting Users' Legal Rights From Anti-Circumvention Law.

No covered work shall be deemed part of an effective technological measure under any applicable law fulfilling obligations under article 11 of the WIPO copyright treaty adopted on 20 December 1996, or similar laws prohibiting or restricting circumvention of such measures.

When you convey a covered work, you waive any legal power to forbid circumvention of technological measures to the extent such circumvention is effected by exercising rights under this License with respect to the covered work, and you disclaim any intention to limit operation or modification of the work as a means of enforcing, against the work's users, your or third parties' legal rights to forbid circumvention of technological measures.
4. Conveying Verbatim Copies.

You may convey verbatim copies of the Program's source code as you receive it, in any medium, provided that you conspicuously and appropriately publish on each copy an appropriate copyright notice; keep intact all notices stating that this License and any non-permissive terms added in accord with section 7 apply to the code; keep intact all notices of the absence of any warranty; and give all recipients a copy of this License along with the Program.

You may charge any price or no price for each copy that you convey, and you may offer support or warranty protection for a fee.
5. Conveying Modified Source Versions.

You may convey a work based on the Program, or the modifications to produce it from the Program, in the form of source code under the terms of section 4, provided that you also meet all of these conditions:

    * a) The work must carry prominent notices stating that you modified it, and giving a relevant date.
    * b) The work must carry prominent notices stating that it is released under this License and any conditions added under section 7. This requirement modifies the requirement in section 4 to “keep intact all notices”.
    * c) You must license the entire work, as a whole, under this License to anyone who comes into possession of a copy. This License will therefore apply, along with any applicable section 7 additional terms, to the whole of the work, and all its parts, regardless of how they are packaged. This License gives no permission to license the work in any other way, but it does not invalidate such permission if you have separately received it.
    * d) If the work has interactive user interfaces, each must display Appropriate Legal Notices; however, if the Program has interactive interfaces that do not display Appropriate Legal Notices, your work need not make them do so.

A compilation of a covered work with other separate and independent works, which are not by their nature extensions of the covered work, and which are not combined with it such as to form a larger program, in or on a volume of a storage or distribution medium, is called an “aggregate” if the compilation and its resulting copyright are not used to limit the access or legal rights of the compilation's users beyond what the individual works permit. Inclusion of a covered work in an aggregate does not cause this License to apply to the other parts of the aggregate.
6. Conveying Non-Source Forms.

You may convey a covered work in object code form under the terms of sections 4 and 5, provided that you also convey the machine-readable Corresponding Source under the terms of this License, in one of these ways:

    * a) Convey the object code in, or embodied in, a physical product (including a physical distribution medium), accompanied by the Corresponding Source fixed on a durable physical medium customarily used for software interchange.
    * b) Convey the object code in, or embodied in, a physical product (including a physical distribution medium), accompanied by a written offer, valid for at least three years and valid for as long as you offer spare parts or customer support for that product model, to give anyone who possesses the object code either (1) a copy of the Corresponding Source for all the software in the product that is covered by this License, on a durable physical medium customarily used for software interchange, for a price no more than your reasonable cost of physically performing this conveying of source, or (2) access to copy the Corresponding Source from a network server at no charge.
    * c) Convey individual copies of the object code with a copy of the written offer to provide the Corresponding Source. This alternative is allowed only occasionally and noncommercially, and only if you received the object code with such an offer, in accord with subsection 6b.
    * d) Convey the object code by offering access from a designated place (gratis or for a charge), and offer equivalent access to the Corresponding Source in the same way through the same place at no further charge. You need not require recipients to copy the Corresponding Source along with the object code. If the place to copy the object code is a network server, the Corresponding Source may be on a different server (operated by you or a third party) that supports equivalent copying facilities, provided you maintain clear directions next to the object code saying where to find the Corresponding Source. Regardless of what server hosts the Corresponding Source, you remain obligated to ensure that it is available for as long as needed to satisfy these requirements.
    * e) Convey the object code using peer-to-peer transmission, provided you inform other peers where the object code and Corresponding Source of the work are being offered to the general public at no charge under subsection 6d.

A separable portion of the object code, whose source code is excluded from the Corresponding Source as a System Library, need not be included in conveying the object code work.

A “User Product” is either (1) a “consumer product”, which means any tangible personal property which is normally used for personal, family, or household purposes, or (2) anything designed or sold for incorporation into a dwelling. In determining whether a product is a consumer product, doubtful cases shall be resolved in favor of coverage. For a particular product received by a particular user, “normally used” refers to a typical or common use of that class of product, regardless of the status of the particular user or of the way in which the particular user actually uses, or expects or is expected to use, the product. A product is a consumer product regardless of whether the product has substantial commercial, industrial or non-consumer uses, unless such uses represent the only significant mode of use of the product.

“Installation Information” for a User Product means any methods, procedures, authorization keys, or other information required to install and execute modified versions of a covered work in that User Product from a modified version of its Corresponding Source. The information must suffice to ensure that the continued functioning of the modified object code is in no case prevented or interfered with solely because modification has been made.

