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] Unit One ]

Cyberspace & Websites
I £& == 8] 5 o] g

,[ Pre-reading Activities |

1. Answer the following questions:
(1) What is cyber space?
(2) What is your favourite website?
(3> From what sources do you learn about the world news? Do you often read website
news?
2. Surfing the Internet;
Visit websites. Find out the basic elements of a website and report to the class.
3. You will read texts in English. After each text, you will be asked to do the exercises that
follow. Watch for answers to these important questions while you are reading:
(1> What can people usually do on the Internet?
(2) What is the origin of the word “cyberspace”?
(3) What is the metaphorical meaning of “cyberspace”?

Cyberspace™ is the electronic medium of computer networks, in which online commu-
nication takes place. v

The term “cyberspace” was first used by the cyberpunk™ science fiction author William
Gibson. Widely used since, it has been criticized by its inventor, as Gibson himself would
later describe it as an “evocative and essentially meaningless” buzzword that could serve as a
cipher for all of his “cybernetic musings”. The first component of the term comes from “cy-
bernetics”®, which is derived from the Greek kufepvorre (Kybern€tés, steersman, gover-
nor, pilot, or rudder), a word introduced by Norbert Wiener’s for his pioneering work in
electronic communication and control science.



Now ubiquitous, in current usage the term “cyberspace” stands for the global network
of interdependent information technology infrastructures, telecommunications networks and
computer processing systems. As a social experience, individuals can interact, exchange ide-
as, share information, provide social support, conduct business, direct actions, create artis-
tic media, play games, engage in political discussion, and so on, using this global network.
The term has become a conventional means to describe anything associated with the Internet
and the diverse Internet culture. The United States government recognizes the interconnec-
ted information technology and the interdependent network of information technology in-
frastructures operating across this medium as part of the US National Critical Infrastructure.

According to Chip Morningstar and F. Randall Farmer, cyberspace is defined more by
the social interactions involved rather than its technical implementation. In their view, the
computational medium in cyberspace is an augmentation of the communication channel be-
tween real people; the core characteristic of cyberspace is that it offers an environment that
consists of many participants with the ability to affect and influence each other. They derive
this concept from the observation that people seek richness, complexity, and depth within a
virtual world.

Origins of the term

The word “cyberspace” (from cybernetics and space) was coined by science fiction nov-
elist and seminal cyberpunk author William Gibson in his 1982 story “Burning Chrome” and
popularized by his 1984 novel Neuromancer.  The portion of Neuromancer cited in this re-
spect is usually the following:

Cyberspace. A consensual hallucination experienced daily by billions of legiti-
mate operators, in every nation, by children being taught mathematical con-
cepts. .. A graphic representation of data abstracted from the banks of every com-
puter in the human system. Unthinkable complexity. Lines of light ranged in the
nonspace of the mind, clusters and constellations of data. Like city lights, rece-
ding.

Despite its originally negative overtone, the term no longer implies a negative
connotation.

Gibson later commented on the origin of the term in the 2000 documentary No Maps for
These Territories :

All T knew about the word “cyberspace” when I coined it, was that it seemed
like an effective buzzword. It scemed evocative and essentially meaningless. It was
suggestive of something, but had no real semantic meaning, even for me, as I saw
it emerge on the page.

Metaphorical
The metaphor used to describe the “sense of a social setting that exists purely within a



space of representation and communication. . . it exists entirely within a computer space,
distributed across increasingly complex and fluid networks.” (Slater 2002, 355> The term
“Cyberspace” started to become a de facto synonym for the internet, and later the World
Wide Web™l, during the 1990s, especially in academic circles and activist communities. Au-
thor Bruce Sterling, who popularized this meaning, credits John Perry Barlow as the first to
use it to refer to “the present-day nexus of computer and telecommunications networks.”
Barlow describes it thus in his essay to announce the formation of the Electronic Frontier
Foundation (note the spatial metaphor) in June, 1990

In this silent world, all conversation is typed. To enter it, one forsakes both
body and place and becomes a thing of words alone. You can see what your neigh-
bors are saying (or recently said), but not what either they or their physical sur-
roundings look like. Town meetings are continuous and discussions rage on every-
thing from sexual kinks to depreciation schedules.

Whether by one telephonic tendril or millions, they are all connected to one
another. Collectively, they form what their inhabitants call the Net. It extends
across that immense region of electron states, microwaves, magnétic ficlds, light
pulses and thought which sci-fi writer William Gibson named Cyberspace.

