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Objectives

• To understand how media affects youth in 
the digital era compared to earlier 
generations.

• To understand how the concept of Web • To understand how the concept of Web 
2.0 fits with today’s youth’s mindset.

• To understand fanworks and their impact 
on certain demographics of Internet 
users.



Computer & Internet 

Usage Statistics

• In 1999, most adolescents used a computer for about 

27 minutes daily; by 2004, their time increased to 62 

minutes a day (Roberts, Henriksen, & Foehr, 2009).

• The same could be said about those going on the 

Internet – 73% of youth went on the Internet in 2000, Internet – 73% of youth went on the Internet in 2000, 

but by 2007, the numbers increased to 93% (Roberts, 

Henriksen, & Foehr, 2009).

• Between 2000 and 2008, there was a 290% increase 

for global Internet usage (Tapscott, 2009).  See the 

map on the next slide to see how the world appears 

when considering Internet users by countries.



Internet Users 
World Map



The Generation 
Categories

• Tapscott (2009) described “Net Generation” or Net Gen 

(also known as the “Millenials” or “Generation Y”) as 

those born between January 1977 and December 1997, 

which constitutes to 81.1 million children in the United 

States.States.

– Compare Generation X of 44.9 million children from January 
1965 to December 1976.

• Those born between January 1998 to present are 

known as “Generation Next” or “Generation Z.”

• Many of the today’s youth fall under the Net Generation 

and Generation Next.



Internet Trumps 
Television

• According to Tapscott (2009):

– Compared to the older generations, the Net 

Generation is more active with their media usage.

• An example to consider: television.  Most older generations 
sit back and watch the television as passive viewers.sit back and watch the television as passive viewers.

• The Net Gens watch television, but they do other activities 
like going on the Internet, reading, and doing homework.

• The Net Gens prefer the Internet over television.  In fact, an 
average of 77% from 12 countries all say they will choose 
the Internet over television (Tapscott, 2009)!



The Eight Net 

Generation Norms

• To understand the Net Generation’s 
mindsets (and probably even Generation 
Next) there are eight norms that define 
the Net Generation (Tapscott, 2009).  the Net Generation (Tapscott, 2009).  
These can be applied to anybody in the 
digital world, but these norms are 
commonly applied to the Net Gens.



Net Generation 
Norms

• #1: They value freedom in everything they do.  To them, choice is 
important.

• #2: They love to customize and personalize.  From their desktop 
layout, to their gadgets covers and cases, to their digital life, if they 
can customize something, they will do it.

• #3: The marketing world needs to understand that Net Gens will 
scrutinize their products.  They need to realise that the Net Gens’ 
input and feedback will affect the company’s product.

• #4: They seek corporate integrity and openness about their 
product and as their future workplaces.  The Internet is a place to 
share information, and they want companies to not put up any 
barriers from the information they seek.

(Tapscott, 2009)



Net Generation 
Norms (cont.)

• #5: They want to combine entertainment and play in their 

educational life, workplaces, and social life.  Basically, 

because of their exposure to video games, they are aware 

that it is possible to attain a goal in more than one route.  An 

example would be with checking Facebook during work –example would be with checking Facebook during work –

they will make up their work at home as another route.

• #6: Net Gens are all about collaboration and relationship.  

Multiplayer games such as massively multiplayer role-

playing games (MMORPGs) and social media websites are 

popular because of the collaborative interface and their 

emphasis on building relationships.

(Tapscott, 2009)



Net Generation 
Norms (cont.)

• #7: Since the Internet has grown faster from the dial-up 

days, Net Gens are all about speed.  The need for 

instant gratification comes from this concept, and they 

bring it into other aspects of their life.

• #8: Lastly, Net Gens are innovators, and that comes • #8: Lastly, Net Gens are innovators, and that comes 

into the products they use, preferring companies that 

are innovative and creative.  They are also innovators 

themselves (take Mark Zuckerberg and his team who 

created Facebook).

(Tapscott, 2009)



Web 2.0 and 
Its Impact

• “Web 2.0 is all about harnessing collective 

intelligence applications to manage, understand, 

and respond to massive amounts of user-

generated data in real time” (O’Reilly & Battelle, generated data in real time” (O’Reilly & Battelle, 

2009).

• The concept of Web 2.0 is what drives the 

Internet users, software creators, and 

programmers.  What we experience on the 

Internet right now is considered to be a Web 2.0 

experience.



The 3 Cs of 

Web 2.0

• In simpler words, the concept of Web 2.0 revolves 

around the 3 Cs:

– Create

– Collaborate

– Communicate– Communicate

• Think about what youth and others do on the Internet.  

Many of them create their own videos, blogs, websites, 

arts, comics, stories, and so much more.