If you convey an object code work under this section in, or with, or specifically for use in, a User Product, and the conveying occurs as part of a transaction in which the right of possession and use of the User Product is transferred to the recipient in perpetuity or for a fixed term (regardless of how the transaction is characterized), the Corresponding Source conveyed under this section must be accompanied by the Installation Information. But this requirement does not apply if neither you nor any third party retains the ability to install modified object code on the User Product (for example, the work has been installed in ROM).

The requirement to provide Installation Information does not include a requirement to continue to provide support service, warranty, or updates for a work that has been modified or installed by the recipient, or for the User Product in which it has been modified or installed. Access to a network may be denied when the modification itself materially and adversely affects the operation of the network or violates the rules and protocols for communication across the network.

Corresponding Source conveyed, and Installation Information provided, in accord with this section must be in a format that is publicly documented (and with an implementation available to the public in source code form), and must require no special password or key for unpacking, reading or copying.
7. Additional Terms.

“Additional permissions” are terms that supplement the terms of this License by making exceptions from one or more of its conditions. Additional permissions that are applicable to the entire Program shall be treated as though they were included in this License, to the extent that they are valid under applicable law. If additional permissions apply only to part of the Program, that part may be used separately under those permissions, but the entire Program remains governed by this License without regard to the additional permissions.

When you convey a copy of a covered work, you may at your option remove any additional permissions from that copy, or from any part of it. (Additional permissions may be written to require their own removal in certain cases when you modify the work.) You may place additional permissions on material, added by you to a covered work, for which you have or can give appropriate copyright permission.

Notwithstanding any other provision of this License, for material you add to a covered work, you may (if authorized by the copyright holders of that material) supplement the terms of this License with terms:

    * a) Disclaiming warranty or limiting liability differently from the terms of sections 15 and 16 of this License; or
    * b) Requiring preservation of specified reasonable legal notices or author attributions in that material or in the Appropriate Legal Notices displayed by works containing it; or
    * c) Prohibiting misrepresentation of the origin of that material, or requiring that modified versions of such material be marked in reasonable ways as different from the original version; or
    * d) Limiting the use for publicity purposes of names of licensors or authors of the material; or
    * e) Declining to grant rights under trademark law for use of some trade names, trademarks, or service marks; or
    * f) Requiring indemnification of licensors and authors of that material by anyone who conveys the material (or modified versions of it) with contractual assumptions of liability to the recipient, for any liability that these contractual assumptions directly impose on those licensors and authors.

All other non-permissive additional terms are considered “further restrictions” within the meaning of section 10. If the Program as you received it, or any part of it, contains a notice stating that it is governed by this License along with a term that is a further restriction, you may remove that term. If a license document contains a further restriction but permits relicensing or conveying under this License, you may add to a covered work material governed by the terms of that license document, provided that the further restriction does not survive such relicensing or conveying.

If you add terms to a covered work in accord with this section, you must place, in the relevant source files, a statement of the additional terms that apply to those files, or a notice indicating where to find the applicable terms.

Additional terms, permissive or non-permissive, may be stated in the form of a separately written license, or stated as exceptions; the above requirements apply either way.
8. Termination.

You may not propagate or modify a covered work except as expressly provided under this License. Any attempt otherwise to propagate or modify it is void, and will automatically terminate your rights under this License (including any patent licenses granted under the third paragraph of section 11).

However, if you cease all violation of this License, then your license from a particular copyright holder is reinstated (a) provisionally, unless and until the copyright holder explicitly and finally terminates your license, and (b) permanently, if the copyright holder fails to notify you of the violation by some reasonable means prior to 60 days after the cessation.

Moreover, your license from a particular copyright holder is reinstated permanently if the copyright holder notifies you of the violation by some reasonable means, this is the first time you have received notice of violation of this License (for any work) from that copyright holder, and you cure the violation prior to 30 days after your receipt of the notice.

Termination of your rights under this section does not terminate the licenses of parties who have received copies or rights from you under this License. If your rights have been terminated and not permanently reinstated, you do not qualify to receive new licenses for the same material under section 10.
9. Acceptance Not Required for Having Copies.

You are not required to accept this License in order to receive or run a copy of the Program. Ancillary propagation of a covered work occurring solely as a consequence of using peer-to-peer transmission to receive a copy likewise does not require acceptance. However, nothing other than this License grants you permission to propagate or modify any covered work. These actions infringe copyright if you do not accept this License. Therefore, by modifying or propagating a covered work, you indicate your acceptance of this License to do so.
10. Automatic Licensing of Downstream Recipients.

Each time you convey a covered work, the recipient automatically receives a license from the original licensors, to run, modify and propagate that work, subject to this License. You are not responsible for enforcing compliance by third parties with this License.

An “entity transaction” is a transaction transferring control of an organization, or substantially all assets of one, or subdividing an organization, or merging organizations. If propagation of a covered work results from an entity transaction, each party to that transaction who receives a copy of the work also receives whatever licenses to the work the party's predecessor in interest had or could give under the previous paragraph, plus a right to possession of the Corresponding Source of the work from the predecessor in interest, if the predecessor has it or can get it with reasonable efforts.

You may not impose any further restrictions on the exercise of the rights granted or affirmed under this License. For example, you may not impose a license fee, royalty, or other charge for exercise of rights granted under this License, and you may not initiate litigation (including a cross-claim or counterclaim in a lawsuit) alleging that any patent claim is infringed by making, using, selling, offering for sale, or importing the Program or any portion of it.
11. Patents.