—John Perry Barlow, “Crime and Puzzlement,” 1990-06-08

As Barlow, and the EFF, continued public education efforts to promote the idea of
“digital rights”, the term was increasingly used during the internet boom of the late 1990s.
Virtual environments

Although the present-day, loose use of the term “cyberspace” no longer implies or sug-
gests immersion in a virtual reality, current technology allows the integration of a number of
capabilities (sensors, signals, connections, transmissions, processors, and controllers) suffi-
cient to generate a virtual interactive experience that is accessible regardless of a geographic
location.

In 1989, Autodesk, an American multinational corporation that focuses on 2D and 3D
design software, developed a virtual design system called Cyberspace.
Cyberspace as an internet metaphor

While cyberspace should not be confused with the internet, the term is often used to re-
fer to objects and identities that exist largely within the communication network itself, so
that a website, for example, might be metaphorically said to “exist in cyberspace.” Accord-
ing to this interpretation, events taking place on the internet are not happening in the loca-
tions where participants or servers are physically located, but “in cyberspace”.

Firstly, cyberspace describes the flow of digital data through the network of intercon-
nected computers: it is at once not “real”, since one could not spatially locate it as a tangible
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object, and clearly “real” in its effects. Secondly, cyberspace is the site of computer-media-
ted communication (CMC), in which online relationships and alternative forms of online
identity were enacted, raising important questions about the social psychology of internet
use, the relationship between “online” and “offline” forms of life and interaction, and the
relationship between the “real” and the virtual. Cyberspace draws attention to remediation
of culture through new media technologies: it is not just a communication tool but a social
destination, and is culturally significant in its own right. Finally, cyberspace can be seen as
providing new bpportunities to reshape society and culture through “hidden” identities, or it
can be seen as borderless communication and culture.
Cyberspace is the “place” where a telephone conversation appears to occur.

Not inside your actual phone, the plastic device on your desk. Not inside the other

person’s phone, in some other city. The place between the phones. ... in the past

twenty years, this electrical “space,” which was once thin and dark and one-di-
mensional—little more than a narrow speaking-tube, stretching from phone to
phone—has flung itself open like a gigantic jack-in-the-box. Light has flooded up-

on it, the eerie light of the glowing computer screen. This dark electric nether-

world has become a vast flowering electronic landscape. Since the 1960s, the world

of the telephone has cross-bred itself with computers and television, and though

there is still no substance to cyberspace, nothing you can handle, it has a strange

kind of physicality now. It makes good sense today to talk of cyberspace as a place

all its own.

—Bruce Sterling, Introduction to The Hacker Crackdown

The “space” in cyberspace has more in common with the abstract, mathematical mean-
ings of the term (see space) than physical space. It does not have the duality of positive and
negative volume (while in physical space for example a room has the negative volume of usa-
ble space delineated by positive volume of walls, internet users cannot enter the screen and
explore the unknown part of the internet as an extension of the space they are in), but spa-
tial meaning can be attributed to the relationship between different pages (of books as well
as webserverst® ), considering the unturned pages to be somewhere “out there.” The concept of
cyberspace therefore refers not to the content being presented to the surfer, but rather to the possi-
bility of surfing among different sites, with feedback loops between the user and the rest of the sys-
tem creating the potential to always encounter something unknown or unexpected.

Videogames differ from text-based communication in that on-screen images are meant
to be figures that actually occupy a space and the animation shows the movement of those
figures. Images are supposed to form the positive volume that delineates the empty space. A
game adopts the cyberspace metaphor by engaging more players in the game, and then figu-
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ratively representing them on the screen as avatars. Games do not have to stop at the avatar-
player level, but current implementations aiming for more immersive playing space (i.e.
Laser tag) take the form of augmented reality rather than cyberspace, fully immersive virtu-
al realities remaining impractical.

Although the more radical consequences of the global communication network predicted
by some cyberspace proponents (i.e. the diminishing of state influence envisioned by John
Perry Barlow) failed to materialize and the word lost some of its novelty appeal, it remains
current as of 2006.

Some virtual communities explicitly refer to the concept of cyberspace, for example
Linden Lab calling their customers “Residents” of Second Life, while all such communities
can be positioned “in cyberspace” for explanatory and comparative purposes (as did Sterling
in The Hacker Crackdown , followed by many journalists), integrating the metaphor into a
wider cyber-culture.

