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Applying Floridi’s theoretical framework to digital civics in pedagogy

This research examines how questions of civics and digital citizenship may be best incorporated into today’s classroom environment. Against a background of high expectations at national and international levels of promoting media literacy and providing digital media education for the purpose of countering a growing digital divide, many formal educators face new challenges. To compound this problem, often these educators have not been provided with an overall framework of guidelines and policy for implementation of digital education programs or have been presented with competing and dissonant philosophies. The ubiquitous use of digital technologies by young people, in classrooms and in wider society, has focussed attention on several issues of particular concern. Risky practices including cyberbullying, the potential for unwanted contacts, access to age-inappropriate content have led policy makers to urge greater awareness-raising of the safety issues involved as well as supporting greater regulation or constraints on young people’s media adhibition. In the school context the response more often than not has been to restrict or block the use of mobile phones and access to certain types of internet content, including social networking platforms. This research argues that such issues can only be satisfactorily addressed within an ethical context. Thus the recognition and development of “digital civics” and its need to be engaged as a topic which can be applied to pedagogy is currently of importance. This need for a focus on ethics in media literacy education has been discussed and called for by organizations such as the US Department of Justice
 and scholars like James et al. (2009), and Silverstone (2004) who suggests that “at the core of such media literacy should be a moral agenda”. By applying the philosophical theories of Luciano Floridi, who raises questions regarding the interactability and information connectivity of our informational world (Floridi, 2009) project constructs a potential model for digital civics in pedagogy.
1.1   Digital Civics

“Today’s child is bewildered when he enters the 19th century environment that still characterises the educational establishment where information is scarce but ordered and structured by fragmented, classified patterns, subjects, and schedules.” –Marshall McLuhan, 1967
        Digital technologies have entered the classroom raising numerous challenges for educators.  Issues of citizenship (that is to say, issues of behaviour and civic socialization) have long been part of the formal education environment.  The introduction of digital technologies into schools has given new manifestations to old problems while generating others.  What is clear is that a complex set of issues has arisen regarding how to best teach citizenship in a digital world.  Digital literacy needs to fully comprehend the implications of the digital environment and an informational ontology to be able to deliver to students an education which will prepare them to participate fully as citizens activating and exercising their civic power of expression. Thus this research explores the work of information philosopher Luciano Floridi as a framework for digital media literacy debates about morality and self-regulation with the intention of creating a potential model for digital civics in pedagogy.
         Currently there is no formally agreed upon definition for “digital civics”. At present it is a term with scattered use employed by organizations and educationalists seeking a label to encompass work pertaining to citizenship or democracy in the digital realm. As such it is still establishing currency as a terminology. For the purposes of this work I offer the following definition, which takes into account notions of citizenship and the nature of the environment in which the digital is present as discussed by Floridi.

 Digital civics: the study of the rights and responsibilities of citizens who inhabit the infosphere and access the world digitally. 

      This definition encompasses an understanding of the digital environment and accepted philosophical framework as well as the expectations (rights and responsibilities) which contribute to behaviour, thereby allowing for ethical considerations to be presented. I have utilized Floridi’s term infosphere, which I will explain in detail below in order to emphasize the nature of the world must be separated from the manner in which it is accessed (that is, in the infosphere we can recognise the digital and analogue as both existing within the greater of environment of an informational reality).
     To explore the ways in which one might approach digital civics, I examine first the concerns arising in media literacy regarding the inability to block information connectivity in the classroom, the need for a moral agenda, and self- regulation. Then I will discuss the theory of Luciano Floridi, whose work in the philosophy of information on the fourth revolution (a philosophical theory which refers to the current reassessment of humanity’s concept of self, examined below) discusses the digital environment and the consequences of interactions within it. Finally, I will apply this philosophy to digital media literacy as it pertains to digital civics in pedagogy by proposing a model for instruction. Due to the constraints of space in outlining as much of the project as possible in a clear manner some material has been deferred to future chapters, as will be pointed out where necessary. However, I will provide here a brief outline of the proposed chapter structure as follows:  
Chapter One: Incorporates a discussion of media literacy and digital civics which assesses ideologies underpinning the current policy in this area, and highlights the growing involvement of economic, corporate and other outside interests in education and the need for a moral agenda to guide self-regulation in the digital world.

Chapter Two: Outlines Floridi’s philosophical framework considering the role of his theory to digital civics in pedagogy and analyses the ecological landscape in which digital media interactions occur. 

Chapter Three: Explains the methodological approach to the empirical phase of this project. Building on a community informatics initiative with Dublin City Council, this research will develop an action-based project incorporating a model for digital civics in pedagogy using sites like twitter, youtube and facebook.
Chapter Four presents the fieldwork the outcome of fieldwork, the analysis of results, and findings given the way in which the research unfolded. It will further discuss the practical issues of implementing a project in conjunction with various organisations and corporate media sites.
Chapter Five assesses the potential of the model presented as a means of education, and raises the potential challenges and opportunities for implementation in the formal education environment.
1.2   Introduction

 
The dissonance experienced by students who live in a 21st century world but are educated in a 19th century one is leading to an increasing sentiment by students that school holds no relevance to their lives. It will not be able to train them for jobs they will hold in the future because those jobs do not yet exist. It cannot help them with day to day life because it does not incorporate or in some cases even acknowledge the technology that students use to communicate. And despite the immense changes in technology, lifestyle, social systems and educational psychologies, students still sit and take lessons in the same lecture style they have for 200 years (McLuhan, 1967). 
For a long time, it was possible for teachers to shut the door of the classroom and exercise jurisdiction over the information that entered and exited the learning space. 

Now many teachers feel their autonomy in the classroom is being challenged. Sometimes school inspectors challenge teacher decisions and direction, (Tedesco, 1997) but just as often the challenge comes from new technologies which may cause interruptions (such as mobile phones distracting students) (Ling, 2000), or result in easily accessible data (which can be acquired sometimes from professionals and experts available via email and sometimes out of context on websites like Wikipedia).

Teachers are also challenged by the knowledge that students access their information in an increasing number of ways which are not fully understood. Students no longer learn the majority of their information from books and printed media, but also through visual media like television and film, through audio media such as radio, mp3s and podcasts, and even tactile and kinaesthetic means such as the rumble function on gaming consoles and Wii. 
This increasingly divergent atmosphere of media means that teachers now have to understand and be able to assess student development on a wide number of media.
More than simply understanding how a new technology, such as an interactive whiteboard, works teachers are expected to understand how these new technologies can enhance the classroom experience in innovative methods that allow for more inclusive instruction.
John Dewey observed that “Education is Life” (Dewey, 1916). If education is to be in any way relevant to life then it must include the major ways in which students now find themselves challenged by their digitally convergent world. Not merely in the development of skills, but in their ability to participate in society. They require skills for citizenship in a digital world- and they’re not getting them. At a 2008 conference on youth, media and democracy, while discussing the role of formal education in preparing students for their lives in the digital world, David Buckingham observed “ICT in England has become a barren wasteland” (Buckingham, 2008). In other words, such classes are places where skills training occurs, and education does not. I can speak from experience. I taught secondary school ICT in England in 2005.
Marshall McLuhan, one of the pioneers of media literacy education involved in early North American curriculum development famously called media “the extensions of man” (McLuhan, 1964). If media can be understood as an extension of man, then to be media literate is to understand ourselves the human and our societal interactions as humans: interactions that have become increasingly mediated in the digital world.
Citizenship and how the citizen is understood and expected to behave is crucial to the development of any society (Banks, 1997; Janoski, 1998). In an age when digital convergence seems to be changing the national landscape and reshaping the bounds of what we define as our society
, it can be difficult to assess how we will identify citizenship and how we will teach it. Is citizenship a national, or international concept? Should educators be preparing students to exist not only as citizens of a country, but citizens of a continental, or even a global society? How should the education of civics in a digital world be approached?
From a digitally convergent perspective, one can observe that, where ethics are concerned there is a growing focus on placing responsibility into the hands of the user (Penman, Turnbull, 2007). Requiring citizens to become increasingly ethically responsible for their own digital interactions means they must be educated to understand the ethical considerations and moral concerns inherent in their digital power; they must develop their own ethical philosophy about the digital world. As the digital world subsumes the analogue one the division between the online and offline worlds deteriorates and the world becomes increasingly interactive and informationally connected (Floridi, 2006). Thus we require educational initiatives to teach citizenship that take both the nature of the digital world, and the need for ethical and moral development into account. 

1.3    Place within Media Literacy 

Civics in a digital world is connected to the discourse of digital literacy. Digital civics can be seen as a component of the digital literacy debate as it pertains to the underlying ideas regarding how we construct active citizens in a digital age. There is an interrelationship between the two terms, not simply in that they both consider questions regarding the digital world, but in that they also examine the manner in which information is accessed for the benefit of its citizens; both encompass debates about morality and ethical behaviour, and the effects of the ability to access and use information effectively for the purposes of participating in society.

