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Abstract 

Education, learning, and technology combined with a new generation of students called 

digital natives are on a collision course with instructors called digital immigrants. The 

collision has created a learning gap between digital natives and digital immigrants. The 

learning gap is based on the differences between students, parents, teachers, and school 

administrations and what each group knows, thinks, and expects when using technology 

to learn. This paper documents evidence of the learning gap between digital natives and 

digital immigrants. This evidence is based on studies about the interactions between the 

digital natives and digital immigrants (students, teachers and administrators) and their 

relationship to technology. To reduce the learning gap, teachers and school administrators 

must take a leadership role. Digital immigrants are now tasked with engaging digital 

natives in the learning process. Instructors need to understand generational, pedagogical, 

and technological needs. Class curricula require good instructional plans that promote 

pedagogical practices involving interactive inquiry or problem-based, technology-

enriched teaching and learning. Teachers need to accept and embrace change and school 

administrators need to support faculty development. Digital natives and digital 

immigrants must work at better communications to help reduce the learning gap.  
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Prensky’s Digital Natives Versus Digital Immigrants:  

Urban Legend, Fact, or Fiction? 

 
There seems to be an ever-widening learning gap these days between how teachers 

approach instructing students, how students learn, and how students prefer to learn. 

Parents, students, faculty, and school administrators continue to view and experience 

technology very differently and this continues to widen the learning gap (“The New Media 

Consortium”, 2008). Marc Prensky is the author of many articles and books about gaming 

and how students learn as well as a proponent of changing how teachers instruct. Prensky 

(2001a) states, “today’s students are no longer the people our educational system was 

designed to teach” (p. 1).  

This new generation of students is known by a few different names such as the 

Net Generation (Oblinger, Oblinger, 2005, p. 1.2), Millennials (Taylor 2007), and Digital 

Natives (Prensky, 2001a, p. 1). In the context of digital natives, there are also digital 

immigrants. The digital immigrants are a mix of teachers and older students. Prensky 

(2001a) discusses technology-related reasons as the difference between digital natives 

and digital immigrants. He says: 

Today’s students – K through college – represent the first generations to 
grow up with this new technology. They have spent their entire lives 
surrounded by and using computers, videogames, digital music players, 
video cams, cell phones, and all the other toys and tools of the digital age. 
Today’s average college grads have spent less than 5,000 hours of their 
lives reading, but over 10,000 hours playing video games (not to mention 
20,000 hours watching TV). Computer games, email, the Internet, cell 
phones and instant messaging are integral parts of their lives. (p. 1) 
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Elements of the learning gap (small and large) are attributed to student and parent 

expectations, school administration and policy guidelines, instructors’ technological 

prowess (or lack of it), and how teachers see their role when instructing digital natives 

(Kim Farris-Berg 2005). Prensky (2001a) goes on to say “The single biggest problem 

facing education today is that our digital immigrant instructors, who speak an outdated 

language (that of the pre-digital age), are struggling to teach a population that speaks an 

entirely new language, (p. 2). This paper examines the argument that there is a learning 

gap between digital natives and digital immigrants, the reasons for it, and how to reduce 

it if this gap exists.  

Elements of the Learning Gap  

The learning gap cited in this paper is defined by the differences between what a 

student actually knows, thinks, and expects versus what the instructors (or school 

systems) know, think, expect, and teach and also what parents think and expect. Authors 

Levin and Arafeh (2002) of “The Digital Disconnect: The Widening Gap Between 

Internet Savvy Students and Their School” list many elements that cause the learning 

gap. Here seven of the many examples. (1) There is a wide variation in teacher policies 

about how the Internet is used by students in class and for class projects outside of class. 

(2) Schools and teachers have not yet recognized and have not responded to new ways to 

that students can learn and do research over the Internet. (3) Schools and teachers do not 

use technology in teaching. (4) It is the administrators, and not the instructors, who set 

the tone for Internet use at school. (5) Instructors do not competently use technology to 

engage students. (6) Some students and teachers don’t have computer skills and need help 
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to update those skills. (7) Students think that professional development and technical 

assistance for teachers are crucial for effective integration of the Internet into curricula.  

