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· We have a habit of dividing everyone in their path into two camps: those that dwell on the shores of technology and those that dwell on the shores of culture. (1) 

· Any professional trendspotter will tell you that the worlds of technology and culture are colliding. But it’s not the collision itself that surprises- it’s that the collision is considered news. (2)

· There’s a funny thing about the fusion of technology and culture. It has been a part of human experience since that first cave painter; but we’ve had a hard time seeing it until now. (2)

· Interesting start to the book. After reading The Dumbest Generation one of my main feelings was that while technology is evolving faster today than maybe it was before it is really not a new idea. To have this book basically say that from the start gets me really excited for the rest of the book.

· Both innovations came from startling imaginative leaps, and both changed the way we look at the world (3)

· Very much like the quote from iBrain in which every new idea is a crazy one!

· Why should the connection (of technology and culture) seem more feasible to us today? The answer is simple: speed (3)

· I love this idea that the only thing that is different is the speed that we are evolving, there are not any radical ideas that are so different then the past just those radical ideas are hitting up more and more.

· I guess this would also mean that we are constantly battling change, which is always difficult.

· Telling the story itself was just a matter of strolling through the rooms of the palace. (12)

· What a cool idea, it makes so much sense too. I can remember the lay outs of just about every house from my childhood (both friends and families) but cannot remember other details and stories.

· A computer thinks-if thinking is the right word for it- in tiny puleses of electricity, representing either an “on” or an “off” state, a zero or a one. (14)

· A computer… is a symbolic system from the ground up. (15)

· What a crazy thought that it is represented by just ones and zeros. I knew this of course but to think about it, to think about the fact that each and every letter I am typing is just a few numbers is crazy...

· I also love teaching this in math class and explaining binary.

· Where the Victorian novel shaped our understanding of new towns wrapped around the steel mill and the cotton gin, and fifties television served as an imaginative guide to the new suburban enclaves created by the automobile, the interface makes the teeming, invisible world of zeros and ones sensible to us. (17)

· The industrial age gave us our prosthetic limbs and man-torpedo hybrids, but Doug Engelbart gave us the first machine worth living in. (25)

· I know that the mouse became the most popular of his technologies but I think his typing method using binary clicks is the most interesting. I wonder if it had been before qwerty if the roles had been reversed. 

· In the old days you at least had to hold a press conference to concoct a pseudo-event; now simply being caught on camera suffices. (27)

· It is a very scary thing that everything we do can be monitored and put on the internet for anyone to see. For everything technology has given us it is kind of scary to think about al the things it has taken away like privacy.

· The information that arrives on your TV screen is hardwired and inflexible; you consume what the networks tell you to consume. Your only feedback mechanism is the remote control. (37)

· I would be interested to hear what he has to say about DVR and how it helps you have more control over your tv.

· No significant cultural form springs into existence fully realized. (39)

· What a brilliant but obvious statement. I believe that nothing is every fully realized, we are always improving on something, think about how far cell phones have come. They used to look like a ghostbusters backpack and now they do everything.  

· The information-space on the monitor embodies the otherwise invisible cotillion of zeros and ones whirling through our microchips. (42)

· Just watching the cursor blink as it waits for me to type in another number and realizing that someone put in a code that make the ones and zeros do that is crazy.

· I love the way this book got me to reflect on all the amazing things our technology can actually do.

· You could build anything you wanted in that new information-space but it had to be simple and easy to represent. (45)

· You can safely say that all interface enhancements since are merely variations on the original theme. (49)

· More than anything else, what made the original Mac desktop so revolutionary was its character. It had a personality, playfulness. (49)
· Making things simple is the correct way to do things. The easier things are to understand the more user friendly they are. The best programs are those that are functional in an easy and simple way, but have the ability to be manipulated by the users that want a more complex system.
· The conceptual failings of the mid-eighties resulted from an inability to see the power of the desktop metaphor. The failings of the present day come from taking that metaphor too literally. (57)

· The internet is once again allowing strangers to interact with one another; though this time without the violence and the drudgery of the Industrial Revolution. (65)

· (Chat rooms) remind me of graffiti, and graffiti of the worst kind; isolated declarations of selfhood, failed conversations, slogans, and tag lines. (69)

· I love this metaphor. In one of our forums someone mentioned how cool it would be to be able to talk to other users who are on the same web page in real time. I think the idea is cool, but I think they would all just end up as graffiti. 
· You want your Quake level to impress your fellow gamers- the way the décor of your apartment or your office is designed to make an impression on any visitor who happens to stumble into it. (73)

· Funny how this has evolved. I am an avid gamer and I have found a rejuvenated way to play games in achievement points. The Xbox 360 gives each game a certain amount of points for completing and doing different parts of the game. You can compare what you have achieved and compare your level with other users. I think this has helped me play the games because it brings a shared experience to games that are single player.
· As with the original typewriter design, the consistency of the layout is as important as the layout itself. There’s no memorizing where the trash can is if it keeps meandering around your desktop. (77)

· We pretend to ourselves that we’re remembering “where” we put the file, but what we’re really remembering is the name of the folder that contains it. (78)

· The digital spreadsheet was originally designed to record financial information, like the rigid double-entry books of paper-based accounting, but it quickly became a tool for modeling the numbers. Originally designed as a local filing system for academic research, it became a mass medium almost overnight. (92)

· The Journal says, in effect; we’re a reputable source for coverage of the race between Microsoft and Netscape, but if you’ll just cast your vote for Microsoft, you needn’t bother to pay for your subscription. (101)

· I never really looked at politics this way, I guess in order to really understand where someone is coming from you kind of have to know who is pulling the strings behind them.
· A channel surfer hopes back and forth between different channels because she’s bored. A Web surfer clicks on a link because she’s interested. (109)

· Interested how different these two metaphors are, makes you wonder how television will end up evolving and if it will take on more of a click the link type interface. 
· In fact I am curious as to why the television has not started to take up more of what the internet is actually doing. Why don’t you have a home channel, like a home page, or why isn’t the guide more like a search bar?