Digital literacy can be defined as: the ability to understand and use information in multiple formats from a wide range of sources when it is presented via computers (Gilster, 1997). Supported by Gilster (1997), and Tapscott (1998), Eschet-Alkalai remarks that the skills of digital literacy are “presented as a special kind of mindset that enables users to perform intuitively in digital environments, and to easily and effectively access the wide range of knowledge embedded in these environments” (Eschet-Alkalai, 2006).
Digital literacy differs from traditional “media literacy” in that the additional elements of “interactivity, hypertextuality and multimedia” are required and it “must also incorporate the full range of users’ engagement with digital media from information searching, entertainment and game playing, to communicating and creating content” (O’Neill, Hagan 2009). At this time however, I would like to contextualise the understanding of digital civics as part of digital literacy through understanding the wider context of media literacy as the two share some intersecting history and similarities (O’Neill, 2008).   
To define clearly what is meant by the use of the term “media literacy” this paper will use the term as described by Livingstone and Bovill in their 1999 study Young People, New Media: “The ability to appraise critically, and assess the relative value of, information from different sources, and gain competencies in understanding the construction, forms, strengths and limitations of screen based [and other media] content”  (Livingstone & Bovill, 1999). This is not to disregard the various other definitions for media literacy which have arise out of numerous debates,
 but merely because Livingstone and Bovill’s definition lends itself easily to discussions of a digital, abstract and philosophical nature with its mention of the ‘understanding of construction’ and ‘forms’ of media.
Buckingham provides 1933 America as the point at which media literacy began to take shape and establish itself. However, “until the 1970s, the U.S. media literacy movement consisted primarily of scattered, small-scale efforts” (Heins, Cho, 2003). John Culkin and Tony Hodgkinson were responsible for most of the early work in media literacy in the United States and a strong working relationship between Culkin and Canadian Marshall McLuhan yielded much of the early interest in media literacy (Carey, 1998) and showed an early bond between Canadian and American research into the subject. Indeed Barry Duncan observes that “it was John Culkin who was responsible for bringing Marshall McLuhan to Fordham for a year, providing him with the audience and publicity that his revolutionary ideas on communication deserved” (Heins, Cho, 2003) and by 1969 James Anderson and Milton Ploghoft organised a curriculum for the Ohio school system which incorporated media literacy objectives into social studies and language arts (Heins, Cho, 2003; Anderson, 1980). Still, the first federal initiative wasn’t until 1978, (Heins, Cho, 2003) just four years before the Grunwald declaration. 
The Grunwald Declaration, which Buckingham calls “a succinct and powerful rationale that is of enduring relevance” (Buckingham, 2001), recognised the need and called for action into creating understanding and developing media literacy and invoked notions of active citizenship. “Rooted in a response to a media-rich environment and where social processes of communication are increasingly mediated,” (O’Neill, Barnes, 2008: 20) The Declaration stated “The role of communication and media in the process of development should not be underestimated, nor the function of media as instruments for the citizen’s active participation in society” (Grunwald Declaration, 1982).
It is here that issues of civics as they pertain to media education are raised on the international platform; active citizenship is one of the reasons for media literacy education cited by UNESCO in the Grunwald Declaration. Buckingham suggests concurrent discourse in the UK began to concern itself with such notions of media literacy (Buckingham, 2001) noting that media literacy entered the UK agenda in the late 1980s, in part as the result of integrating media within the teaching of English but that only more recently have educators realised the importance of teaching using a variety of types of media. (Buckingham, 2003) During this time, the work of Len Masterman (Masterman, 1980, 1985) developed discussion regarding the potential uses of media literacy as a tool of empowerment for individuals both politically and as a means of understanding media messages (Buckingham 1990, 1998). 
Further, British scholars like Buckingham carried forward the importance of media literacy provision within the formal education community (Buckingham, 1998). This is a trend which is seen globally in Canada (Anderson, 1980) and the United States (Blachard and Christ, 1993). Indeed Kubey points out the resistance to change in the system (Kubey, 1998). By 1985 John Pungente insisted that Canadian authorities mandate the teaching of media studies (Kubey, 1998). This move was strongly embraced (probably due to McLuhan’s status creating public interest in the subject). In Canada, media literacy education flourished (Kubey, 1997), however the state autonomous political structure of America meant that media literacy was dealt with very differently across the country. In Canada media literacy was largely concerned with citizenship. In Nova Scotia, Canada for example, where the writer received her teacher training,
 citizenship is central to the curriculum. Heavily influenced by McLuhan, teacher training debates in Social Studies as well as English Language Arts and at secondary level centered around use of media literacy to educate good and active citizens. “Robert Kubey has argued strongly for the linking of media studies in schools with civics and social studies” (Kubey 2004 in O’Neill, 2007) stating that “in a representative democracy, people must be educated in all forms of contemporary mediated expression and well beyond the print media” (Kubey 2004: 69).  The teacher training discussions experienced by the researcher revealed that teacher and professor attitudes on the subject were widely divergent from terror inspired protectionist attitudes fearing media invasion to naively liberal sentiments welcoming all media regardless its motivations for the classroom. Concerns over corporatization of the classroom environment and a feeling that school was being invaded by marketing messages featured heavily in the discussions. The issue for many future educators looking to employ new media in teaching hinged on the financial question of where technologies could be acquired: government funding could not provide sufficient ICTs for students while corporate interests could, yet the corporate financial supplementation came at a price of allowing corporate agendas in the school environment. As media became increasingly digital, and the technology required increasingly expensive, the feasibility of programs was, at least in part, economically motivated. 
1.4 Concern that deteriorating boundaries will result in corporatization in schools
An example of the difficulties in protectionist and liberal attitudes toward media can be seen in debates around corporate interests in schools, particularly in reference to concerns of corporate domination of the education environment as mediated through digital technologies. Is the hidden curriculum message that our world is really about advertising and that corporate ideals are allowed to pervade every aspect of society? Of the information which students access, how much of this information is educational, and how much of it is motivated by a corporate mandate (such as advertising)? Such concerns led to vivid debates about media literacy as a means to inoculate citizens (Christ, Potter, 1998) against corporate indoctrination and resulted in protectionist attitudes coming to the forefront of arguments about media literacy.
For example, in the late 90’s Renee Hobbs engaged in one such discussion of media in schools by expounding on the impact of Channel One, a corporate sponsored television broadcast targeted at students and intended for use in schools. Arguments developed between herself and several critics of corporate interest in schools- most vocally Bob McCannon (a teacher involved with the action coalition for media education)- reflecting the division in attitudes of media educators regarding how best to instruct and educate about media literacy in the face of corporate interests. Detractors cited that Ms. Hobbs was a paid consultant to Channel One
 whose views toward the channel had changed at the same time that her employment with them commenced, and inferred, none too subtly, that her judgement on the matter was persuaded by this fact (somewhat in the matter of a Bordieuian mermaid
). Corporate interests in schools were much debated in North America in the 1990s and early 2000s as schools turned to outside investments to finance new technology and facilities to supplement dwindling or insufficient government funding. In Canada, P3 schools (a public private partnership education project) took off, frequently motivated by a desire to fund better ICT and classroom technology facilities. And the notion of creating TV shows in schools (through projects like Channel One) simply to gain access to resources raised issues of corporate interests in education in an economic environment that made schools financially vulnerable.  While overly liberal views to allowing corporate broadcasts into schools seemed to present a conflict of interest situation in that students could be corporately indoctrinated, protectionist attitudes were seen to impede the movement forward of new teaching strategies and the ability to engage with students around what they found relevant. It became difficult to “reach” the students. Schools instituted policies to ban inappropriate websites and digitally convergent technologies (such as phones) to ensure teacher authority in the classroom environment as well as to prevent litigation issues which could arise from students downloading inappropriate material or endanger their own privacy online. The work of scholars such as Postman, whose work presented the dangers of technology were impinging on the opportunity to engage with and teach about this new form of technology (Postman, 1993). Digital literacies topped the agenda of educational issues and demanded a new form of investigation to guide manoeuvres around such topics as they pertained to pedagogy. Educators strove to find new ways of engaging with problems in media and opportunities to examine media literacy anew.
By the late 90s Buckingham observed that discussions of media literacy in pedagogy had moved from a paradigm of protectionism to one of student-centred learning (Buckingham, 1998). Though many of the moral concerns raised by questions of protectionism continued the ways in which such questions were posed changed. While concerns and suspicions about technology and its moral implications persisted (Postman, 1993) new ways of posing moral dilemmas in media which were more interested with using the media to develop morality as opposed to fearing the threat it could pose appeared (Silverstone 2004). Still, it seemed to some, like McCannon, this did little to quell the growing influence of corporations. For while a movement away from protectionist philosophy seemed to give corporate interests more room to manoeuvre inside the education sphere, as the need to acquire new tools to support student centred learning made schools more financially vulnerable to corporate interests. This is not to say that all corporate involvement was negative. Projects like Acadia University’s “Acadia Advantage”, an initiative in Canada which offered third level students the chance to learn in a fully digital environment, meant that new digital skills could be acquired and that instruction could take place in innovative ways- such as through video projects and registered chat forums. In return, IBM gained a potentially loyal customer base - by way of familiarity with their products- and a chance to showcase the usefulness of their materials to the next generation of leaders. This may have proved acceptable at third level, where students had already had opportunity to formulate critical awareness skills to be cognizant of the marketing motivations of corporations, but primary and secondary level, where those skills were acquired, was a different matter. And thus like media literacy, digital literacy debates presented concerns about critical literacy awareness.
1.5    Digital literacy

Librarian David Bawden analyses the recent emergence of interest in digital media through a general survey of publications of various types of literacy. He shows that from 1980 to 1999, computer literacy has maintained a steady presence in literature while it was only in the late 90s that media literacy expanded (Bawden, 2001).
While Media literacy has experienced a great deal of difficulty gaining attention both in matters of public debate and in classroom curriculums, digital literacies have received widespread exposure and public interest culminating in educational initatives. Hampered by its status as a “soft subject” media literacy has often found itself relegated to portions of other more established subject curricula, such as English Literature, or Social Studies (Barnes et al., 2007). Digital literacy on the other hand has been recognised as a means of future financial prosperity in that its emphasis on skills is aimed at preparing students for a potential digital job market and more recently as a set of survival skills in a world of digitally navigated information (Floridi,  ).
The digital puts the user in the centre of a created world. This is not the view of the common classroom and thus the two sit at dissonance with one another. A linear structure of seating, a predictable pattern of sequential day, a lesson dictated by the teacher instead of the student all contribute to a hidden curriculum which is at odds with the mutability of a digital world and therefore fails to produce citizens who feel confident living in a digital society. Further, the isolation of the classroom away from the greater community means that students lack the skills to participate in a convergent world. Online, organisations such as cultural groups, educational groups and even corporations all converge creating an environment in which students interact to access and process information. For example, a corporate body like iTunesU or youtube can be used to post educational lectures from a Cambridge professor- such as Alan MacFarlane has done.
 Blocking youtube not only prevents students from accessing a corporate interested site, but also the wealth of educational materials it possesses. 
How should schools cope with the move into the digital world? Certainly Postman advocates suspicion of such technologies (Postman, 1993). Jenkins is more in favour of embracing the change to work with the technology (2006) while Buckingham takes a safer view recognizing that change will happen and needs to be dealt with, but viewing Harry Potter sites as civic engagement is not enough (Buckingham, in Bennett, 2008).With no firm agreement but rather competing philosophies schools must work as best they can. However, it seems logical from an educator’s point of view, that banning and protectionist attitudes will not create literate citizens, but rather a culture of fear around the unknown. There is a need for schools to de-mystify the digital in order to create literate citizens. And this should ideally be a pedagogical aim.  As will later be discussed in relation to Floridi’s work, information connectivity will eventually be ever-present (Floridi, 2009). It will not be possible to draw a distinction between the school environment and the rest of society, including agents that present corporate information. The bubble of protective environment provided by a classroom isolated from the rest of the community by teachers who regulate the flow of information in their own classrooms may no longer be possible. The quantity of information accessed in an information society and the lack of distinction between what is no longer isolated classroom and the greater community means that students will need to find new ways of navigating information which call on them to self-regulate. 
The wealth of literature pertaining to the digital in the classroom environment makes it worthy of a more in depth study and thus for the present, I will defer the many complexities of digital literacy to a later chapter which can examine in greater detail the various ways digital media in schools is approached: the presence of and difficulties with technology in schools (Judge 2004); strategies presented by teachers to anticipate and work with technological change (Warlick, 2004, 2007); the uniqueness of technologies such as digital video to assist in learning (Andrews, 2000, Yerrick et al 2001); to the design of a digital classroom (Wheeler, John, 2008).
More immediately, and for the purposes of providing rationale for the research project and its focus on morality and digital interaction, I will focus on the recognition that traditional regulatory means are insufficient and the call for a moral agenda before explaining Floridi’s vision of the digital environment and an example of how the teaching of a moral agenda and self-regulation might be accomplished in the environment he outlines. 

