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Your	Digital	Life	Survey 
Answer	the	following	questions	and	add	up	your	score

01.	If	you	have	a	smartphone	and	a	tablet	(iPad,	etc.),	  
							give	yourself	10	points.
02.	If	you	know	how	to	download	an	APP,	  
							give	yourself	10	points.
03.	If	you	see	your	relatives	more	on	screens	(Skype,	iChat,	etc.)	than	in	  
							person,	give	yourself	10	points.
04.	If	you	are	using	more	then	one	social	network	to	share	your	life	  
							(Facebook,		Twitter,	Tumblr,	etc.),	give	yourself	10	points.
	05.	If	you	do	your	banking	online,  
							give	yourself	10	points.
06.	If	you	know	all	your	passwords	without	writing	them	down,	  
						give	yourself	10	points.
07.	If	you	would	rather	stream	your	favorite	show	than	watch	it	on	TV,	  
							give		yourself	10	points.
08.	If	you	are	viewing	screens	(TV,	smartphones,	monitors,	tablets,	etc.)	  
							more	than	12	hours	a	day,	give	yourself	10	points.
09.	If	you	have	sent	a	Snapchat	to	someone	else,	  
							give	yourself	10	points.
10.	If	you	are	more	likely	to	text	than	to	talk,	  
							give	yourself	10	points.

Total:	

Results 
00	–	10		(The	1990s	was	a	great	decade)	
20	–	40		(Digital	rookie)	
50	–	70		(Know	enough	to	get	yourself	into	trouble)	
80	–	90		(Haven’t	talked	to	a	real	person	in	a	month) 
						100			(Ready	for	your	own	Start-Up)

©2014	Craig	Kennet	Miller,	GBOD																																																																																																																																																									iKidsgen.com
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Happy are those 
   who do not follow the advice  
   of the wicked,  
   or take the path that sinners  
   tread,  or sit in the seat of  
   scoffers;  
2 but their delight is in the  
   law of the Lord, 
   and on his law they meditate  
   day and night.  
3 They are like trees  
   planted by streams of water, 
    

   which yield their fruit in  
   its season, and their leaves  
   do not wither. 
   In all that they do, they prosper.   
                              Psalm 1:1-3 
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The pliable brain

The	brain		
continues	to	
change

Connections	
form	our	
identity

Experiences	
imprint	
memories

Three	Keys	to	
Understanding	

the	Brain

“Children’s	experiences	with	all	of	the	
people	who	are	important	to	them	have		
an	influence	on	their	brain’s	structure	
and	function.”		
Center	on	the	Developing	Child	at	Harvard	
University,	iKids,	p.	32

“A	connectome	is	the	totality	of	
connections	between	the	neurons	 
in	a	nervous	system…A	connectome	is	
not	one	connection,	or	even	 
many.	It	is	all	of	them.”	 
Sebastian	Seung	at	MIT,	iKids,	p.	35	

“What	we	now	know	is	that	the	
brain	is	flexible,	or	plastic…The	
more	you	use	it,	the	stronger	and	
more	flexible	it	becomes.”	
John	J.	Ratney,	Spark,	iKids,	p.	42
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Is something tinkering with our brains?
Over	the	last	few	years	I’ve	had	an	uncomfortable	sense	 
that	someone,	or	something,	has	been	
tinkering	with	my	brain,	remapping	the	neural	
circuitry,	reprogramming	the	memory.	.	.	.	I’m	not	thinking	the	
way	I	used	to	think.	I	feel	it	most	strongly	when	I’m	reading.	I	
used	to	find	it	easy	to	immerse	myself	in	a	book	or	a	lengthy	
article.	My	mind	would	get	caught	up	in	the	twists	of	the	
narrative	or	the	turns	of	the	argument,	and	I’d	spend	hours	
strolling	through	long	stretches	of	prose.	That’s	rarely	the	case	
anymore.	Now	my	concentration	starts	to	drift	after	a	page	or	
two.	I	get	fidgety,	lose	the	thread,	begin	looking	for	something	
else	to	do.	I	feel	like	I’m	always	dragging	my	wayward	brain	back	

to	the	text.	The	deep	reading	that	used	to	
come	naturally	has	become	a	struggle.			
Nicholas	Carr,	The	Shallows:	What	the	Internet	Is	Doing	to	Our	Brains	



