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Abstract:  Learning is being transformed for both learners and teachers by: (1) the ubiquity of low-cost digital devices; (2) a globally networked anytime, anywhere “Flat World” economy and society whose 1 billion-plus inhabitants are melding language literacy with digital media literacy and developing a bi-literate networked world; (3) the potential of global bi-literate access to what Andrew Carnegie called, “Free to the People” self-directed “popular education.” Non bi-literate teachers and schools faced with teaching “Generation M” youth who spend 6 ½  hours a day using non school-related digital media (Kaiser Family Foundation, 2005), are ill equipped to help today’s youth  become effective bi-literate learning and earning prosumers1: consumers whose input improves the quality of life for themselves and others (Toffler, 1990). Bi-literate teachers working with bi-literate students, as educational prosumers, are essential to building a productive knowledge-based global economy and society.

Introduction: We Are What We Learn

If what follows leaves only one memory trace, let this be it: “We are what we learn.”

Everything that follows is embedded in the above unique truth about each one of us. No species we know of learns as much, nor is as learning dependent as we humans. Our greatest instinct is our ability to identify, and selectively use to our advantage, appropriate elements from amidst the very large learning ecology that surrounds us. In this first decade of the 21st Century, our learning ecology is becoming an increasingly dynamic, digitally expanding global learning resource. As we interact with this digitally expanding ecology, each of us will construct, as we have always done, our unique learning niche. No other person has a learning niche exactly like ours, because, as my father used to say, “No two people are exactly alike.” 

What I think my father meant was: no two people can stand in exactly the same place at the same time, see and feel exactly the same things, use the same modes and means of learning in exactly the same way; have exactly the same thoughts about what they’re learning, do the same actions, and remember the same thoughts and actions in exactly the same way. Yes, we may learn some of the same things and use them in much the same way – processes like multiplication – but the overall variety of our learning experiences is what makes each of us unique: a one of a kind learner.  Teachers, knowing all this, keep doing their best  to work with this human fact of life, but the structure of schooling, and its constraints on teachers and students, makes this an enormous challenge.

As we’ve been told many times, schooling, is a product of The Industrial Revolution, whose leaders learned how to mass produce masses of things for an increasingly mass culture, using a tightly controlled mass production system. So schooling  took on the cultural-economic task of  the time: preparing the young to work in the culture’s mass-production factories. As a result, these young people’s learning was restricted to a tightly limited learning ecology, including little, if anything about the larger learning opportunities beyond both their reach and understanding.  And, within that very limited learning ecology, schooling moved its young ‘workers’ along much as factories produced mass produced goods – deploying and employing them in the an industrialized economy.
My father, born in 1888, when the Industrial Revolution was still in high gear, left the schooling sector of his lifelong larger learning ecology behind when he was nine. However, he fortunately never had to work in a factory. From nine on, he did all his learning in the much larger learning ecology of what was called, “the outside world.” Initially, he worked helping a local street peddler, his father. But by 12 he’d gotten a job that had a  title: “plumber’s helper.” Now, as he put it, he had, “the chance to learn a trade”… “be my own boss”... “do work that  people always need to have done, so I could support my family.”  By the time he was 20, he’d advanced from “helper” to “journeyman” to “apprentice” plumber; married, and by the time his second child was born, he’d  become a licensed “master plumber,” and, eventually, a successful plumbing and heating contractor -- who kept on learning from ‘the outside world.’ Whenever he saw people, whether individuals or groups not getting along with each other, he’d say, “they just haven’t educated themselves.”

I tell you this story because my father was a person who both survived and flourished, despite what Alvin Toffler described in his 1980 book, “The Third Wave,” as the…“historic breach between producer and consumer,” [caused, says Toffler, by The Industrial Revolution] adding, that the breach, which Toffler saw as still being very much alive (1980, would be, “…giving rise to the prosumer1 economics of tomorrow.”

Well, tomorrow is here, and prosumer economics and prosumers are now with us --- beginning to play its role in the transformation of both learning and earning.  I wonder what my father would have to say about this -- perhaps  what some of you may be saying:: “What’s a ‘prosumer”?  “What does ‘prosumer economics’ have to do with my work or my learning and earning?

As we’ll see, the answer is. “quite a lot.” But first, let’s look at what’s transforming learning today.