1.6 Regulating the flow of digital information for humane and moral society
Given the extent of corporate interests, the pervasiveness of technology and the increasing realization that regulatory measures were unable to cope with the speed and vastness of the digital realm, growing concern formed regarding the potential societal damage that could occur in such an environment (Postman, 2000). Within digital literacy debates as to the ineffectivness of regulation and the need for self-regulation guided by a moral agenda began to manifest (Silverstone, 2004). So while self-regulation may not be ideal for many reasons there seems to be a movement from several directions, corporate, educational and otherwise, toward such a paradigm. On the international front the commissioner for Information Society and Media for the European Commission observed the following:
The ability to read and write – or traditional literacy – is no longer sufficient in this day and age. People need a greater awareness of how to express themselves effectively, and how to interpret what others are saying, especially on blogs, via search engines or in advertising. Everyone (old and young) needs to get to grips with the new digital world in which we live. For this, continuous information and education is more important than regulation.

Her concern that education is more important than regulation is a theme that has received groiwng acceptance within policy circles somewhat akin to Silverstone. A professor of Media and Communications at LSE, Roger Silverstone explored the impact of television (likely influenced by his time spent as a television researcher and director), moving into new media, digital natives and perhaps most notably, concerns regarding media and morality.  Expressing concern with ethics and how ethics will affect our society, he calls for a moral agenda in the form of an unfixed and continuous debate:

at the core of such media literacy should be a moral

agenda, always debated, never fixed, but permanently inscribed in public discourse and private practice, a moral discourse which recognizes our responsibility for the other person in a world of great conflict, tragedy, intolerance and indifference, and which critically engages with our media’s incapacity (as well as its occasional capacity) to engage with the reality of that difference, responsibly and humanely.

Concerned with the moral direction of society in a world of media, Silverstone’s expression of need for a continuous debate both in the public and private spheres seems to highlight the requirement for complete societal engagement with and accountability for morality. It seems that in Silverstone’s ideal, regulation of morality and moral behaviour is not entrusted to any one body or individual, but rather is the responsibility of all. In Regulation, media literacy and media civics he further argues that the existing forms of media regulation are insufficient “guarantors of humanity or culture” (ibid) [an argument he shares with Lessig, (Lessig, 2000)]. As adhering to established law and policy has been shown as inadequate, (Nahikian, 1996; Johnson, 1996; Johnson & Post, 1996)  alternatives must be broached which can act as guarantees and the most likely solution for Silverstone seems to be that each person in such a world would actively engage with their own humanity to ensure the continuation of a moral and humane world.
It is important to clarify that in calling for self-regulation, parties are not advocating the removal of existing regulatory means, or doing away with the laws and policies which assist in policing the digital environment. Self-regulation is by no means synonymous with no regulation. Rather, it is the recognition that, in some respects, existing means of regulation are proving ineffective or incapable of keeping up with the demands of the digital world, and in order to ensure that the best possible arrangement can be produced for all involved in the digital environment, self-regulation will prove necessary as an additional means of management more than it has previously. (Further, for the purposes of space, a more in-depth analysis of regulation will be forth-coming in a future chapter, however, for the present it should be clear that by self-regulation the researcher intends regulation by the individual as discussed for example in the work of Hardy, 1994; or Pridgen, 1997).
What is perhaps of interest in regulating appropriate behaviour is the intended outcome for behaviour. When shaping information society we must ask what we want our society to look like, and therefore, what we will teach to manifest such a society. Certainly, as we will see, for 6000 years we have created and lived in information societies (See section 2.3) and debated what is truly of value in those societies: presenting several concepts such as Wealth, Knowledge, and Happiness. And thinkers have long debated the route by which these particular commodities might be obtained; either through paths of self-knowledge, (in Plato, Aristotle) or via the exploitation of others (in Machiavelli). The question one must ask is what type of society do we wish to create? One which is morally responsible, or one which is morally reprehensible?
This apprehension regarding humanity’s future surfaces frequently in regards to media and its role in society (Postman, 1993; Keen, 2007; Lessig, 2000). The raising of concerns about the limits of regulation by Silverman and the European Commission point toward dissatisfaction with the ways in which ethics and new media are being handled by all involved and highlights the need to focus on moral citizenship education which teaches self-regulation, specifically as pertains to our perception of life in a mediated world. Silverstone states “an understanding of what it is to be human is, or certainly should be, the central question underlying, and in the final analysis regulating, the development of the mediated world…” Though he clearly feels that not enough is being done by organizations to regulate media properly, he presents concern that questions of the human condition (our understanding of our humanity) should be the focus of debate and regulation. 
The concern over morality, media and an understanding of what it is to be human in such a mediated world is a view which Silverstone shares with other thinkers debating morality in media such as Lewis Mumford and more recently Neil Postman, who belong to the Media Ecology association. Media Ecologists have placed emphasis on engaging with such ethical questions in media. As Postman said of media ecologists at their inaugural conference “From the beginning, we were a bunch of moralists” (Postman, 2000). Growing out of the New York and Toronto schools, and highlighting again, the Canadian and American connection in research on media literacy with a view to understanding its implication on society, media ecology arose as a movement to more fully contextualise media; to be able to comprehend the complexity of the environment which surrounded it and with which it interacted. It functioned in growing recognition of the presence and consumption of media, its impact on society and a concern that media had an increasing role in constructing people’s worldview in a time of increasing technological prevalence. (Such aspects of media were even outlined by the Ontario Government (Duncan, 1989)).  Although largely a 20th century movement, such questions remain prevalent in new media and thus the development of ideas surrounding morality and ethics in the realm of digital media can be seen within media ecology. Several of its key authors are concerned with the same types of questions raised by this research. Issues of morality laid out by Postman are about our need to recognise our power and exercise it with responsibility to ourselves and our world (Postman, 2000); McLuhan, who worked on curriculum development and media literacy education, insisted rather that the study of media must be morally objective in order to best understand media interactions; and Lewis Mumford used a humanist approach to his examination of media and society.
Finally, in discussing citizenship in a global metropolis where communication will cross cultural boundaries, Charles Ess insists on the acquisition and application of moral virtues, namely: humility, understanding, compassion and forgiveness (Ess, 2009). Charles Ess, a leading information ethicist, refers largely to information philosopher Floridi in constructing his approach to digital media ethics.
For Silverstone, questions of morality in media require an understanding of what it is to be human, and cannot be regulated as they currently are, but rather require the active participation of all citizens to contribute to a continuous debate. They require civic education with an emphasis on morality. It seems that like Silverstone, Postman and other media ecologists, Ess is also a proponent of the education of moral behaviour for a successful digital society.  
If such a moral agenda is to prevail in digital citizenship education, how might it be presented? It requires not only a need to execute a program of moral and ethical education, but also a way of properly understanding the digital environment and its development within which such education and interaction occurs - it requires the investigation and construction of a digital philosophy by its citizens. Given this knowledge we can seek to construct educational experiences which may prove useful to educating citizens about their role in society (in that they possess the power of expression and a responsibility to use their power for society by participating and engaging morally). In order to properly understand the digital realm and the ways it is changing social structure I have chosen Luciano Floridi’s model on the “fourth revolution.”
2.1   Floridi’s Philosophy of Information 

“We will be in serious trouble, if we do not take seriously the fact that we are constructing the new environment that will be inhabited by future generations” (Floridi, 2007: 8)

I explore three key themes in Floridi’s philosophical thought on information ethics to understand the ways in which digital civic power must be used morally and responsibly for the good of  the individual and society:

            1. The nature of the digital environment in which power is wielded (The “infosphere”, or the nature of the abstract dephysicalized environment);

 
2. How digital power is understood as an integrated part of the human (Florid’s “inforgs” and their interconnectivity);


3. The ways in which the digital mediates our civic actions resulting in unique forms of civic expression not previously possible (concepts of agency, both organic and artificial).
2.2    The Philosophy of Information

“And PI [philosophy of imformation] is the sort of approach we need to develop if we wish to tackle the challenges posted by such profound transformations”           (Floridi, 2009a: 11)

The field of research in which computational and information-theoretic research in philosophy are undertaken has had several labels, such as cyberphilosophy, digital philosophy, computational philosophy, computers and philosophy, and so forth (see Floridi, 2002: 123). Floridi asserts convincingly that the best title for investigation in such research is the Philosophy of Information (See Floridi, 2002).
According to Floridi, The philosophy of Information (hereafter PI) can be defined as 

“the philosophical field concerned with:

a) the critical investigation of the conceptual nature and basic principles of information, including its dynamics, utilisation and sciences; and

b) the elaboration and application of information-theoretic and computational methodologies to philosophical problems”   (Floridi 2002: 137).

The use of computers and the philosophical issues which arise from them are concerns dealt with in PI. Thus PI offers a useful theoretical and philosophical framework as it is concerned with many of the same problems raised by this research.
A mature discipline with unique topics, original methodologies and new theories (Floridi, 2002: 124), PI privileges “information” over “computation” as computation is only one of the processes in which information is involved (Floridi, 2009a: 6). Its purpose is to

develop an integrated family of theories that analyse, evaluate and explain the various principles and concepts of information, their dynamics and utilization, giving special attention to systemic issues arising from different contexts of application and the interconnections with other key concepts in philosophy, such as knowledge, truth, meaning, reality and ethical values (Floridi, 2009a: 6).            
PI arose out of the tradition of the philosophy of Artificial Intelligence (hereafter AI). Research in the field of AI from the mid 1950s and Alan Turing’s paper “Computer Machinery and Intelligence” motivated computer scientists and philosophers to consider the effects of computation on humanity and philosophical debate (Torrence, 1984:11 in Floridi, 2002: 125). Such enquiry has led to an informational ontology and consequently “Philosophers have begun to address the new intellectual challenges arising from the world of information and the information society” (Floridi, 2002: 139).  The computer revolution, or, as Floridi puts it, the “information turn”, has caused a transition in the way humanity views itself and its environment (Floridi, 2002: 140; Floridi, 2009a). The civic environment for which students were once prepared to participate has now altered so vastly that innovative approaches are necessary to prepare students for the world in which they will one day live, and indeed in which they already live. PI provides a theoretical framework within which questions can be posed; consider the relationship between our digital/informational world, our selves, and our interactions; speculate on the potential challenges of these interactions; and propose potential outcomes and resolutions. These outcomes and resolutions can later be addressed in a practical sense of pedagogical implementation, however that will be examined below in the section on Application.)  For now I will explore within the field of PI, Floridi’s work on the fourth revolution as it provides an opportunity to examine the current changes taking place in our world and ourselves.

