Teryl Cartwright, CCT 670
Week 6, Postreading Activity 1: Reading Response

Integrated Citizens, we come to a moment in time worth looking at our past and understanding what culture meant to our pregeneration.  Odd as it may seem, something called computers were separate modules of datalogs and people in familial units focused themselves on screens of images and sounds with tactile functions that didn’t engage all the senses nor bring true connectivity to those in the same space let alone the same time.  Art and music as we know it collaboratively and organically were created by individuals, though one hundred years ago, glimpses of our present were revealed in jazz, in bit by bit built upon contributions of linear picture movement known as video and a strange phenomenon known as flash mobs.

We need to acknowledge this impact of separation of people and digiworld.  While we see the three dimensional reality of each other wherever we are and must continue to fight the efforts of others to promote our segregation, those roots of prejudice were actually found in the old internet when people chose to segregate at the very time when they couldn’t see their outward appearance as they engaged in distance dialogue exchange.  Other efforts to group people were age based instead of cultural or ethnic.  The so called other digital divide was also not generational, even though the idea was debated long after the phrase was created.  Learners experience technology in similar ways more than different ones, even though we will have thinkers among us always seeking divergence.  But long physically dead authors, their words preserved as their very real digital soul, give us choices of the future we choose, whether Bradbury’s or Huxley’s.  We continue their legacy, both the positives and the warnings, as our virtual homage because written word lives forever.
Archaic ideas like remote dating, kissengers and therapy in absentia were metaphors for these “people of the screen.”  They reached out, but only touched the surface, a glass wall they wanted to keep, a wall that took us one hundred years to break out of.  
Isn’t it interesting fellow scholars, that the culture of the last century took information as a tool and used it to compete against each other, as if it had the scarcity of other resources?  We are fortunate that the simplicity of city life allows us to collaborate in efforts greater than a little project called Wikipedia.  These things called computers grew in intelligence and applications to make life in some ways easier and to even redefine what life was with extensive biological three dimensional printing and fabrications.  

We are the inheritors--because of that pervasiveness of technology, community has become project based and transient. Since collaborations are easier when family and work are combined into the same set of people together for a specific time frame and purpose, we have moved into and out of each other’s lives to get to know so many more in our teams than ever could have happened in last century’s static home emphasis and work specializations.  Government has been polarized by self-selected grouping within virtual boundaries, yet the contrast of borderless altruistic organization as volunteers gives hope that these barriers we face still can be addressed together.
A hundred years ago a person might feel something ironically called keys as points of contact between mind and machine, tiny clicks in a world where our partners are much more silent and intuitive and click free.  My voice speaks a mash-up of ideas, hardly original, yet we come back to why we are here and what our culture means today thanks to that of a time that alone was normal and individuals ruled themselves as if their efforts could make the difference knocking on the door instead of listening for the sound of the door hinges opening in.  

Integrated citizens, let us go remind the people we were not meant to be computers or one with them, we are the one together instead, the digital outcasts and the digital submersives, and the balance is between Mars and a Brave New World.