A “contributor” is a copyright holder who authorizes use under this License of the Program or a work on which the Program is based. The work thus licensed is called the contributor's “contributor version”.

A contributor's “essential patent claims” are all patent claims owned or controlled by the contributor, whether already acquired or hereafter acquired, that would be infringed by some manner, permitted by this License, of making, using, or selling its contributor version, but do not include claims that would be infringed only as a consequence of further modification of the contributor version. For purposes of this definition, “control” includes the right to grant patent sublicenses in a manner consistent with the requirements of this License.

Each contributor grants you a non-exclusive, worldwide, royalty-free patent license under the contributor's essential patent claims, to make, use, sell, offer for sale, import and otherwise run, modify and propagate the contents of its contributor version.

In the following three paragraphs, a “patent license” is any express agreement or commitment, however denominated, not to enforce a patent (such as an express permission to practice a patent or covenant not to sue for patent infringement). To “grant” such a patent license to a party means to make such an agreement or commitment not to enforce a patent against the party.

If you convey a covered work, knowingly relying on a patent license, and the Corresponding Source of the work is not available for anyone to copy, free of charge and under the terms of this License, through a publicly available network server or other readily accessible means, then you must either (1) cause the Corresponding Source to be so available, or (2) arrange to deprive yourself of the benefit of the patent license for this particular work, or (3) arrange, in a manner consistent with the requirements of this License, to extend the patent license to downstream recipients. “Knowingly relying” means you have actual knowledge that, but for the patent license, your conveying the covered work in a country, or your recipient's use of the covered work in a country, would infringe one or more identifiable patents in that country that you have reason to believe are valid.

If, pursuant to or in connection with a single transaction or arrangement, you convey, or propagate by procuring conveyance of, a covered work, and grant a patent license to some of the parties receiving the covered work authorizing them to use, propagate, modify or convey a specific copy of the covered work, then the patent license you grant is automatically extended to all recipients of the covered work and works based on it.

A patent license is “discriminatory” if it does not include within the scope of its coverage, prohibits the exercise of, or is conditioned on the non-exercise of one or more of the rights that are specifically granted under this License. You may not convey a covered work if you are a party to an arrangement with a third party that is in the business of distributing software, under which you make payment to the third party based on the extent of your activity of conveying the work, and under which the third party grants, to any of the parties who would receive the covered work from you, a discriminatory patent license (a) in connection with copies of the covered work conveyed by you (or copies made from those copies), or (b) primarily for and in connection with specific products or compilations that contain the covered work, unless you entered into that arrangement, or that patent license was granted, prior to 28 March 2007.

Nothing in this License shall be construed as excluding or limiting any implied license or other defenses to infringement that may otherwise be available to you under applicable patent law.
12. No Surrender of Others' Freedom.

If conditions are imposed on you (whether by court order, agreement or otherwise) that contradict the conditions of this License, they do not excuse you from the conditions of this License. If you cannot convey a covered work so as to satisfy simultaneously your obligations under this License and any other pertinent obligations, then as a consequence you may not convey it at all. For example, if you agree to terms that obligate you to collect a royalty for further conveying from those to whom you convey the Program, the only way you could satisfy both those terms and this License would be to refrain entirely from conveying the Program.
13. Use with the GNU Affero General Public License.

Notwithstanding any other provision of this License, you have permission to link or combine any covered work with a work licensed under version 3 of the GNU Affero General Public License into a single combined work, and to convey the resulting work. The terms of this License will continue to apply to the part which is the covered work, but the special requirements of the GNU Affero General Public License, section 13, concerning interaction through a network will apply to the combination as such.
14. Revised Versions of this License.

The Free Software Foundation may publish revised and/or new versions of the GNU General Public License from time to time. Such new versions will be similar in spirit to the present version, but may differ in detail to address new problems or concerns.

Each version is given a distinguishing version number. If the Program specifies that a certain numbered version of the GNU General Public License “or any later version” applies to it, you have the option of following the terms and conditions either of that numbered version or of any later version published by the Free Software Foundation. If the Program does not specify a version number of the GNU General Public License, you may choose any version ever published by the Free Software Foundation.

If the Program specifies that a proxy can decide which future versions of the GNU General Public License can be used, that proxy's public statement of acceptance of a version permanently authorizes you to choose that version for the Program.

Later license versions may give you additional or different permissions. However, no additional obligations are imposed on any author or copyright holder as a result of your choosing to follow a later version.
15. Disclaimer of Warranty.

THERE IS NO WARRANTY FOR THE PROGRAM, TO THE EXTENT PERMITTED BY APPLICABLE LAW. EXCEPT WHEN OTHERWISE STATED IN WRITING THE COPYRIGHT HOLDERS AND/OR OTHER PARTIES PROVIDE THE PROGRAM “AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESSED OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. THE ENTIRE RISK AS TO THE QUALITY AND PERFORMANCE OF THE PROGRAM IS WITH YOU. SHOULD THE PROGRAM PROVE DEFECTIVE, YOU ASSUME THE COST OF ALL NECESSARY SERVICING, REPAIR OR CORRECTION.
16. Limitation of Liability.

