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The Internet 
and digital 

technologies 
have 

evolved…
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The Internet
Access: not only on your 

desktop…
Mobile phones..

PDAs, Game Consoles..

Connectivity: broadband, wifi 
hotspots, 3G etc…
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• Chat

• Social Networking Sites

Chat, Social Networking, 
Homework

So what are the activities favoured by young people today?
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Instant Messaging on the Desktop, Web and Mobiles

http://ww.meebo.com/http://ww.meebo.com/

•Instant messaging 
on your Mobile 
Phone

•Meebo
•MSN Web Messenger
•E-Buddy

The ongoing struggle: proxy servers etc
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Messenger Programmes : 
e.g. MSN, Yahoo Messenger etc.

Virtual Worlds e.g.:
Club Penguin, Webkinz, 
Neopets, Whyville 
Habbo Hotel, Teen Second Life

Web Chat
Chat on Gaming Devices

Chat on Mobiles
Email

Forums, Blogs and other 
Interactive Websites

Online 
Chat
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Web 2.0: Did it start with Amazon?

“Web 2.0 is a trend in World 
Wide Web technology, and 
web design, a second 
generation of web-based 
communities and hosted 
services such as social-
networking sites, wikis, 
blogs, and folksonomies, 
which aim to facilitate 
creativity, collaboration, and 
sharing among users. The 
term became notable after 
the first O'Reilly Media Web 
2.0 conference in 2004”

Source: Wikipedia
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Some features of Web 2.0 sites and services

• User generated content 
using easy to use tools

• Users can share 
content with others

• Content can be tagged 
with keywords/ 
categorised

• Users can rate content

http://www.43things.com
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Web 2.0= Read/Write Web

Explosion of tools that are web-based (software as a service):

– Google Documents and Calendar: a web-based word 
processor that requires no downloads or installation and 
just runs in a browser window.
(other examples: AjaxWrite/Sketch; Zoho Writer)

– Online video mixing: Jumpcut; Eyespot; MuveeMix;
– Online graphics creator:Gliffy
– Online slideshows: Slideshow
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Social Networking Sites

• http://www.bebo.com
• http://www.piczo.com
• http://www.myspace.com
• http://www.facebook.com

The series has drawn a total audience of 
more than 35m videos viewed – an average of 

1.5m per week.

Sponsors include: 
Cadbury,Toyota, Microsoft, 
Procter & Gamble, Warner 

Music, Paramount and Orange. 

Bebo’s 
‘Kate Mordern’ 
Drama Series
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Who Uses Social Networking Sites?

Musicians:
The Killers

Joe Mallory Skinner
21 Against

Assembly Ministers:
Jane Davidson 
Bethan Jenkins

US Politicians:
Hillary Clinton

Barrack Obama

Business Owners:
KatherineJonesPhotography
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Children 
Learning in 

Virtual Worlds

Moshi Monsters; 
Lego Universe
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The River City Project
A Multi-User Virtual Environment for Learning 

Scientific Inquiry and 21st Century Skills

Using Virtual Worlds for 
Sophisticated 
Assessment:

Dr. Chris Dede of the 
Harvard Graduate 

School of Education 
(Wirth Professor in 

Learning Technologies)
5th May 2008
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Virtual Learning 
Environments

• Moodle

• Live Classroom Tools: 
Wiziq /DimDim/ Wimba/  

E.g.. WiZiQ : free e.g. live sessions 
with audio/ video, for one student or 
a group of students, recordings of 
these sessions, PowerPoint and 
other content sharing features etc. 

• Elgg

• EctoLearning

• Ning – groups – social networks -
learning communities
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Other technologies…
Mobile and Web Broadcasting

Live Interactive TV 
Streaming

• Kyte TV
• U Stream
• Comvu
• Qik
• Flixwagon

Copyright © WISE KIDS 2008. All Rights Reserved.



10

Copyright © WISE KIDS 2008. All Rights Reserved.

Harassment, bullying, liability issues

Ways in which Cyberbullying can happen:
• Social Networking Sites: MySpace, Bebo, YouTube
• Picture/ text messages / bluetooth/ voice calls
• Instant messenger services
• Emails
• Blogs and other interactive websites

Can be:
Constant 24/7

Can be anonymous
Viral

Difficult to escape
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Legal issues, Copyright and Plagiarism

• Content on the Internet is not 
Copyright Free

• Creative Commons Movement

• Web 2.0 creates particular 
issues as users are encouraged 
to create, collaborate and share, 
and often much of this is done 
informally.

• File sharing programmes 
encourage users to break the 
law.

• Copyright needs to be clearly 
established when creating new 
works or collaborating
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So what digital literacy skills 
do young people need?
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“Having considered the evidence I believe we need to move from a discussion about 
the media 'causing' harm to one which focuses on children and young people, what 
they bring to technology and how we can use our understanding of how they develop 
to empower them to manage risks and make the digital world safer.”

“While children are confident with the technology, they are still developing critical 
evaluation skills and need our help to make wise decisions.”

“In relation to the internet we need a shared culture of responsibility with families, 
industry, government and others in the public and third sectors all playing their part to 
reduce the availability of potentially harmful material, restrict access to it by children 
and to increase children's resilience.”

Byron Review – selected findings
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*NMC Horizon 
Report 2007

• User-Created Content. 
• Social Networking. 
• Mobile Phones. 
• Virtual Worlds. 
• The New Scholarship and 

Emerging Forms of 
Publication.

• Massively Multiplayer 
Educational Gaming. 

* The annual Horizon Report describes the continuing work of the NMC’s Horizon 
Project, a research-oriented effort that seeks to identify and describe emerging 
technologies likely to have a large impact on teaching, learning, or creative 
expression within higher education. The 2007 Horizon Report is the fourth edition in 
this annual series. Again this year, as in years past, the report reflects an ongoing 
collaboration between the New Media Consortium and the EDUCAUSE Learning 
Initiative (ELI), an EDUCAUSE program. 

• Grassroots Video.
• Collaboration Webs.
• Mobile Broadband.
• Data Mashups.
• Collective Intelligence.
• Social Operating 

Systems.

*NMC Horizon 
Report 2008
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PPPAS

P (personal information/profile)
P (privacy options)

P (password) 
A (auto log ons)

S (stranger danger!?)
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Responsibility
Trust
Public
Private
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BECTA Guidance on E-Safety
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Grooming or 
Child Sex 

Abuse:

Report It 
• Childline on 0800 1111 

at any time.

• NSPCC Child protection 
Helpline on 0808 800 
5000.

Report illegal 
content:
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Some observations/questions…
• Whose responsibility is online/mobile safety?

• Rules/guidance lags behind the actual practice

• Young people break the rules, if they want something bad enough

• Do they know where to go to report issues? E.g. CEOP, ChildLine 

• Do they know how to evaluate online content?

• Are we teaching them effective coping strategies when confronted with 
inappropriate contact or content online? What information do they need?

• Are we thinking through the potential of these technologies for use in 
education, youth work, community development?

• Are we giving them necessary skills to assess and manage risk online?

• Is the current ICT curriculum preparing our young people effectively so they 
are digitally included and prepared for a knowledge economy?

• Do we keep them safe OR do we educate them for life?
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Thank you!

Email:               sangeet@wisekids.org.uk

Twitter:             sangeet

Del.icio.us:       http://del.icio.us/sangeet.bhullar
Website:           www.wisekids.org.uk

Skype:              sangeetbhullar