• They collaborate on their projects with each other by 

communicating feedback to improve, or they work on 

projects together as a team.



The World of 
Fanworks

• Fanworks creation is one of the many activities that became 
popular due to the rise of the Internet and with the concept of Web 
2.0.  Fanworks have existed long before the Internet, but the 
Internet made it more wide-spread and easily accessible (Thomas, 
2011).

• Fanworks are non-profit works created by fans based on a • Fanworks are non-profit works created by fans based on a 
particular fandom.  Not all fans are creators; some are audience 
members in the fandom!

• A fandom can derive from any entertainment source-like books, 
films, television shows, video games, and even real life or historical 
events.  

– Some fandom examples: the Harry Potter series by J.K. Rowling; Star Trek 

series; the Final Fantasy video game series; Pokemon series.



Fanworks Break 
Downs

• Fanworks are further categorized into their types:
– Fanfictions/Fanfics = stories or any written work (some are short, 

others are 100,000+ words long, epic novels!)

– Fanart = traditional art or digital art scanned or drawn digitally

– Fanvids = fan-made videos (such as music videos)– Fanvids = fan-made videos (such as music videos)

– Fanmix = fan-made soundtracks of compiled tunes

– Fanzines = fan-made magazines.  In fact, the very first fanzines 

came out in the 1930s (Warburton, 2010)!

– Fansites/Fanshrines = sites created and dedicated to something 

about the fandom (for example a character shrine to Jacob from 

Twilight).

– Cosplaying = Creating and wearing costumes of their favorite 

characters.



Fanworks 

Genre

• Along with the types, fanworks are further 

broken down into five “romance” genres:
– Gen: Works that do not focus on romance.

– Het: Works that feature male/female pairings.– Het: Works that feature male/female pairings.

– Slash: Works that feature male/male pairings.

– Femslash: Works that feature female/female pairings.

– Threesomes: Works that feature male/female/male, 

female/male/female, and other combinations.

(Warburton, 2010)



How Fanworks 
Work

• Scenario One: Individuals become fascinated by the world they are 
immersed in.  They imagine themselves in that world, and they 
began to write, draw, and create what is in their mind.

– When a person puts themselves into the works, he or she is creating a 

“Mary Sue,” a character that is based off of themselves and is 

“perfect.”  For example, “Debra” writes about “Debbie” being Harry “perfect.”  For example, “Debra” writes about “Debbie” being Harry 

Potter’s new lover.

• Scenario Two: Individuals do not like how the story is going or they 
consider alternate scenarios and question the what-ifs, so they 
decide to create their ideas and see how it flows.

– An example would be from Harry Potter.  Maybe the fan prefers Harry 

with Draco (despite Harry being heterosexual in the series), so he or 

she thinks and creates an entirely different work on that concept.



How Fanworks Fit 

the Eight Norms

• Going back to Tapscott’s (2009) eight norms, see how 

fanworks fit them:

– #1: Fanworks give them the freedom to express their creativity.

– #2: Fanworks allow them to customize their works within an 
existing fandom.existing fandom.

– #3: Fanworks let fans scrutinize the existing work, and from 
there, they come up with alternatives.

– #4: Fanworks give original creators of fandom the opportunities 
to see how their fans react and receive the work (corporate 
integrity and openness).



How Fanworks Fit the 

Eight Norms (cont.)

– #5: Fanworks are a form of entertainment and play for many 
of those involved.  To them, it is an escape from reality and it is 
their way of having fun.

– #6: Fanworks involve collaboration as individual help each 
other critique and improve works, and team up on combined 
projects; doing so forms deep relationships and friendships projects; doing so forms deep relationships and friendships 
that can be continued online or offline.

– #7: Fanworks such as fanvids and fanmixes require fast 
Internet (speed) to upload the finished products.

– #8: Fanworks allow creators to be innovators, as they think of 
ways to share their works and be creative with plot lines and 
work styles that have already been done by others.



The Fans Behind 
the Fanworks

• According to Warburton (2010):

– 90% of fanfiction writers are women.

– The ages of the fans range from those in their teens to those 
over 50-years-old.

– Many of the women discovered fanfictions and other fanworks – Many of the women discovered fanfictions and other fanworks 
in their teens (with the ages 13-15 being the most common age 
group).

– Fans are from all over the world.  Some of them even come into 
the English fandoms despite English being their second 
language, and they use fanfiction as a way to improve their 
English.

– Some fans do not tell non-fans their activities (Chandler-Olcott 
& Mahar, 2003).



Advantages

• Promotes creativity with various 

mediums.

• Encourages fans to think outside 

the box.

Disadvantages

• Like anything with the Internet, 

there are risks involved with 

interacting with some people in 

the fandom.