IN NO EVENT UNLESS REQUIRED BY APPLICABLE LAW OR AGREED TO IN WRITING WILL ANY COPYRIGHT HOLDER, OR ANY OTHER PARTY WHO MODIFIES AND/OR CONVEYS THE PROGRAM AS PERMITTED ABOVE, BE LIABLE TO YOU FOR DAMAGES, INCLUDING ANY GENERAL, SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES ARISING OUT OF THE USE OR INABILITY TO USE THE PROGRAM (INCLUDING BUT NOT LIMITED TO LOSS OF DATA OR DATA BEING RENDERED INACCURATE OR LOSSES SUSTAINED BY YOU OR THIRD PARTIES OR A FAILURE OF THE PROGRAM TO OPERATE WITH ANY OTHER PROGRAMS), EVEN IF SUCH HOLDER OR OTHER PARTY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.
17. Interpretation of Sections 15 and 16.

If the disclaimer of warranty and limitation of liability provided above cannot be given local legal effect according to their terms, reviewing courts shall apply local law that most closely approximates an absolute waiver of all civil liability in connection with the Program, unless a warranty or assumption of liability accompanies a copy of the Program in return for a fee.

END OF TERMS AND CONDITIONS
How to Apply These Terms to Your New Programs

If you develop a new program, and you want it to be of the greatest possible use to the public, the best way to achieve this is to make it free software which everyone can redistribute and change under these terms.

To do so, attach the following notices to the program. It is safest to attach them to the start of each source file to most effectively state the exclusion of warranty; and each file should have at least the “copyright” line and a pointer to where the full notice is found.

    <one line to give the program's name and a brief idea of what it does.>
    Copyright (C) <year>  <name of author>

    This program is free software: you can redistribute it and/or modify
    it under the terms of the GNU General Public License as published by
    the Free Software Foundation, either version 3 of the License, or
    (at your option) any later version.

    This program is distributed in the hope that it will be useful,
    but WITHOUT ANY WARRANTY; without even the implied warranty of
    MERCHANTABILITY or FITNESS FOR A PARTICULAR PURPOSE.  See the
    GNU General Public License for more details.

    You should have received a copy of the GNU General Public License
    along with this program.  If not, see <http://www.gnu.org/licenses/>.

Also add information on how to contact you by electronic and paper mail.

If the program does terminal interaction, make it output a short notice like this when it starts in an interactive mode:

    <program>  Copyright (C) <year>  <name of author>
    This program comes with ABSOLUTELY NO WARRANTY; for details type `show w'.
    This is free software, and you are welcome to redistribute it
    under certain conditions; type `show c' for details.

The hypothetical commands `show w' and `show c' should show the appropriate parts of the General Public License. Of course, your program's commands might be different; for a GUI interface, you would use an “about box”.

You should also get your employer (if you work as a programmer) or school, if any, to sign a “copyright disclaimer” for the program, if necessary. For more information on this, and how to apply and follow the GNU GPL, see <http://www.gnu.org/licenses/>.

The GNU General Public License does not permit incorporating your program into proprietary programs. If your program is a subroutine library, you may consider it more useful to permit linking proprietary applications with the library. If this is what you want to do, use the GNU Lesser General Public License instead of this License. But first, please read <http://www.gnu.org/philosophy/why-not-lgpl.html>.
\end{multicols}

\section{GNU Free Documentation License}
\begin{multicols}{4}

Version 1.3, 3 November 2008

Copyright © 2000, 2001, 2002, 2007, 2008 Free Software Foundation, Inc. <http://fsf.org/>

Everyone is permitted to copy and distribute verbatim copies of this license document, but changing it is not allowed.
0. PREAMBLE

The purpose of this License is to make a manual, textbook, or other functional and useful document "free" in the sense of freedom: to assure everyone the effective freedom to copy and redistribute it, with or without modifying it, either commercially or noncommercially. Secondarily, this License preserves for the author and publisher a way to get credit for their work, while not being considered responsible for modifications made by others.

This License is a kind of "copyleft", which means that derivative works of the document must themselves be free in the same sense. It complements the GNU General Public License, which is a copyleft license designed for free software.

We have designed this License in order to use it for manuals for free software, because free software needs free documentation: a free program should come with manuals providing the same freedoms that the software does. But this License is not limited to software manuals; it can be used for any textual work, regardless of subject matter or whether it is published as a printed book. We recommend this License principally for works whose purpose is instruction or reference.
1. APPLICABILITY AND DEFINITIONS

This License applies to any manual or other work, in any medium, that contains a notice placed by the copyright holder saying it can be distributed under the terms of this License. Such a notice grants a world-wide, royalty-free license, unlimited in duration, to use that work under the conditions stated herein. The "Document", below, refers to any such manual or work. Any member of the public is a licensee, and is addressed as "you". You accept the license if you copy, modify or distribute the work in a way requiring permission under copyright law.

A "Modified Version" of the Document means any work containing the Document or a portion of it, either copied verbatim, or with modifications and/or translated into another language.

