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Technology in the Novel 1984
[bookmark: _GoBack]  Technology is the way individuals apply scientific knowledge practically, especially in different industries. According to a novel by George Orwell named 1984, he portrays technology in a light that has negativity. The technology in the book is not beneficial to the public but is rather detrimental. The technology that has been explained and was used in Oceania was used as a way of governance where the specialists and those in power used it to control the population. They could use the technology to torture and brainwash the people. This means that they never used technology to help the people, but they used it for evil purposes. This essay explains the technology described in the novel and shows how the technology has been portrayed.
           Surveillance was done using technology where party members of the Oceanian government could be tracked. Orwell shows how technology was used to instill fear in the people through a surveillance state (Summa et al., 2020). There was the cutting-edge technology that is said to be used by Oceania that was used to pass information. The technology was also used to sell fear. The citizens could never be confidential as personal information as there was installing a propaganda control unit. This controlled the emotions of the outer party and made sure that it forced the people with negativities to direct them to anyone who tried to oppose the party. The stories and the enemies were just fiction (Sánchez-Herrera-Baeza et al., 2020).
           An example of Emmanuel Goldstein, who in the book is a subject of daily "two minutes’ hate," is seen from a surveillance projection screen, and his screen has been subjected to a ritual. This action is done so that the citizens can deride. Such is used as one of the ways George in the book 1984 uses technology to facilitate propaganda. Many giant screens were located all over the city, and people could try to dig deep to get the information that the screens collected. The government ruled as an all-powerful government that seemed evil rather than having a totalitarian government.
           'The Party' in the novel brings about a horrible living environment where the citizens cannot work or communicate privately (Summa et al., 2020). This shows no freedom of speech, movement, and many more as technology is being used negatively. The government had gotten to the extent of ensuring that every home has a flat-screen that had an inbuilt camera to make sure that they tracked and observed all the doings of the participants. The screens also had hidden microphones that helped record the voices of the participants. This was a world where monitoring was everywhere, and doing contrary to the government expectations meant that you would be arrested (Sánchez-Herrera-Baeza et al., 2020).
           In conclusion, the world illustrated in 1984 by George Orwell is a world that no one wants to be in. Orwell's prophecy is somehow true as there is not much one can do today without being noticed. However, it's false mainly as technology has been of more help to society easing information passage. Most people find it better only to share the information that they are willing to share. 1984 brings out a broad picture that technology has more negative uses than positive uses. Each person should be free to use technology as they wish and should not be forced to live in environments monitored every minute. There should also be no limitation on how to use technology. 
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