Another important example of research that illustrates the learning gap is from the 

Net Day Speak Up projects (from 2003 to 2008). All of these reports and studies not only 

offer evidence about the learning gap, but they provide insight into student trends, student 

learning activities, and how students, teachers, parents, and school administrators have 

been changing over the course of five years (2003 to 2008). These reports also show how 

the learning gap fluctuates. In some cases, the gap is reduced in one area because of 

conscious efforts and widened in other areas as technology evolves and other factors 

change. (McGee, Dias, 2007). 

Understanding Generational Differences for Effective Teaching 
  
To grasp the implications of overcoming the learning gap, a generational timeline, 

with comments about the three generations involved, needs to be discussed. This timeline 

provides a snapshot of who is involved with today’s teaching and learning. The timeline 

also provides insight into how digital natives and digital immigrants approach learning 

and their generational traits. 

Baby Boomers: 1943-1960. This generation was shaped by the cold war, the 

hippy movement, social awareness, the drug culture, Vietnam, TV, the Kennedy and 

King assassinations, the Beatles, Rock N Roll, Johnson’s Great Society, landing on the 

moon, Woodstock, Nixon, WaterGate, and Kent State (Taylor, 2007). 

Generation X: 1961-1981. This generation was shaped by their parents, the Baby 

Boomers. Gen Xers thinking has significant overtones of cynicism against things held 

dear to the previous generation (the Boomers). In Gen Xers’ lifetime, the Cold War ended 
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and Ronald Reagan was president; these two factors created a preoccupation with all the 

problems of the preceding generations and it those influences. There are fewer Gen Xers 

so they are termed the baby busters. Gen Xers feel influenced and changed by the social 

problems they see as their inheritance: racial strife, homelessness, AIDS, fractured 

families, and federal deficits (Taylor, 2007). 

Millennials: 1982- 2003. Millennials are the children of late baby boomers and 

early Generation Xers. They grew up with “Babies on Board” signs in cars during the 

early Reagan years (1980s) as well as with signs “Have You Hugged Your Child Today” 

that were a sign of the early Clinton years (1990s). Millennials feel like they are a 

generation of “wanted” children and that they are central to their parents’ sense of 

purpose. Many Boomer parents delayed having children until they were financially 

secure. Boomer parents tend to be over-protective, but Millennial are confident because 

they have parents believing in the importance of self-esteem raising them. Millennials are 

optimistic yet practical. They want their parents involved (really involved) and they 

accept authority. Their “growing up messages” were: “Be smart – you are special” and 

“leave no one behind.” They are taught to be inclusive and tolerant of other religions and 

sexual orientations (Taylor, 2007).  

Being connected 24/7 has taught the Millennials to be interdependent on family, 

friends, and teachers. A common theme is to achieve now, with the idea of getting into 

the right college or the right preschool as well as think of the greater good, invoking the 

call to serve your community. Millennials are used to being organized in teams and have 

spent much of their time working and learning in groups (Taylor, 2007). They believe it 

is cool to be smart (Oblinger, Oblinger, 2005). Millenials are achievers who are very 
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much into setting and meeting goals. Pressured by parents, teachers and peer competition, 

Millennials study hard wanting to succeed in college and in careers that “pay off” nicely. 

(Taylor, 2007). 

Digital Natives and Education 

Many observations can be made about the Net Generation (as Oblinger calls 

Millennials). These observations merit special mentions because of the potential impact 

on higher education (p. 2.4). Digital immigrants and instructors need to be aware that 

Millennials have preferred learning styles that include using technology and multitasking. 

Millennials don’t think of technology as optional, but rather a way of life. For them, the 

availability and use of technology is a given (p. 3.6). Millennials believe that information 

must be individually tailored to them and that technology is available to use. However, 

they understand that using technology is not a learning substitute. It is critical that 

information is portable and that any type of content must be dynamically generated. ‘Lag 

Time’ is a foreign concept to them (Taylor, 2007). College students gravitate to group 

learning activities and are fascinated by new technology. Using technology, is not just 

about having the technology, they think in terms of activities that technology enables. 