The metaphor has been useful in helping a new generation of thought leaders to reason
through new military strategies around the world, led largely by the US Department of De-
fense (DoD). The use of cyberspace as a metaphor has had its limits, however, especially in
areas where the metaphor becomes confused with physical infrastructure.

[1] cyberspace M= [AI MDA M Z B E GHEGRBEAEF RS B MILINEERN TR
PR SO SEOL A R S IRt =,

[2] cyberpunk ORI/ —Fh, UASE 2R E LRGSR R 5 B, 155 KRR
. QMERET, P FIHENLRITEYRN S B EE KR, HREENCRELITEN T
ALBrART BME B TS , DL R e T RE B 2 MR .

[3] cybernetics =S, HM 1948 Fif A% - AR R T EL MRS — X FHE
S AYLE PR AES WA — B LR RIS AR A T RO B TILT AN A
KA SRR, ANIEEHISEER—IPIRILES A it & P EH MERE M — R0
BEPLE, R RSB RAEE TR EZ ST TR PR ESR RSN, MFE
fi3& Cybernetics X FIBEFTFEKAr 2 X IFHE, “EH1L” — iR BP K W4 J% X mberuhhtz,
FENBRAR” ERERN T EMEARMERRL. EHREGEFEE*2 WEED. 2%
EREFEREBEANZAR. R, “BH"0E LB AT BE " RN E5t RE
REEURJE, HmERGH ARG R, LIX P58 2L al ik 4 89 . FIx &k e9E B, /el
B AT ., $E B el A5 B, — UME BB ERR R T Fe ], B AR T 4 SR T B R
KL, FEERBRERHIBN—MREEENES. EERE. SEREREEhEH Z5E
5 R 5E 22, IR HAE RIS R 1% Bk, He X5 BB 4 & A i, AR 215 49 00 L Ak
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FlBER HIY .
(4] World Wide Web  JT4EM (FRFE“MI4&” . “WWW” [ “3W”, 53 “Web”) , &2 — 15K
Zsia], TEXAZSEI, A AREY, R TR 3 Bl — 12l % — B HEARRAF” (URL) A5
P, DR YRR 8 SO A I (Hypertext Transfer Protocol) {41 45 8 f# . Ifil J5 4 il i
A ERRERE. NB— D WERE T4 MR —1 3 i P2 B B 5% /98 30 (inter-
linked hypertext document) 4., J74ERMBEY (World Wide Web Consortium, f&jfx W3C) , X

R W3C HH &,

[5] webserver M4 IR4%52% 4E MR (M, B H B ML AAFREITHER, BHREHMALEZ
AMHPERRTTENL. RE2H5 PCHAREREZ T, 1 PCE—BFZET R A—DH PR
% MR % 255 EVAR, EVLRE T K amss A R0, AR5 25208 1 W45 25 % Fom AP (8

o WILEIR B 2R T MBS SRR ZH, BAE IR S E SRS,

Exeru%es

1. Discuss the following topics:
(1) Compare and contrast: the Internet, cyberspace, and the World Wide Web.
(2) Compare and contrast: avatar, surfer, hacker. and cyberholic.

2. Give the English terms to the following Chinese;

(1) B (6) ALY
(2) 4™ (7) #3CA

(3) WL TFHEH (8) MBHEE

(4) DR BT (9) PR

(5) mARBF (10) P45k %5 2%

3. Translate the following sentences into Chinese;
(1) Cyberspace is the electronic medium of computer networks, in which online communication takes

place.

(2) According to Chip Morningstar and F. Randall Farmer, cyberspace is defined more by the social inter-
actions involved rather than its technical implementation. In their view, the computational medium in cy-

berspace is an augmentation of the communication channel between real people.

(3) The core characteristic of cyberspace is that it offers an environment that consists of many participants
with the ability to affect and influence each other.

(4) The metaphor used to describe the “sense of a social setting that exists purely within a space of repre-
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sentation and communication. . . it exists entirely within a computer space. distributed across increasingly

complex and fluid networks. ”

(5) Cyberspace describes the flow of digital data through the network of interconnected computers: it is at

once not “real”. since one could not spatially locate it as a tangible object, and clearly “real” in its effects.

(6) The concept of cyberspace therefore refers not to the content being presented to the surfer. but rather
to the possibility of surfing among different sites, with feedback loops between the user and the rest of the

system creating the potential to always encounter something unknown or unexpected.