2.3   Floridi and the fourth revolution

“We are experiencing what may be described as a fourth revolution, in the process of dislocation and reassessment of humanity’s fundamental nature and role in the universe.” (Floridi, 2009a: 10).

The fourth revolution is the term applied by Floridi to the philosophical transition in self-understanding currently being experienced by humanity as a result of ICTs. 
Such changes in self-understanding emerge when a philosophical dissonance provokes the need for a new perception of reality. This can occur when scientific discovery presents data contrary to that which challenges an accepted belief.  According to Floridi, there have been three such revolutions in self-understanding in recent history which have transformed our view of the world (extrovert) and of ourselves (introvert) and we are now undergoing a fourth. 
The first revolution Floridi identifies occurs with Copernicus, whose work De revolutionibus orbium coelestium (On the Revolutions of the Celestial Spheres) (Copernicus, 1543), showed that the earth was not at the centre of the universe. Humanity was displaced from its perception of centrality in the cosmos (Floridi, 2009a: 9). Darwin causes the second revolution by subsequently displacing humanity from the centre of the animal kingdom (Floridi, 2009a: 9). Eventually views of humanity’s rationality and psychological transparency were challenged by Freud, who showed that the unconscious mind exercises power over the conscious mind (through such mechanisms as repression) (Floridi, 2009a: 10). Now Information and Communication Technologies (ICTs) are changing the ways in which humans interact with reality causing a shift in self-understanding. (Floridi, 2006). The more humans interact in the digital environment where reality can be easily understood as informational, the more they consider themselves informational beings. This change in view Floridi terms “The Fourth Revolution” (Floridi, 2009a: 9). Floridi’s term is an addition to the first three revolutions initially observed by Freud as part of a single process in reassessing human nature (Weinert, 2009 in Floridi, 2009a: 10). 
Floridi states that humanity has been living in various kinds of information societies since at least the Bronze Age (with the advent of written recording systems) and communication technologies have evolved from simple recording systems (such as writing in Mesopotamia), to communications systems (especially since Gutenburg), to processing systems ( particularly after Turing) (Floridi 2009a: 3). Thus, in contrast to suggestions that the current information age is a new development by scholars such as Castells (1996, 1997, 1998), Floridi argues it has taken approximately 6000 years for information society to unfold (Floridi, 2009a: 3; 2006). To further support Floridi, other existent arguments discuss this philosophical process of the dislocation and reassessment of humanity’s fundamental role in the universe and the subsequent changes it causes to self understanding. Ulansey, for instance, observes such a shift in the late Hellenistic period (Ulansey, 2000). Correlations between the late Hellenistic period and the fourth revolution may be assistive in formulating an understanding of how such changes in society may be managed. In the interests of space such a discussion of the historiography of information society will be deferred to a future chapter of research which can include the Sumerian roots of information with the advent of writing its beginnings in commerce to the value placed on information transmission by the Egyptians and Greeks (in Herodotus (Thomas, 2000) and Homer) and Hellenistic peoples (such as biblical significance and the imbuing of language with supernatural powers).
The fourth revolution can be understood through examination of its various aspects (which also correspond to the three key research questions indicated earlier): the entire environment in which humans exist and interact (the infosphere); humanity’s identity and role within this environment (as inforgs); and other types of agency within the infosphere (artificial agents); finally this can raise questions as to the effect of these aspects on the exercising of democracy. By so doing, I seek to construct a lens through which to explore the issues raised by digital technologies on civics, and to consider how these challenges might be addressed in pedagogy.

2.4   The infosphere

“We have strong evidence, especially in contests where the internet is very pervasive… where individuals spend much more time and they find a life online much more real than anything else” (Floridi, 2006).

The digital environment is no longer restricted to the world behind the screen of a computer or the interactions that occur via digital devices, but instead fully encompasses the world around us as it mediates all our interactions. According to Floridi reality can be viewed as informational; he joins the words “information” and “biosphere” to create the “infosphere”. The infosphere is an umbrella term, representing the complete environment in which we live. This includes information entities (such as humans), and their interactions and processes within the digital and analogue worlds as ecosystems within this greater environment. Floridi observes that the digital environment is helping humans to create a more informational ontology. That is not to say there is no distinction between an informational ontology and a digital one (Floridi, 2009b). It is important to recognise and clarify from the outset that a digital ontology, in which the nature of reality is digital rather than analogue, differs from an informational ontology, in which the nature of reality is informational and the digital and analogue exist as a means of access.
In recognition of Floridi’s philosophical work on Informational Structural Realism I have used the phrases “access reality” and “perception of reality” instead of simply “reality” to highlight that the analogue and digital are simply differing levels of abstraction (LoA) through which we access and interpret reality rather than ontologies themselves (see Floridi, 2008a).  Rather, I agree with Floridi:

A significant consequence of ISR is that, as far as we can tell, the ultimate nature of reality is informational, that is, it makes sense to adopt LoAs that commit our theories to a view of reality as mind-independent and constituted by structured objects that are neither substantial nor material… but cohering clusters of data (Floridi, 2009b: 35).
I have made this distinction to avoid any confusion arising from an emphasis on discussions of the digital within this paper as it is focussed on the consequences of the digital environment on the infosphere, and so by no means are these two concepts intended to be synonymous. Again Floridi makes this point succinctly, “that a system might be modelled and simulated digitally… does not imply that the intrinsic nature of that system is digital” (Floridi, 2009: 9). Rather, the digital is seen as both being part of and impacting the infosphere. 
The division between the online (digital) and offline (analogue) environments is swiftly deteriorating, in that the digital environment is absorbing the analogue one. Our perception of the world in which we live is increasingly accessed through the online, non-physical digital environment as opposed to the offline, physical analogue environment (which Floridi sometimes refers to as the Umwelt). Inhabiting the infosphere are informational entities, both organic and artificial, whose existences are influencing and being influenced by each other digitally. To understand the changing landscape caused by the digital and examine the ways this may affect citizenship and consequently the pedagogy of civics, I will briefly define the organic (Floridi’s “inforgs”) and artificial (i.e. digital tools) informational entities within the infosphere and then discuss Floridi’s view of such existence.

2.5   Inforgs in the Infosphere

“The information revolution is not about extending ourselves, but about re-interpreting who we are” (Floridi, 2008b: 6).
According to Floridi, within the infosphere, where existence is understood as informational, humans exist as connected informational organisms, or inforgs (Floridi, 2007: 9).  This occurs not through a bodily transformation but rather through a re-ontolgization of the environment and ourselves (Floridi, 2009a: 9). This reassessment is being caused by the focus on information and communication technologies within the digital environment. That is, that as the infosphere has become increasingly accessed through the digital it has highlighted the intrinsically informational nature of human agents (Floridi, 2006). As humans ‘migrate’ to the digital environment and their perception changes to one of informational organism the ability to access and manage digital information, digital literacy skills, become vital. Not simply because digital literacy will mean citizens can participate in democracy, or because those skills are basic to citizens communication, but rather because the management of information in a digital environment will be how people navigate their very existence. “One day, being an inforg will be so natural that any disruption in our normal flow of information will make us sick. Even literally” (Floridi, 2009a; 11).

2.6   Other agents in the Infosphere 


The remaining group of agents to be defined inhabiting the infosphere are artificial agents. Digital tools (digital cameras, ipods, wireless network, and so forth) interact with humans and impact the infosphere, exercising their own agency. As Floridi states: “we are not the only agents in the universe because some of the things we are now working with or interacting with are equally endowed with tiny bits of, intelligence is too strong a word, but they are smart enough to, for example, predict our wishes.” (Floridi, 2006). In Floridi’s philosophy, the ways in which humans interact with digital objects seem to have returned to the approach followed before the time of Newton. Much akin to Latour’s actor-network theory (Latour, 2005). To highlight this, Floridi discusses how current human interaction with objects is similar to the ways in which interactions took place in the ancient world (Floridi, 2007: 7; 2006), exemplifying this involvement through the relationship of man to weapon. “In the ancient world, Achilles talks to his weapons and this is accepted practice, more recently, talking to objects would have been considered “madness” (Floridi, 2006). Now, soldiers are again interacting with their weapons which are in a sense, artificially alive (Floridi, 2006; for further see 2008b). In this example the interactive effect of a non-human agent interacting with a human agent (or inforg) in the infosphere is highlighted. Floridi further explores this association between human and artificial agent through the effects of human interaction with Nike and Ipod shoes (Floridi, 2007: 7). A Nike shoe can feed information to an ipod about distance run and pace, the ipod can choose, download, and play music to suit the pace of user accordingly, or to encourage the user to increase or decrease pace. The inforg interacts with (both acts upon, and is acted upon by) artificial agents within the infosphere. Later generations of artificial companions are expected to become “more autonomous, and hence behave in self-initiated, self-regulated, goal-oriented ways and to be able to learn form their users in the machine learning sense of the expression” (Wilks, 2007 in Floridi, 2008: 3). The activity of non-human agency in the infosphere raises issues of moral obligation and responsibility, placing even greater responsibility on the human. (Floridi, 2006).

2.7   The online and offline in the infosphere

Part of understanding the infosphere is concerned with understanding the dynamic relationship between the online and offline. Initially those using digital technologies for approximately the past twenty years viewed the online world as that which took place on a computer: it was a space confined to the world behind the screen and to access the online world was a lengthy and arduous process (switching on computers, entering codes, suffering dial-up connections, waiting for information to be processed and communicated, etc.). Interfacing with the online environment initially meant the expenditure of a great deal of time and effort that yielded a unique environment for communication. Great distances could be traversed and new contacts made outside of the usual interactions between family and local community. In this scenario the offline world was the “real” world – or rather, we perceived reality through the offline analogue environment.  It was the setting in which people physically existed and real change was enacted.  The offline environment was the true home while the online one offered a sort of novelty and entertainment.  Eventually however, as technologies advanced to allow for a speedier and more direct transfer of information, the difficulties associated with accessing the digital world evaporated. As Floridi observed, once we achieved digital convergence the previous difficulties hindering information transfer dissolved. Information transfer became frictionless (Floridi, 2007: 5).

Within the digital environment information can be seamlessly transferred, unlike the offline analogue world in which time, distance and product are all factors. Sending a letter to a friend in Japan for example requires time because of the vastness of distance and the amount and type of information sent is restricted based on space availability and cost. In the digital world these aspects have little if any bearing on information transfer.


The increasing ease of communications in the online, digital environment seems to have created a shift in focus from the importance of the offline analogue environment as the “real” world (or the favoured environment through which to access our perception of reality) to that of the digital environment. The ability to effortlessly consume, process, create and transfer information has resulted in an increased interest in and even need for continual connection with the flow of information. As humanity’s perception of information access changes from an analogue to a digital one, we are forced to realise just how informational humans and their environment are. Our ontology becomes informational and we view ourselves as inforgs. The digital nature of our environment encompasses all aspects of our informational world. Our perception of how to best access information in the world is changing prompting a change in our understanding of reality.