(Oblinger, Oblinger, 2005, p. 2.10).  

Millennials work in teams and learning is participatory. They like experimental 

learning that involves interactions with others (Oblinger, Oblinger, 2005, p. 2.13). 

Millennials like and learn from games (Prensky, 2001a, p. 1). Trial and error is a key 

learning strategy (Nintendo logic) and Millennials are used to bits and bytes as well as 

flash and color. They have zero tolerance for delays and are “rule followers.” But (we) 

must give them clear rules they can understand (Taylor, 2007). They have the “ability to 
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read visual images—they are intuitive visual communicators.” With “visual-spatial 

skills—perhaps because of their expertise with games, they can integrate the virtual and 

physical.” Millennals prefer “inductive discovery—they learn better through discovery 

than by being told.” “Operating with Attentional Deployment, they are able to shift their 

attention rapidly from one task to another” and they may choose not to pay attention to 

things that don’t interest them, “and they have fast response time—they are able to 

respond quickly and expect rapid responses in return” (Oblinger, Oblinger, 2005, p 2.5). 

Prensky and the Brain 

The premise about digital natives proposed by Prensky is that the digital natives 

have grown up with technology and have a better understanding of it because that is all 

they have known their whole life. No matter how comfortable digital immigrants are with 

technology, they did not learn it first. However, other researchers and writers such as 

Oblinger and Oblinger point out that while the net generation was “exposed to IT 

beginning at a very young age,” other generations can adapt to the use of technology in 

the context of learning (p. 2.2). Prensky (2001b) goes on to suggest that because digital 

natives have known only how to use digital technology that they have a different thought 

process from other generations (p. 1). Prensky (2001a) in the article: “Digital Natives, 

Digital Immigrants – A New Way To Look At Ourselves and Our Kids” goes on to claim 

that there are other reasons for a difference between digital natives and digital 

immigrants.  

One reason is that digital natives’ brains work differently than digital 
immigrants’ and that this impacts how digital natives think and learn 
related to technology. It is now clear that as a result of this ubiquitous 
environment and the sheer volume of their interaction with it, today’s 
students think and process information fundamentally differently from 
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their predecessors. These differences go far further and deeper than most 
educators suspect or realize. (p. 1) 
 
While teaching methods might need updating to accommodate digital natives, the 

idea that somehow human brains are wired differently because Millennials are the only 

generation that has exclusively been exposed to digital technology seems unrealistic. 

Prensky’s references (Caine, Caine, 1991) support his conclusions that the brain changes 

based on different stimuli. Other sources such as Bruer’s, books titled: The Myth of the 

First Three Years (1999) about brain research also verify these claims that the brain 

changes after birth. And while the brain develops at different rates during various stages 

of life, the brain can adapt and accept change based on diverse stimuli (that can be good 

or bad) from social, economic, personal, and environmental factors that impact change 

and this change can happen to anyone, not just Millennials. (Nelson, C, 1999, p.43). 

An interesting point made by Pensky (2001b), who is not a brain researcher, and 

others who are in the brain research field, is while experiments are done on humans and 

other animals, no one really knows if any of this is true abut the brain (p. 2). Brain 

researchers do have different forms of evidence about the brain and how it works. 

However, it is impossible to say (with a 100% accuracy) that the brain works exactly one 

way. Other factors that influence the thought process of digital natives are games. 

Prensky has written extensively about this in books such as: Don't Bother Me Mom--I'm 

Learning! (2006) and in articles such as “Why Games Engage Us.” (2001). However, 

according to Prensky (2001b) he states:  

We often hear from teachers about increasing problems their students have 
with reading and thinking….One key area that appears to have been 
affected is reflection. Reflection is what enables us, according to many 
theorists, to generalize, as we create “mental models” from our 
experience…. In our twitch-speed world, there is less and less time and 
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opportunity for reflection, and this development concerns many people. 
One of the most interesting challenges and opportunities in teaching 
Digital Natives is to figure out and invent ways to include reflection and 
critical thinking in the learning (either built into the instruction or through 
a process of instructor-led debriefing) but still do it in the Digital Native 
language (p. 5). 