4. Choose the correct form of the words to fill the respective gaps.

t origin style commentators argues previously internet related publishers

The form “website” has become the standard spelling, but _ (1) “Web site” (capitalised) and “web
site” were also widely used. Some academia, some large book _ (2) , and some dictionaries still use “web-
site”, reflecting the _ (3)  of the term in the proper name World Wide Web. There has also been similar
debate regarding _ (4)  terms such as web page, webmaster, and webcam.

Among leading _ (5)  guides, the Reuters style guide, The Chicago Manual of Style, and the AP Style-
book (since April 2010) all recommend “website. ”

Among leading dictionaries and encyclopedias, the Canadian Oxford Dictionary prefers “website”, and
the Oxford English Dictionary changed to “website” in 2004. Wikipedia also uses “website”, but Encyclop dia
Britannica (including its Merriam-Webster subsidiary) uses “web site. ”

Among leading language-usage _ (6) . Garner’s Modern American Usage acknowledges that “website”
is the standard form, but Bill Walsh. of the Washington Post. _ (7)  for using “website” in his books and
on his website (however. the Washington Post itself uses “website”).

Among major __(8) _ technology companies, Microsoft uses “website” and occasionally “website”, Ap-
ple uses “website”, and Google uses “website”.

5. Reading comprehension:

Wild Bill Donovan would have loved the Internet. The American spymaster who built the Office of Stra-
tegic Services in the World War [[ and later laid the roots for the CIA was fascinated with information. Do-
novan believed in using whatever tools came to hand in the “great game” of espionage—spying as a “profes-
sion”. These days the Net, which has already re-made such everyday pastimes as buying books and sending
mail, is reshaping Donovan’s vocation as well. '

The latest revolution isn’t simply a matter of gentlemen reading other gentlemen’s e-mail. That kind of e-
lectronic spying has been going on for decades. In the past three or four years, the World Wide Web has given
birth to a whole industry of point-and-click spying. The spooks call it “open-source intelligence”, and as the
Net grows, it is becoming increasingly influential. In 1995 the CIA held a contest to see who could compile
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the most data about Burundi. The winner, by a large margin, was a tiny Virginia company cailed Open Source
Solutions. whose clear advantage was its mastery of the electronic world.

Among the firms making the biggest splash in this new world is Straitford, Inc., a private intelligence-a-
nalysis firm based in Austin, Texas. Straitford makes money by selling the results of spying (covering nations
from Chile to Russia) to corporations like energy-services firm McDermott International. Many of its predic-
tions are available online at www. straitford. com.

Straiford president George Friedman says he sees the online world as a kind of mutually reinforcing tool
for both information collection and distribution, a spymaster’s dream. Last week his firm was busy vacuuming
up data bits from the far corners of the world and predicting a crisis in Ukraine. “As soon as that report runs,
we'll suddenly get 500 new Internet sign-ups from Ukraine,” says Friedman, a former political science profes-
sor. “And we’ll hear back from some of them.” Open-source spying does have its risks, of course, since it can
be difficult to tell good information from bad. That’s where Straitford earns its keep.

Friedman relies on a lean staff of 20 in Austin. Several of his staff members have military-intelligence
backgrounds. He sees the firm’s outsider status as the key to its success. Straitford’s briefs don’t sound like: the
usual Washington back-and-forthing, whereby agencies avoid dramatic declarations on the chance they might
be wrong. Straitford, says Friedman, takes pride in its independent voice.

(1) The emergence of the Net has

[A] received support from fans like Donovan [B] remolded the intelligence services
[C] restored many common pastimes [D] revived spying as a profession
(2> Donovan’s story is mentioned in the text to
[A] introduce the topic of online spying [[B]) show how he fought for the US
[C] give an episode of the information war (D] honor his unique services to the CIA
(3) The phrase “making the biggest splash” (line 1, paragraph 3) most probably means .
[A] causing the biggest trouble [ B] exerting the greatest effort
[C] achieving the greatest success [D] enjoying the widest popularity

(4) It can be learned from paragraph 4 that _
[A] Straitford’s prediction about Ukraine has proved true
[ B] Straitford guarantees the truthfulness of its information
[C] Straitford’s business is characterized by unpredictability
[ D] Straitford is able to provide fairly reliable information
(5) Straitford is most proud of its _~
[A] official status [ B] nonconformist image
[C] efficient staff [ D] military background
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B HRL R A B HEIS BRE E R AR TR ERE I — A

4) H41

ZATIIVFEMREERE, BN R A EPER K BT R (SEREREE G
BREERST2 . fEREHEERRENITEIGEREMNG, H5HHME 82. 3 %MEERHE
ERBEMEEN. WM EREAEHBAS, MRXEHFENFESZ—REESRSGEEMIES
90% . HABIEA ZRLHE, BB 15 RPN, M5 HE TS, BUER Y — M. X
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) %,

A website (also written Web site or simply site) is a collection of related web pages con-
taining images, videos or other digital assets. A website is hosted on at least one web server,
accessible via a network such as the Internet or a private local area network through an In-
ternet address also called URL.