Transforming Learning

This first decade of the 21st Century is a time during which, globally, the modes, the means, and the ecology of learning are being transformed by the synergistic activity of more than a billion globally-networked people.
 In time, this transformation may prove to be as transforming for learning as the spread of writing and reading in the ancient world, and as the invention of printing and the spread of books that helped to birth the modern world.  However, unlike the current transformation, earlier transformations in the modes, means, and ecology of learning took many generations to spread globally. Just think about how many centuries it took for writing, reading, and books to expand the learning ecology of millions of people. In contrast, the current transformation -- barely a decade old – is expanding the mode, means, and ecology of learning for hundreds of millions of people, everyday (if not academically, then certainly, pragmatically). And this transformation is happening so rapidly, that unless we take time, and make an effort to notice it and think about its implications – globally, locally, and personally – it will soon become just one more of the many things we take for granted: “Hmm, when did that happen?”

So let’s invest a bit of our time and attention (the most valuable currency on the planet) examining the elements of this transformation in learning: what’s driving it, its potential, and the challenges and opportunities it presents. 

We’ll start with what I suggest are the three change agents most responsible the current transformation.  Each of these agents is related to the warp-speed growth of a global digitally-networked economy and society.  But these change agents, as powerful and fast moving as they are, we must understand, are just transforming learning.  As educators, we know that transforming schooling is another matter. This rapid transformation of learning at the individual, very personal level, will be in counter position with a very slow transition at the institutional,, quite impersonal school level.  But more on this, after we’ve considered the three 21st Century change agents now driving today’s transformation..

Change Agent 1 -- Increasing Digital Ubiquity / Decreasing Cost of Connectivity
The first of these three driving agents is the increasing ubiquity and the decreasing costs of the computers, related digital devices, and means of connectivity that are making global digital access a reality for an estimated 2 million new digitally-connected people every week!  

A recent example of this phenomenal change agent at work is the fact that within days of the initial, modest distribution of prototypes of the “$100 laptop”  that an American project plans to be distributing to children in the developing world by 2008, a similar project in India announced that it will be producing and distributing $10 laptops by 2010. In the meantime, the Intel Corporation  has its own production and distribution program with the goal of distributing low-cost computers to 11 million of teachers in developing countries. 

Whether or not these particular projects meet their announced schedules, goals, and projected costs hardly matters. If they don’t, others surely will.  The reason is simple. The continued growth of  today’s rapidly expanding anytime, everywhere, for everybody, digitally-connected global economy is dependent on the availability of affordable digital access for everybody.  Otherwise the expanding global economy can’t keep expanding.  This means that low-cost, very affordable “everybody computers,” will be produced, marketed, even given away, in order to enable the global economy to become truly global.

To get an idea of what the growth of the digitally-networked world has been like, and how it is likely to continue to keep expanding, let’s go back  to 1996, the first year for which statistics on global digital connectivity are available. 

In 1996, 50 million people were digitally connected, globally (see: (http://www.glreach.com/globstats/evol.html). A decade later, in June of 2006, the number of globally-connected people had grown to 1.2 billion. Given this level of growth, it’s quite likely, that, by early in the next decade, one out of every three people on earth – well over 2 billion –will be globally connected. 

But no matter how many millions or billions of  people become globally connected, if each of them is to benefit from their connectivity, each must learn to communicate using the digital technologies that facilitate their connectivity.  

Millions are doing this, acquiring a basic set of computer skills and digital communication skills; they are picking up new skills along the way.  Most do this by being self-motivated, self-directed learners who want to look like and feel that they know what they’re doing.  And when they need help, they can usually get it. The help mostly comes from computer savvy friends, but also from user-friendly software which gets iteratively improved by producers, using feedback from consumers to co-produce better versions. Some of these applications are free online tutorials that can be very helpful to novices: examples of one aspect of the co-produced ‘prosumer economy.’ 

It is interesting  that in the human services economy, the prosumer process has been referred to as “co-production” for some years (Cahn, 1994 and 2000).  In Cahn’s public activism, co-production is used to describe how, when community services are collaboratively produced by professional service providers (producers) and service  recipients (consumers).  With this bottom-up co-production, those community services are improved in contrast to top-down professional, institutionalized methods.

This process of producer-consumer (prosumer) co- production might easily be overlooked as relating to the current transformation of learning, but co-production is central to the learning process. It’s like applying the process good teachers use when they gather and use feedback from the learners they are teaching, in order to improve learning outcomes.  Good teachers have always been good, co-producing, prosumers.