 
Digital Natives Learning Styles Versus The Role of Digital Immigrants 

Do Millennial students or digital natives learn differently than the generations 

preceding them? Yes, they do! But not because they were born with their brains in tune 

with digital technology. The Net Generation have distinct behavioral traits from being 

comfortable using and learning with technology. And while, they understand that using 

technology is a way of life, they know it is not a learning substitute. Millennials think in 

terms of the activities that technology enables. They like to be engaged intellectually with 

activities such as games, working in teams where everyone participates, using trial and 

error experiments as important learning strategies and they like to follow the clear cut and 

understood rules. A shortcoming of Millennials is not reflecting after learning takes 

place.  

These traits are due to generational influences such as their upbringing and the 

way that technology evolved during the time Millennials were growing up. This learning 

behavior is not uncommon between students, parents, teachers and school administrations 

of different generations. In the struggle between generations, digital immigrants need to 

take a leadership role to address the generational learning gap. Digital immigrants who 

are tasked to teach digital natives need to learn how to speak their language. 

What about digital immigrant behavior? Moore, Fowler and Watson (2007), the 

authors of “Active Learning and Technology: Designing Change for Faculty, Students, 

and Institutions”, state, “however much the public rhetoric champions transformative 
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change—the kind of organizational learning that signals a marked shift in the way 

colleges and universities behave—the reality is that most mature organizations and the 

individuals they employ resist change” (p. 1). 

One suggested solution to help digital immigrants reduce resistance is to lower the 

digital immigrant’s learning anxiety. The digital immigrants need to accept that change is 

necessary to learn new practical skills. Tactics, such as training and coaching, along with 

incentive programs, are necessary to facilitate change and encourage progress (Moore, et 

al. 2007, p. 43).  

Digital immigrants need to understand how to work effectively with digital 

natives, For example, “Digital natives are used to receiving information really fast.” This 

is referred to as twitch speed (Prensky, 2001a, p. 2). Digital immigrants don’t understand 

twitch speed skills that digital natives have developed. When a digital immigrant comes 

to teach a class, he or she assumes that students learn the way they always have and that 

tried-and-true teaching methods will work. Prensky (2001a) states, “that assumption is no 

longer valid” (p. 3). 

Digital Immigrants Delivery Skills Need To Change 

Change agents are necessary for developing and maintaining new skills for 

“fluency with information technology in higher education.” To have successful change 

related to using technology, three knowledge and skill-development areas must be 

acquired. The first is learning day-to-day skills such as how to navigate a computers 

operating system or working with word-processing applications. Second is to understand 

the advantages and disadvantages of when to use various electronic media to achieve 

stated aims. Third is to develop knowledge and skills to improve intellectual capabilities 
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that support high-level problem solving, critical thinking, and clear communication when 

working in information-technology-enabled environments. All of these skills require 

practice. Faculty members need to develop knowledge of technology-based processes. 

Six best practices describe activities that faculty should participate in, learn, and 

ultimately use to change their teaching behaviors, They include: “(1) manage institutional 

issues; (2) implement adult learning practices; (3) offer incentives to participate; (4) 

deliver workshops; (5) utilize colleagues and peers; and (6) provide ongoing support” 

(Moore, et al., 2007). 

Good management practices are necessary to establish an “atmosphere of trust” 

that provides an environment in which faculty can fail without losing face. Rewards are 

needed to encourage faculty to take risks and be creative. Open and frank discussions 

about how technology works enables faculty to see where they are stand in relationship to 

using technology to develop 21st century skills. (Moore, et al., 2007, p. 46). Skills for the 

21st century include: learning and working with Weblogs also known as Blogs, 

collaborating on and working with Wikis, learning how to work with collaborative social 

networking websites such as My Space and Flicker, creating and working with Podcasts 

and being Web aware and savvy. (Richardson, 2005, p. 8). 

