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-  disclaimers - 



For every realistic, 
complicated problem 

there will be a simple, 
understandable 

inexpensive solution 

Disclaimer 
H.L. Mencken 

that will be wrong. 
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Teaching – It’s not rocket science 

NASA 

It’s a whole lot harder…and important!!! 
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Radical Change 

LITERATURE 

• Writing, illustration, or other graphic representation 
demonstrating excellence of form or style and 
expressing ideas of long-term interest. 

 

Eliza Dresang (1999) Radical Change p. 5 
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Radical Change 

“Although I am writing about books and find 
many of life’s greatest pleasures there, I am 
not among those who deplore the virtual 
world. For me online digital resources are 
the answer to my lifelong need to have a 
vast amount of information at my fingertips 
and to explore freely…” 

Eliza Dresang (1999) Radical Change p. xvi  
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Radical Change 

• Radical –  
–  fundamental 

–  an extreme departure from the usual 

–  cool 

• Radical Change – fundamental change, 
departing from the usual or traditional in 
quality works for youth 

– Radical Change: the framework 

– radical change: evidence of the changes (in literature or 
society) 

Eliza Dresang (1999) Radical Change p. 4 
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Radical Change 

• Type 1: Changing  Forms and Formats 

• Type 2: Changing  Perspectives 

• Type 3: Changing  Boundaries 

Eliza Dresang, Radical Change 



Eisenberg DYSTT 2014 

Radical Change 
framework for considering digital youth work 

Forms and 
Formats 

Perspectives Boundaries 

Technology 

Information People 
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Type One: Changing  

• Graphics in new forms 

• Words and pictures reaching new levels of 
synergy 

• Nonlinear organization and format 

• Non-sequential organization and format 

• Multiple layers of meaning 

• Interactive formats 

 

Forms and 
Formats 

 Technology 
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• Multiple perspectives, visual and verbal 

• Previously unheard voices 

• Youth who speak for themselves 

 

Type Two: Changing  
 Perspectives 

People 
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• Subjects previously forbidden 

• Settings previously overlooked 

• Characters portrayed in new, complex 
ways 

• New types of communities 

• Unresolved endings 

 

Type Three: Changing  
 Boundaries 

Information 
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Radical Change 
framework for considering digital youth work 

Forms and 
Formats 

Perspectives Boundaries 

Technology 

Information People 
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Change 

April 16, 1993 
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Focus Areas 

 Mind/Brain and Behavior 
 Formal and Informal Learning 
 Information and Digital Literacies 
 Games and Learning 
 Social and Mobile Media 
 Digital and Information Policy 
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Mind/Brain and Behavior 
Themes 

1. Effects of tech (e.g., continual stimuli) on the brain.  
2. Mind/brain in relation to play, education, thinking, 

design. 
3. Does tech change the way people learn? How 

does this fit in with other aspects of education? 
4. How much tech is too much? 
5. Understand how children develop and design tech 

that grows with them. 
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Formal and Informal Learning 
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Formal and Informal Learning 
Themes 

1. What is informal learning? 
2. Fun vs. learning? 
3. Parents – roles, coping with tech and info 

overload. 
4. Youth – engaging, attracting, having a voice. 
5. Equal access. 
6. Role of libraries and librarians. 
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Information and Digital Literacies 
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Information and Digital Literacies 
Themes 

1. Impact of different classroom practices on 
information literacy 

2. Student engagement, participatory approach 
3. New media production and youth: new ways of 

expression 
4. Offer digital literacies in k-12 in more 

comprehensive ways 
5. Find new ways to facilitate new media learning  
6. Role of library (beyond offering instruction and 

facilities) 
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Games and Learning 
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Games and Learning 
Themes 

1. Overlap with formal and informal learning. 
2. Design principles and issues. 
3. Impact of games on learning. 
4. Critique of games. What does it mean to know 

something? 
5. Elements of gamification. 
6. Gamification – are we sacrificing something? Is 

there a tension between fun and deep learning?  
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Social and Mobile Media 
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Social and Mobile Media 
Themes 

1. Equity gap – how to address? 
2. More of a tool than a content area. 
3. Explore the culture of social and mobile media, use for 

more formal learning support and for online learning 
itself. 

4. What is the relationship between online and offline 
behavior? 

5. Families – what’s going on in terms of family behavior 
online and offline? How do we study this?  

6. How to address the disengagement in families with 
kids and devices. Can libraries help? 
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Digital and Information Policy 
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Digital and Information Policy 
Themes 

1. Need policy briefs. For example, libraries need 
official guidance, position statements that can 
guide practice and be informed by research. 

2. Initiatives – equity, access, Common Core, 
community building.  

3. What policies or policy work are necessary to 
move initiatives forward? 

4. Understand and learn from mistakes. 
5. Ethical components of research. 



Advocacy is a political process by an individual or group 
which aims to influence decisions within political, economic, 
and social systems and institutions. Advocacy can include 

many activities including media campaigns, public speaking, 
commissioning and publishing research or conducting exit poll 

or the filing of a policy brief.  
 