The consequence of this informational ontology is that the need to engage with the “real” informational world through the digital requires continual connectivity to the stream of data. Devices to interface with the digital flow of information have become increasingly portable and convergent in order to cope with the demands of mobility and informational requirements. Mobile phones for example now mean that we can be connected to one another at all times so that even while we interact with the world of the analogue physical environment we still exist in the online digital world by remaining connected to it. The digital environment becomes the dominant means of accessing our perception of reality encompassing everything around it (including the analogue environment). In this manner the division between the online and offline world disintegrates. A boundary can no longer be placed between the two states as we begin to realise that we spend most of our time connected to the flow of digital information – by having a mobile phone switched on, we are capable of sending and receiving information at any time and so we are existing in a digital environment. More time is spent experiencing reality through the digital environment than through the analogue. And as we fully enter the digital environment it subsumes the analogue one. Floridi argues that we are probably the last generation to experience a clear difference between the online and offline worlds; that eventually we shall come to understand our informational existence so fully through the digital environment that we will require constant connection to it to survive; and even that eventually wireless connection to the digital environment of the infosphere will be so natural that we may one day be unable to imagine what life was life before it (Floridi, 2007: 9).   “As digital immigrants like us are replaced by digital natives like our children, the latter will come to appreciate that there is no ontological difference between infosphere and Umwelt, only a difference in levels of abstraction” (Floridi and Sanders, 2004, cited in Floridi, 2007: 11). (Umwelt is the term Floridi favours for the analogue environment.) Digitally maintaining continuous contact with the infosphere may one day be as vital as breathing. It will become an aspect of how people live and perceive their existence.
The implications of such reliance on the formal school environment and teaching of civics are obvious. In the first instance schools which operate in a disconnected fashion (for example by prohibiting the use of digital devices by students) are removing them from information connectivity wherein they access what they perceive to be reality. Such a move will one day be tantamount to removing a fish from water: it cannot survive outside its environment (Floridi, 2007: 11).  
Such a move in schools now can only be temporary as the infosphere will eventually demand continued connection to the flow of information. To remove the means to interface with the reality in which humans exist will not be possible. Schools will need to find other ways of dealing with the pervasiveness of information connectivity such as teaching responsible and appropriate use of digital devices and prioritising information consumption- the responsibility falling increasingly on the user. During lessons students will need to intrinsically value their education and structured personal development over unstructured social interactions, which can take place at alternative times, and pay attention for their own benefit rather than because they are forced. Alternatively, students may rank a lesson on a topic they have heard repeatedly as no longer relevant and choose to answer a text that they may value as having greater priority. 

2.8   The non-physical abstract and interactibility in the infosphere

Another aspect of the digital environment is its non-physical nature. In a non-physical environment, not only does information travel outside the confines imposed by the physical environment, such as space, but it is also possible to transfer ideas which are increasingly abstract and so to interact with the environment in new ways. The frictionless infosphere in the digital accessing of reality means that information is less affected by physical limits. The letter to Japan for instance, which is restricted to the analogue requirements of time and space to traverse the distance, could instantaneously arrive at its destination in a digital setting provided that destination itself is connected to the digital environment. Such a letter in the digital environment could also contain different types of information, such as video and audio, expressing concepts in a more abstract way, and both the sender and receiver may interact with it simultaneously.


The ability to adapt the world itself is another aspect unique to the digital environment. While the physical, analogue world requires people to interact with their environment as it is, an increasingly digital environment means that humans can interact with worlds of their own device. For example, a person lost on a street may consult a map or road-sign in the analogue world. In the digital world one may consult an iPhone to check Google Maps. In a fully digital environment we may be able to call up a digital map before us no matter where we are to find directions, create a new signpost for ourselves, access and utilise someone else’s map, make changes to that map and so forth.


In consequence the “real” world becomes interactable (Floridi’s term), personalized and increasingly abstract; concepts are not manifested into a physical existence as they can be exchanged without doing so. If humanity’s perception of reality is increasingly understood and accessed digitally then physical notions such as distance no longer apply. As we develop more numerous and improved methods of transferring information through a variety of digital media we will become increasingly detached from the physical world. This is a complicated concept and I will illustrate by way of an example: currently I can have an online conversation with someone in Cambridge, England, from Dublin, Ireland. I can see and converse with them with video and audio technologies.  Eventually, as information transfer improves, that picture and audio will sharpen.  The image of myself projected there and the images of there projected to me will become increasingly lifelike, perhaps eventually they will be fully consuming like holographic projection.  I may be able to hear all the audio information occurring there as clearly as if I was there.  Eventually I may be able to smell the place and even experience tactile sensations from that location through information transfer. With mobile technologies I may be able to have that conversation while she walks down the street, myself experiencing fully all the sensations of walking down the street with her as though I too, were in Cambridge.  I would be fully present there, my conscious mind interacting with hers as we talk, a projection of my body there and information transfers causing me to feel the sensation of a sunny day while hearing the sounds and smelling the air. I am fully experiencing Cambridge.  So, am I in Dublin, or am I in Cambridge? Or am I simply existing within the digital as I access my perception of reality digitally?

This is one difficulty in understanding the non-physical interactions made possible by digital information transfer.  In the digital realm we begin to understand the world more abstractly as information because our perception of reality is not focussed on the physical but rather, the experiential; we understand our perception of reality through a different level of abstraction.
In summation, a non-physical environment means that increasingly abstract ideas can be portrayed (that is, ideas do not require a physical manifestation to be communicated or understood –akin to Plato’s theory of the forms). Further these abstract ideas can be manipulated in an online environment making them subject to the changes enacted on them by agents within the digital environment.  That is to say, in an online environment, an idea, such as a cube, may be portrayed but never physically constructed: it can be represented, communicated and understood digitally independent of a physical manifestation.  Further, agents, such as inforgs, can interact with the form of this object by changing its colours, animating it to move and so forth.  Consequently as we access our perception of reality through the digital environment we come to apply this knowledge in our lives by understanding our world as an informational one which trades in abstract ideas and is interactable.  Floridi notes that the industrial revolution was the point which “really marked the passage from the nominalist world of unique objects to the Platonist world of types of objects, all perfectly reproducible as identical” (Floridi, 2009a: 11). One could view the aesthetic movement as the contemporary counter-movement against such indiscernability.
The problem this raises for Floridi is that in a dephysicalized world, personal identity is eroded as well, because people begin to feel they are typified individuals, mass produced and anonymous among other mass produced and anonymous abstract entities online (Floridi, 2009a: 11). It is precisely the world Oscar Wilde and the Aestheticists feared and railed against. And perhaps they too would have reacted to the de-personalised world of ‘types’ and ‘things’ as people today have- by self branding ourselves in cyberspace through blogs, facebook, myspace, youtube or any number of information sites that allow the expression of personality (Floridi, 2009a: 11). “We use and expose information about ourselves to become less informationally indiscernable. We wish to maintain a high level of informational privacy almost as if that were the only way of saving a precious capital that can be then publicly invested by us in order to construct ourselves as individuals discernable by others” (Floridi, 2009a: 11). 
The dephysicalization and consequent typification of objects and individuals in the digital environment raises issues of personal identity, identity construction, and privacy and it is necessary to explore the implications of these on citizenship and education. Most notably, Floridi identifies the loss of personal identity and the subsequent use of the digital environment to generate branding opportunities to make humans more informationally discernable (Floridi, 2009: 11). Yet how people brand and what they choose to embrace as part of this quest for expression of individuality is a matter open to citizens. It seems that several observations can be made.
First, issues of privacy can arise because personal information is viewed as an extension of the self (Floridi and Tavani, 2008 in Ess, 2009: 59). A strong emphasis is placed on protecting personal information, while at the same time there is a need to display it to distinguish individuality. Thus, citizens are caught between the need for informational secrecy to protect themselves from having their information stolen or used against them, while simultaneously they are required to make their information public in order to present themselves as unique. A facebook page may present a user’s name and pictures, possibly where they live and messages quoted between themselves and friends. Without knowing that individual, sufficient data is displayed for a criminal to commit identity fraud, though should the facebook profile be removed to protect from such invasion, the user’s digital existence is compromised in that they lose an informational link. The issue of responsible access and use of information is raised.
Secondly, if the erosion of personal identity makes ‘digital natives’ (Prensky, 2001) seeking means of individual expression malleable to branding as Floridi suggests then issues of corporate interests in schools should be broached.  Corporate marketing in the school environment (as discussed in section 1.4) could mean that students, and thus future citizens, identify their individuality through products (like Facebook) rather than through knowledge of self and philosophical enquiry.  This is certainly not unique to the digital age as schools have long engaged with issues of corporatization in the classroom and the purchasing of identity through product (e.g. Nike sneakers brand me as cool, drinking Coke identifies me as one of the “in-crowd”, etc.)  However, in a world where personal identity is under threat and where the pervasiveness of information (including advertising) is continual it seems there is potential that citizens fervently seeking to exhibit their distinctiveness may align themselves with easily available streams of information (such as advertising) as opposed to those which seem more arduous to obtain (such as self-knowledge and philosophical enquiry). 
Finally, trading information through non-physical means without manifesting ideas in the physical world is leading to an entirely different form of communication, one which may for example, render written language a clumsy and inarticulate form of expression. The ability to communicate graphics, sounds, and potentially one day entire moments of experience digitally (such as a walk through Cambridge) will obviously impact modes of communication (either for reasons of efficiency, or clarity). If this is the coming world then the way in which communications is taught (such as through English Language Arts) will be required to change dramatically in order to create citizens capable of effectively understanding, communicating and participating democratically in the infosphere. And indeed such educational change has been underway in schools for some time through media literacy instruction, and is further being shaped through the implementation of digital literacy strategies. (An outline of which will be discussed later as relevant to digital civics.) Perhaps more importantly, citizens recognising themselves as inforgs in an infosphere will require the skills to access and process digital information, not only for democratic purposes, but simply to manage their own existence.  In the digital environment, how we access information is how we access reality and how we exist. In the application of digital civics to pedagogy, digital literacy will need to embrace philosophical enquiry if it is to provide its citizens with the basic skills they require to survive.  Schools which block out informational connectivity are placing students at a serious disadvantage and are in no way preparing them to take their place as citizens in the digital age.
3.1   Developing a pedagogical application for information ethics – ‘the Oscar Wilde’ project
How can this philosophy regarding digital literacy and the information society be put into practice? As discussed, traditional methods of teaching raise a number of concerns regarding the relationship of the school to the wider world, encompassing analogue-digital, social, cultural and moral influence. This has highlighted the need for a moral agenda and the requirement of self-regulation in a digital society.