In a article by Moore et al. (2007) the title heading: Pedagogy First, Then 

Technology is used to describe good teaching practices. This title heading suggests that 

pedagogical practices need to involve “interactive, inquiry- or problem-based, 

technology-enriched teaching and learning” (p. 46). This requires teachers to develop 

pedagogical strategies that require students to be actively engaged in learning and 

developing “problem-solving and problem-posing skills” in technology-enabled learning 
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environments. Faculty need to “discover, implement, and assess effective technology-

enriched teaching and learning practices (p. 46). Some faculty members have changed 

their teaching approach simply to get the attention of students. “But reexamining 

pedagogical practices to curb students’ inattentiveness ought not be the principal aim of 

change” (McGee, Dias, 2007). The ideas should be to create a better learning 

environment that engages and challenges students. 

Reducing Learning Gaps 

What can be done to reduce the learning gap between instructors and students? 

Questions that faculty might consider are: “(1) What do achievements in critical thinking, 

problem-solving, and communication (and in other higher-level capabilities desired 

across areas of study) look like in technology-enriched environments? (2) What teaching 

strategies might be used to help students attain the achievements identified?” (Moore et 

al. 2007 p. 51). Fundamentally instructors need to become fluent in developing 

technology-based skills. While digital immigrants will rarely catch up with digital 

natives, the instructors need to have good instructional plans developed that will allow 

them to engage students with technology (McGee, Dias, 2007). Once students are 

engaged, an instructor uses content to teach (Taylor, 2007). Digital immigrants need to 

learn how to capture the learner’s attention by using technologies students are familiar 

with to deliver the content a teacher want his or her students to know (Taylor, 2007). 

Instructors also need to know each of their students. Talking with and listening to 

students to find out what they are interested in is imperative. (Prensky, 2006, p. 139). 

Finding out what digital natives interests are will help instructors find unique ways to 

gain the students’ attention and create interactivity. Another suggestion is to teach using 
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games that the students have interest in. Ideas to gain attention and engage might include: 

forming a good connection between the learner and the social context in which the 

learning will take place. For adolescents, making the curriculum and instruction relevant 

to their experiences, culture, and goals help the students see value in the curriculum. 

(Oblinger, Oblinger, 2005, p. 10.3).  

Instructors need to participate in trend watching such as following NET DAY 

polls to stay in touch with national trends (Taylor, 2007). Letting students collaborate on 

a variety of tasks from in-class projects to homework is helpful. One way of supporting 

more collaboration is to encourage use of mobile technology such as using instant 

messaging in the context of homework to allow students to work together when they are 

not at school. Millennials want to learn and like being engaged. While the learning gap 

may never be closed, the solution is to find a way to engage them (McGee, Dias, 2007). 

Conclusions 

The purpose of this research was to examine if a learning gap exists between 

digital natives and digital immigrants and if there is evidence of a learning gap, then 

provide feedback for how to reduce it. The answer is yes. There is a learning gap between 

digital natives and digital immigrants that is related to technology. And this gap appears 

to be widening. 

The causes of the learning gap are related to many factors such as the generation 

gap between Millennial students and instructors, between students and parents, the 

profusion of technology, fear of technology by instructors, lack of technological skills, 

inflexible and poorly managed school systems, and poor communication between 

students, parents, instructors, and school administrations. Each participant in the learning 
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process needs to communicate effectively to ensure that students learning needs are met 

despite any learning gap. This often takes time and patience.  

Millennial students are technically savvy, expect technology to be part of the 

learning equation. They are used to being intellectually engaged with technology. They 

like working collaboratively and are often part of a social networking system. 

Teachers and school administrations need to take a lead role in reducing the 

learning gap. Good communication between teachers and student is vital. Instructors need 

to develop an understanding of each generation involved in the learning process then they 

have to come up with strategies to address generational, pedagogical, and technological 

needs. Instructors need to develop good instructional plans that promote pedagogical 

practices that involve interactive, inquiry- or problem-based, technology-enriched 

teaching and learning. In this process, teachers need to employ tactics that capture the 

attention of Millennials, Gen Xers, and Baby Boomers to keep them engaged. 