A web page is a document, typically written in plain text interspersed with formatting
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instructions of Hypertext Markup Language (HTML, XHTML). A web page may incorpo-
rate elements from other websites with suitable markup anchors.

Web pages are accessed and transported with the Hypertext Transfer Protocol (HTTP),
which may optionally employ encryption (HTTP Secure, HTTPS) to provide security and
privacy for the user of the web page content. The user’s application, often a web browser,
renders the page content according to its HTML markup instructions onto a display termi-
nal.

All publicly accessible websites collectively constitute the World Wide Web.

The pages of a website can usually be accessed from a simple Uniform Resource Locator
.(URL) called the homepage. The URLs of the pages organize them into a hierarchy, al-
‘though hyperlinking between them conveys the reader’s perceived site structure and guides
the reader’s navigation of the site.

Some websites require a subscription to access some or all of their content. Examples of
subscription websites include many business sites, parts of news websites, academic journal
websites, gaming websites, message boards, web-based e-mail, social networking websites,
websites providing real-time stock market data, and websites providing various other serv-
ices (e.g. websites offering storing and/or sharing of images, files and so forth).

History

The World Wide Web (WWW) was created in 1989 by CERN physicist Tim Berners-
Lee. On 20 April 1993, CERN announced that the World Wide Web would be free to use
for anyone. Before the introduction of HTML and HTTP, other protocols such as file trans-
fer protocol and the gopher protocol were used to retrieve individual files from a server.
These protocols offer a simple directory structure which the user navigates and chooses files
to download. Documents were most often presented as plain text files without formatting,
or were encoded in word processor formats.

Overview

Organized by function, a website may be

a personal website

a commercial website

a government website

a non-profit organization website

It could be the work of an individual, a business or other organization, and is typically
dedicated to some particular topic or purpose. Any website can contain a hyperlink to any
other website, so the distinction between individual sites, as perceived by the user, may
sometimes be blurred.

Websites are written in, or dynamically converted to, HTML (Hyper Text Markup
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Language) and are accessed using a software interface classified as a user agent. Web pages
can be viewed or otherwise accessed from a range of computer-based and Internet-enabled
devices of various sizes, including desktop computers, laptops, PDAs and cell phones.

A website is hosted on a computer system known as a web server, also called an HTTP
server, and these terms can also refer to the software that runs on these systems and that re-
trieves and delivers the web pages in response to requests from the website users. Apache is
the most commonly used web server software (according to Netcraft statistics) and
Microsoft’s Internet Information Server (IIS) is also commonly used.

Static website

Main article; static web page

A static website is one that has web pages stored on the server in the format that is sent
to a client web browser. It is primarily coded in Hypertext Markup Language , HTML.

Simple forms or marketing examples of websites, such as classic website, a five-page
website or a brochure website are often static websites, because they present pre-defined,
static information to the user. This may include information about a company and its prod-
ucts and services via text, photos, animations, audio/video and interactive menus and navi-
gation.

This type of website usually displays the same information to all visitors. Similar to
handing out a printed brochure to customers or clients, a static website will generally pro-
vide consistent, standard information for an extended period of time. Although the website
owner may make updates periodically, it is a manual process to edit the text, photos and
other content and may require basic website design skills and software.

In summary, visitors are not able to control what information they receive via a static
website, and must instead settle for whatever content the website owner has decided to offer
at that time.

They are edited using four broad categories of software;

Text editors, such as Notepad or TextEdit, where content and HTML markup are ma-
nipulated directly within the editor program.

WYSIWYG offline editors, such as Microsoft FrontPage and Adobe Dreamweaver
(previously Macromedia Dreamweaver) , with which the site is edited using a GUI interface
and the final HTML markup is generated automatically by the editor software.

WYSIWYG online editors which create media rich online presentation like web pages,
widgets, intro, blogs, and other documents.

Template-based editors, such as Rapidweaver and iWeb, which allow users to quickly
create and upload web pages to a web server without detailed HTML knowledge, as they
pick a suitable template from a palette and add pictures and text to it in a desktop publishing
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