Further, Floridi has noted that the world has become interactable, that the division between online and offline is less well defined, and that the world is becoming increasingly informationally interconnected. School programs teaching responsible digital behaviour can currently be enforced by controls within the class environment- through the banning of website or mobile phone activity and by the policing of such actions, for instance anti-bullying policy. Effective as these measures may or may not prove now, they are an unrealistic approach to pursue for the future of digital literacy because, as demonstrated by information philosophy, eventually it will not be possible to block out information connectivity from everyday life, let alone the school environment. Blocking information connectivity would not only fail to prepare students for life in an information connected world (or infosphere) but eventually it could actually prove injurious to their very life. 
As evidenced, there is a need for students to develop their own digital philosophy to help them understand their own position an information society mediated by digital interactions. One such example of a model in which students can build a personal digital philosophy which will help them understand for themselves the digital world and their role within it will be outlined below as the research project. 
Through their discussions of society, ethics and morality from the time of Oscar Wilde as in the project outlined below students will develop their own sense of who they are digitally and how they put their personal philosophy into practice when they interact.
In order for people to interact in an increasingly digital world, it is imperative that people in such an information society understand the nature of their own relationship with technology and how it affects them so they can be informed citizens making responsible choices which best empower themselves and their society. The critical self-awareness required in today’s information society I refer to as one’s digital philosophy. The object of study in the project outlined here deals with the digital philosophies developed by young people in the course of their online interactions. It is hoped that through a process of critical reflection about their digital philosophies, young people, as represented by the participants in this study, will be led to consider their own ethical behaviour. By following materials which teach them about various philosophies (such as a webquest) they may better identify their own beliefs. Further they may sharpen these philosophies through discussion with others in a forum, and then put them into practice in an online environment.
The project is implemented across a multi-media platform allowing various forms of feedback in various ways of learning taking into account Gardner’s theory of multiple intelligences (Gardner, 1991). (For instance, the opportunity for audio, and visual materials, written materials, and even kinaesthetic learning given that students can attend and interact with exhibits and shows.) 
What is required pragmatically is an approach which takes into consideration the change in philosophy outlined by Floridi, in which the world becomes interactable and the division between online and offline deteriorates as the digital environment subsumes the analogue one and information connectivity becomes continual, thereby preventing the ability to isolate schools from the corporate or community; which recognises the need for schools to embrace the world of the 21st century. And one which recognises the movement toward self-regulation by encouraging an education which emphasises a moral agenda while using the trend toward teaching both citizenship and media literacy as part of other curricula (specifically English and Social Studies). 
Most importantly, this model must utilize all of these various factors to foster an environment in which students learn about their own personal digital philosophies; where they can examine their own attitudes toward the digital and enact their own behaviours in a moral and responsible way. 

Such a model cannot be easily studied within a school context due to policy commitments which prohibit information connectivity such as mobile phone, and social networking such as twitter, facebook and instant messenging and keep outside interference in the classroom to a minimum. (Admittedly such policy exists for good reasons, such as protection from litigation and the need to steward students as best as is possible.) However, the approach outlined below examines questions of pedagogy and the digital environment through an approach which teaches moral engagement with digitally convergent technologies and involvement with various organisations and corporate bodies through the use of community resources and projects. There is a real possibility that the relationship between formal education and community could be mediated through a variety of corporate provisions. A notion raised in the UK’s Byron report in which there is “a shared culture of responsibility with families, industry, government and others in the public and third sectors all playing their part” (Byron, 2008: 2). In an environment where news is accessed via twitter and facebook is used to post community events, where Google is used to help students locate information
 and where IBM and Microsoft invest in schools to create new ways of learning,
 corporate provision in schools need not simply be restricted to skills acquisition but rather could present opportunities to enact citizenship education.
Outlined below is the pilot study I am proposing to undertake with a group of participants recruited through a community learning initiative sponsored by Dublin City Libraries. The objective of the study is to ensure that participants not only learn transferable skills in media through the types of feedback in the digital that they may utilise, but learn about digital civics and their own personal digital philosophy while becoming more engaged with any specific subject matter (in this case English Literature, but the project could work for any subject provided parallels to the digital world could be drawn.) The creation and execution of such a model is intended to demonstrate the potential for eventual integration of such a method into the formal education environment.
3.2   Purpose of Study

‘Oscar Wilde’ is an experimental project which presents a potential model for digital civic engagement and its pedagogical application. The project examines the various challenges which digital media convergence poses for media educators and seeks to provide insight in how these challenges can be overcome. This study should contribute to national efforts in formalising media literacy provision and public knowledge on the subject.
As has been outlined, in the converging world of digital technologies, there is concern that technology is advancing with more rapidity than legal, educational or political authorities can support. It is no longer feasible to keep these technologies out of the classroom. Eventually, isolating students from the outside flow of information will not be possible; schools will have to deal with the continual presence of information access in their classroom. Further, digitally convergent technologies bring with them their own set of issues in policing due to the vastness of space they occupy and the ease with which they allow communication transfer- they have become virtually impossible to police or control.

Concerns that digitally convergent technology is not being properly addressed by the present education system have been presented by many scholars (Buckingham, 2007; Livingstone, 2004; Silverstone, 2004). Additionally, the pervasive nature of information technologies will likely culminate in an inability to restrict their use in  the formal education environment. The ethos of suspicion of technology (Postman, 1993) and lack of engagement on behalf of many schools will no longer be feasible. It will be necessary to find ways to use these technologies in a responsible way to formulate new educational experiences.
What are the challenges for media educators in our current environment? Are they and their students aware of their philosophical relationship with the digital and how it impacts their civic engagement? And how can we deliver an education which will provide what students of the digital age require in order to be full and active citizens? 
3.3   Scope of Study 
This project uses a community learning initiative to provide an example of what could be possible in the formal school environment. This approach and this research site is chosen to overcome some of the inherent constraints regarding researching technologies and ICTs in a school environment.  In order to better understand the opportunities and potential of digital civics in the classroom, this research proposes to explore civic engagement beyond the classroom, identifying the pedagogic challenges as well as educational promise that arise. Thus a model can be created and implemented through a community endeavour free from the constraints of school policy which blocks out such information technologies and websites, and thus allows for a totally convergent environment. The project allows for the entire community to take part and interact in a world which is digital and yet also rooted in the offline world. It is a world which is made interactable through the blurring of the boundary between digital and analogue: the project uses both.

3.4    Plan of Study

The intention of this project is to obtain information directly from school age student experiences engaged in a community project as well as from the literary tradition in this area. The researcher will further build a body of supporting data from interviews and focus groups as well as online discussions to construct an argument regarding student notions of digital civics in practice and to discover what students philosophies are on the cusp of the digital age.

The project is not only about technology, but rather about the changes in philosophy prompted by the digital which we are currently experiencing, and how this is or is not being reconciled in the formal education environment. It is a fully digitally convergent environment through which students can civically engage exercising their power of expression: both through taking part in the greater community contributing to a major cultural event and through discussion of issues in digital civics raised through a multimedia literary/cultural event hosted across a variety of different platforms. 

The ‘Oscar Wilde’ Project:

Dublin City Library’s event ‘One City, One Book’ is a cultural initiative designed to build community through encouraging participation in city-wide events. Every year a literary composition by an Irish author is chosen and featured for the month of April through various activities designed to highlight various aspects of the work and author’s life. A number of community organizations have volunteered, taking part in creating educational events, including universities, libraries and museums. All of these are cultural venues interested in contributing to public education and civic involvement. Last year’s events, centred around Bram Stoker’s “Dracula” and showed that a digital community was already developing around the Libraries ‘One City One Book’ initiative. Although a print media and radio campaign advertised events, the success of the project hinged on the immense quantity of follow up which occurred on the web. The staged ‘wedding of Bram Stoker’ is an example of this. An experimental historical re-enactment produced by this researcher, the project aim was to involve the community fully by immersing them in the historical environment. With access to the historical venue in which Bram Stoker’s wedding actually occurred, it was possible, with historical costuming and scripting, to fully recreate an environment in which the audience could be immersed and interact as part of the production. With actors seated in the audience and the audience acting themselves as wedding guests there was no division between show and real life and between 1878 (the date of the original wedding) and 2009. The presence of photographers, mobile phones, and wedding guests accessing their twitter accounts could have shattered the illusion, and yet the interactive nature of the show meant that both possibilities could exist at once- a digital world, and an analogue one. The show, which ran as an opening to festivities, launched the month of events for ‘One City One Book’ and reviews appeared in newspapers not only in Ireland
 but also in digital publications in the UK
 and Canada. It was the community involvement however, which provided real support for the project. Links to these traditional media were posted via facebook to spread notice, postings about the production by spectators seated in the audience appeared on twitter, a video taken on a mobile phone and edited by an audience member was posted to youtube
 and masses of pictures were taken and posted to sites such as Flickr.
 None of this was done with the knowledge of the project’s director and producer. This extended the audience involvement in the project beyond interactive theatre in a closed environment (the church site of the wedding) to a wider international audience and a younger age group interested in popularising, sharing and creating experiences online.  Thus, building on the success of previous years, a desire has been expressed to broaden the scope of the project by reaching out to young people through the digital environment

This year’s event:
The book chosen for 2010 is Oscar Wilde’s The Picture of Dorian Gray. The  programme of events featuring community organizations such as Trinity College Dublin, the National Gallery, the National Symphony Orchestra and Dublin City Libraries and Archives has already been organised (although is subject to further confirmation).

 
As the book and Oscar Wilde’s life possess many themes that parallel with concerns about the digital age (such as notions of celebrity through social acclaim, notions of appearance in the face we present to the world and who we keep hidden, concepts of moral behaviour in eyes of society and so forth) it should provide an ample basis upon which to launch a community program of digital civics.
 
Already a mutable portrait has been organised (which will change throughout the month-long calendar of events) and a number of experiences which will take place throughout the city. The focus is now on making the experience as digital as possible.

 
Webspace is set aside and it is hoped that a number of local celebrities will encourage further community participation. (Confidentially actor Stephen Fry has already been confirmed to twitter for the ‘One City, One Book’ event, Oscar Wilde’s grandson is a confirmed guest for the events, and the organisers have been in contact with musician Morrisey.)

It is hoped that through international connections students will also be able to understand their community interactions not online in the local, but the global dimensions as well, and understand the interaction between the two.

Several other options have also been proposed and support is available for them: a group of celebrities to give readings from the book for digital video via the website; the opportunity for students to submit digital video projects about the book; webquests about the book, time period, and author; online chats and forums about events in the community; facebook communities on the subject; digital radio productions; an interactable online portrait of Dorian Gray; digital captures of other events occurring (such as the re-enactment of Oscar Wilde’s trial by Trinity College Dublin).