 So, as teachers and educators, let’s just imagine how much better learning and teaching tools, all the textbooks and other learning resources that we and our students have been using over the years, could have become, had they been regularly revised on the basis of a seamless, automatic feedback from thousands of teachers and their students.   What is often missing is what the behavioral scientist calls “the value-added chain.”  Each recipient as an active participant along the service/product chain.  So, by listening to students as learner-prosumers (i.e., producer/consumers of personal and national intellectual capital), teachers, curriculum leaders, instruction leaders, along with everyone in the educational publishing industry would have learned a lot.  And, by applying what they’ve learned, would have produced better quality learning resources and practices. The result would have been that students, the ultimate educational prosumers, would have had better learning tools, better teaching, and better,  more effective learning experiences.
Change Agent 2. – Prosumer Co-production of ‘Bi-literate’ Communication and Learning 

To date, the most widely co-produced transformational aspect of learning during this decade is the development of “bi-literate” communication and learning.  This new way of enabling millions of people  to co-produce essential  human needs is, in fact, being co-produced by millions of digitally connected prosumers of all ages, ethnic groups, and languages, globally.  They are doing this by using software that some of them have produced (producers), that is enabling of the rest of them (consumers) to effectively meld their verbal (written and spoken) literacy skills with their newly learned (computer, digital media, and web information) literacy skills, to co-produce a new form of human communication: “bi-literate” global connectivity.  

Many millions of bi-literates are currently using their enhanced communication skills to live, learn, and earn in many different ways.  Even so, they are only beginning to tap into and understand the breadth and depth of the expanding learning ecology that is enabling them to do what they’re doing with such ease.  What started, a decade ago, as email, plus the searching and viewing static Web pages, today encompasses blogs, wikis, social networking, community learning circles, and whatever inventive means of digital connectivity comes next in the current transformation of learning. And each “next” keeps expanding the global learning ecology for every digitally connected person.   This is a profound transformation. And we are not only in the middle of it, we are co-producing it!

And, whenever those of us less adept bi-literates become a bit frustrated because our skills aren’t quite where we’d like them to be, we can always move into the trial and error, figuring-things-out mode. And it often works well enough to help us to gradually  become more adept and self confident as self-directed learners.  But, if we still need help, we connect with more savvy bi-literate friends who are willing to work collaboratively to help us co-produce what we need to learn; either with them or with help available via free, co-produced on-line tutorials. But despite all these new modes and means of learning, a portion of today’s billion-plus developing bi-literates do opt to learn their skills by signing up for formal instruction.  This instruction often takes the form of taking a course about how more complex tools enable bi-literates to embed various media in text documents, or how a spreadsheet can be expanded to do more complex computations.

Personally, I am very grateful to those who, when I can’t ”figure it out,” help me learn how to get past a difficulty.  I’m also grateful to those largely anonymous  software designers who take the learning needs of users like me into consideration by co-producing their products based on feedback from users. Both of the above are examples of collaborative, prosumer activity in action.

Now, here’s another example of learning prosumers at work. For over a decade, I and colleagues across the U.S. have had opportunities to observe prosumerism enabling very low-income people, many with very low levels of language literacy, significantly raising their language literacy levels in the process of learning (a) to use a computer, and (b) developing digital media and web skills.  Many are under-skilled, school dropouts and/or underemployed single parents, who, by learning technology skills – with the help of an experienced learning facilitator (who learner just as they are learning) -- have been empowering themselves with more employable skills, more confidence and competence as learners and earners. Together, they are co-producing ad hoc learning communities in which they are experiencing a mode of learning they had never experienced during years of top-down, as they put it, “teacher-student” schooling, and are learning more than they have ever learned. Source: (http://www.linct.org). They are prosumers who, as they learn to use a variety software tools and network connectivity, are positioned to co-produce added value for themselves, the economy, and society. And their new ‘learning and earning’ power is demonstrated  by their earning the computer (a used, donated business computer) they have learned to use.
What these school-dropout, learning and earning, co-producing prosumers are experiencing is precisely the kind of learning experience that today’s globally-networked, decentralized, less top-down (so called, ’flatter’) businesses are looking for in their employees: people ready to work and learn together; willing to take on new things, and figure out how to do them -- independently or collaboratively. With their newly ‘learned and earned’ bi-literate skills, they are preparing themselves to become part of the new knowledge-driven ‘Flat World’ that’s being created by the anytime, everywhere, for everybody global economy (Friedman 2005).  