Teachers need to accept and embrace change. School administrations need to 

support faculty during professional development activities to allow them to develop, 

maintain, and update information technology skills.  

 Teachers who understand Millennial student needs, participate in professional 

faculty development, and provide engaging classrooms and learning that use technology 

will help reduce the learning gap between digital natives and digital immigrants. 

References  
 
Bruer, J., (1997). Education and the brain: A bridge too far, Educational Researcher. 

Retrieved February 28, 208 from 
http://www.jsmf.org/about/j/education_and_brain.htm 

 



 15 

Bruer, J., (1999). The myth of the first three years: A new understanding of early brain 
development and lifelong learning. Free Press. Retrieved March 1, 2008 from 
http://www.nytimes.com/books/first/b/bruer-myth.html 

 
Caine, R. & Caine, G. (1991). Making connections: Teaching and the human brain. 

Alexandria, Virginia: ASCD, 1991.Addison-Wesley Publishing Company. 
 
Farris-Berg, K., (2005). Tech-savvy students stuckin text-dominated schools: A summary 

of available research on student attitudes, perceptions, and behavior. 
Educations/Evolving ST Paul MN. 

 
Goode, E., (2008). How culture molds habits of thought. Article New York Times. 

Retrieved March 1, 2008 from 
http://www.nytimes.com/library/national/science/health/080800hth-behavior-
culture.html 

 
Kujala, T., Karma, K., Ceponiene, R., Belitz, S., Turkkila, P., Tervaniemi, M., and Na¨a¨ 

ta¨nen, R., (2001). Plastic neural changes and reading improvement caused by 
audiovisual training in reading-impaired children. Retrieved February 28, 2008 
http://www.pnas.org/cgi/content/abstract/98/18/10509 

 
Levin, D., Arafeh, S., (2002). The digital disconnect: The widening gap between internet 

savvy students and their school. Pew American Institutes for Research Retrieved 
March 10, 2008 from http://www.pewinternet.org/PPF/r/67/report_display.asp 

 
McGee, P., Dias, V., (2007). Wikis and podcasts and blogs! Oh, My! What is a faculty 

member supposed to do? Retrieved March 19, 2008 from 
http://connect.educause.edu/Library/EDUCAUSE+Review/WikisandPodcastsand
BlogsO/44993 

 
Moore, A., Fowler,S., Watson, E., (2007). Active learning and technology: Designing 

change for faculty, students, and institutions. EDUCAUSE Volume 42, Number 
5, September/October 2007. Retrieved March 10, 2008 from 
http://connect.educause.edu/Library/EDUCAUSE+Review/ActiveLearningandTe
chnolo/44994 

 
Nelson, C, (1999). Neural plasticity and human development, American Psychological 

Society. Retrieved March 13, 2008 from http://web.ebscohost.com.proxy-
bc.researchport.umd.edu/ehost/pdf?vid=7&hid=2&sid=39ebb6c5-5ad4-4036-
a10d-c9eded58642d%40SRCSM1 

 
NetDay, (2004), Insights and ideas of teachers on technology highlights from the national 

report on NetDay speak up day for teachers 2004. Retrieved March 10, 2008 from 
http://www.netday.org/news_2nd_SUD4S.htm 

 



 16 

NetDay, (2005). NetDay 2005 Speak Up. Our voices, our future: Student and teacher 
views on science, Technology and Education. Retrieved March 30, 2008 from 
http://www.netday.org/SPEAKUP/pdfs/SpeakUpReport_05.pdf 

 
NetDay, (2006a). Speak Up 2006 snapshot of selected national findings from teachers 

http://www.tomorrow.org/docs/Speak%20Up%202006%20National%20Snapshot
_Teacher.pdf 

 
NetDay, (2006b). Speak Up 2006 snapshot of selected national findings from K-12 

Students Retrieved March 10, 2008 from 
http://www.tomorrow.org/docs/Speak%20Up%202006%20National%20Snapshot
_K-12%20Students.pdf 

 
NetDay, (2007). Speak Up 2007 for students, teachers, parents & school leaders selected 

national findings - April 8, 2008. Retrieved March 30, 2008 from 
http://www.tomorrow.org/docs/National%20Findings%20Speak%20Up%202007.
pdf 

 
Oblinger, D., Oblinger, J., (2005). Educating the net generation. EDUCAUSE 

Transforming Education Through Information Technologies. Retrieved March 10, 
2008 from http://www.educause.edu/ir/library/pdf/pub7101.pdf. 