A "Secondary Section" is a named appendix or a front-matter section of the Document that deals exclusively with the relationship of the publishers or authors of the Document to the Document's overall subject (or to related matters) and contains nothing that could fall directly within that overall subject. (Thus, if the Document is in part a textbook of mathematics, a Secondary Section may not explain any mathematics.) The relationship could be a matter of historical connection with the subject or with related matters, or of legal, commercial, philosophical, ethical or political position regarding them.

The "Invariant Sections" are certain Secondary Sections whose titles are designated, as being those of Invariant Sections, in the notice that says that the Document is released under this License. If a section does not fit the above definition of Secondary then it is not allowed to be designated as Invariant. The Document may contain zero Invariant Sections. If the Document does not identify any Invariant Sections then there are none.

The "Cover Texts" are certain short passages of text that are listed, as Front-Cover Texts or Back-Cover Texts, in the notice that says that the Document is released under this License. A Front-Cover Text may be at most 5 words, and a Back-Cover Text may be at most 25 words.

A "Transparent" copy of the Document means a machine-readable copy, represented in a format whose specification is available to the general public, that is suitable for revising the document straightforwardly with generic text editors or (for images composed of pixels) generic paint programs or (for drawings) some widely available drawing editor, and that is suitable for input to text formatters or for automatic translation to a variety of formats suitable for input to text formatters. A copy made in an otherwise Transparent file format whose markup, or absence of markup, has been arranged to thwart or discourage subsequent modification by readers is not Transparent. An image format is not Transparent if used for any substantial amount of text. A copy that is not "Transparent" is called "Opaque".

Examples of suitable formats for Transparent copies include plain ASCII without markup, Texinfo input format, LaTeX input format, SGML or XML using a publicly available DTD, and standard-conforming simple HTML, PostScript or PDF designed for human modification. Examples of transparent image formats include PNG, XCF and JPG. Opaque formats include proprietary formats that can be read and edited only by proprietary word processors, SGML or XML for which the DTD and/or processing tools are not generally available, and the machine-generated HTML, PostScript or PDF produced by some word processors for output purposes only.

The "Title Page" means, for a printed book, the title page itself, plus such following pages as are needed to hold, legibly, the material this License requires to appear in the title page. For works in formats which do not have any title page as such, "Title Page" means the text near the most prominent appearance of the work's title, preceding the beginning of the body of the text.

The "publisher" means any person or entity that distributes copies of the Document to the public.

A section "Entitled XYZ" means a named subunit of the Document whose title either is precisely XYZ or contains XYZ in parentheses following text that translates XYZ in another language. (Here XYZ stands for a specific section name mentioned below, such as "Acknowledgements", "Dedications", "Endorsements", or "History".) To "Preserve the Title" of such a section when you modify the Document means that it remains a section "Entitled XYZ" according to this definition.

The Document may include Warranty Disclaimers next to the notice which states that this License applies to the Document. These Warranty Disclaimers are considered to be included by reference in this License, but only as regards disclaiming warranties: any other implication that these Warranty Disclaimers may have is void and has no effect on the meaning of this License.
2. VERBATIM COPYING

You may copy and distribute the Document in any medium, either commercially or noncommercially, provided that this License, the copyright notices, and the license notice saying this License applies to the Document are reproduced in all copies, and that you add no other conditions whatsoever to those of this License. You may not use technical measures to obstruct or control the reading or further copying of the copies you make or distribute. However, you may accept compensation in exchange for copies. If you distribute a large enough number of copies you must also follow the conditions in section 3.

You may also lend copies, under the same conditions stated above, and you may publicly display copies.
3. COPYING IN QUANTITY

If you publish printed copies (or copies in media that commonly have printed covers) of the Document, numbering more than 100, and the Document's license notice requires Cover Texts, you must enclose the copies in covers that carry, clearly and legibly, all these Cover Texts: Front-Cover Texts on the front cover, and Back-Cover Texts on the back cover. Both covers must also clearly and legibly identify you as the publisher of these copies. The front cover must present the full title with all words of the title equally prominent and visible. You may add other material on the covers in addition. Copying with changes limited to the covers, as long as they preserve the title of the Document and satisfy these conditions, can be treated as verbatim copying in other respects.

If the required texts for either cover are too voluminous to fit legibly, you should put the first ones listed (as many as fit reasonably) on the actual cover, and continue the rest onto adjacent pages.

If you publish or distribute Opaque copies of the Document numbering more than 100, you must either include a machine-readable Transparent copy along with each Opaque copy, or state in or with each Opaque copy a computer-network location from which the general network-using public has access to download using public-standard network protocols a complete Transparent copy of the Document, free of added material. If you use the latter option, you must take reasonably prudent steps, when you begin distribution of Opaque copies in quantity, to ensure that this Transparent copy will remain thus accessible at the stated location until at least one year after the last time you distribute an Opaque copy (directly or through your agents or retailers) of that edition to the public.