• A lot of fanworks are explicit and 

The Advantages 

and Disadvantages 

of Fanworks

• Allows fans to find their self-

identities and sexual identities.

• Fans interact with each other on a 

local or global level.

• Friendship and mentoring develop 

within the communities.

• A lot of fanworks are explicit and 

meant for adults, but many older 

fans do warn and label their works 

that are sexual in nature.

• Some authors will not support 

fanworks.

(Warburton, 2010)



Online Fan 
Communities

• Popular online communities for fanworks:

– http://www.fanfiction.net

• The largest fanfiction website on the web.  They do not allow NC-17 rated 

works.

– http://www.archiveofourown.org

• An archive created for fans by fans to host works.  Sponsored by the • An archive created for fans by fans to host works.  Sponsored by the 

Organization for Transformative Works.

– http://www.livejournal.com or http://www.insanejournal.com or 

http://www.dreamwidth.com

• An online journal community that is popular for fans to get together and 

share their works in a blogging format with friends.

– http://www.tumblr.com

• Popular for those who like to share graphics and other digital works 

regarding fandom.



The Wrap Up

• Technology has really changes to the way people view 

and live in our current world.

• Web 2.0 has contributed greatly to the way the Internet 

works.

active, not • The Net Gen and Generation Next are active, not 
passive, consumers of what they use when compared 

to the previous generation.

• Fans who create fanworks, or are part of the fandom, 

are very active in what they do.



Personal 

Touch
Going by Tapscott’s generational set up, I am considered to be a Net Gen, and the 
characteristics of the Net Gen fit me in many, many ways.  Reading his book (which I highly 
recommend) allowed me to see myself in a different light, and I was surprised by how I fit the 
Eight Norms to a T.  Like Taspscott (2009) said, I grew up digitally.  By learning how to make 
webpage since 1999 and owning a domain since 2001, I have taught myself how to use graphic 
design programs, and the Internet has been a place for me to try out new things.

As for fanfictions, I got into them when I was a freshmen in high school in 1999.  I began with As for fanfictions, I got into them when I was a freshmen in high school in 1999.  I began with 
the anime fandoms (Slayers and Gundam Wing) before entering the Harry Potter fandom in 
2001, which is the fandom I am currently with (10+ years!!!).  I occasionally enjoy other fandoms 
that are smaller than Harry Potter.  Being a fanfic writer has allowed me to improve my own 
writings, and I have met many fantastic fans online – some I have even met offline when they 
visited Korea or when I went to Japan!

I have tried to include much about the subject, but there are so many topics that did not get 
covered in the slides.  If you have any questions, or want further details (especially about the 
world of online fandom), please ask away!



References

Chandler-Olcott, K. & Mahar, D. (2003).  Adolescents' anime-inspired "fanfictions": An exploration of multiliteracies.  

Journal of Adolescent and Adult Literacy, 46(7), 556-566. Retrieved from 

http://ezproxy.msu.edu/login?url=http://search.proquest.com/docview/216913696?accountid=12598; 

http://magic.msu.edu:4550/resserv?genre=article&issn=10813004&title=Journal+of+Adolescent+%26+Adult+Lit

eracy&volume=46&issue=7&date=2003-04-01&atitle=Adolescents%27+anime-

inspired+%22fanfictions%22%3AAn+exploration+of+multiliteracies&spage=556&aulast=Chandler-

Olcott&sid=ProQ:ProQ%3Apqrl&isbn=&jtitle=Journal+of+Adolescent+%26+Adult+Literacy&btitle=

O'Reilly, T. & Battelle, J.  (2009).  Web squared: Web 2.0 five years on.  Retrieved from O'Reilly, T. & Battelle, J.  (2009).  Web squared: Web 2.0 five years on.  Retrieved from 

http://www.web2summit.com/web2009/public/schedule/detail/10194

Roberts, D. F., Henriksen, L., & Foehr, U. G.  (2009).  Adolescence, adolescents, and media.  In R.M. Lerner & L. 

Steinberg (Eds.), Handbook of Adolescent Psychology, Vol 2: Contextual Influences on Adolescent 

Development (pp. 314-344).  Hoboken, NJ: John Wiley & Sons Inc.

Tapscott, D.  (2009).  Grown up digital: How the net generation is changing your world.  New York, NY: McGraw Hill.

Thomas, B.  (2011).  What is fanfiction and why are people saying such nice things about it?  Storyworlds: A Journal 

of Narrative Studies, Issue #3, 1-24.  doi: http://dx.doi.org/10.5250/storyworlds.3.2011.0001

Warburton, J.  (2010).  Me/Her/Draco Malfoy: Fangirl communities and their fictions.  In S.R. Mazzarella (Ed.), Girl 

wide web 2.0 (pp. 117-137).  New York, NY: Peter Lang.


