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between economic growth and R&D (Battelle 2013). For 
example, technological revolution in communications 
would not have come about without research and develop-
ment. R&D has resulted in fiber-optic cable, wireless 
microwave cell phones, and satellite technologies that 
make it easier to communicate with people around the 
world. A cable starting in Europe is now circling Africa; the 
capabilities for high-speed Internet will enhance opportu-
nities for businesses, health care to remote areas, and edu-
cational advances in countries that have few textbooks. We 
now live in a global village, a great boon for those fortu-
nate enough to have the education and means to take 
advantage of it (Drori 2006).

However, changes in technology do not always have a 
positive effect on less affluent countries. Consider, for 
example, the effects of the invention of artificial sweeten-
ers and the demand for sugar. Sugar is the major source of 
income for the 50 million people who work in the beet and 
cane sugar industries around the globe. Their jobs are 
threatened by artificial sweeteners. As new technologies 
bring substantial benefits to many in the world, these 
results can also harm people in other parts of the intercon-
nected world. Changes in technology and the economy 
have forced many individuals to leave their native villages 
in search of paid labor positions in urban factories and the 
tourism industry, disrupting family lives.

Rapid technological change has affected generational 
relationships as well. It is not uncommon for younger gen-
erations to have more technological competence than 
their elders, and this sometimes creates a generational 
digital divide in competencies regarding use of computers, 
cell phones, and other electronic devices. In some settings, 
younger people are looked to for their expertise, whereas 
in the past, the elders were the source of knowledge and 
wisdom. Often, the older members of a business or group 
feel devalued and demoralized late in their careers because 
those with technical competence view the older members 
as “outdated has-beens.”

Popular video games such as Battlefield: Hardline, 
Batman: Arkham Knight, Below, Bloodborne, Dying Light, 
Evolve, and Game of Thrones are but a few of the relatively 
new offerings in the video game pantheon, and forms of 
entertainment such as the Wii-U and Nintendo 3DS further 
the social distance between generations (Erik Kain 2015). 
With the changes brought about by technology come 
changes in the nonmaterial culture—values, political ideol-
ogies, and human relationships. Clearly, technology can 
have a variety of social impacts—both positive and negative.

You now know the answer is a resounding “Yes!” This 
final “Engaging Sociology” provides a plan you can follow 
if you would like to make an impact on your local commu-
nity and larger society.

ENGAGING SOCIOLOGY
Making a Difference

Because bringing about change requires coopera-

tion, working in a group context is often essential. 

Flexibility, openness to new ideas, and willingness to 

entertain alternative suggestions are also key factors 

in successful change-making. The following steps 

provide a useful strategy for planning change.

1.	 Be specific, and focus on what is to be changed. 

Without clear focus, your target for change can 

get muddied or lost in the attempt.

2.	 Research the issue and use those findings. 

Learn as much as you can about the situation 

or problem to be changed. Use informants, 

interviews, written materials, observation, 

existing data (such as U.S. Census Bureau 

statistics), or anything that helps you under-

stand the issues. That will enable you to 

find the information you need to thoroughly 

understand the issue you wish to address.

3.	 Find out what has already been done and by 

whom. Other individuals or groups may be 

working on the same issue. Be sure you know 

what findings and interventions have already 

taken place. This can also help determine 
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