Change Agent 3. – An Emergent Global “Popular Education”

The new Flat World’s ever-increasing access to an expanding global learning ecology, accessible to an increasingly expanding population of an anytime, everywhere digitally-connected world, can be seen as the early  21st Century version of spreading what Andrew Carnegie called, “popular education.”  To Carnegie this meant spreading popular education during the early 20th Century by his founding and funding of thousands of “Free to the People” libraries throughout the English-speaking world.  It was also a time of the greatest expansion in free public education. 

What Carnegie was doing though,  through ‘popular education,’ was providing access to learning  that considerably expanded the learning ecology of his era, and helped make it freely accessible to everybody, of every age, whether or not they were in school, had ever been to school, or had, like Carnegie, himself, left schooling behind at a very early age. Yet, after he dropped out of school at about age 10., he managed to become a very effective lifelong learner – and earner. So effective, in fact, was his mode of learning and earning that  , by age 40, he had become the wealthiest person in the world. And all of his enormous wealth, he gave to developing (a) ’popular education’ and (b) ‘world peace.’ Because his vision and belief was that lifelong learning and earning by “the people” would “erect the structure of an enduring civilization.” 

The Internet, the web, and digitally-connected global networking are today’s “Carnegie.” These technologies have emerged as the basis of  the 21st Century’s means for making  popular education’s learning and earning opportunities freely accessible to “the people.” And, quite serendipitously, they are helping to develop a learning (and earning) prosumer community that’s becoming more global every day.  

The digital-networking infrastructure that’s at the neutral, technological core of this rapidly expanding global community is enticingly enabling and empowering people to participate in, benefit from, and contribute to its ever expanding learning ecology.  It is within their ever-expanding ecology that every digitally-connected person  (prosumer) may construct her/his own personal learning and earning niche – by benefiting from and contributing to the growing ecology:  “Come on in, there’s room for everyone to construct their niche: it’s not a zero-sum game any more. We’re playing a new game. It’s called, “Win-Win.” And the only “ante” you need  to get into the game, and start winning, is “your learning.” 

As we ante-up, and prepare to play this new and challenging game (a quite challenging game) we -- as teachers, educators, must ask, and have a very good answer to a very important question:

How can we best learn, and help all students to learn to discern which among the myriad elements of the ever-expanding learning ecology surrounding them are worth their concerted time and attention (their most valuable currency) ?  That is how can we get students to understand that  most valuable learning tool they’ll ever own is own they already own; concerted time and attention = learning.

What makes our new, ever-expanding learning ecology particularly challenging is that, unlike the more controlled, sector of pre-globally-connected, pre-digitally expanding learning ecology, schooling, the learning (and earning) options available to all of us in today’s world are not merely enormous.  Many of them are enticingly, intrusively or unobtrusively getting us, students, and every one who’s globally connected, to invest time and attention in many activities; some of value and many not.  As with so many other things in life, there are trade-offs within the new ‘win-win’ game we’re learning to play. And there are risks involved.  Living and learning within the nicely boxed learning sector called school is a lot less risky.  But the learner and learning is now out of the box.    

Learning Outside “The Box” 

In today’s expanding global learning ecology, school age youth are surrounded by many modes and means of out-of-the-box learning. Their options of what to learn, how to learn, and when to learn are enormous, readily accessible, and just keep on increasing. As we’re noting, learning is going through a challenging transformation. 

The majority of these increasing learning options are looked on by educators and researchers as “non school-related media,” that are being used outside of the school day.  However, when the use of these was studied and reported on in the 2005 Kaiser Family Foundation report “Generation M: Media in the Lives of 8- to 18-Year-Olds,” we find that America’s 8-to-18 year olds are investing, on average, about  6½ hours a day of outside of school time using these options, doing media multi-tasking: concurrently watching TV, DVDs, and videos; playing video games;  listening to the radio, CDs, tapes, and MP3s; using computers, and surfing the Web.  They are also reading newspapers, magazines, and books -- all considered “non school related media”

Not only is this more time than youth spend in school each day of their 180-day school year, but these daily hours very likely increase during the 185 days-a-year youth are not in school.
Although the Kaiser Family Foundation Study did not explore in detail the effects of this large media investment time on school-related learning (other than youth self-reporting that it has little or no effect on their in-school performance)  advocates and critics of the effects of TV viewing and video-gaming point to positive and negative effects.

