
HOMO ZAPPIENS!HOMO ZAPPIENS!
Learning in a networked age



DEVICES GIVING CONTROL 
OF 
INFORMATION FLOWSINFORMATION FLOWS



DAILY MEDIA USES





THE GENERATION FOR WHOM 
LEARNING IS PLAYING



WORLDWIDE MULTI PLAYERWORLDWIDE MULTI PLAYER 
GAMES
ON THE INTERNET



THIS IS MY 
SON



THIS IS MY 
COLLEAGUE



MY COLLEAGUE’S 
GUILD



COLLABORATIVE DESIGN OF 
CYBERSPACES



WHAT MAKES GAMES SO ATTRACTIVE 
?



YOU CHOOSEYOU CHOOSE 
YOUR 
STRATEGY



“GRUBBY” MEETS 
KASPAROV



YOU DECIDEYOU DECIDE  
TO BUILD A CENTRAL BUSINESS DISTRICT



YOU CREATEYOU CREATE  
IN 
HOLLEYWOOD



AND IT’S 
FUN!



SECOND LIFE
LEARNING IN VIRTUALLEARNING IN VIRTUAL 
WORLDS 
WITH VIRTUAL IDENTITIES 



SECOND LIFESECOND LIFE  
IMMERSIVE 
INTERVIEWS



SECOND LIFESECOND LIFE  
MEETING THE UNEXPECTED



VIRTUAL CONFERENCE USING ADOBE 
CONNECT



THE DIGITAL EMILY PROJECT



THE REAL EMILY



CHATTING IN CHATROOMSCHATTING IN CHATROOMS 
USING DIFFERENT VIRTUAL IDENTITIES



LAST FM FOR MUSICLAST.FM FOR MUSIC 
SHARING
MASS CUSTOMIZATION 



USING VIDEO CLIPS FOR 
COMMUNICATION



SHARING AND MANIPULATING FILES FOR 
FREE



MSN IS ON 24/7MSN IS ON 24/7
10 SIMULTANEOUS 
COMMUNICATIONS



KNOWING URLS BY HEART BETTERKNOWING URLS BY HEART BETTER 
THAN IRREGULAR VERBS



TAGGING AND SHARING IMAGESTAGGING AND SHARING IMAGES
A PARTICIPATORY CULTURE



SHARING PICTURES LEADING TOSHARING PICTURES LEADING TO 
NEW APPLICATIONS



MY SPACE… MY 
LANGUAGE



CONCERNS ABOUT HOMO 
ZAPPIENS



HOMO ZAPPIENS AT WORK



INTERPRETING < 

EVERYTHING IS OF SAME

> CONFIGURING

> CHOOSING DIFFERENT PATHSEVERYTHING IS OF SAME 
<

IMPORTANCEOBJECT < 

> CHOOSING DIFFERENT PATHS, 
OPPORTUNITIES
> OBJECT AND PROCESS

BOOK IS STATIC <

ALWAYS SAME END <

> GAME IS DYNAMIC

> MULTIPLE ENDS

ONE WAY 
COMMUNICATION <READER IS SPECTATOR <

> GAMES ARE 
COMMUNITIES> PLAYER IS IMMERSED

> TRANSPORTATION OF 
PERSON



DIFFERENT MEDIA LEAD TO…

…DIFFERENT 
SKILLS 



REDUCING SCARCITY OFREDUCING SCARCITY OF…
INFORMATION

COMMUNICATIONCOMMUNICATION

AND JUST STARTING 

REDUCING SCARCITY OF PRESENCEREDUCING SCARCITY OF PRESENCE



HOMO ZAPPIENS LEARNS DIFFERENTLY...

HOMO ZAPPIENS   HOMO SAPIENSHOMO SAPIENS

TWITCH SPEED <
MULTI TASKING <

> CONVENTIONAL SPEED
> MONO TASKING
> CONVENTIONAL SPEED
> MONO TASKING

NON LINEAR APPROACHES <
ICONIC SKILLS FIRST <

CO C

> LINEAR APPROACHES
> READING SKILLS FIRST
> LINEAR APPROACHES
> READING SKILLS FIRST

CONNECTED <
COLLABORATIVE <

ACTIVE <

> STAND ALONE
> COMPETITIVE
> PASSIVE

> STAND ALONE
> COMPETITIVE
> PASSIVEACTIVE <

LEARNING BY EXTERNALISING <
INSTANT PAYOFF <

> PASSIVE
> LEARNING BY INTERNALISING
> PATIENCE

> PASSIVE
> LEARNING BY INTERNALISING
> PATIENCE

FANTASY < > REALITY> REALITY



HOMO ZAPPIENS DEVELOPS 
META COGNITIVE SKILLS

1. ENQUIRY BASED APPROACHES 
2 NETWORKED LEARNING2. NETWORKED LEARNING
3. EXPERIENTIAL LEARNING
4. COLLABORATIVE LEARNING
5 ACTIVE LEARNING5. ACTIVE LEARNING
6. SELF ORGANISATION
7 PROBLEM SOLVING STRATEGIES7. PROBLEM SOLVING STRATEGIES 
8. EXPLICITING KNOWLEDGE TO 

OTHERS



HOMO ZAPPIENS’ REFERENCE 
FRAMEWORK

IS DIGITAL AND MULTIMEDIA ORIENTEDIS DIGITAL AND MULTIMEDIA ORIENTED

IS MENU, KEYWORDS, AND TAGS ORIENTED

RELIES ON CHALLENGE, CREATIVITY, AND SELF-
ESTEEMESTEEM



…TRAINING INSTITUTIONS ARE ANALOGUE 
AND MOSTLY LINEAR



TRADITIONAL LEARNING IS PLANNED BYTRADITIONAL LEARNING IS PLANNED BY 
TEACHERS CREATING LINEAR LEARNING 
ACTIVITIES



LEARNING DIGITALLY IS LEARNING BY...



LEARNING IS ABOUT CONNECTING AND 
MANIPULATING FACTS AND GIVING MEANING TOMANIPULATING FACTS, AND GIVING MEANING TO 

THEM TOGETHER WITH OTHERS





CONTENT AS FREEWARECONTENT AS FREEWARE
OPEN COURSEWARE 
MOVEMENT



USER GENERATED 
CONTENT



INNOVATIVE TOOLS FORINNOVATIVE TOOLS FOR 
LEARNING AT THE 
WORKPLACE



Hier nog een voorbeeld van de Shell game van TUDg g




