SUMMARY  
The information society is one in which the production, processing and distribution of information are the primary economic and social activities. In an information society, an ever- increasing amount of time is spent with communications media and using information technologies such as the telephone and the computer. More and more people are employed as information workers- people who produce, process, or distribute information as their primary work  activity. The information society is a further step in the evolution of society from  its former bases in agriculture and manufacturing into an information economy, in which the manipulation of information is the primary economic activity. 

More and more communication is created and distributed in computer- readable digital form. 

This means that the same basic technologies can be used to transmit all forms of communication- Whether in the form of text, audio, or Video- and that computer technology can be used to manipulate information in so- called intelligent networks. In fact, the processes of telecommunication and computing are merging to such a degree that we can refer to them as telematic systems in which data transmission and processing are fully integrated. Thus, separate channels are no longer needed for each medium. The organizations that produce and distribute communication are also merging as part of the convergence trend. The information superhighway is a term used to describe the low convergent media systems. 

All communication processes can be described in terms of a simple model in which a corporate or individual source encodes a message and transmits it through a physical channel to the person for whom the message is intended, the receiver. We call this the SMCR model. In most communication situations, feedback is also provided between the receiver and the source. The communication process takes place in the contxt of a culture shared by the source and the receiver. 

When the communication channel is an electronic or mechanical device- such as a radio station or a printing press- we call it mediated communication. Mediated communication may be point- to point, point- to- multipoint, or multipoint- to multipoint. Communication can be characterized according to the number of people involved. 

Intrapersonal communication involves one person, interpersonal communication usually includes only two people, and small- group communication encompasses less than a dozen participants. Large-group communication involves dozens or hundreds of persons, but feedback is still immediate. Mass communication involves hundreds or thousands of people, and there is no immediate feedback. Communication can also be characterized according to the setting in which it takes place. Organizational communication happens inside a formally structured organization. 

A variety of meaning have been attached to the term "interactive," ranging from the simple ability to select content from a large number of options to devices that could pass the Turing test by faithfully mimicking human interaction. The term should be reserved for communication situations in which there is a give and take between two or more parties- that is, an interaction in which all parties respond to one another and the character of their responses is contingent on their prior exchanges. 

The convergence of computer, telecommunications, and mass media systems is bringing a bout some fundamental changes in the way the mass communications media function. Mass media sources are becoming more numerous, and also less authoritative and professionalized. Their ability to act as gatekeepers who set the agenda for public opinion is also being diminished. 

Messages are customized for smaller and smaller specialized audience segments, sometimes even using personal forms of address, and are narrowcast to these segments, rather than being broadcast to a homogeneous audience. Channels are proliferating not only to reach the new audience segments but also to target specific locations. The long- term trend is to integrate the many specialized channels into a single, all purpose digital network that will provide access at the convenience of the audience. Audiences are likewise becoming smaller and less anonymous than they were formerly and have improved and more expeditious means of providing feedback to the source of the media content- and even to participate in the creation of that content. 

The new communications media systems that are emerging are digital, as opposed to analog. Familiar mass media forms such as radio and television are evolving into new forms, such as videotex, high- definition television (HDTV), and the World Wide Web section of the Internet, that are all- digital. 

Technical advances such as digital compression, broadband media, and fiber optic networks will greatly increase the number of channels coming into the home. New interactive capabilities will give users a new measure of control over the those channels, including the ability to order the media presentations they wish, on demand. Digital technology also makes it possible to mix text, audio, computer graphics, and video into integrated multimedia networks to produce entire media presentations from computer workstations, as with desktop publishing. 

How did the Computer Develop? 

Charles Babbage and Lady Ada Byron created plans for the difference engine, a mechanical precursor to the modern computer, in the 1820s, but they were unable to construct it with the crude manufacturing technology of the day. Herman Hollerith's electromechanical tabulating machine saved the day for the 1890 U.S. Census and was the core invention around which International Business Machines (IBM) eventually grew. 