However, a widely respected analyst of the effects of both video gaming and TV on learning, Steven Johnson (2005), in his book, “Everything Bad Is Good For You,” makes an  impressive case that both video gaming and TV watching are having positive effects not only on learning, but on general intelligence: the intelligence,  measured by I.Q. tests.  Johnson’s convincing reasoning is that, the increasingly more complex, layered, and intersecting plot lines of popular TV shows during the last two generations, is the most likely explanation of why I.Q. Tests have had to be regularly recalibrated, upwardly, during the last 40 years, in order to sustain an IQ score of “100,” as the “average” score. If this re-calibration hadn’t happened, just like the kids in Lake Wobegone, we’d “all be above average!” I say “all”, because this finding has proven to be consistent across all demographic and ethnic groups, in all parts of the U.S.. 

As for video gaming,   Johnson says that such gaming  takes youth into  unstructured environments that require them to actively explore, looking for the environment’s underlying logic, and finding order and meaning in what can be multi-layered confusion.  As for real evidence, for now about all that can be said is that youth are getting something out of their persistent probing , or they wouldn’t  be voluntarily spending all that time, when there’s lots else to do in a very popular and constantly expanding sector of today’s learning ecology.  Johnson doesn’t address a unique, some might say bizarre, or at least odd prosumer development that is emerging around game playing: adept players who achieve levels within a game through which they achieve gaining ‘a magic sword’ or other such prized accomplishments, are creating businesses, selling their prizes on line to  less adept gamers (Dibbell, 2006).
A very insightful analysis of the current and future value of such gaming for school-related learning is by Eric Klopfer and Susan Yoon of MIT: Developing Games and Simulations for Today and Tomorrow’s Tech Savvy Youth. They not only make a strong researched-grounded case that supports Johnson’s experiential insights about the value of gaming for learning, they make a strong case for the value of having teachers and students developing games, collaboratively. 

Were this to begin happening on even a small scale, it would evidence development of a pioneering prosumer contribution to both education and the growth of the prosumer economy with today’s expanding learning ecology. It would also help relate what’s going on with learning in the larger learning ecology outside of schools with what’s happening inside; a relatedness that has been largely ignored by too many educators and educational researchers.  But, perhaps, I should be saying, “ignored, until recently.” There is a recent indication that this important issue may finally begin receiving the investment of time and attention it deserves.

A report by “The Time, Learning, and Afterschool Task Force”, recently funded by the Mott Foundation, is made up of researchers and educators from across the U.S. It’s good that this Task Force exists, but such and effort is long over due. It’s good to see the Task Force saying, “We [as a society] are not getting very far very fast because we persist in placing all the responsibility for teaching on the schools and on a short school day," 

The group’s task is …“rethinking the relationship between time and learning.”  The report recommends strategies such as community partnerships, extended school days, student internships, and better after-school programs as modes to improve the use of time for learning.  These recommendations, are essentially calling for expanding the learning ecology beyond schooling. However, one wonders whether their rethinking is going to address the amount and quality of out of school learning that youth are already doing, voluntarily.

One hopes (1) that this Task Force is addressing what’s really going on with youth who are so engaged with the ‘out of the box’ sector of their learning ecology in which they’re already investing so much of their time and attention.  It may be very difficult for schools and parents to engage kids in another agenda.  (2) that Task Force members have all read “Don’t Bother Me Mom, I’m Learning” (Marc Prensky, 2006).  (3) If the Task Force is addressing this issue, how are they planning to motivate all youth (in upper, middle, and lower class families) to invest even a small percentage of their 6 ½ hours of personally-selected learning options in other types of out-of school learning? 