It is requested, but not required, that you contact the authors of the Document well before redistributing any large number of copies, to give them a chance to provide you with an updated version of the Document.
4. MODIFICATIONS

You may copy and distribute a Modified Version of the Document under the conditions of sections 2 and 3 above, provided that you release the Modified Version under precisely this License, with the Modified Version filling the role of the Document, thus licensing distribution and modification of the Modified Version to whoever possesses a copy of it. In addition, you must do these things in the Modified Version:

    * A. Use in the Title Page (and on the covers, if any) a title distinct from that of the Document, and from those of previous versions (which should, if there were any, be listed in the History section of the Document). You may use the same title as a previous version if the original publisher of that version gives permission.
    * B. List on the Title Page, as authors, one or more persons or entities responsible for authorship of the modifications in the Modified Version, together with at least five of the principal authors of the Document (all of its principal authors, if it has fewer than five), unless they release you from this requirement.
    * C. State on the Title page the name of the publisher of the Modified Version, as the publisher.
    * D. Preserve all the copyright notices of the Document.
    * E. Add an appropriate copyright notice for your modifications adjacent to the other copyright notices.
    * F. Include, immediately after the copyright notices, a license notice giving the public permission to use the Modified Version under the terms of this License, in the form shown in the Addendum below.
    * G. Preserve in that license notice the full lists of Invariant Sections and required Cover Texts given in the Document's license notice.
    * H. Include an unaltered copy of this License.
    * I. Preserve the section Entitled "History", Preserve its Title, and add to it an item stating at least the title, year, new authors, and publisher of the Modified Version as given on the Title Page. If there is no section Entitled "History" in the Document, create one stating the title, year, authors, and publisher of the Document as given on its Title Page, then add an item describing the Modified Version as stated in the previous sentence.
    * J. Preserve the network location, if any, given in the Document for public access to a Transparent copy of the Document, and likewise the network locations given in the Document for previous versions it was based on. These may be placed in the "History" section. You may omit a network location for a work that was published at least four years before the Document itself, or if the original publisher of the version it refers to gives permission.
    * K. For any section Entitled "Acknowledgements" or "Dedications", Preserve the Title of the section, and preserve in the section all the substance and tone of each of the contributor acknowledgements and/or dedications given therein.
    * L. Preserve all the Invariant Sections of the Document, unaltered in their text and in their titles. Section numbers or the equivalent are not considered part of the section titles.
    * M. Delete any section Entitled "Endorsements". Such a section may not be included in the Modified Version.
    * N. Do not retitle any existing section to be Entitled "Endorsements" or to conflict in title with any Invariant Section.
    * O. Preserve any Warranty Disclaimers.

If the Modified Version includes new front-matter sections or appendices that qualify as Secondary Sections and contain no material copied from the Document, you may at your option designate some or all of these sections as invariant. To do this, add their titles to the list of Invariant Sections in the Modified Version's license notice. These titles must be distinct from any other section titles.

You may add a section Entitled "Endorsements", provided it contains nothing but endorsements of your Modified Version by various parties—for example, statements of peer review or that the text has been approved by an organization as the authoritative definition of a standard.

You may add a passage of up to five words as a Front-Cover Text, and a passage of up to 25 words as a Back-Cover Text, to the end of the list of Cover Texts in the Modified Version. Only one passage of Front-Cover Text and one of Back-Cover Text may be added by (or through arrangements made by) any one entity. If the Document already includes a cover text for the same cover, previously added by you or by arrangement made by the same entity you are acting on behalf of, you may not add another; but you may replace the old one, on explicit permission from the previous publisher that added the old one.

The author(s) and publisher(s) of the Document do not by this License give permission to use their names for publicity for or to assert or imply endorsement of any Modified Version.
5. COMBINING DOCUMENTS

You may combine the Document with other documents released under this License, under the terms defined in section 4 above for modified versions, provided that you include in the combination all of the Invariant Sections of all of the original documents, unmodified, and list them all as Invariant Sections of your combined work in its license notice, and that you preserve all their Warranty Disclaimers.

The combined work need only contain one copy of this License, and multiple identical Invariant Sections may be replaced with a single copy. If there are multiple Invariant Sections with the same name but different contents, make the title of each such section unique by adding at the end of it, in parentheses, the name of the original author or publisher of that section if known, or else a unique number. Make the same adjustment to the section titles in the list of Invariant Sections in the license notice of the combined work.

In the combination, you must combine any sections Entitled "History" in the various original documents, forming one section Entitled "History"; likewise combine any sections Entitled "Acknowledgements", and any sections Entitled "Dedications". You must delete all sections Entitled "Endorsements".
6. COLLECTIONS OF DOCUMENTS

You may make a collection consisting of the Document and other documents released under this License, and replace the individual copies of this License in the various documents with a single copy that is included in the collection, provided that you follow the rules of this License for verbatim copying of each of the documents in all other respects.

You may extract a single document from such a collection, and distribute it individually under this License, provided you insert a copy of this License into the extracted document, and follow this License in all other respects regarding verbatim copying of that document.
7. AGGREGATION WITH INDEPENDENT WORKS

A compilation of the Document or its derivatives with other separate and independent documents or works, in or on a volume of a storage or distribution medium, is called an "aggregate" if the copyright resulting from the compilation is not used to limit the legal rights of the compilation's users beyond what the individual works permit. When the Document is included in an aggregate, this License does not apply to the other works in the aggregate which are not themselves derivative works of the Document.