The first electronic computer was designed, although not successfully built, by John Vincent Atanasoff in 1939. Data processing needs in world War ll resulted in the construction of the first working digital computer, Colossus, and the first programmable computer, ENIAC, developed by von Neumann, Eckert, and Mauchly. The SAGE system, which produced breakthroughs in computer memory, data communications, and display technologies, was also in sired by military needs. The commercialization of the computer began with the purchase of the UNIVAC computer by the U.S. Census in 1951, but was largely driven by the success of the IBM Corporation with its Model 650 and Model 360 computers. 

Supercomputers are extremely fast computers used in research and industrial design applications that require enormous data processing capacity. Mainframe computers are used by large organizations for high- volume, general- purpose business applications. Minicomputers are medium- sized computers, often found at the center of large computer networks. Workstations are computers that make the power of a mainframe or minicomputer a vailable to a single user. Personal computers are designed to handle the communication and computation needs of individual residential and general business users. 

Advances in integrated computer memory circuits made it possible to construct small- scale computers. The Altair was the first personal computer, although the apple ll was the first machine of its kind that would be recognizable to today's pc user. College dropouts Steve Jobs. Stephen Wozniak, and William Gates share the credit for key developments in personal computer hardware and software, although it was computer giant IBM that gave personal computers their initial boost into the workplace. 

There are five generations of computer processor technology. First- generation computers used electronic tubes while second- generation computers replaced the tubes with transistors. Integrated circuits, followed by very large scale integrated circuits went into third- and fourth- generation computers, respectively. Fifth- generation supercomputers use a technique called parallel processing to speed their calculations. Advances in computer software, short- term and long- term memory, modems, local area networks, and interface devices were also critical to the development of the computer. 

The computer's central  processing unit is where data are processed and calculations are carried out. Short- term memory holds the programs, or software, that run the computer and saves the results of the calculations on a temporary basis. Long- term memory, in the form of floppy or hard disks, makes it possible to save programs and information after the computer has been turned off. Computer interfaces, such as the cathode ray tube, keyboard, and mouse, let the user interact with the computer programs. A modem is a device that makes it possible to send programs and files of data between computers over telephone networks, which were originally designed to transmit the human voice, not computer data. 

Powerful mainframe computers continue to evolve, to the point where they may exhibit artificial intelligence that in some ways replicates human thought processes. Main- frame computer power is now available in desktop workstations. Personal computers continue to progress in speed and power to the point that some nearly match the capabilities of  older work stations and minicomputers. Many now have advanced multimedia capabilities that can process audio and video  as well as computer data. Virtual reality perhaps represents the ultimate in the evolution of the multimedia computer- the ability to create artificial worlds that seem real to the senses. As personal computers are linked to increasingly powerful computer networks, personal computer users are able to share software, hardware, and communications among themselves.

The high end of the computer hardware industry is still dominated by a relative handful of firms, such as IBM, Digital Equipment Corporation, and Sun Microsystems. Apple,  IBM, and 

Compaq are leading personal computer manufacturers, but they are by no means dominant, with dozens of domestic and international  competitors. Microsoft is the leading manufacturer of personal computer software. Computer users may also benefit from freeware or shareware, which are  low- cost computer programs in the  pubic domain. 

About a third of U.S. homes have a personal computer. Minorities, women, and low- income households are unlikely to have computers available. Home computers are used only about an hour a day, on the average, primarily for work- related applications like word processing and electronic spreadsheets, although educational programs and computer games are also popular. Typical home computer configurations include a computer, printer, and game controller, although modems and CD- ROMs are increasingly common.

Policymakers in many nations such as France, Japan, and Singapore try to guide the development of computer technology inside their borders to help their countries be more competitive in the world wide information economy. In the United states this practice is called industrial policy, but is limited by political ideology and antitrust laws. Nonetheless, the government has had a significant influence on the computer industry in the past, primarily through its investments in research and development for military computer applications and through the purchasing power of government computer users. The issuance of copy rights (covering ideas( and patents (covering inventions) is another important means of guiding the development of computer technology. Recently, patent protection has been extended to computer software as well as hardware. 

Antitrust issues spurred the 1956 consent decree by which IBM was forced to separate its equipment manufacturing and information services businesses and open up competition in the leasing of mainframe computers, which had a major impact on the structure of the computer industry today. More recently, Microsoft Corporation settled an antitrust issue by curbing practices that made it difficult for other software firms to sell their own versions of the basic operating software found in personal computers. 
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