The hope is that young people, through digital means, will be encouraged to take part in their community, form stronger connections with various community organizations (such as universities, libraries, museums and other community institutions) and improve their literacy skills, both written analogue and digital. 

The book is already studied in the formal curriculum, so students will already be familiar with the material and find their formal school curriculum applicable to the community. Further, educators will have the opportunity to download resources made available by the libraries website.

 
NCAD’s Inez Nordell is already on board to create the project which will historically contextualise the book and is planning to experiment with various digital tools to make the project as interactable as possible. The digital portion of the project would publicly launch in February and would be completed, after a month of events, by May, 1, 2011.

The time frame for the project will be dependent on the regular scheduling of the Dublin City Libraries agenda for ‘One City, One Book’. Thus it is not possible to confirm the events that will be occurring at this time, as the major planning stages of the project are to be undertaken in January. However, given the researcher’s professional relationship with Dublin City Libraries, I will have access to materials as they are confirmed and be able to liaise continually with new events as they are constructed. Further, the group of schools which would be involved would not be confirmed until January either, at which time we would be able to roll out fully the program of events and the overall intention of the project from Dublin City Libraries point of view. Therefore what is listed below is information that has been provided in professional confidence in consideration of the requirement of the researcher to construct the project as possible. For this reason, not all information about the nature of the volunteer group and the nature of the analogue events that will be taking place can be confirmed and discussed here.

3.5    Units of Analysis
The project will invite all community members to take part, both nationally and internationally and of all ages creating a community environment, however the research focus will be on the experience of a group of student volunteers who agree to take part in the project.

For Sampling Strategy – 20 students from various secondary school environments:   

   -15-16 years old (Transition Year). (Permission will be obtained both from the school and parentally- see below for details.)

   -13-18 year old students who self-identify via the website and who can be ethically contacted for interview (whose parents can be notified and permissions granted).

   -Interviews with teachers who have had an opportunity to view the site and can comment on its relevance to the classroom environment and the potential to instigate such programs in formal education.

The group of student volunteers: 

Schools will be encouraged to become involved in the project by asking students to take part.  Emails will be sent to schools, forwarding details of the project and requesting the opportunity to visit schools and explain the project further to students. During visits the researcher will seek student volunteers to take part in the project as a control group. It is hoped that students from a variety of schools will take part, however it is also possible that a single group of student volunteers from one school environment may prevail. The researcher will aim for a control group of approximately 20 students who might take part in the project, and be available for in-depth interviews during the project, and once the project is complete. Other secondary level students who may join the online environment and identify themselves during the implementation of the project may be interviewed with the permission of their guardians after the project also, if agreeable to them.

The Age of study intended would be 15-16 year olds. They are at an age where they are young enough to be classified as “digital natives” but old enough to communicate reasonably clearly about their experiences. They should also have a few more experiences and reflections about their experiences than pre-teens.

By appealing to an array of schools rather than just one it is hoped to acquire a broader view of how students interact regardless of any one specific formal educational environment. Again, more specific information on this will not be available until January.

Consent will be obtained from students via permission forms. When students and schools have been properly identified and confirmed a brief workshop session will be held with students (likely during a lunch hour at their school) in which the associated risks of the project will be outlined and varying permission forms can be explained. Students will then need to obtain signed permission from parents who will also need to provide contact information (phone numbers) so that parents can be informed should any potential issues arise. Study will commence once all parental consent is completed and all necessary ethics documentation is provided (DIT Research Ethics Forms, Appendix 1, 2, and 3
 .
3.6    Analytical Approach

 While sociological research methods such as ethnography and interviewing and historical examination to place within a context will be necessary and while theories of digital technology and convergence will play an important role, the key to the research question may sit within how educational and digital theories meet. Are students aware of their own philosophy regarding the digital? How do they understand and construct their own digital philosophy and what contributes to it? How do students perceive their interactions online as connected with their interactions offline? Do they feel that there is a division between events they may or could visit during the month of activities, and following those events online? How does this contribute to their philosophical understanding of the digital world? Where do they understand the break between analogue and digital as occurring? How do they feel about educational interactions on the internet in an open community environment regulated by themselves and independent of school restrictions? Is this environment any less safe than at school? Is it more safe? How effective is the project at conveying to them the importance of responsible and moral digital behaviour and at helping them to develop their own personal digital philosophy?
3.7   Intended plan

Using the existent program ‘One City One Book’ as an established community learning initiative encouraging social and cultural education and citizenship building, I will create a program to encourage positive involvement in the digital community and motivate discussion about digital civics to help build philosophical development. The program will be monitored via log ins and a group of 20 students will be followed to see how they experience the environment. As the project will be fully open to the community it will mean the environment will not be subject to school regulation but monitored by the researcher. Students will learn practically by taking part in their larger community with all the realistic challenges that involves. The fully convergent environment will use Twitter, Facebook, Youtube, and possibly MSN to create a digital version of London 1891. A central website will allow users to create logins and act as a hub for the many events going on and provide a portal to this convergent world.

Creation of an online community will include:

· A central hub webpage to direct users and create log ins

· A fully convergent digital recreation of 1891 London

· A forum to discuss parallel issues between Dorian Gray/Oscar Wilde and the digital world

· A digital reflection of the offline/analogue events that are occurring to both encourage participation and create further online communities

· A Webquest

· An online vote over who should hold the power to control expression in the digital age.

General Research Acquisition:
This digital community will be used to craft an ethnography of the multi-platform digital education environment in which the community interacts. This will provide an opportunity to study the information society in situ, and to be able to observe the interactions of students within this society. The ethnographic data will further be enhanced through the employment of observation from the researcher’s own experience teaching media literacy in Canada and ICT in England where it may prove useful to do so as well as through interviews and additional data provided via the website (such as the submission of personal philosophies and thought ballots, see below for details).
This ethnographic data will be used to understand the landscape of the information society as it functions in the digital realm, and to understand the nature of student interactions in the digital realm when they are learning about digital ethics and developing digital philosophies- it is an examination of the world in which they construct their digital beliefs. 

The submission of personal digital philosophies and discussions on the forum will help to examine the ways in which students develop their own philosophies and what factors they deem important when considering ethical and moral interaction as digital citizens. (More on the platforms through which they will create these philosophies below.)
The online world and interaction with and observation of it would take place over a period of one month, during the festival of planned events for ‘One City, One Book’ (April 2010) so data can be confined to a reasonable amount.

This study involves human subjects and is therefore subject to approval from the Ethics Board. In order to protect the interests of participants the ethical considerations and actions to be taken are outlined below. 
· Working with children requires specific clearance, particularly in this instance where they are to be observed and in this instance interacted with online. The researchers own position in carrying a Nova Scotia teacher’s license further makes her responsible to uphold an agreed upon code of conduct in work with children.

· Parents and guardians of the volunteer children will need to be informed and approval from them received. Schools, students and parents/guardians of students must be made fully aware of what the study might entail before they commit to it. Schools will be provided with a brief project spec and a risk assessment. Participants and parents/guardians will be provided with a brief project spec; risk assessment; behaviours to watch for (ie. wanting to meet with unknown persons that students have met online- and that the researcher is not responsible for this); a permission slip that must be returned with parent’s signature and a contact telephone number for parents. 
· An explanation will be provided on the website central hub page, explaining about the project in brief and mentioning its aim as an educational environment concerned with innovative learning and the teaching of digital civics and creating digital philosophies. 
· The site will use log ins and registrations to ensure that users can be monitored and where possible traced through information provided. Users who present a problem on the site will can be blocked. Behavioural rules will be posted in the forum (This is standard practise in many forum environments).

· The student volunteers for this project will also be identifiable through their log ins and thus can receive special attention and their interactions monitored more carefully by the researcher.

· Ideally all actors participating in the project as characters with whom students interact will receive police checks to follow best practice guidelines in working with children. Actors will also receive work-shopping from the researcher explaining expectations for the project and outlining appropriate behaviour, the actors will be able to exercise control over their pages, reporting ethical problems to the researcher as they arise, or deleting any inappropriate materials. Any or all of these instances will be logged. Further the researcher will be monitoring activity of the recreation activity daily.

· Additional volunteers will be contacted to assist in moderation if necessary if post-demand requires. A unique opportunity exists to involve students who are volunteering in the project as moderators. This provides them with a reason to frequent the discussion boards (as they will have an assigned responsibility which should motivate them to feel they have a valued contribution to make and to take part) and allows them to “red flag” any issues that they consider inappropriate. This ensures that while the researcher can moderate behaviour to reasonable standard, students will be able to take a greater part in identifying what they feel is ethically appropriate behaviour.

· For the protection of all persons, the rules for the forum chat site will include a warning about meeting persons in the real world who have been met online and stating that the researcher takes no responsibility for this.

· In the event that it would prove a pleasant addition to the website to include some submitted digital philosophies from the webquest, users will be contacted and written permission obtained before any of their personal ideas are revealed to the public.

3.8     Technical Description of the Project

The Central Hub
Plan
A Central area in the online environment which can be used to create user log ins, direct users to various aspects of the project, provide information and serve to catalogue information about users.

Participants
 Any interested community members including students, interested community members, actors and the international community.

Execution Logistics
 The website will contain a main page, which provides navigation for the overall project.

 A webpage developer (already acquired) will implement a design orchestrated by the researcher. The design includes:

The main page

· In the centre a digitally created concept of the studio from Dorian Grey (probably developed in conjunction with Inez Nordell’s project.)

· A banner for the overall project with city council

· A panel at the bottom for individual user information and statistics 

· Navigation bars down both sides, one for different aspects of the digital project, one for different aspects of the live events held throughout the city

Research Acquisition

All information can be collected and stored digitally for analysis due to the employment of user log ins and accounts. The accounts will be used to provide any necessary statistical data regarding users (Age, Occupation, frequency of log in, material submitted on the forum, and vote and thought ballot information).

The Re-creation
Plan

Users posing as Oscar Wilde and several of his acquaintances from at the time of his publication of Dorian Gray will have facebook, twitter, msn and youtube accounts and be able to recreate and digitally resurrect the society circle in which Oscar Wilde existed in 1891. The public will have the opportunity to interact with Oscar Wilde and his notable circle through becoming facebook friends, subscribing on twitter and facebook, and even intermittently chatting via msn instant messenger.  Actors will be fully prepped and trained by the researcher in the ethics of the situation when interacting with the public and full records will be available- the accounts being held and fully controlled by the researcher. (If msn poses challenges then potentially live Q&A with various characters are possible in interview style online seminars which can be led through discussions of digital ethics and digital civics from the viewpoint of 1890s parallels.)

Participants
Actors posing as various characters from 1891 and students and community who may interact with the actors interacting with one another.