One also hopes that that the group is addressing what promises to be the most important effect of the time-attention investment by America’s 8- to 18-year-olds in their personally-selected ‘out-of-the-box’ learning. This important issue is  the imbalance between American students year-round, at-home investment of almost 6½ hours a day in non-school-related media multitasking, on the one hand, and, on the other hand, their less-than-half-year, in-school investment. of under four hours a day in academic, on-task learning. Typically, their in-school investment is 3.8 hours a day (five 45-minute periods) of core academic classes, totaling barely 700 hours during a 180-day school year. 
Although the Kaiser study focused only on participants’ out-of-school media investment during the school year, it’s unlikely that Generation M’s almost 6½-hour-a-day media investment lessens during the other 185 days of the year. If so, we’re looking at year-round individual investments in non-school-related media multitasking of more than 2,000 hours.   Compare this to their individual investments of under 700 hours during a 180-day school year in core academic classes, and there’s a 3-to-1 imbalance. But if the Task Force takes into account the years of research by Berliner and others (Berliner, 1990) demonstrating that during the typical 45-minute academic class, students are seldom engaged in on-task learning for more than a third of their in-class time, the imbalance increases enormously.

Building on Berliner’s years of research, my colleagues and I -- aided by willing groups of student testers (prosumers), plus a very talented college-student programmer (mentored from the age of twelve by my colleague, Curtiss Priest, --- have been developing a web-based e-learning environment designed to empower individual learners to self-assess, and pedagogically control their use of appropriate learning resources, based on their self-assessed learning needs. The environment is designed to increase and record each learner’s on-task, engaged learning time, plus enabling the learner to further self-assess, reflect on, and ‘journal’ how well she/he is progressing toward their learning goals.  An additional aspect of the learner’s control within this environment is its on-line mentoring option: for young learners, mentoring can begin in after-school programs; once the mentor-mentee relationship has been established, it may be continued online, saving travel time and expense, providing for more mentoring time. We are hopeful that our ongoing research and development of this e-learning environment will help to increase students’ “engaged learning time,” nationally, enabling them to rebalance the current imbalance between the in-school and out-of-school learning investments. 

This imbalance—and how to narrow it—deserves to be the subject of an intense national conversation, hopeful informed by the work of the newly formed Task Force.  Nationally, we need to assess the effect of this imbalance on how well America’s youth are developing their own -- and the nation’s -- intellectual capital: a much needed “prosumer movement.”

 One question that needs to be discussed is how much of a shift America’s “Generation M” youth need to be make to bring its current investment of time and attention in “non-school-related” media into better balance with on-task, school related in-school and after-school learning.  Another very important question to explore is, how much of, and which among students’ current “non-school related media,” may possess  the learning characteristics described by Johnson and Klopfer, and thus need to be reconsidered, even recommended, as worthwhile learning resources? This long overdue national discussion also needs to address the important question motivating youth toward improving the quality of the learning they are doing, both in and outside of school (Komoski, 2005).

As part of this effort, America needs to communicate to its youth that, as learners, they are vigorously being competed with by their peers, globally.  Every American youth needs to understand the degree to which their personal future -- as well as America’s future -- depends on how discerning they become in selecting among, and investing their time and attention in the use of quality learning opportunities within their expanding learning ecology.  Teachers, as prosumers, have a critically important role in co-producing value-added student ability. And, with their students co-producing the intellectual capital will be able to invest in the new global learning-and-earning economy.

Tomorrow is here, the game has changed. Yes, it’s a Win-Win, not a Zero-Sum game. But in prosumer economics some winners are going to win more than others.  This being the case, the most important part of the game is constructing as effective a learning-and-earning niche as each student is capable of constructing,  Yes, in part, co-producing with their teachers, and, perhaps, in part collaboratively with a mentor or peer. But, ultimately, learning is achieved by one’s self. It’s what the human self is uniquely qualified to do. 
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1 “We invented the word prosumer many years ago in my book, The Third Wave.  It's a composite of production and consumption, obviously, and we argue that there was, prior to the invention of money, people who lived without money. Everybody was a prosumer, growing their own lunch, sewing their own clothes, building their own shack and so on. So it was a pre-monetary or a nonmonetary economy. However, more and more prosuming populations (moved over to) become part of the (consuming or) money system. 

So there were fewer and fewer people living off their own production. But prosuming hasn't gone away. In fact, we now know and we understand the importance of this goes back at least to the '60s or earlier, and Gary Becker, the Nobel prizewinning economist, was one of the first ever to make the case about this. We track 10 or a dozen pathways by which the activities of people in the nonmonetary economy have impacts on the money economy, and we argue that you can't understand what's going on in the money economy unless you also take into account the interactions between these two.”
Source: http://www.gartner.com/research/fellows/asset_165710_1176.jsp (Alvin Toffler, as interviewed by Gartner Fellow Ken McGee on November 27, 2006)
