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Abstract

The Xanadu houses were a good projection into digital home technology of the future as
many homes now integrate the features of the Xanadu houses. This technology in today's
digital home has become extensive, is used in almost all home activities and is rapidly
increasing. However there has been one major social change within digital home systems
since the Xanadu houses were constructed. This report shows that ICT in the home is
effecting social isolation and is causing the reduction of traditional physical face-to-face
contact.
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1. Introduction

The vision of what makes a digital home has changed since the conception of a digitally
enabled residence in the late 70's and early 80's. At this time the peak of digital home
technology was the Xanadu houses in the United States. These were three houses built to
showcase the latest digital technologies and to predict future technologies that were expected
to take a place in the home. The houses were of a polyurethane construction, with an
ergonomic design and fitted with full home automation systems. The houses also featured
entertainment systems, intruder detection and were constructed to be energy efficient.

The Xanadu houses were a good projection into digital home technology of the future as
many homes now integrate the features of the Xanadu houses. However there has been one
major social change within digital home systems since the Xanadu houses were constructed.
The houses automation systems were designed to control a person's life, to make sure they
ate the right diet after different activities and the occupier got the right amount of sleep. In the
modern digital home the focus is not on giving computers control but rather just using the
technology to make life more comfortable and for entertainment.

This technology in today's digital home has become extensive, is used in almost all home
activities and is rapidly increasing. The question is whether this increase in technology within
the home is leading to social isolation as there is no need to leave the house for many of the
reasons there used to be.
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2. STEEPLE Analysis

The term social isolation is the reduction in/lack of traditional physical face-to-face contact
with other people. In order to determine if this statement is true the STEEPLE analysis
framework will be used to analyse the use of technology in the home in different aspects of
life.

To gather data on the effect of ICT on the home we discussed technologies impacts on our
peers' homes and asked them to fill out a short questionnaire which we will use to back up our
conclusions.

2.1 Social

The popularity of social networking sites such as Facebook, MySpace and Bebo have
changed the way people interact and socialise with each other. This can be seen in the
questionnaire carried out with 55% of people using these sites and those people tend to use
more than one.

Which Social Networking Sites do you Use?

MySpace  Facebook Bebo WAYN  FaceParty Friendster  Other  DoNot Use

Figure 2.1: Bar chart giving number users for each social networking site in survey.

Acquaintances can now keep in touch with each other anywhere in the world and keep each
other updated as to what they are doing with messages and pictorially. A group of friends can
now be much wider as people meet online who otherwise wouldn't and friends are not lost
contact with as easily as a permanent record is available of friendships and it's easier to
contact them.

The more established instant messaging clients have a much larger usage compared to
social networking site but this is likely to change during the next few years.

Which Instant Messaging Clients do you
Use?

MSN Yahoo AOL Skype Google X-fire Other Do Not Use
Talk

Figure 2.2: Bar chart giving number users for each messaging client in survey.
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Users of new social technologies like instant messenger clients and social networking sites
are creating a group of younger people, who are socially inept. While they may have a large
group of virtual friends the amount of time spent physically with these people has been
reduced. This leads to a lack of real world social skills which will affect their lives in the future
in situations like job interviews.

A new language has also grown up around social networking technologies like instant
messenger clients. This short hand language is beginning to appear in real life applications,
for example within exams. Obviously lacking grammar and involving both numbers and letters
the language that has grown up around instant messaging is of little use in real life and may
actually prevent communication to 'normal’ language speakers.

2.2 Technological

Technology has had a huge impact on the home in the past 10 years. The wide availability
and relatively cheap cost of Personal Computers has allowed for technologies and systems to
become a vital part of life that would not have been possible without this.

How many years have you owned a
computer for?

W1 w3 w3 M4 W5 Wg W7 W Mg W10 W11

®12 ®13 W14 W15 W16 W17 W18 W15 W20 W21 MNfa

Figure 2.3: Pie chart giving number of years owning a computer.

How Many Computers Do You Have in your
Home?

b

Figure 2.4: Pie chart giving the number of computers owned.

More specifically broadband has seen a large growth since its introduction approximately 6
years ago, the results of our questionnaire in Figure 2.5 suggest that most people have had
broadband for 4 years or less.
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How Many Years Have You Had Broadband?

%

Figure 2.5: Pie chart giving number of years having broadband.

Technology has to some extent contributed to social isolation; this can be attributed to the rise
in broadband subscribers. Broadband has allowed for people to shop, socialise, bank and
many other tasks from the comfort of their home.

Broadband has also allowed for services such as on demand TV and the downloading of films
to your computer. In addition to this high quality, large screen televisions, DVD players and
home cinema systems has seen a decline in people going to the cinema as a social event,
thus supporting our theory that technology is contributing to social isolation.

Which Home Entertainment Equipment do you
own?

HiFi G
c

ames  DVD Player Blu-Ray  HD-DVD Media  SkyPlus None
onsole Player entre

Figure 2.6: Bar chart giving the entertainment equipment owned.
Another way in which technology is contributing to social isolation is the amount of time
people are spending on their computer on a daily basis. This is supported by our

guestionnaire as shown in Figure 2.7, which shows that the majority of people spend in
excess of 5 hours a day on their computer.

Figure 2.7: Bar chart giving time of computer use per day.
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