Suggested characters are as follows:

 Oscar Wilde

 Speranza Wilde

 Constance Wilde

 Bram Stoker

 Henry Irving

 Florence Balcombe

 Douglas Bosie

 John Gray

 Bernard Shaw

 Sarah Bernhardt

 Ellen Terry

 Lord Queensbury

Execution Logistics
Last year’s Bram Stoker project has provided a pool of actors with a knowledge of the period and use of social networking websites. Those who continue involvement this year will require police checks given the potential that they will be interacting with children. 

Facebook, Twitter and Youtube accounts will be easy to open. And the creation of materials for each page will in part be left to the discretion of each actor (as part of their character formation) and in part provided from materials and expectations from the director. Some digital materials already existent from the Bram Stoker wedding will provide a starting point to build this digital fiction of 1891. A group event will be organised where all the actors will workshop together in the initial creation of material for their projects.

Research Acquisition

Online behaviour will be observed through the digital world created for 1891 via facebook, twitter and chat interactions. The behaviour of users online in the social networking environment will contribute to the creation of an ethnography of the digital world.

Examination of ethical issues that arise within the online recreation of 1891 give the chance to look at genuine digital interactions free from the confines of the traditional education environment, and yet still within an educational context (e.g. Do users actually abuse their opportunity or behave inappropriately in the digital environment or do they take up the opportunity for open discussion? If such abuses occur are they policed by other users, or does the researcher/ moderator need to step in? Are moral incidents in this educational atmosphere prevalent or rare?)
It will be interesting to see if alternate contemporary characters are created by citizens exercised in the project- particularly by students- and certainly, this will be encouraged in school visits (e.g. If users create their own 1890s characters to interact with the actor characters.) 

The interaction between characters will be open and visible via the facebook, youtube sites and thus encourage further contributions from the public.

The opportunity for public transparency (through for example the posting of pictures via facebook) will provide further opportunity to feed discussion. For example, a picture posted of Oscar Wilde posing with a group of young men at a party could lead to speculation and discussion as to public and private online. 

The Forum
Plan
Questions regarding citizenship can be addressed in an online forum which will sit at the hub of the project. The forum will foster various threads of discussion on issues of digital civics and serve as a centre of debate for the eventual vote.

Debates of the forum will include:

· Identity online- Dorian Gray as an online avatar; Which Oscar Wilde is real? The family man, or the solicitor of illicit relationships?

· Issues of censorship and the control of power of expression (The scandal of publishing Dorian Gray and policing publishing on the internet)

· Issues of morality and moral conduct in the digital world- What is good moral conduct and how does that change? Who’s morality applies (that of London 1891, Ireland 2009 or are we remaking a global online morality?)

· How would Dorian Gray be received now in the online world?

Participants

Predominantly the volunteer students but the forum is also open to community members. It is likely that characters may take part in the forum as well if necessary to encourage interest.

Execution Logistics
The forum will have to be gently guided, but not controlled, as the interactability factor is important. It will begin with a number of general discussions and eventually move into more subtle discussions about the internet and ethical and moral behaviour in online society, using Dorian Gray and the society of Oscar Wilde’s world in 1891 to draw parallels which can help students realise that the information society is pre-existent and that many questions of ethics and behaviour in society have a long history and that they have been addressed in differing ways. 

The forum will require strict moderation to ensure that it is a safe environment. Rules will be posted and the researcher will likely have to appoint further moderators to ensure that the forum is properly regulated as the volume of users increases. The users will have to register via their log ins on the main page, (where basic personal information will be catalogued) only registered members will be able to post. Anyone behaving inappropriately can be removed from the system and contacted via email.

As there will be no private messaging on this system it should prevent covert messaging of personal information and unwanted contact with the students on the system. Further, students will be asked not to self-identify their age or indeed any other personal information. By taking this approach all users will have to assume that they make be speaking to vulnerable persons and therefore should show appropriate respect at all times. The forum will have a banner stating that- students use this site please be aware of what you post and treat the environment with respect as what you post can be accessed by minors.

Research Acquisition
The forum will yield an opportunity to observe the discussion of ideas about digital civics. It will also help users create personal digital philosophies (in conjunction with the webquest). The type of behaviour exhibited on the forum will further contribute to the ethnography of the digital landscape. The type of discussions favoured can serve as indicators of the kinds of issues citizens find most concerning or intriguing. The focus of conversation from youth (with deference to the volunteer group of students) on various issues and their opinions provide a body of material from which to derive attitudes toward morality and ethics in the digital world -in conjunction with focus groups. What may prove interesting is whether discrepancies arise in the opinions the students voice in focus groups face to face with the interviewer as opposed to the opinions they may voice in the online environment.

The digital reflection
Plan

As activities occur in the “real” world (offline) as part of the month of events, they will also be posted online (for example a theatrical event may have clips posted to youtube, or photographs to facebook.) Providing digital citizens with the chance to interact with materials, modify them and create new materials in response.

 Activities currently planned to occur in the analogue program of events include:

· An exhibit at NCAD providing context for the book

· A salon from the time of Lady Wilde

· Readings and music with the symphony orchestra

· Re-enactments throughout the city

· A recreation of Oscar Wilde’s trial 

Participants
Again students and community members will be able to interact with the events. This part of the project will involve work with Dublin City Libraries and other involved organizations in the ‘One City, One Book’ project. As the central exhibit for this will be organized by Inez Nordell, I will liaise with her to ensure a seamless integration of digital and live events.

Execution Logistics
 Navigable via task bar the digital reflection will entail digitizing work which has already been created by various organizations participating in the ‘One City’ project. It will mean collaboration with each organization through Dublin City Libraries and ensuring that each event is digitised with links that lead to information on the event and digital representations. It will also provide opportunity for feedback (such as twitter and youtube postings) to provide a structured framework for interactions. This builds upon the interactions which occurred last year, which were scattered and fragmented because there was no overall framework within which interactions of this nature could occur.

Research Acquisition

The primary interest here is to see if youth (or other community members) find themselves more inclined to participate, or find new ways of participating, in the community event overall through the online world. Will students attend community events through the project? Will they find new ways of interacting with the public and the ‘One City, One Book’ project through the digital environment? Will they find themselves more drawn into engaging with the greater community through the online presence of the event? Do they qualify visiting the website as taking part in the event or would they prefer to visit the events in person?? This data will be collected through opinions and potential types of feedback provided online (for example video projects in response to events) and through interviews with the volunteer students when the project is completed.

Webquest 
Plan 

An educational webquest following notions of digital civics and Dorian Gray will be posted. Results will be examined based on completed responses to the webquest.
Participants
Aimed at students but available for all member of the community with or without a registered log in on the site (as it provides no interaction with other members of the community it is safe to open it to the general public).

Execution Logistics
Construction of a webquest based on Dorian Gray and the world of Oscar Wilde which leads users through the internet to various sites allowing discovery of personal digital philosophies through examination of the parallels between the 1890s and the digital world and how society navigates its ethics and morality.

Using the webquest model presented by Dan Brown’s daVinci Code, the webquest will take users to many established educational and popular sites (all which have demonstrated that they are safe and responsible arenas for student visitation) and will culminate in the opportunity to telephone Oscar Wilde. (A vocal recording-voice message will greet users congratulating them and, after a few Wildean witticisms, provide them the opportunity to leave a message. Some of the more entertaining ones might be posted to the web- with user permission.)

Research Acquisition

As the webquest will culminate in telephoning Oscar Wilde’s phone to leave a message, (possibly via skype to entertain usage from the international community, though I may also include the ability for users to email if they may feel more comfortable that way) users will be encouraged to leave a message on the answering service giving, in brief, their personal digital philosophy. These can be catalogued by age (if the user is willing to provide such data- as the only person who will have access to this material is the researcher it should be safe to solicit it by having the Oscar Wilde messaging service invite the user to say who they are, where they’re from, how old they are and what their digital philosophy is.

An online vote
Plan
Following the theme: Who controls our freedom of expression as citizens?

An online vote will be held to poll thoughts on regulation in the digital realm

 What should be our means of regulation in the digital world? 

· Our Society

· Our Law/Legal system

· Our Government

· Our Selves

· Other??

Registered users will be able to cast “thought ballots”. Votes which not only give an answer to the question posed, but which also include the opportunity to attach a short opinion to the vote.

Participants

All interested registered users. As user registration will include age (not specifically but in generalization –i.e. Under 18, 19-30, 30-45, etc.- and kept as private information for the benefit of project study) it should be possible to break down opinions based on age also.

Execution Logistics
It is impossible to ensure that people cannot vote twice, however, as each registered user only gets one vote it should deter repetitive voting. The poll will be set up to show results to everyone, but not voter information. It is currently being debated whether voters should have the opportunity to change their vote throughout the month that the project runs, so that although they may have begun with an opinion, if their views have changed from engaging in the project they may be able to change their vote by the end.

Thought ballots will be handled through a mechanism akin to twitter that only allows a short comment to be posted by each user when casting their ballot. Thought ballots will be made public if the user wishes (they will have to tick a consent box).

Research Acquisition

A sense of popular opinion about the power to control expression can be garnered through the vote. Further, the ‘thought ballots’ will give additional information in reasonable bite sized chunks which can be sorted through with comparative ease (compared to the feedbacks of digital philosophies and the forum which will give more intense data). Being restricted to a few words it is hoped that users will also distil what is most important in the view about information regulation. The recording of the ballots will be done through the registrations, thereby allowing statistical analysis of the data in conjunction with age, gender, occupation etc, where these variables have been self-identified upon registration. The opportunity to change votes partway through the polling at any time until the month has elapsed should also provide a unique opportunity to trace whether opinions change as users take part in the project.

3.9     Intended Calendar Outline of Project

November-December 2009- refine methodology for research project including the following research sources who will be drawn from Sherry Turkle (1995), Steve Jones (1997) and Danah Boyd (2009).; Organising website hub, actors, online accounts and project liasing with Dublin City Libraries, email schools seeking project volunteers

January, February 2010- visit schools, acquire research group of student volunteers, finish accounts, coach actors, digitise physical exhibition with Inez Nordell

March 2010- Confirm all actors, online accounts, hub website log ins, online voting system, and launch marketing. Run round of interviews with focus group.

April 2010- Launch Project.

May 2010- Conduct post project interviews with students and teachers, sample interviews from additional students who self-identify on the internet if available, interviews with actors in re-creation regarding their interaction with students and public.

June 2010- Any further interviews conducted, compilation of data from website (Removal into documents and transferrable files); transcription and analysis of interview data

July 2010- Analysis of website data: examination of re-creation materials, and forum discussions; transcription and analysis of interview data

August 2010- Analysis of website data: submitted digital philosophies and forum discussions

September 2010- Analysis of website data: results of vote and forum discussions

October 2010- Writing 
November 2010- Writing

December 2010- Writing 

January 2010- Writing, Update Literature Review

February 2011- Writing, proof-reading 

March 2011- Writing proof-reading

April 2011- Submission of Manuscript
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