 
Prensky, M., (2008). Backup education? Too many teachers see education as preparing 

kids for the past, not the future. Published in Educational Technology, Vol 48 No 
1, Jan-Feb 2008. Retrieved February 23, 2008 from 
http://www.marcprensky.com/. 

 
Prensky, M., (2001a). Digital natives, digital immigrants -- A new way to look at 

ourselves and our kids. From On the Horizon (NCB University Press, Vol. 9 No. 
5, October 2001). Retrieved February 23, 2008 from 
http://www.marcprensky.com/. 

  
Prensky, M., (2001b). Digital natives, digital immigrants, part II: Do they really think 

differently? From On the Horizon (NCB University Press, Vo 6, December 2001) 
Retrieved February 23, 2008 from 
http://www.marcprensky.com/writing/default.asp. 

 
Prensky, M., (2003). Digital immigrant remedial vocabulary version 1.02, Retrieved 

February 26, 2008 from http://www.marcprensky.com/writing/default.asp. 
  
Prensky, M., (2006). Don't bother me mom--I'm learning! Paragon House, 1925 Oakcrest 

Avenue, Suite 7, St. Paul, MN 55113. 
 
Prensky, M., (2005). To educate, we must listen reflections from traveling the world 

Retrieved February 26, 2008 from 
http://www.marcprensky.com/writing/default.asp. 



 17 

  
Prensky, M., (2005). In educational Games, complexity matters mini-games are trivial - 

but “complex” games are an important way for teachers, parents and others to 
look at educational computer and video games. Edited version published in 
Educational Technology, Vol. 45 No.4 July. Retrieved February 26, 2008 from 
http://coe.sdsu.edu/eet/articles/digitalnatives/index.htm. 

 
Prensky, M., (2005). Engage me or enrage me: What today’s learners demand. 

EDUCAUSE Review, vol. 40, no. 5 p 60–65. 
 
Prensky, M., (2004). The emerging online life of the digital native: What they do 

differently because of technology, and how they do it. Retrieved February 23, 
2008 from http://www.marcprensky.com/writing/default.asp. 

 
Prensky, M., (2004). Turning on the lights. Retrieved February 23, 2008 from 

http://www.marcprensky.com/ 
 
Prensky, M., (2001). Why games engage us. From Digital Game-Based Learning 

(McGraw-Hill, 2001). Retrieved February 23, 2008 from 
http://www.marcprensky.com/ 

 
Public Broadcasting System, (2008). The Brain Fitness Program. Seven Elements of 

Plasticity. Aired on public television. March 14, 2008 
 
Richardson, W., (2005). Blogs, wikis, podcasts and other powerful web tools for 

classrooms. Corwin Press. A Sage Publications Company. Thousand Oaks, 
California. 

 
Taylor, A (2007). Understanding the millennia student. Presentation. Retrieved February 

28, 2008 from 
http://search.tcu.edu/search?q=millennials&spell=1&access=p&output=xml_no_d
td&ie=UTF8&client=default_frontend&site=default_collection&proxystylesheet
=default_frontend www.staffassembly.tcu.edu/ 
presentations/Millennial_Student_TCU.ppt 

 
The New Media Consortium, (2008). The 2008 horizon report. The New Media 

Consortium and the EDUCAUSE Learning Initiative. Retrieved January 30, 2008 
from 
http://blackboard.umbc.edu/webapps/portal/frameset.jsp?tab=courses&url=/bin/co
mmon/course.pl?course_id=_31087_1 