If the Cover Text requirement of section 3 is applicable to these copies of the Document, then if the Document is less than one half of the entire aggregate, the Document's Cover Texts may be placed on covers that bracket the Document within the aggregate, or the electronic equivalent of covers if the Document is in electronic form. Otherwise they must appear on printed covers that bracket the whole aggregate.
8. TRANSLATION

Translation is considered a kind of modification, so you may distribute translations of the Document under the terms of section 4. Replacing Invariant Sections with translations requires special permission from their copyright holders, but you may include translations of some or all Invariant Sections in addition to the original versions of these Invariant Sections. You may include a translation of this License, and all the license notices in the Document, and any Warranty Disclaimers, provided that you also include the original English version of this License and the original versions of those notices and disclaimers. In case of a disagreement between the translation and the original version of this License or a notice or disclaimer, the original version will prevail.

If a section in the Document is Entitled "Acknowledgements", "Dedications", or "History", the requirement (section 4) to Preserve its Title (section 1) will typically require changing the actual title.
9. TERMINATION

You may not copy, modify, sublicense, or distribute the Document except as expressly provided under this License. Any attempt otherwise to copy, modify, sublicense, or distribute it is void, and will automatically terminate your rights under this License.

However, if you cease all violation of this License, then your license from a particular copyright holder is reinstated (a) provisionally, unless and until the copyright holder explicitly and finally terminates your license, and (b) permanently, if the copyright holder fails to notify you of the violation by some reasonable means prior to 60 days after the cessation.

Moreover, your license from a particular copyright holder is reinstated permanently if the copyright holder notifies you of the violation by some reasonable means, this is the first time you have received notice of violation of this License (for any work) from that copyright holder, and you cure the violation prior to 30 days after your receipt of the notice.

Termination of your rights under this section does not terminate the licenses of parties who have received copies or rights from you under this License. If your rights have been terminated and not permanently reinstated, receipt of a copy of some or all of the same material does not give you any rights to use it.
10. FUTURE REVISIONS OF THIS LICENSE

The Free Software Foundation may publish new, revised versions of the GNU Free Documentation License from time to time. Such new versions will be similar in spirit to the present version, but may differ in detail to address new problems or concerns. See http://www.gnu.org/copyleft/.

Each version of the License is given a distinguishing version number. If the Document specifies that a particular numbered version of this License "or any later version" applies to it, you have the option of following the terms and conditions either of that specified version or of any later version that has been published (not as a draft) by the Free Software Foundation. If the Document does not specify a version number of this License, you may choose any version ever published (not as a draft) by the Free Software Foundation. If the Document specifies that a proxy can decide which future versions of this License can be used, that proxy's public statement of acceptance of a version permanently authorizes you to choose that version for the Document.
11. RELICENSING

"Massive Multiauthor Collaboration Site" (or "MMC Site") means any World Wide Web server that publishes copyrightable works and also provides prominent facilities for anybody to edit those works. A public wiki that anybody can edit is an example of such a server. A "Massive Multiauthor Collaboration" (or "MMC") contained in the site means any set of copyrightable works thus published on the MMC site.

"CC-BY-SA" means the Creative Commons Attribution-Share Alike 3.0 license published by Creative Commons Corporation, a not-for-profit corporation with a principal place of business in San Francisco, California, as well as future copyleft versions of that license published by that same organization.

"Incorporate" means to publish or republish a Document, in whole or in part, as part of another Document.

An MMC is "eligible for relicensing" if it is licensed under this License, and if all works that were first published under this License somewhere other than this MMC, and subsequently incorporated in whole or in part into the MMC, (1) had no cover texts or invariant sections, and (2) were thus incorporated prior to November 1, 2008.

The operator of an MMC Site may republish an MMC contained in the site under CC-BY-SA on the same site at any time before August 1, 2009, provided the MMC is eligible for relicensing.
ADDENDUM: How to use this License for your documents

To use this License in a document you have written, include a copy of the License in the document and put the following copyright and license notices just after the title page:

    Copyright (C)  YEAR  YOUR NAME.
    Permission is granted to copy, distribute and/or modify this document
    under the terms of the GNU Free Documentation License, Version 1.3
    or any later version published by the Free Software Foundation;
    with no Invariant Sections, no Front-Cover Texts, and no Back-Cover Texts.
    A copy of the license is included in the section entitled "GNU
    Free Documentation License".

If you have Invariant Sections, Front-Cover Texts and Back-Cover Texts, replace the "with … Texts." line with this:

    with the Invariant Sections being LIST THEIR TITLES, with the
    Front-Cover Texts being LIST, and with the Back-Cover Texts being LIST.

If you have Invariant Sections without Cover Texts, or some other combination of the three, merge those two alternatives to suit the situation.

If your document contains nontrivial examples of program code, we recommend releasing these examples in parallel under your choice of free software license, such as the GNU General Public License, to permit their use in free software.
\end{multicols}

\section{GNU Lesser General Public License}
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GNU LESSER GENERAL PUBLIC LICENSE

Version 3, 29 June 2007

Copyright © 2007 Free Software Foundation, Inc. <http://fsf.org/>

Everyone is permitted to copy and distribute verbatim copies of this license document, but changing it is not allowed.