· Resolving the half-resemblance, connecting the links, putting a name to the face - these actions invariably give the novel its sense of an ending. (112)

· This quote actually made me recognize why books are better than most things I read on the internet. That ability to prolong the desired resolution in contrast to the internets quick relay of information.
· The Memex was designed to organize information in the most intuitive way possible, based not on file cabinets or superhighways but on our usual habits of thinking, following lead, making connections, building trails of thought. (122)

· This shared experience was an essential component of Dickens’s success as a novelist. (126)

· I think technology is finding out that the shared experience is important as we are finding more ways to get users to contribute, relate and talk about the same information. 
· We got along because we didn’t know what we are missing. (138)

· Isn’t this how it always is. You can go visit a foreign country without television or internet, people who make their clothes and shoes, and feel that they must have such horrible lives. But when you look closer they are smiling and laughing, they don’t know better and have found ways to be happy and entertain themselves without electricity.
· In the years when I still wrote using pen and paper or a typewriter, I almost invariably worked out each sentence in my dead before I began transcribing it on the page. (143)

· (With a computer) most sentences would unfold through a kind of staggered trial and error- darting back and forth between several different iterations until I arrived at something that seemed to work. (144)

· I wonder if this has lead to some of our poorer readers? I find typing to be like talking before I think, only I can go back and rewrite, but when I write by hand I really have to think before I speak. Seems like that would ultimately be a detriment to someone’s ability to write.
· How many sentences have you written down and not gone back over and checked? That didn’t happen nearly as often when you wrote by hand…

· The street finds its own use for things- uses the manufacturers never imagined. (147)

· So true.
· We like to pretend that our file-management tools are driven by meaning; that’s why we give our folders names like “Journal Entries” and “Client Information,” but in reality each of those folders is defined by a simpler; and more tautological, axiom: the files in this folder are here because I put them here. That’s all the computer knows about their relationship. (171)

· How would a semantic interface actually work? (Some folder might be defined by simple attributes. (Any documents containing the word pumpkin. (171)

· You’d define the broad categories, but the machine would make the hard decisions of what goes where, including - inevitably - judgment calls that are better left to humans. (172)

· I do not like the idea of a computer making assumptions on where my files go. I know I could search to find the files but that kind of defeats the point. It could be a possible alternative, like when picassa tries to recognize faces in the pictures, but to make it the main stream idea is way to scary.
· A personal agent would observe this behavior, and after a few iterations, it would politely intervene and say, “I’ve noticed that you tend to empty the trash after it reaches two megabytes. Would you like me to do this for you automatically?” The agent might also decide to play Felix to your Oscar and volunteer toss out your junk more regularly.” (180)

· Once again, if this was an option that I could easily turn on and off that would be good, but to make the norm would not be good. 
· The real breakthrough, we’re told, will come when our agents start anticipating our needs. (188)

· Yikes!
· The only thing worse than receiving a piece of junk mail is being duped into opening one. ( 190)

· Another really relevant point and in ten years I do not feel it has gotten better. Yes my junk mail catches just about everything but I still have to wade through it for those one or two things that it shouldn’t have caught.
· Wired sees an umbrella behind every raindrop. I see a Domino’s guy ringing the doorbell every half hour, saying “I’ve got a hunch you want a pizza.” (191)

· Another great metaphor.
· We can only hope the true cyborgs of the future turn out to be more stable than the future. (205)

· If there are no lifelike characters in Myst’s fictional world, that is because the world itself is more important that the characters that populate it. (219)

· Another idea through a video game that is spot on, this is becoming very much a reality; a video game world can also become a much bigger person than the people itself. 
· Sonic and Mario are the precocious infants lying at the base of what will become a formidable family line. (221)

· I love that they have actually incorporated video games into technology rather than just avoiding the topic. 
· I wish he could see where video games are now with the wii, the vr technologies, the 3d, the technology is amazing.

· No medium has managed to reach the status of genuine artistry without offending some of its audience some of the time. (227)

· It seems to be the way of the world, no matter what you do, someone will always be upset.
· You need separate rooms in a real-world museum, but in cyberspace they’re an anomaly, a vestige held over from he world of atoms. (233)

· This is why I agree with the way things are currently presented, we don’t need multiple rooms or a big hall because we have the space on our screen, we can switch windows, or view points at the click of a button, no need to walk between these things virtually.
· The interface came into the world under the cloak of efficiency, and it is now emerging as a genuine art form. (242)

Overall, a very interesting book, I think while he might have relied on metaphors a bit to much and got a big to involved in comparisons it was a good take on where technology and the computer are headed.