12

People read text on a website in an “F” pattern 
They quickly scan the topic at the top. Next their eyes  
Xxxxxxx xxxxxxx xxxxxx x xxx xxxx xxxxx xx xxx xxxx xxxx 
xxxx. Xxxx x xxx xxxxx xx xxx xx x xxx xxxxx xxxx xxxxxx? 
bounce to the line of text about one third down the page.  
They finish by xxxxx xxx xxxxx xxxxx xx xxx xxx xxx 
looking xxxx xxxxx xxxx xxxx xxxxx x xx xxxx x xxx x  xxx x 
down xx xxxxx x xxxxxxx xxx xxx xxxxx x xxxx x xxxx xxx x 
the xx xxxxx xxxx xxxx xxxxx x x xxxxxxx xxx xxx xxxxx  xx 
left xxx xxxx x xxxx xxx xxxx xxxxx xxxx xxx xxxx xxxx xxxx 
edge x xxxx x xxxxx xx xx xxxx xxxx xxxxx xxxx xxx x xxx x  
for more xxx xxxxxx xxxxxx xx xxxxxxx xxx xxxxx xxx xxxx  
Information.

Reading	a	book	causes	the	brain	to	tap	into	creativity	and 
imagination	as	it	creates	the	scene	–	this	is	deep	reading
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Skills developed by reading & use of digital media

Reading	
• Deep	
thinking	

• Reflectio
n	

• Imaginat

Digital	
Media	
• Quick	
processi
ng	

• Identific
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18 hours a day (time Millennials spend connected to media)

TV Radio Print	newspaperSocial	networkingPeer				reviewCoversa?ons	with	friends

74%
68%

50%
44%

37%34%

How	much	do	you	trust	the	product	info	 
you	get	from	the	following	sources?

Traditional	Media																User	Generated	Content
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Being 13

1.	Teens	are	on	smartphones	and	tablets	constantly.	

2.	Social	media	is	a	source	of	anxiety	for	many	teens.	

3.	Rather	than	posting,	many	teens	are	lurking.	

4.	Social	media	use	can	be	addicting.	

5.	Parents	who	pay	attention	to	their	teens’	online	lives	 
				erase	the	negative	effects	of	social	media.	

#Being13:	Inside	the	 
Secret	World	of	Teens
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Gaming Nation

155	MILLION	
Americans	play	video	games	

FOUR	OUT	OF	FIVE	
U.S.	households	own	a	video	game	device	

35	
Average	Age	of	Gamers	

59%	
Of	parents	play	weekly	with	their	children	

$22.41	Billion	
Total	video	games	sales	in	2014	 Essential	Facts,	2015	

www.theESA.com
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																			How	games	engage	gamers

1.  
Experience		
Points		

and	Leveling	  
Up

Level	181	in	Candy	Crush
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2.		
Learning	
leads	to	
trans-

formation	

																			How	games	engage	gamers

Super	Mario	3D	Cat	Mario
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3.		
Questing

																			How	games	engage	gamers

Baptism	scene	from	BioShock	Infinite
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4.		
Meaning

																			How	games	engage	gamers

“I	am	the	goddess	reborn	as	a	mortal”	
																	Legend	of	Zelda	Skyward	Sword
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Spirituality	of	Gaming

1.	
Experience	
Points	and	
Leveling	
Up

2.		
Learning	
leads	to	
transfor-
mation

3.	
Questing

4.		
Meaning
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Reality is Broken

“Gamers	want	to	know:	Where,	in	the	real	
word,	is	that	gamer	sense	of	being	fully	
alive,	focused,	and	engaged	in	every	moment?	Where	is	
the	gamer	feeling	of	power,	heroic	purpose,	and	
community?	Where	is	the	heart-expanding	thrill	of	
success	and	team	victory?		The	real	world	just	doesn’t	
offer	up	as	easily	the	carefully	designed	pleasures,	the	
thrilling	challenges,	and	the	powerful	social	bonding	
afforded	by	virtual	environments…Reality	wasn’t	
designed	from	the	bottom	up	to	make	us	happy.		
And	so,	there	is	a	growing	perception	in	the	gaming	
community.		Reality,	compared	to	games,	is	
broken.”																						Jane	McGonigal,	Reality	is	Broken	
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Screen time as connecting time

SCREEN	TIME	
• 1.	RESTRICTIVE	MEDIATION 

Controlling	its	use	with	rules	and	regulations.	
• 2.	INSTRUCTIVE	MEDIATION 

Talking	while	watching	or	playing	together	(Video	
Game).	

