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Internet, Just One Click Can Alter Your Life.




UOVILYURTY ADUWILOOSADINSOVDD
AR=2EaSVIUOLNINISCIVY AUUUEDOE)
(BUsNN@umw  ns=AulRifianUAQ
asvassAlHU asvAnamMwiHnu
MSISEUSADEMSIENEVIDYANDEINSIUE
Ansvwav uHAa inAlulagansaunASv
UNUINLOEIOSYAUMSASIVADILS SNV
evlFMSSaUSUS=aunUaED s
aunsnagvs=uulnauwusuuulanou
ADMISY0S:UU Ussdawa ua=doans
ADEADUIGEIGV

Computer, in a way, is a tool to
instigate human imaginations to
come alive, stimulate new innovative
ideas, and create learning potential
through providing information access
via powerful and gigantic network.
Information technology plays
a direct role in knowledge building -
in addition - it brings success in
learning as it enables interactive
system that can be systematized,
processed and communicated with
very high speed.
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hanks to this satisfying potential,
Thai children spend 6 - 7 hours daily on computer,
internet and mobile phone, accounting to one third of
the day or more than half of their waking hours.
Nevertheless, information access can be a channel for
more learning only if that information is “good information”
which has quality and the children and youth have good
judgment to select that information.

Education revolution and technology
development

Gordon Moore, former CEO and founder of Intel had
predicted the future trend of technology in 1969 which
proved to best reflect the present. The prediction is widely
known as Moore's Law. Namely, the performance of
computer and communication system would double every
18 month and the size of hard disc would double every
three year. Information technology that is transformed into
knowledge has thus grown all along. The type of education
nowadays has thus turned into borderless learning which is
time and place independent. Therefore, learners can access
to any knowledge sources in all over the world without
moving themselves; instead they explore and search
information via web network called “internet”.
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In an era that internet has opened
a new chapter of human learning as
there is no longer limitation on location
and time, education thus needs to
improve learning capabilities of learners
in effectively selecting and managing
knowledge. Not only they need to apply
knowledge in their daily life at their best,
they also need to see through information
from this virtual world.
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As the heart of education revolution lies in switching
a learning center from the teacher to the learners and
empowering the learners to be the owners of knowledge
learning, the education in this age is no longer a rote
memorization. But the role of knowledge will be even
greater and it will rely more on the use of technology
to enable the learning to take place anywhere and any
time. In so doing, learning system must develop in a way
to allow the learners to integrate knowledge, analyze,
synthesize and apply new knowledge from their own pursuit
and access to the knowledge sources by themselves.
The technology is used as a medium to keep pace with
knowledge expansion. Although information technology
is a tool to facilitate enthusiasm of the learners and ignite
interest in acquiring knowledge — interestingly serving as
a channel to distribute education opportunity, it is somehow
laborious for education to facilitate the learners to live in
a virtual world with conscience and empower people in the
society to be free from the power of information i.e. not
lured into a cyber maze created by human’s ignorance.

Truth in Cyber World

Nowadays, there are 100 million computers in the
world connecting globally. Interwoven net has become
a large virtual world community which can link with
mobile phone. Learning and communications can thus be
easily made by fingertips. Search can be done by simple
keywords on a rectangular screen of “the computer”
which has a tiny microchip inside. With a development
of this very microchip, the computer has continuously
become less pricey and smaller. Until now, its use has
become ubiquitous and part of our daily life which is so
indispensable.

How internet connects with wireless phone immensely
increases the accessibility of internet among children
and youth. Simultaneously, the front-page news in several
countries unveils problems - the effect from media which is
increasingly severe.

Beijing Youth Daily reports the opinion survey from
different levels of student under the topic of “What do
you think is more important, the success of game playing
or in the real?” The results show that 70 - 80 percent
replied “equally important” as in the virtual world, they
gain acceptance and can do anything impossible in
the real world.

Since 2001, the report from China reveals that
80 percent of online game has been imported from
overseas. More than half of it was about world of evil,
fighting, violence which all results in adverse consequence
for the youth. The case of game-addicted youth was so
severe that murder taking place after their quarrel which
took place during online game.
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Abusive and Violent media affects the life of youth
more than the creative one which remains a few only.
Wicked media took them unaware. Approximately, not
less than 160 million websites contain abusive content —
pornography. Certainly, viewing violent media has impacted
sexual attitude and violent behaviour in resolving conflicts.

Virtual world created by the media has occupied mind
and most of the time or over half of children’s daily life.
What can we do with the real problem which is going to
happen “off screen”?

A strategy to transform dilemma to wisdom

As our society faces with this situation, education
to outwit the media has become a challenge requiring
attention from both children and adult worldwide. Education
media policy of both formal and informal education has
thus been created.

The goal of education today then aims to focus on
“language literacy” in a broader sense in order to keep up
with the new learning society; namely, language literacy of
ourself and others, media literacy and computer literacy.

By this principle, resolving problem is to immunize
children so that they will be empowered with cognizance;
especially, enhancement of learners’ critical thinking to
help them to synthesize. By doing so, they will have good
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A concrete method to eradicate harm
from electronic media requires sincere
cooperation and vigorous process from
adults in every party in creating social
mechanism to control bad media and
allow good media to exist as well as

support children to wisely choose
to consume information.
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judgment to choose or reject inappropriate media and
become independent - not fooled by the trend. In particular,
they will be able to distinguish the fact from illusion.