This version of the GNU Lesser General Public License incorporates the terms and conditions of version 3 of the GNU General Public License, supplemented by the additional permissions listed below.
0. Additional Definitions.

As used herein, “this License” refers to version 3 of the GNU Lesser General Public License, and the “GNU GPL” refers to version 3 of the GNU General Public License.

“The Library” refers to a covered work governed by this License, other than an Application or a Combined Work as defined below.

An “Application” is any work that makes use of an interface provided by the Library, but which is not otherwise based on the Library. Defining a subclass of a class defined by the Library is deemed a mode of using an interface provided by the Library.

A “Combined Work” is a work produced by combining or linking an Application with the Library. The particular version of the Library with which the Combined Work was made is also called the “Linked Version”.

The “Minimal Corresponding Source” for a Combined Work means the Corresponding Source for the Combined Work, excluding any source code for portions of the Combined Work that, considered in isolation, are based on the Application, and not on the Linked Version.

The “Corresponding Application Code” for a Combined Work means the object code and/or source code for the Application, including any data and utility programs needed for reproducing the Combined Work from the Application, but excluding the System Libraries of the Combined Work.
1. Exception to Section 3 of the GNU GPL.

You may convey a covered work under sections 3 and 4 of this License without being bound by section 3 of the GNU GPL.
2. Conveying Modified Versions.

If you modify a copy of the Library, and, in your modifications, a facility refers to a function or data to be supplied by an Application that uses the facility (other than as an argument passed when the facility is invoked), then you may convey a copy of the modified version:

    * a) under this License, provided that you make a good faith effort to ensure that, in the event an Application does not supply the function or data, the facility still operates, and performs whatever part of its purpose remains meaningful, or
    * b) under the GNU GPL, with none of the additional permissions of this License applicable to that copy.

3. Object Code Incorporating Material from Library Header Files.

The object code form of an Application may incorporate material from a header file that is part of the Library. You may convey such object code under terms of your choice, provided that, if the incorporated material is not limited to numerical parameters, data structure layouts and accessors, or small macros, inline functions and templates (ten or fewer lines in length), you do both of the following:

    * a) Give prominent notice with each copy of the object code that the Library is used in it and that the Library and its use are covered by this License.
    * b) Accompany the object code with a copy of the GNU GPL and this license document.

4. Combined Works.

You may convey a Combined Work under terms of your choice that, taken together, effectively do not restrict modification of the portions of the Library contained in the Combined Work and reverse engineering for debugging such modifications, if you also do each of the following:

    * a) Give prominent notice with each copy of the Combined Work that the Library is used in it and that the Library and its use are covered by this License.
    * b) Accompany the Combined Work with a copy of the GNU GPL and this license document.
    * c) For a Combined Work that displays copyright notices during execution, include the copyright notice for the Library among these notices, as well as a reference directing the user to the copies of the GNU GPL and this license document.
    * d) Do one of the following:
          o 0) Convey the Minimal Corresponding Source under the terms of this License, and the Corresponding Application Code in a form suitable for, and under terms that permit, the user to recombine or relink the Application with a modified version of the Linked Version to produce a modified Combined Work, in the manner specified by section 6 of the GNU GPL for conveying Corresponding Source.
          o 1) Use a suitable shared library mechanism for linking with the Library. A suitable mechanism is one that (a) uses at run time a copy of the Library already present on the user's computer system, and (b) will operate properly with a modified version of the Library that is interface-compatible with the Linked Version.
    * e) Provide Installation Information, but only if you would otherwise be required to provide such information under section 6 of the GNU GPL, and only to the extent that such information is necessary to install and execute a modified version of the Combined Work produced by recombining or relinking the Application with a modified version of the Linked Version. (If you use option 4d0, the Installation Information must accompany the Minimal Corresponding Source and Corresponding Application Code. If you use option 4d1, you must provide the Installation Information in the manner specified by section 6 of the GNU GPL for conveying Corresponding Source.)

5. Combined Libraries.

You may place library facilities that are a work based on the Library side by side in a single library together with other library facilities that are not Applications and are not covered by this License, and convey such a combined library under terms of your choice, if you do both of the following:

    * a) Accompany the combined library with a copy of the same work based on the Library, uncombined with any other library facilities, conveyed under the terms of this License.
    * b) Give prominent notice with the combined library that part of it is a work based on the Library, and explaining where to find the accompanying uncombined form of the same work.

6. Revised Versions of the GNU Lesser General Public License.

The Free Software Foundation may publish revised and/or new versions of the GNU Lesser General Public License from time to time. Such new versions will be similar in spirit to the present version, but may differ in detail to address new problems or concerns.

Each version is given a distinguishing version number. If the Library as you received it specifies that a certain numbered version of the GNU Lesser General Public License “or any later version” applies to it, you have the option of following the terms and conditions either of that published version or of any later version published by the Free Software Foundation. If the Library as you received it does not specify a version number of the GNU Lesser General Public License, you may choose any version of the GNU Lesser General Public License ever published by the Free Software Foundation.

If the Library as you received it specifies that a proxy can decide whether future versions of the GNU Lesser General Public License shall apply, that proxy's public statement of acceptance of any version is permanent authorization for you to choose that version for the Library.
\end{multicols}
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