 

A policy is a principle to guide decisions and achieve rational 
outcomes. A policy is a statement of intent, and is implemented as 
a procedure or protocol generally adopted by a senior governance 

body within an organization, government or company.    
 
 

YOU ADVOCATE FOR A POLICY OR CHANGES TO POLICIES!! 
Crucial know your audience, what advocacy is needed to enable 

the resulted policy change you want to see! 

Difference of Advocacy & Policy & how they go hand in hand  



Microsoft’s Education Policy Areas 
There are several education policy areas where Microsoft has played, and will 
continue to play, a strong role to improve policy and highlight important issues. 
• STEM (particularly Computer Science) 
• Technology Inclusion (under-represented groups in CS, especially girls) 
• Education Technology Issues (including Personalized Learning and E-Rate) 

– Microsoft signed onto a coalition letter by education leaders calling for more 
investment in E-rate funds so that all schools and libraries have high-speed 
wireless and broadband access 

• Student Privacy 
– Microsoft signed the Student Privacy Pledge to safeguard student privacy as 

schools embrace new technologies to improve learning 
• Immigration 

– Microsoft advocated to attract the world’s brightest talent and to invest in 
STEM education in the US at the K-12 and postsecondary levels 
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Focus Areas 

 Mind/Brain and Behavior 

 Formal and Informal Learning 

 Information and Digital 
Literacies 

 Games and Learning 

 Social and Mobile Media 

 Digital and Information Policy 
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Questions - Concerns 

• Are we creating a generation of digital 
zombies? 

• Are we dumbing down our youth? 

• Is technology a root cause of social or 
behavioral problems? 

• Are we generating a widening gap  
between youth and adults? 



Dykes (2014) http://truthstreammedia.com/digital-zombies-the-age-where-kids-dont-look-up-and-barely-go-outside-anymore/ 



Dykes (2014) http://truthstreammedia.com/digital-zombies-the-age-where-kids-dont-look-up-and-barely-go-outside-anymore/ 
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www.newswise.com/articles/beware-of-the-digital-zombies 
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Concerns 

• Parents are scared. 

• Educators and other youth professionals 
are confused. 

• We rarely hear a full, credible story. 

• Institutions adopt a lowest common 
denominator approach. 

• There is an increasing digital gap between 
youth, adults, and schools. 



Born less than 20 years ago? 

Have never known a world without the 
World Wide Web! 

 1989 – Tim Berners-Lee invents the Web 

 1993 – CERN puts Web in the public domain 

 1995 – Netscape browser 

 1999 – Google 

The   Google Generation 

http://news.bbc.co.uk/2/hi/technology/7375703.stm 
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Increasingly, we will live 
 

in the physical world  
 

& 
 

In a parallel, INFORMATION universe. 
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Anyone 

Anywhere 

Anytime 

Any Form 

Anyone 

Anywhere 

Anytime 

Any Form 
 

A Parallel INFORMATION universe 

Dreamstime.com 



- call to action -  



© Eisenberg 2014 

Call to Action 

1.   Explain 

2.   Do 

3.   Advocate 
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Explain 

• Research – expand what we know and identify 
what we need to learn more about; tackle the 
hard questions and fully report results and 
implications—even if unpopular. 

• Practice/Industry – communicate what’s really 
working and what’s not (needs, concerns, 
successes, cautions). 

• Policy – provide guidance and guidelines. 

• All – Explain the complexity of the issues – to 
multiple audiences. 



Heather Hopp-Bruce (September 27, 2014) http://www.bostonglobe.com/opinion/2014/09/27/defense-screen-time/eebmfLuWfUG0klLuZ43G3O/igraphic.html   Boston Globe  
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Do 

• Investigate 

• Design 

• Implement 

• Experiment 

• Radically change – in form, perspective, 
and boundaries 

• Protect 
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• Engage in multiple forms 
• Engage where they are 

The   Google Generation 



Tech Tools and Techniques for Increasing Participation 

• Posting board 
• Discussion board 
• Rotating small group discussion board leaders 
• Live (chat/video) communication 
• Flip (recorded lectures, interactive classes) 
• Presentations or posting of work 
• Group work 
• Peer assessment of group or individual work (formative or 

summative) 
• Polling 
• Group collaboration (via Googledocs, wiki pages, cloud services) 
• Question or comment via email or mail list 
• Gamification elements (earn points, able to redo, move up levels, 

leader board) 
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Advocate 

• For youth – digital youth are not digital 
zombies! 

• For equal access and opportunity. 

• For validated knowledge – regardless of 
pro/con, popular or not. 

• For rigorous and ambitious inquiry. 

• For trying new things – while cognizant of 
safety, privacy, and security. 

• For youth voices. 



- closing -  
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