• 3.	SOCIAL	COVIEWING 
Watching	together	and	talking	about	it	when	its	over	
(Movie,	TV).	

• 4.	PARALLEL	PLAY 
While	an	adult	uses	one	device,	the	child	uses	
another.	

• 5.	ASYMMETRICAL	JOINT	MEDIA	
ENGAGEMENT  
Remote	engagement	via	Skype,	texting,	and	chat.

Source:	Jordan	Shapiro,	“Research	shows	screen	time	can	be	good	for	your	kids.”	Forbes,		July	17,	2013
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Parenting	Styles
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Parenting	Styles

Father	
Knows	Best
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Parenting	Styles

Father	
Knows	Best Survivor
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Parenting	Styles

Father	
Knows	Best Survivor Big	Comfy	

Couch
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Parenting	Styles

Father	
Knows	Best Survivor Big	Comfy	

Couch
Curious	
George
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A question of identity

“Identity	will	be	the	most	
valuable	commodity	for	citizens	in	
the	future,	and	it	will	exist	primarily	online.		
Online	experience	will	start	with	birth,	or	even	
earlier.	Periods	of	people’s	lives	will	be	frozen	in	
time	and	easily	surfaced	for	all	to	see…The	
communication	technologies	we	use	today	are	
invasive	by	design,	collecting	our	photos,	
comments,	and	friends	into	giant	databases	that	
are	searchable	and,	in	the	absence	of	outside	
regulation,	fair	game	for	employers,	university	
admissions	personnel	and	town	gossips.		We	are	
what	we	tweet.”		
																		Eric	Schmidt/Jared	Cohen,		The	New	Digital	Age
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Identity Project
Kids	who	found	what	researchers	call	an	“identity	project,”	
essentially	a	passion	or	hobby	that	helped	motivate	them,	
went	even	further,	onto	college	or	decent	jobs…And	what	
helps	them	excel,	more	often	than	not,	are	these	identity	
projects.	Bob,	for	instance,	got	into	Japanese	anime	as	a	kid,	
and	then	found	a	passion	by	following	the	musical	group	Insane	
Clown	Posse.	Another…was	passionate	about	dance,	which	
drove	her	to	apply	for	and	be	accepted	into	a	competitive	arts	
school.	Another	reared	pigeons,	an	interest	that	kept	her	off	the	
streets.																									Why	do	some	poor	kids	thrive?		Atlantic	Monthly

http://www.theatlantic.com/business/archive/2016/04/	
kids-poverty-baltimore/476808/	

http://www.theatlantic.com/business/archive/2016/04/
http://www.theatlantic.com/business/archive/2016/04/
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Six	Values	for	the	Digital	Age	 
A	Small	Group	Study	based	on	iKids:	Parenting	in	the	Digital	Age  

	  

Happiness	(When	Every	Day	is	Disneyland)  
Psalm	1:1	–	3		
Wisdom	(Digital	Child	and	Digital	Brain  
		Proverbs	3:5-8,	13-1	
Hope	(Digital	Culture	and	Digital	Learning) 
Psalm	71:5-6	&	Romans	5:1-5		
Vision	(Digital	Creators	and	Digital	Marketing)  
Joel	2:28,	Revelation	7:16-17	
Purpose	(Digital	Identity	and	Digital	Inc.) 
I	Samuel	3:8-10,	Matthew	4:18-19	
Faith	(Digital	Family	and	Digital	Soul)  
1	Timothy	1:3-7	

www.iKidsgen.com

http://www.iKidsgen.com