Take a case of the school in Canada, learning activities
both at kindergarten and primary levels incorporate the
foundation of reading, writing, calculation and language
skills which connect with information analysis and
deduction from acquired fact. The teachers thus have to
stimulate the children to write, analyze, collect information
and present or talk about this issue by themselves
i.e. a preparation for the children to be a consumer of
information and audience who know the value and know
the trick of using internet.

Eliminate malevolence, encourage
benevolence and build immune.

Amidst movement in various countries, it was
discovered that children and youth organizations in US,
Japan and Thailand have launched a number of initiatives.
Those include key media strategies for Thai children and
youth - the project of “reducing malevolent media while
increasing the good quality one and building immune”
which is mobilized by Dr. Amornvich Nakornthap, director of
the Ramiitti Institute and lecturer of Faculty of Education,
Chulalongkorn University by the funding from The Thailand
Research Fund and Thai Health Promotion Foundation
(ThaiHealth). It has a main concept to establish efficient
societal mechanism to thoroughly handle new dilemma in
the present world, lessen risk factors, provide opportunities
for good media and strengthen every concerned party.

* Reduction of the malevolent
Decreasing risk factors posing on children and youth
in an online world is a collaboration between Minister
of Culture and Minister of Education in creating
a standard to control and make order of inappropriate
media for instance, severe eradication of pornography -
“Media burning children’s heart”. In addition,
classification or media rating according to the
content, designation of area and law governing media
sale, regulations of internet café or game café as well
as penalty for producer and seller of inappropriate
media are implemented.

¢ Promoting the benevolence
Expanding coverage of media and creative
activities for youth is the task of school, religious
institute, community, private sector with a support
from the government under the concept of “Good
media and TV program make a whole nation wiser
together”. The government can provide sponsorship in
the form of “funding”, promotion for producers of

Power The Thought | 39



* ApANu
dugsnanudnudaesnsaLATILazNTALg
AN AADAAUANLATNUNUINARLAZADuANE 11
P - e A
NN3AFNANTINTA LAAN $9NDNNNTAYUITLILAGEIING
ANIANHIRARINLAZLENTE N NEIAN warlataniy
ANIEULNUMAD Media Education 138 Media

Literacy nadaiasnianlinslnadeating “fwinviuae”

UIMINFENATNNT LTINS IR LINAT19%59AT b6

= o dld Y o 1 o di = U 1

NARNAIANTNNN970UTA W RIANT 8T UL 8ZDR bAWA
mia"fmﬁuﬁmﬁﬁLﬁ@mmm?’fmmimx (open content)

1 aada a dl 3| 6 all 4
i ANNLAE ﬁml,ﬂummum‘m'a@uvl,@u flsznavlddne
mw”ﬂmmwmmﬂ AdawiunengiaenAuain
TunduGEes sUuuundnsesnisa¥sarsynsnasilail
fuhaulaie nesanaideyaiidunanud Aidlatenna
nnaudAnddnsanlunsaauflavzeiiumuiion
Tudoundlaanysndls soawmsiannmeungan
Lﬁmmwﬁﬂuiumnﬁﬂﬂﬁmu@ﬂ'wmmL?q AEIANAL
Adneans mmmmﬁﬁﬁwLmﬂL@qimﬁqmmiﬁﬁaﬁwm
wnataya mmmumummiﬂuwmuuj WNNFINES
LSRN e e e v undLsn e
nszauinuaNaulavesdldldetnsiainuany
o v =3 va & @
Aaerukazgaulaasaini o ldaumnasidmdy

creative drama program and TV program for family,
etc. opportunities should be offered to new
generation so that they can share knowledge, support
activities and areas for generating additional income.

e Building immune
Strengthen the family and children rearing as
well as role promotion of media and educational
institute in instilling a good value in the children.
Furthermore, investment on research to monitor and
servile society and particularly, role enhancement of
media education or media literacy and promotion for
the youth to consume media with “wisdom that can
outwit the power of media” are carried out.

An example of successful measure to promote
the creative use of internet after the campaign for
the society to increase good media is open content
creation such as wikipedia, an online encyclopedia
containing various knowledge in Thai. With over 10,000
topics for research, the website showcases interesting
features in creating online encyclopedia through its joint
effort in creating knowledgeable information which allow
everyone to have a right to amend or add information that
is still incomplete. Wikipedia has become well-known and
gained fast popularity for its use in information search
with a simple keyword. In particular, Wikipedia keeps
information contributors as well as topic experts in building
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up and developing the content together so as to develop
the content that can improve the learning of a multitude
of users according to their interest. Youth and interested
parties then can use internet as an access to work or
add information to the on-line encyclopedia anytime.

To immunize, build understanding and learn to
use internet with safety and creativity, it is found that
most parents have faced problems in monitoring
or comprehending due to a lack of time to study or
appreciation. Some parents are “Technophobic”; namely,
they are afraid of accepting new technology which makes
safe internet at home more difficult. Because the schools
can install controlling mechanism at server to prevent LAN
from accessing websites unsuitable for children. Mostly,
the learners will study during the class under supervision of
the teachers. Hence, the riskiest area of using internet is
home and game shop where the children can sit in front of
screens for hours or perhaps all day.

Hence, every family and educational institute has
a paramount role in the success of a strategy of curbing
sinful media, increasing virtuous media and building
immune. It can be achieved by offering advice, incubating
and guiding learning direction to empower all youth with
skills and ability in harnessing technology in a creative
manner and never allowing internet to transform the life or
lead it to darkness, but that very click is aimed at leading
them to desired learning.
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