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In this era of advanced information technology, cyberculture has emerged
from the use of computer networks for communication, business and
entertainment. The Internet, gaming and multi-user domains' are producing
new types of identity. In online virtual communities, a user may create a
virtual {cyber) identity, which serves as an interface® between the physical
person and the virtual person that other users view on their computer screen.
Users may create a persona’® that is far different from who they are in real
life, and the language they use and the way they express themselves may
differ considerably from their communication style in face-to-face interactions.

When you become a member of an online community, you usually have
some control over how much personal information, if any, you wish to reveal
about yourself. You can choose to let other users see how you actually look or
you can post the photo of someone else. You can also decide if others can

hear your voice. A researcher explains that ‘the desire to remain anonymous®

(a)
reflects the need to eliminate those critical features of your identity that you

do NOT want to display in that particular environment or group.” Advocates® of

cyber communication maintain that this allows people to engage i intercultural
communication with individuals they might never meet in real life. As people
may not see yvour physical characteristics, they are reliant on the personal
details yvou provide about yourself in texts, the images you post, as well as
your use of emoticons®,

Cyberculture and the possibility of anonymity have significantly altered the
ways many people communicate on a day-to-day basis. Spending too much
time in virtual reality with one’s cyber identity (ies) can cause some to lose
touch with the real world. In South Korea, for example, psychologists are
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counselling a growing number of young people who are addicted’ to online
gaming. Lost in a fantasy world, some find it difficult to communicate with
people in direct physical interactions and feel like outsiders in their home
environment.

In all cultures, there are also forms of fantasy identities, which center on
‘characters from science fiction movies, comic books (manga), and anime.
Each July, Hong Kong hosts one of the world's largest animation and comic
book fairs, attracting thousands of fans who bring super herves to life through
colorful costumes. These events bring together young people and adults from
different backgrounds, who share a passion for particular fantasy characters.

[Adapted from Jane Jackson (2014), Introducing Language and Intercultural

Communication)
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(1) A: I haven't seen you for a while. How have you ( y?

B: Oh, iust great.

(2) A: You look tired. Let's take a short break.

B: Thanks. T stayed ( ) late last night studying for the English
test.
(3) A: You won't forget to email me, ( ) you?

B: Sure. Iwon't forget.

) A: You look different, Mom.

B: Didn't you notice? 1 ( ) my hair dved yesterday.

(5) A: Are you still angry at Bob? You should make up ( ) him.

B: Ican't. He broke my computer.
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(1) Don’t (make, too, a, long, take, to) decision.

(2} Joy (ittle, to, lock, my, used, after) sister.

(3) Sam drops (time, their, office, from, at, in) to time.

(4) They (finish, another, needed, weeks, to, three) the project.

(5) India is (exceed, said, China, population, to, in) within a decade.
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(1) What animal would best represent your personal character?

(2) Which do you think is more important for success, good fuck or hard

work?
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